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INTRODUCTION 3

The Smry of Eldritch Might

el thus vy stiadies with The Book cantimeed, § sent my companions on r fool's eond to a city rufed by vompives in order o heop
them from disturbing se. { do vat expeet ro hear from them for.. suite sume e Jt has hecome cleny that The Bool: hukd

seerets contdined i ne wovtal i for unrold geons. ! feund extensive sections on magied songs and locales

and senptiznt spells,pius mieny other fansalieing enties. The Book sffers me the pawer 1 have craved for so fang!

Al the aseane wight frone alf the wizsusts wia hawe came before nae is mine sa conmannd.,..”

weblathavar

alhavoc was an arrogant bastard, but his ideas were interesting. Arcane spelicasters—arcanists—do possess the

unigue attributes to call power into themselves, serving only their own wishes. Of course, this led to the develop-

ment of their not entirely undeserved reputation of evil, power-mad egoism.

Wizards, sorcerers, and bards are formidable characters whe command great pewer. Bur power is only as grear as the
knowledge behind it. Much of the secret arcanist lore lies within the covers of a massive tome known as The Book of Eldritch
Might. Frequently, snippecs from this magical book are copied from it and disseminazed as books of magic all their owa. This

particular volume halds many of the treasures found in those pages.

Malhavoe, a powerful wizard, is the only known mortal arcanist to have “possessed” The Book of Eldritch Might for any sig-
nificant amount of time. This tome of magical knowledge surpasses most similar artifacts. Malhavoc said it was intelligent
an elder god of magic trapped within a simple izem. In his “conversations” with The Book, he transcribed derails of new areas

of study, new spelis, new magical items, and more. We are proud to present his wark.

AUTHOR'S NOTE: ELDRITCH ORIGINS

Ilove magic. I love wizards and spelis and magic items.

Smatl wonder, then, after more than a decade as a game designer. that the very first
producr I creared when I had the chance to write whatever I wanted was 2 beok on
magic. The Book of Eldritch Might was written wirh no idea how it would be received -
it was entirely a labor of love. The face thar iv was exwremely successful was just icing
o the cake,

Only days after the book first appeared, people began asking me, will there be more?
I hadn't really thought abour a sequel, but T had no shortage of ideas for what could go
into such a book, once I considered it. The material already existed, in fact, because so
much of what appeared in these books showed up in my own personal campaign
befare I ever thought of publishing it. {I believe that, generally speaking, if you creare
something for an actual game session, rather than jusc ro fll the pages of a bock, you
ger much better material. If for no other reasor, you saw a need for it in a real game,
with real players.) Book of Eldritch Might Ii: Songs and Sauls of Power also saw some real
success, due in large part to the popularity of its variant core classes, the bard and the
sorcerer.

Then came Book of Eldritch Might IE The Nexus., Again, it was no chore 1o come up with
mote material—much of it originated in my campaign—but I was a littde tired of the
formar. [ didn't want to publish just another book of spells and feats and whatnot with-
out context. So I gave them specific locales. Each had a place 1o be used, and each place
could slide easily into 2 campaign. Ir was fun to write some setting-style marerial again.

F've gor 1o tell you, though, after three years, it’s wonderful to see all of this informa-
tion compited into one book. This meaty tome offers so many new spells, feats, items,
classes, and options for your game, it would take months of play to incorporate itall.

Playtesters

Thanks to olf the members of my regular gan-
ing group for always being willing to ploytest
new caneepts and wuies for this book: Michale
Carter, Andy Collins, Sue Cook, Bruce Costel],
lesse Decker, Erik Mona, Chris Perkins, jeff
Quick, Sean Reynolds, ond Keith Srohm.

My speciol gretitude goes to ail those who took
the time to réspond with helpful playtest feed-
back: Carios /. Lopes Acosta, Patryk Adamski,
David Ainsworth, Matthew Arfets, f[éréme
Seoulieu, Hugh Belmont, Artur Biesiadowski,
Roger Burgess itl, Roger Carbol, Bab Cooper,
8renda Copping, Philippe Doigneault, foshua
Beren, Ponovan Dufault, Myléne Dumals,
Matthew Frederick, Tjork Freese, Mark Galpin,
Kelty Grahom, Edmund Hack, Morc Hartstein,
Rob Helfton, Mare Hertogh, Cliis Hows, John
tarocch, Jeff johnston, Frauke firgensen, Matt

" Katch, Tilo Koester, Matt Locke, joseph Lockert,

Tom Lommel, Germdn Martin, Marzy Marzigno,
Marie-France Matte, Bridget McAndreve, Ken
Mekinney, Chad McMinn, Sami Mediia, . Sean
Motiey, Brign A, Morgan Armstrong, Robert
Muti, fohn Mowat, Doug Nefson, Susar Fateick,
Matt Penniman, Nicholas Pevishan, Bobby
Politte, Eric 8. Polovich, Jucob Proffitt, john £,
Raymond, Steve Rees, Gliver "Kae'Yoss™ Rietz,
Sryan Ruther, fason Saving, Hojo Schiewe, Dei
Shand, Nicolas Shend, johnny £ Smith, Phil
Sirvid, fohn Menre Stam, Bredd W, Szonye,
Rasmus Micoiaf West, ond Cheistion Yde.

boards. You asked all the right questions, you provided feedback, you were always ready for new material, and you helped
creaze and sustain a fun, friendly community for me to be a part of. And of course, you asked for this back.
Hereitis.

i

a

)
<SP 2‘ But what a fun challenge it would be 1o try.

; 'a:o_"njg I hape you find that the material in this book adds the same excitement and fun to your campaign that it added o mine.
A};\ Id like to dedicate this book to the members of "Olay—Your Turn,” the Malhavoc Press and montecook.com message
SLER L Y
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About the Author

Monte Cook started working professionally in the gome industry in 1988, In the
employ of fron Crown Enterprises, he worked on the Rolemaster ang Champions
gomes as an editor, developer, and designer.

In 1994 Monte came ta TSR ¢s @ game desigaer As a senfor game designer with
Wizards of the Coust, he codesigned the 3rd Editign of Dungeens & Dragons,
authored the Dungeon fAaster’s Guide, ond designed Return to the Temple of
Elementat Evil, the df2o version of Call of Cthulhy, and The Book of Vile Darkness.
For Wizkids games he designed the HeroClix system of superhers combal. He
crepted the bestselling Monte Cool's Arcana Unearthed for Malhavoc Press.

A graduate of the Clarion West writer's workshop, Monte also hias published
short stories and two novels. In bis spare time, he runs games, builds vost
dioramas out of LEGO bultding bricks, and reads a lot of comits.

About the Hluserators

Taren “MocBin” Atkdnson is known by night as the lead singer in the Cthulhu
rock band, The Darkest of the Hillside Thickets, but by day he collects Saturday
morning cartoons and is g voice-over actar. You've seen bis work in dzo Call of
Cthulhy, Delta Green, and the Freepart trilogy, os welf as many Malhavoc Press
titles. He is currently celebrating the release of his first published writing credit
for the pulp sci-fi RPG Spaceship Zero,

Atlanta artist and graphic designer Talon Dunning, a surviver of White Wolf's intern
program, is now the chief Hustrater for their Raverdoft line as wetl as a regulor in
other Sword & Sorcery projects, including Demen God's Fane from Malhavor, He's
also done work for West End Gomes, Wizards of the Cougst, Eden Studios, and
Kenzer(go.

Artist Brign LeBlane uses his learn-gs-you-go cpproach for esch assignment,
spowning new technigues from countless {ate-night work sessions, RPG end
anime soundtracks playing in the background, Brian beligeas you've got o toke
responsibifity for your own growth, with or without an art degree. Visit his web-
site ot <itip:fle.spaceports.com/~bieblanch.

Eric Lofgren’s early influerces included comic book arl, the ofis of Frazetta, and
the inks of Berni Wrightson. Upen discovering rofeplaying games, he schooled
himselfin fantasy art. After years of working other jobs lo sustain himself while
drawing awoy evenings and weekends, he decided o take the plunge, ilustrat-
ing in the RPG industry. See more of his work ot <www.ericlofgren.coms,

Corfogropher Rob Lee hes created maps for If Thoughts Could Kill, Anger of
Angels, and The Banewarrens from Malhavoc Press, plus many other dzo prod-
ucts. A graphic designer by day, Reb was awarded the EN World dzo System
Award for Best Cartegrophy in 2002,

Stephen Shepherd is a floride-based artist who got his start with Malhavoe
Press, lustrating Boak of Eidriich Might 1: Songs and Souls of Power end
Demon God's Fane, He has worked on a number of books for Mongoose
Publishing and Troll Lord Games, os well as many others. He fives with his sup-
portive wife Julie and his inspirational daughter Andi. He is currently plotting
world domination. Visit iis website at <hilp:/foodoo.home.sapo.pth.

1.B. Sparks creates imaginative interior ilustrations for Malhavos titles, lnciud-
ing Demen God’s Fane. In addition, he designed the Malkavoc Press logo end
Monte Couk's popular website <wmymentecook.com.

Years ago, Tyler Walpole spent o good deal of time in school being scolded by
his teachers for drawing when he should have paying antention in class. Today,
many of those same teachars are happy that the seif-taught 27-year-oid is able
to pursue his iiustration career fudl time, He lives in Des Moines, lowe, with his
wife Petra and son Keegan and co-owns a comic baok stare, Cup o' Kryptontite.

Cover artist Sam Wood, a Seattle-based ilustrator, works grimarily in the rofe-
playing and electronic game industries. While a staff artist at Wizards of the
Cogst, Sam ilfustrated Dungeons & Dragons, Magic: The Gathering, and mony
other games, In addition to Malhavor Press, he's worked for @ wide range of
companies, from Graen Ronin to Microsoft.

Kieran Yanner has chwoeys been interested in art, releplaying games, and the
fantasy/sci-fi world, From Decipher to Maihavoc Press, White Wolf to Dream Pod
g, Kieren has produced hundreds of illustrations for the roleplaying industry and
conptinues o de 50,

Malhavoe Press

Malhavee Press is Monie's d20 System imprint devoted to the publicetion of
unusual magic, monsters, and evocatfve game elements that go beyond tradi-
tionat fantasy. Malthaves Press groducts exkibil the mastery of the da2e System
rudes that anly one of its sriginal designers can offer.

The Etdritch Might series is Mafhavoc Press’ most popular line of d2o saurce-
hooks, Monte's companion adventure to this serfes, Demon God's Tane, is avail-
abie for high-levet eldritch ploy, and his variant ployer’s handbook, Mante Cool's
-Arcana Unearthed, offers new rules, rages, and closses for advanced players.

Current tities are ovailable to purchase in either print or electronic (PDF)
format of cerww.moentecook.con.,

UsING THIS BOOK

Magic is a wonderful thing. Not only because it aliows spell-
casters to accomplish mitaculous deeds, bur because ir s
infinize in scope. If you have read the spell and magic izem
selections in the revised 20 core rulebooks, you've only just
started to plumb the depths of magic. This book presents a
foray into the unknown-——peruse its pages with excitemenz.
But beware: These new powers and abilities can be used 1o
your benefit, or they can be used against you. Arcane magic
is a fickle thing,

This book is 2 smorgasbord. It presents a vast selection of
new feats, new classes, new spells, new lacales, new crea-
tures, and new magic items. You can use as lictle or as much
as you want. While some of the marerial complements other
bits very nicely, it all works independently.

1f you're a DM, that should be imporrant to you. That
means you can go through this book and freely pick and
choose what is available in your campaign. You can throw
out things you don't like, or that you have already decided
work differently in your game, without worry that it affects
anything else found in the book. Grear effort was made to
balance the new features in this book with the core rules, but
the DM is the final arbiter of what goes and whart doesa™.
This book contains only new opportunities—not new
restrictions, If you are a player, lock upon this book as a
selection of whole new paths to power, Choose wisely,

This book is a repackaging of three previously published
volumes: The Book of Eldvitch Afight, Book of Eldritch Might II:
Songs and Souls of Power, and Beok of Eldritch Might I The
Nexus. We have combined the complete contents of all three
boolts, arranging the material according to wopic. We've also
updated the material to conform to the v. 3.5 revision of the
core rules, corrected a few typos, included some material
from Monze Coolcs website, and added a new appendix with
tips for using these feats, classes, spells, spellsongs, items,
locales, and monsters with Mante Cook’s Arcana Unearthed.

Throughour this sourcebook, sidebars offer special infor-
mation and guidelines for the DM. Spells, irems, feats, etc.
inrroduced in this book are marked with a dagger (3).
Otherwise, all references ro spells, feats, and other rules are
from the v. 3.5 revision of the three Core Rulebooks: the
Player’s Handbook, DMG, and MM.

Bonus source material and ideas to augment the infor-
martion in The Complete Book of Eldritch Might appear on
Monte Cook’s website, To find the links to these free web
enhancemnents, visit the book's product page online at
«www,montecook.com/mpress__ BOEMC.humb.

This book is protected content excep for items specifically
called out as Open Gaming Content on the title page. For
full details, please rurn to the Open Game License in the
Appendix. Cpen conzent is not otherwise marked in the text
of this book.



efore you adopt either of these classes for your own
B character—or before you adopt any new class, for

that matter—it's a good idea to discuss the details
of them with your DM.

BARD VARIANT

Music holds great magie, although few realize this power,
and even fewer know how to tap inte its potential. Some

wake the bard as a simple minstrel with nothing more to offer
than a few songs to warm the heart. And, in truth, this s an
apt description of a beginning bard, However, as she pro-
gresses in knowledge and skill, the bard becomes a formidable
spellcaster and combatant, using those powers together in
ways that no one else can.

Adventures: Bards explore new terrizories and old ruins
to tearn more about their world. In addition to being mas-
ters of music, they are keepers of lore as well——often
incorporating this knowledge inte their songs.

Characteristics: Bards are knowledgeable and broadly
skhitled-—yet still unigue. For example, they maneuver in light
armor more like fighters than mages, yet they do not rely on
strength alone. Their music is magical, bur more flexible

Alternate CEaSses

The newe versions of the bard and sorcerer cluss presented in this chapter are intended to serve as altermates to the traditional versions
found in Chapter Three: Classes of the Player’s Handbook

CHAPTER ONE 5

than the spells of wizards or sorcerers. They are almost as
skilled as rogues in certain areas but lack their penchant for
sneak attacking or using mechanical devices. If they have a
primary focus, it lies in music, which, in wurn, provides them
with powers of diplomacy and charm,

Alignment Bards are froe spirits, wanderers, and intellecru-
als. They appreciate creativity, freedom, and individuality over
structure and order. Their spentaneity and intuitive narure
preclude those of lawful alignment from joining their ranks.

Religion: Bards usually worship gods devored ta music,
creation, or travel. (For one example music deity, see the
“Jode, the Guardian of Song” section in this chapter.} They
often do not tie themselves down to a rigid eeligious seruc-
ture. However, in congregations and fellowships thar give
them the breathing room they require, the bards’ skill with
song and lore can provide wonderfully inspirational suppost
to faith and devotion.

Background: Bards, it s s2id, are born, not made. Suill, their
skills and knowledge result from long years of training and
study, usually as apprentices to skilled masters. Occasionally,
a particularly famous bard will found a college that serves as

a school and guild for 2 large number of other bards.

Base Attack  Fortitude Reflex  Will ~Spellsongs per Day—
Level Bonus Save Save Save Special Notes Chords Melodies
1 +0 +a +2 +2 Bardic knowledge 3 — —
2 +1 +0 +3 +3 s 4 — o
3 +2 + +3 +3 —_— 3 e —
4 +3 + 4 +4 - 6 - -
5 +3 + +q +4 Weave notes 7 - —
6 +4 2 +5 +3 e 8 0 —
7 +5 +z +5 +35 — 8 b —
& +G6/+1 +2 +6 +G — 8 2 —
9 +&/41 3 +6 +6 Evasion 9 3 s
10 742 +3 +7 +7 — 9 4 —
i +8/+3 +3 7 o — 9 3 —
! ST +q +8 +8 Weave chords 10 6 —
13 +gi+y 4 +8 +8 — 10 s o
14 +10/+3 +4 *g +g o 10 7
13 #1146/ 41 +5 +9 +o —_— 11 7 2
16 1/t +5 10 +10 11 8 3
17 2/t +3 +0o +10 Improved evasion n 8 4
18 13/ +6 +11 +11 — 1z 8 5
19 +14/+0/+4 +G +11 +11 — 1z g <)
10 +15/+10/+3 +6 +iz 13 Weave melodies 1z 9 7

Y
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Races: Humans, elves, half-elves, and halflings
become bards more commonly than do members of
other races. Half-arcs and dwarves find themselves ili-
suited to mastering the magic of music and il-tem-
perad for the light and brighe dispesition that
most bards find useful in their duties and deeds.
Qceasionally a gnome takes to the art of spell-
songs and bardic lore, bur usually as a resuk
of studying with a master of another race.

Other Classes: Bards have few equals
when it comes to dealing with others, mak-
ing friends, handling diplomacy, and con-
ducting negotiations. They also facilitate
and support their comrades, as their
sangs and powers help their allies as well
as themselves, Skilled in so many areas,
they often can fill in where a group of
adventurers seems to have a deficiency.
No tmatter what niche they might fill,
however, they usually act as speakers for
the party, thanks to their deft social
touch and winning natwre. They get
along equally with ali other classes,
although their music often leaves wiz-
attds and sorcerers seratching their
heads, as it does not work in the same
way as raditional spelleasting,

GAME RULE INFORMATION
Bards have the following game statistics.
Abiliries: Charisima determines the spelisongs a baed
can cast, and how hard those spellsongs are 1o resist. (For

derails, see “Spellsongs™ under “Class Features.”)
Charisma, Dexterity, and Intelligence all affect the bard’s
favored skills (see below).

Alignment: Any nonlawful

HirDie: d6

CLasSs SKILLS
The bard’s class skills (and the key ability for each) are
Appraise (Int), Balance (Dex), Bluff (Cha}, Climb (Su),
Concentration (Con), Craft (any) (Int}, Decipher Scripr
{Int), Diplomacy (Cha), Disguise (Cha), Escape Artist (Dex),
Gather Infarmation {Cha), Hide (Dex), Jump (Str},
Knowledge {any) {Int), Listen (Wis), Move Silently {Dex),
Perform {anyy {Cha}, Profession (Wis}, Sense Motive (Wis},
Sleight of Hand {Dex}, Speak Language {none), Spellerafy
{Int), Survival (Wis}, Swim {Str), Tumble (Dex), and Use
Magic Device {Cha). See the Player's Hundbook, Chapter
Four, for skiil descriptions.

Skill Points at 1st Level: (6 + Intelligence modifier) X 4

Skill Points at Each Additional Level: 6 + Intelligence
modifier

CLASS FEATURES
All of the following are class fearures of the bard,

Weapon and Armor Proficiency: A bard is proficient with
afl simple weapans. Additionally, the bard is proficient with
one of the fellowing weapons: longbow, composite longbow,
longsword, rapier, sap, composite short bow, short sword,
shortbow, or whip. Bards are proficient with light armer,
medium armor, and shields. Note thar,wearing armor heavier
than leather gives the bard an armor check penalty on some
bard skills {Balance, Climb, Escape Artist, Hide, Jump, Move
Silently, Sleight of Hand, and Tumble). Double the normal
armor check penalty applies to Swim checks. Unlike tradi-
tional arcane spelicasters, a bard can cast spellsongs while
wearing armor or using a shield, suffering no chance of
spellsong failure if the total armor check penalty affecting
her is -3 or better. Otherwise, she suffers arcane spellsong
failure as normal.

Spellsongs: A bard casts arcane spellsongs according o
the tables on the next page. Spellsongs are similar 1o spells,
divided into rhree types: spelinotes, spellchords, and
spellmelodies {or occasionally fust “notes,” “chords,” and
“melodies™). They all have verbal components, but no
somatic or material ones.



Speflntes are quick, single notes of magical song thatcan
be cast as move acrions. That means a bard can perform a
standard action in the same round that she casts a spellnote.
She could, for example, cast a spelinote and then make a sin-
gle attack, move up to her speed, ot even cast another spell-
note or spelichord.

Spellchorsds are more complex spellsongs, involving a
drawn-out combinatica of notes. These are cast as standard
actions. And they truly are “chords” of song; while most
singers can sustain only a single note at a time, bards can
sing multiple notes simultaneously {for mundane perform-
ances as well as in spellsong casting).

Spellmelodies are the most complex spellsongs and take a
full round o cast.

Except where noted, always treat spellsongs as spells for
such purposes as dispel magit, detect magic, speli resistance,
and so on. If a spell-level equivalentis needed, weat spell-
notes as 1st level, spelichords as jrd level, and spellmelodies
as sth level. Meramagic fears do noraffect spellsongs, but
eldritch feats do (see Chapter Two: Feats).

Similar to the way sorcerers cast spells, a bard need not pre-
pare spellsongs beforehand or keep a spellbool. Bards receive
bonus spellsongs for high Charisma, as shown in the table
below. To cast a spellsong a bard must have a Charisma score
of at least 11 for notes, 13 for chords, and 15 for melodies. The
Difficulry Class for a saving throw against a bard’s spellsong is
11 + Charisma modifier for notes, 13 + Charisma modifier for
chords, and 15 + Charisma modifier for melodies.
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‘- Spellnotes can be combined inwo spellchords, and speli-
chords can be combined to make spellmelodies, & bard con
expend five spellnoze slots for the day to create 2 speiichord,
or three spellchord siots ta creare a spellmelody. Likewise, a
single chord slot can power five notes, and using one melody
slot, a bard can cast three chords {or 15 notes}.

Unlike other speilcasters, bards can combing their talents
easily to produce powerful magic. Muldiple bards can con-
tribute notes, for example, to create a spelichord effect that
they ali know. The spelisongs effects are based on the highest-
level bard's level and ability score for determining paramerers
of the spelisong that depend on them (in particular, save
Difficulty Classes}.
Further, if a saving
throw is called for,
for every two bards
involved, the
Difficulty Class to
resist the spellsong
increases by +.

Spellsengs can be
used to make speli-
completion and other
magic tems, includ-
ing scrolls, potions, wands, and 50 on, assuming the bard
fias the correct item creation feats. For costs, treat spellnotes
as 1st-level spells, spellchords as 3rd-level spells, and

spellmelodies as sth-level spells.

BONUS SPELLSONGS FOR HIGH CHARISMA -
Modifier odies

Notes Chords  Melodies Score Notes Chords Mel
1 2 — — 1 -5 — Can't cast speilsongs —
2 — — 23 -4 — Can't cast spelisongs  —
3 3 e — 43 -3 — Can't cast spellsongs —
4 3 e —_ Gz -2 — Can't cast spellsongs  ~
5 4 — e 8—o - — Can'tcast spelisongs —
é 4 I e 1011 o — — —
7 3 2 — 1213 +1 1 - —
8 35 2 e 1415 +2 2 e —
9 6 3 - 1617 +3 3 1 -
10 é 3 R 189 +4 4 2 -—
11 7 -3 - 2021 +5 5 3 H
iz 7 4 —_ a2—23 +6 6 4 2
1 8 5 v 2425 +7 7 5 3
14 8 3 2 2627 +8 8 6 4
15 9 5 2 2829 +9 9 7 5
16 9 6 3 30-31 +10 10 8 G
7 10 7 3 32~33 11 1 9 7
18 10 7 4 1435 +ia 2 10 8
19 11 8 4 3637 +13 13 i o
10 1 8 3 38—39 +14 14 12 1G
3041 +15 15 13 31
" Provided the bard has sufficiens Charisan to have o banws spellsang of this tpe e, ..

K

i
kS

N\

1

Silence and Spelisongs

Areas of magical sitence are like antimagic
fields to spelisongs: no spellsong casting s
possible within the areg, ond any ongolng spefl-
song effact—even powarful sonic creations fike
sonic walls —are suppressed while in an area of
sitence. This is probobiy the greatest drwhock
to using spellsongs.
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Feats such as Spell Focus or any mesamagic feat do not
affect spellsongs. Bards have access to special feats thar mod-
ify the effects of their spellsongs. {See Chapter Two: Feats.)

Bardic Knowledge: A bard picks up a lot of smay knowl-
edge while wandering the land and learning stories from
other bards. A bard may make a special bardic knowledge
check with a bonus equal to her level pius her Intelligence
modifier to see whether she knows some relevant informa-
tion about local notable people, legendary items, or note-
worthy places. This check does not reveal the powers of a
magic item but may give a hint as to its general function. The
bard may not take 10 or ke 20 on this check; this sorz of
knowledge is essentially random.

DC  Typeof Knowledge

10 Common knowledge,

Examples
A local mayor’s reputation

known by at leasta for drinking or common

substantial minority legends about a powerful

of the local population.  place of myszery.

20 Uncommon but available A local priest’s shady past

knowledge, known by orlegends abouta

only a few in the area. powerful magic item.

25 Obscure knowledge, A knight's family history or

known by few and legends about a minor place

hard 1o come by. of mystery or magic item.

30 Extremely obacure A mighty wizard's
kaowledge lnown by childhood nickname or
very few, forgomen by the history of a fairly
most who ence kaew inconsequential magic
it, or known only by item,

those whoe don't under-

stand its significance

Weave Notes: A bard of at least 5th level can expend two
spellnote slots to cast a single spelinote with one of the fol-
lowing three enhancements (selected prior to casting):

1. A 50 percent increase in duration and range

2. A +2 bonus to saving throw Difficuley Class

3-A 50 percent increase in damage

Evasion: At 9th level and up, a bard can dodge and avoid
even magical and unusual atacks with agility, If 2 bard makes a
successful Reflex saving throw against an anack that normally
inflicts half damage on a successful save (such as a red dragons
fiery breath or a fireball}, the bard instead suffers no damage.
Evasion appiies only if the bard wears lightarmor or noarmer. A
helpless bard (such as one who is unconscious or paralyzed)
does not gain the benefit of evasion.

Weave Chords: A bard of at least 12th level can expend
two spellchard slots 10 cast a single spellchord with one of
the following three enhancements (selected prior to casting:

L A 50 percent increase in duration and range

2. A +2 bonus to saving throw Difficulty Class

3.A 50 percent increase in damage

Improved Evasion: At 17th level, a bard's evasion ability
improves. She still rakes no damage on a successful Reflex
saving throw against attacks such as a dragon’s breath
weapon or a fieeball, but henceforth she suffers only half
damage on 2 failed save. & helpless bard (such as one whe is
unconscious or paralyzed) does not gain the benefir of
improved evasion.

Weave Melodies: A bard of at least 20th level can expend
rwo spelimelody slots to cast 2 single speiimelady with one of
the following three enhancements (selected prior o castingh:

1. A §o percent increase in duration and range

2. A +2 bonus to saving throw Difficulty Class

3. A 50 percent increase in damage

JODE, THE GUARDIAN OF SONG

Bards often pay homage to Jode (pronounced JOHD), a god-
dess of music and creativiny. Also known as the Guardian of
Song, she dwells in a jeweled dome in the heavens, sur-
rounded at all times by a thousand celestials enraptured in
erernal song. Jode, 2 chaotic good goddess, defends those
interested in music, song, poetry, and similar pursuits. She
grants both inspiration and talent to those who serve her.
Her remples are lavish auditoriums, often with connected
instirutions of musical learning and knowledge.

Jode's symbol is a harp emblazoned on a shield. Her
priests {clerics who often also have some bard levels) wear
simple, attractive garments, but otherwise they have ne stan-
dard type of dress. Her favored weapon is the short sword.
Jode grants the domains of Air, Luck, and Protection, as well
as a new domain, Music. The Music domain consists of the
follewing spells and abiliny:

Music DOMAIN
Granted Powers: Three times per day, you may cast a spell
with verbal compenents at +1 caster level.

Music Domain Spells
1st  Hypnotism. Fascinates 2d4 HD of creatures.
and  Whispering Wind, Sends a short message one mile
per level.
3rd  Goed Hope. Subject gains +2 bonus to atrack rolls,
damage rolls, saves, and checks.
ath Scu!pr Sound. Creares new sounds or changas exist-
ing ones.
sth  Shout. Deafens all within cone and deals 2d6 poinis
of damage.
Gth  AMass Suggestion. As suggestion, plus one subject per
level.
7th  Legend Lore. Learn rales about a person, place, or
thing.
8th  AMass Charm Monster. As charm monster, but all with-
in 30 feer.

gth  Whil of the Banshee. Kills one creature per level.



VARIANT BARD SPELLSONG LIST

Below is an abbreviated listing of the spelisongs for the vari-
ant bard {described in Chapter Six). This list first appeared
on Monte Cook’s website cwww.montecock.com>.

SPELLNOTES

Burst of Speed: Your speed increases by +10 feer or more.

Countersong: You counter sonic effects,

Cushion Fall: Targert falls up to 20 feer/level safely.

Deflect Blow: Artack roll against rarget suffers a —4 penalwy.

Destroy with Sound: Destroys object.

Influence: Targets react to you more favorably.

Inspire Courage: Allies gain +1 bonus to arrack and weapon
damage rolls.

Minor Healing: Heals 1d6 points of damage.

Misdirected Sound: Scund seems to come from elsewhere.

Momentary Charm Humanoid becomes friend for a short
periad.

Momentary Disappearance: You become invisible for a
short period.

Momentary Protection: Target gains 1 or higher deflection
benus to Armor Class.

Obfuscation: You gain a +5 bonus 1o Hide checks.

Off Balance: Target suffers penalty and may fall down.

Personal Knowledge: Learn fact abour creature.

Quier Movement: You gain a +5 bonus to Move Silentdy checks.

Sonic Darn: Ranged touch attack inflicts 1d6 points of damage.

Sonic Stab: Touch attack inflicts 1d8 points of damage +
1 point/caster level.

Songstrike: Cone of sonic energy inflicts 1d4 poings of
damage/three caster levels.

Stun: Target is stunned for 1 round.

True Language: All can understand you.

Whisper: You send a whispered message at range.

SPELLCHORDS

Alter Sounds: You change sounds in an area.
Charm: Humanoid becomes friend.

Counter Sitence: Dispels magical silence.

Creare Object: Creates senall object.
Disappear: You become tavisible.

Disguise: Changes your appearance.

Disrupt Thoughts: Targer can only defend himself.

Enhance Physical Form: Target gains bonus to Constitution.

Dexterity, or Strength,
Fascinare: Targets rake ne actions.
Fumble Field: All in area suffer penalties and spell failure.
Heal Wound: Heals 346 points of damage.
Inspire Competence: You give ally a +2 bonus,
Levitarion Chord: Target floats in the air.
Minor Wall of Sound: Creates sonic wall,
Qathchord: Magically seals an agreement.
Recall Tale: Gives details on a particular subject.
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Sense Auras; See magic auras and invisible abjects or
creanures.

Sense Lies: Sense wherther subject is lying,

Silent Chord: Creares an area of magical silence.

Shimber: 3d4 Hit Dice of ereatures fall asleep.

Sonic Blast: Cone of sonic energy inflicts 1dg points of
damage/level.

Sonic Lance: Creates melee weapon that inflicss 1d4 points
of damage/two levels.

Suggestive Chord: Target is compelled ro take a particular
action.

Swift Song: You gain an additional actien each round.

SPELLMELODIES
Destroy Utterly With Sound: Target disintegrates or suffers
5d6 points of damage.

Disrupt Body: Target is paralyzed.

Disrupt Magic: Magical effects are canceled.

Find Creature: Locates subject.

Harmony of Flight: Targer {lies.

Remove Condidon: Alleviares unwanted condition,

Sonic Sword: Creares melee weapon that inflicts 1d6 poinss
' of damage/two levels and stuns.

Senic Wall: Creates impervious wall of sonic energy.

Scothe the Savage Beast: Living creature becomes friend.

SORCERER VARIANT

Sorcerers embody the raw power of magic. Sercerous power
wells within them from birth, often because of some mysteri-
ous aspect of their heritage. While some believe sorcerers
have a demonic aspect in their family line, others wace their
talents back to a more noble quality: They claim ro be the
descendants of the dragons rhemselves.

Sorcerers use magic as a natural expression of their own
wills. They do not study their spells in books, nor do they
possess the other trappings of wizardry. Theirs is not a prac-
tice of obscure birs of lore supplemented by an eye of newt.
The way of the sorcerer is inherent, undeniable power.

The innate magical power of sorcerers grants them a force
of personality and natural charisma that draws people to
them, Most have striking good looks, often with some exotic
ot unusual mark or trait, such as a particular birthmark,
skightly pointed eyebrows, sparkling eyes, or some other
aspeet that betrays their supernatural heritage.

Advenrures: While some take an interest in lore, most
sorcerers do not seek out knowledge the way other spellcast-
ers might. Honing and improving their power comes from
within, not from without. Sorcerers instead enjoy interacting
with the world, Rather than sequestering themselves in dust-
filled libraries, they seek to live life to its fullest and interact
with other creatures. They thrive on experiences, and-—
sometimes—on displaying their powers and testing their
own limizs.

=9
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Base Attack Fortitude Reflex Will —Spells per Day—
Level  Bonus Save Save Save  Special o 1 2 3 4 5 6 i 8 9
1 +0 +0 +0 +2 Summon 3§ 3 —_ e — e
familiar

=1 +1 +0 +0 +3 — & 4 P _ = -—_ - -
3 + 1 +1 +3 — 6 0§ e e e —_— = = =
4 +2 +1 +1 +3 o & G 3 — —_— = e - —
3 2 +1 +1 +4 — & 6 4 - —_— e e e
6 +3 +2 1 A5 — & G 3 3 e -
v +3 +2 +2 +3 e & G & 4 —_— — e —— —_— —
8 +4 +2, +2 +3 — G 6 & 5 3 —_ = = e
o +4 +3 3 +5 —_ & 6 6 é 3 — e e
bl +5 +5 +3 +r —_ 6 G [ G 5 3 = e = —
1 +5 +3 +3 7 — < <] 6 G <] 4 — - — -
12 +G/ 41 r +4 +8 - 6 6 5 < G 5 3 —_— = =
13 +6/41 4 +4 +8 —_ ) 6 6 & 6 6 4 — -
14 /42 +q +4 ) - 6 6 6 6 6 6 3 3 - -
15 +7/+2 +5 +3 ) - é < 6 G G 6 6 4 —_—
16 +8/+3 +5 +5 10 - & & 6 6 6 6 6 5 3 s
17 +8/+3 +5 +5 +10 — G < 6 6 G & 6 a 4 s
18 +0/ 44 +G +6 13 -— & 6 & G 6 6 6 6 5 3
19 /b4 +6 +& +11 — 6 G G G & 6 6 6 <] 4
20 +10/+5 +§ +6 41z — 6 G 6 G & 6 6 & 6 G

Chameteristics: A sorcerer grounds his magic in intuition
instead of logic or science. These characrers know fewer
spells than wizards do and acquire spells from a different,
smaller selection than wizards. However, they can cast them
more often and need not select and prepare them ahead of
time. Nor do they require material components.

Sorcerers are hardier than wizards, and better able to
devote artention to things other than magic, since they do
not require the years of intensive study that wizards do. They
are proficient with simple weapons.

Alignment: Sorcerers base their outlooks on the power
within them--a free, chaotic spark of magic fueled by their
own creative spirit. They have no need for discipline and
structure, finding such things restrictive. Sorcerers rend
toward chaos over law.

Religion: If a sorcerer pays any attention to religion arall,
he most likely looks 10 a god of magic for guidance and sup-
port. Some sorcerers, however, find their way into dragon
cults or bind themselves to minor extraplanar entities on the
promise of greater innate power.

Background: Scrcerers are born with magic flowing inte
and out of them. Rarely does the birth of a sorcerer go unne-
ticed. As they mature, they learn to harness the power within
them to accomplish things. They must devote & grear deal of
inner will toward each channeling of their power; thus they
can develop only a handful of applications, called spelis.
While sometimes they receive advice and guidance from a

fearned soul who understands the needs and challenges of
sorcerers, more often they are on their own, Some sorcerers
attend schools for wizardry, buz they never last long av such
places, having no patience for the endless study and tedious
formuias.

Races: Mast sorcerers are humans or half-elves. The
innate power, however, can be born within anyone.

Other Classes: Sorcerers can get along with anyone, and
most people find them compelling. They sometimes take
wmbrage at the structured outlock of paladins and monks,
or feel the inherent competition berween themselves and
wizards.

Sorcerers make excellent diplomats and negotiators due
to their coupling of magical enchantmenis and & decent
selection of skills. They also can become magical power-
houses, decimating their enemies with repetitive castings
of potent spells.

GAME RULE INFORMATION
Sorcerers have the following game statistics.

Abiliries: Charisma determines how powerful a spell a
sorcerer can cast, how many spells the sorcerer can cast per
day, and how hard those spells are to resist. (See “Spelis”
under "Class Features.”)

Alignment: Any

Hit Die: d6



The "Sorcerer Spelis Known" table on this page shows the
toral number of spells of each level that the sorcerer knows
(regardless of his Charisma modifier;.

CLASS SKILLS
The sorcerer’s class skills (and the key ability for each) are
Concentration {Con}, Craft {any} {Int}, Diplomacy (Cha},
Gather Informarion (Cha), Knowledge (arcana) (Int),
Profession (Wis), and Spellcraft (Int). See the Player’s
Handbook, Chapter Four, for skill descriptions.
$kill Points at 15t Levek: (4 + Intelligence madifier) X ¢
Skill Points ar Each Additional Level: 4 + Intelligence
modifier

CLASS FEATURES
All of the following are class features of the sorcerer.

Weapon and Armor Proficiency: Sorcerers are proficient
with all simple weapans. They are not proficient with any
type of armeor, ner with shields, Armor of any type interferes
with a sorcerer's arcane gestures, which can cause his spells
to fail {if those spells have somatic components).

Spells: A sorcerer casts arcane spells from his own spell
list. His selection of speils is limited. The sorcerer begins
play knowing five o-level spelis {cantrips) and 1wo 1st-level
spells of your choice. At each level, the sorcerer gains one ar
more new spells, as indicated on the "Sorcerer $pelis
Known” table. These spells can be chosen from the Variant
Sorcerer Spell List in this chapter.

Because sorcerers gain their spells from innate, inborn power,
they have no need to worry about material components-—they
are, in essence, their own material components. Spells with
costly material components require a Httle exira personal
power an the sorcerer’s part. He still does not need to obrain
the material component, bur he must instead pay a price in
experience points for casting the spell. The sorcerer pays 1/25th
of the gold-piece cost of the component in xr (minimum loss
of 1 x0). Thus, if a sorcerer casts stoneshin, which requires 250 gp
worth of diamond dust, the sorcerer instead pays 10 xr {250
+ 25 = 10). Spells that atready require an expenditure of
experience points are handled normatly. Spells with a focus
still require the focus.

A sorcerer is limited 1o casting a certain number of spells frem
each level per day, but he need not prepare his spells in advance.
The number of spells he can cast per day is improved by his
bonus spells, if any. For instance, at 15t level, the sorcerer Vabris
can cast four 1st-level spells per day—three for being 15t level,
plus one thanks to his high Charisma. However, he only knows
twao spells: magic missife and mage armor. In any given day, he can
cast magic missile four times, cast mage armor four times, or cast
some combination of the two spells a total of four imes. He
does not have to decide ahead of time which spells he'll cast.

A sorcerer may use a higher-leve! slot to cast a lower-
level spell effect if he so chooses. For example, if an Bth-
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level sorcerer has used up ali of his 3rd-level spell slots for the
day bur wants to cast another jrd-level spell, he could use an
available 4th-level slet to do so. The spell is still treared as its
acrual level, not as the level of the slor used 1o cast it.

To learn or cast a spell, a sorcerer must have a Charisma
score of a least 10 + the spell’s level. The Difficulty Class for
saviag throws against sorcerer spelis is 10 + the spell's level
+ the sorcerer’s Charisma modifien

Familiar: A sorcerer can spend a full day 2o call a familiar.
A farniliar is 2 magical, unusually tough, and intelligent ver-
sion of a small animal such as a cat, ferrer, crow, hawk,
smake, owl, raven, spider, road, weasel, or even 2 mouse. It is
a magical beast, not an ordinary animal. The creature serves
as & companion and servant,

The sorcerer chooses the type of familiar be gets. As the
sorcerer increases in level, his familiar also increases in
power, as shown in the Player’s Handbookh for the standard
sorcerer.

If the familiar dies, or the sorcerer chooses to dismiss it,
he must atempt a Fortitude saving throw (DC 15}, Should
the saving throw fall, the sorcerer loses 200 experience
points per class level. A successful saving throw reduces the
loss by half. However, a sorcerer’s experience can never go
below zero as the result of a familiar’s demise. A slain or dis-
missed familiar cannot be replaced for a year and a day. Shain
familiars can be raised from the dead just as characters can,
but they do not lose a leve! or Constitytion peint when this
happy event ocours.

 SORCERER SPELLS KNOWN

—-Spells Known—
Level o 1 z 3 4 5 6 7 8 9
1 5 2 e e e e e e —
R T e
3 6 3 e o= e — = = =
4 6 4 2 e o e e e
507 4 2 e e = = = = =
6 7 4 3 2 = e em e
7 8 5 3 - - = - - -
8 8 5 4 3 2 — — — = o
9 o9 5 4 3z — — — — —
v 9 5 4 4 3 2 — — — —
i 9 3 5 4 3 X - = =
iz 9 3 3 4 4 3 2 - ==
13 9 3 5 5 4 3 oz - = ™
14 9 5 5 5 4 4 3 2 - =
5 g F 5 5 3 3 3 —
16 S 3 5 3 3 4 4 3 2 -
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VARIANT SORCERER SPELL LIST

The spell list has been rebalanced with the idea that the sorcer-
er can and will cast his spells over and over in a given day,
rather than once or twice like a wizard. Iz conrains more gener-
al, dramatic, call-up-the-power-right-now spells but fewer div-
inatians, special-purpose spells, or those requiring a lot of rime
1o cast {like ideneify or clone). No effort was made to maintain
balance among the schools, since sorcerers do not specialize.

O-LEVEL SORCERER SPELLS {CANTRIPS)

Animated Tattoot: Creares a moving image on a subject’s
body.

Comprade’s Traili: You create a magical trail enly your friends
can see.

Dancing Lighes: Creartes torches or other lighss.

Daze: Humanoid creature of 4 HD or less loses nexv action.

Detect Disease]: Detects the presence and type of disease,

Detect Magic: Detects spells and magic items within 60 feer.

Devlin’s Barb{: Creates temporary ammunition.

Disrupt Undead: Deals 1dé points of damage to one undead.

Flare: Dazzles one creature (—1 penalty on attack rolls).

Ghost Sound: Figment sounds.

Hygiene}: Cleans creature of dirr and odoss,

Keep Fresht: 1 1b. of focd does not spoil.

Learn Heritaget: Conveys details about family and ancestry
of subject.

Lighs: Object shines like a torch,

Long Flamet: Candle, torch, or lantern burns much Jonger
than normal.

Mage Hand: 5-lb. relekinesis.

Mending: Makes minor repairs on an object.

Open/Close: Opens or closes small or light things.

Prestidigiration: Perferms minor tricks.

Quick Boosti: +1 bonus to Strengrh, Constitution, or
Dexterizy of one subject.

Ray of Frost: Ray deals 1d3 points of cold damage.

Read Magic: You can read serolls and spellbooks,

Recent Occupantf: Learn name and race of last creature
in area.

Resistance: Subject gains +1 bonus on saving throws.

Samplef: You gather a2 small bit of a hazardous substance
safely.

Transcribef: Creates a page of rext instandly,

Web Splat}: Creates tiny glob of sticky substance.

1ST-LEVEL SORCERER SPELLS

Acidic Curset: Deals 1d6 points of acid damage and 1d4
rounds of blindness.

Anavar's Anticipated Attackt: Next attack against you
suffers —20 penaley.

Animare Rope: Makes a rope move at your command.

Arrow Deflectiont: You make saves to deflect incoming
ranged atzacks.

Blast of Cold{: Cold blast inflicts 1d6 points of damage/two
levels.

Blissful Sleept: Target can sleep even in uncomliortable con-
ditions.

Blood Spikest: inflicts 3d6 points of damage and allows
subject to inflict +1d& poines of damage to unarmed and
grapple atracks.

Blue Bolt: Inflicts 1d6 peints of nonlethal damage +i/level
on living targez,

Burning Hands: Inflicts 1d4 points of fire damage/level
{max. sda).

Cause Fear: One creature of 5 HD or less flees for 1dg
rounds.

Change Weapont: Transforms one weapon into another.

Charm Itemt: Charms inzelligens item,

Charm Person: Makes one person your friend.

Chill Touch: One touch/level deals 1d6 points of damage
and possibly 1 point of Strength damage.

Color Spray: Knocks unconscious, blinds, and/or stuns 146
weak crearures.

Compelling Question{ : Target must answer simple question.

Comprehend Languages: Understand all spoken and writ-
ten fanguages.

Disdain the Divinet: 11 bonus/four levels to saves against
divine spells.

Disguise Self: Changes your appearance.

Endure Elements: Exist comforrably in hot or cold environ-
ments. ’

Enhance Familiarf: Familiar gains a +2 bonus to Constirution
and Dexterity, +10 to speed,

Expeditious Retreat: Your speed increases by 30 feet.

Fey Storaget: Creates an extradimensional space you can
hide things in.

Glamourf: Caster becomes physically amractive.

Grease: Makes 10-foot square or one object stippery.

Guide Crafth: A ship, cart, or wagon moves as you command.

Harassing Weapont: Weapon of force threatens rarget,

Hypnorism: Fascinates 2dg HD of creatures.

Jeed Firef : Ice bursts into flame after preser duration.

Invisible Familiar}: Familiar becomes invisible.

Jump: Subject gets a bonus on Jump checks.

Mage Armor: Gives subject +4 armor bonus,

Magic Missile: Inflicts 1d4 + 1 points of damage; +1 missile/
wwo levels above 15t {max. 5).

Magical Performancet: Bestows +§ circumnstance bonus o
Perform checks.

Margul (Dreaded Freeze}: Target is motionless for 1 round.

Message: Whispered conversation at a distance.

Minor Lasting Imagef: Creates permanent, tiny, immobile
image.

Noness Toma (Slip Between Sight){: Caster gains +5 bonus
to Hide.

Obscuring Mise: Fog surrounds you.



Private Conversationt: Allows subjects 1o speak withour
being overheard.

Preficiency}: You gain proficiency with a weapon.

Protect Familiarf: Familiar gains +1/level armor bonus 1o
Armor Class.

Protection From Chaos/Evil/Good/Law: Offers +2 bonus
to Armor Class and saves, counters mind contrel, hedges
cut elementals and outsiders.

Ray of Enfeeblement: Ray deals 146 + 1 points/owo levels in
Strength damage.

Resist Scryingt: Adds +10 to the Difficulty Class of oppo-
flent’s scry arempt.

Safe Searchi: Caster can search an area withour risk.

Shocking Grasp: Touch delivers 146 points/level of elecrrici-
ty damage {max. 5d6).

Silent Image: Creates minor Hllusion of your design.

Silent Soundi: Ranged touch atack inflices :1d6 pointsievel
of sonic damage {max. 5d6).

Sleep: Puts 4 HD of creatures inta comarese slumber,

Spider Climb: Grants ability to walk on walls and ceilings.

Summon Monster It Calls extraplanar creature o fight
for you.

Ten’s Floating Disk: Creates 3-foot-diameter horizonal disk
that holds 100 ths./level.

True Strike: Adds +20 bonus to your next attack roll.

Unhand$: Disarms subject.

Unseen Servant: Invisible force obeys your commands.

Ventriloquism: Throws voice for ene minure/level.

Web Strand: Creates ropelike strand that is sticky on
one end.

2ND-LEVEL SORCERER SPELLS

Acuminare}: Your hand becomes a +1 weapon that inflicts
1d8 + 1 points of damage.

Alter Self: Assume form of a similar crearure.

Arcane Lock: Magically locks a portal or chest,

Bear’s Endurance: Subject gains a +4 bonus to Constitution
for one minute/level.

Blindness/Deafness: Makes subject blind or deaf,

Blur: Attacks miss subject 20 percent of the time.

Bull’s Strenpth: Subject gains a +4 bonus to Strength for
one minute/level.

Cat’s Grace: Subject gains a +4 bonus to Dexzerity for one
tinute/level,

Continuatl Flame: Makes a permanent, heatless torch.

Dariness: Creates 20-foot radius of supernatural shadow.

Darlvision: See 6o feet in toral darkness.

Daylight: Creates So-foot tadius of bright light.

Detect Thoughts: Allows “listening” to surface thoughts.

Detoim Nar (Guided Serike)f: Next arrack gains a +20
bonus

Energy Lasht: Creates a whip made of energy that inflicts
146 points of damage +1/two levels.
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Flaming Sphere: Rolling ball of fire inflicts 2d6 points of fire
damage, lasts 1 round/level.

Fog Cloud: Fog obscures vision.

Forge Inherited Bondf: You and a relative gain +1 bonus to
aztacks, saves and chechs.

Garris Adon (Seeming of Form)$: Object seems like some-
thing else.

Ghoul Touch: Paralyzes one subject, who exudes stench
thar sickens those nearby.

Glirterdust Blinds creatures, outlines invisible creatures.

Helm of Warding?: Subject gains +5 bonus 10 saves against
mind-affecting effects,

Hypnotic Pattern: Fascinates {ad4 + level) HD of crearures.

Knock: Opens locked or magically sealed door,

Levitate: Subject moves up and down at your divection.

Lethality Dentedt: Target inflicts nonlechal damage rather
than normat on killing blow.

Mel's Acid Arrow: Ranged rouch attack inflicts 2d4 points of
damage for 1 round + 1 round/three levels.

Minor Image: As silent image, plus some sound.

Mirror Image: Creates decoy duplicates of you (1dg + 1 of
them/three levels, max. eight).

Misdirection: Misleads divinations for one creature or object.

Obscure Object: Masks object against serying.

Piercet: Bolt of energy destroys force protections and inflicts
1d8 points of damage/two levels.

Play the Foolf: Makes tasters believe spells were effective
when they were not. ’

Power Crafth: Provides source of locomotion to cart, wagon,
boat, or ship.

Protection From Arrows: Subject is immune 10 most ranged
artacks,

Resist Energy: Ignores first 10 {or more) points of damage/
artack from specified energy type.

Rope Trick: As many as eight creatures hide in extradimen-
sional space.

Scare: Panics creatures of less than 6 HD.

See Invisibility: Reveals invisible creatures or objeces.

Shatter: Sonic vibration damages objects or crystalline
creagures. ‘

Shield: Invisible disk gives +4 bonus to Armor Class, blocks
magre missiles. ’

Shieldbrealert; Allows one weapon 1o ignore or break
shields, dispels shield.

Shrapnel Globei: Creates sphere that explodes, inflicting
1d6 points of damage/two levels.

Spectral Hand: Creares disembodied glowing hand to deliv-
er touch arracks,

Summon Monster H: Calls extraplanar creature to fight
for you.

Summeon Swarm: Summons swarm of bats, rats, or spiders.

Tash’s Hideous Laughter: Subject loses actions fora
round/level.

pr—
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Threatening Weapoat: Weapon of force threatens targer.

Vivid Discharget: Inflicts 1d6 points of damageslevel on foe
that strikes subject in melee.

Weltert: One crearure/level is shaken and must make Balance
check or fail prone.

Whispering Wind: Sends a short message one mile/ievel.

3RD-LEVEL SORCERER SPELLS

Abuashne {Share Armor)t: Caster rransfers natural armor
10 subject.

Activate Bloodline Powerd: Certain subjects gain ability
based on heritage.

Alikaba’s Theftj: Object in subject’s hands appears in your
hands.

Arrow Deflectiont: Sends incoming ranged atzacks back ar
artackers,

Bestow Maladyt: Gives intelligent item a malady.

Blink: You randomly vanish and reappear for:
round/level.

Bolt of Conjuring}: Deals 1d4 points of damage/level (max.
10d4) plus summons monster.

Brutal Seething Surget: Touch atack/level inflicts 1d8 +1
points of acid damage/level.

Clairaudience/Clairvoyance: Hear or see ar a distance for
one minute/level.

Compelling Question, Grearert: Targer must answer
question.

Comrade’s Immunityf: Subject is immune to caster’s spells.

Devlin's Venomblade?: Creates poisoned blade that inflicts
1dg points of temporary Constirution damage.

Dispel Magic: Cancels magical spells and effecss.

Displacement: Attacks miss subjest 50 percent of the
time,

Dragonskint: Offers +4 narural armor plus energy resist-
ance 10,

Family Curse}: Curse affects 1d6 members of rarget’s family.

Fey Ward§: Barrier keeps out fey creatures.

Fireball: Inflicts 146 points of damage/level, zo-foot radius.

Flame Arvow: Arrows deal +1d6 poinzs of fire damage.

Forceblastt: Deals 1d4 points of damage/level in a 5-foot-
wide line.

Gaseous Form: Subject becomes insubstantial and ean fly
slowly,

Gust of Wind: Blows away or knocks dewn smalier crea-
tures.

Hals Undead: Immobilizes undead for 1 round/level.

Hold Person: Paralyzes one humanoid for 1 round/level.

Induce Vulnerabilityt: Targets suffer double damage from
one energy type.

Item From Beyond$: Sends object to scried subject.

Invisibility: Subject is invisible for 1 minute/level or until iv
astacks.

Jevicea's Just Reversali: Reflects enchantment back at caster.

Kin Linkj: Creazes mental connection between relatives.

Lightning Bolt: Electricity deals 1d6 points of
damage/level.

Magic Circle Against Chaos/Evil/Good/Law: As protection
spells, but 10-foor radius and 10 minutes/level.

Major Image: As silent image, plus sound, smell, and thermal
effects.

Nondetection: Hides subject from divinatien, serying,

Plunge Deep to the Coret: Weapon bypasses +1 damage
resistance/five levels.

Protection From Energy: Absorbs 12 points of damage/ievel
from one kind of energy.

Rogue's Stabt: Target gains +1d6 sneak attack damage.

Seek the Soullesst: Deals nonliving creatures and objects
146 points of damage/level.

Sleep , Greater 1: Puts 4d6 HD (max. 10 HD) worth of crea-
tures to sleep.

Sleet Storm: Hampers vision and movement,

Slow: One subject/level takes only one action/round, gers
~2 penakty to Armor Class and atrack rolls.

Srinking Cloud: Nauseating vapors for 1 round/level.

Suggestion: Compels subject to follow stated course of
action.

Summeon Monster ITT: Calls extraplanar creature to fight
for you.

Temporal Venomt: Creates poison that disrupts targer’s con-
nection with time.

Tongues: Speak any language.

Vampiric Touch: Touch deals 1d6 poines of damage/two lev-
els; caster gains damage as hit points.

‘Wall of Force, Minor}: Wall deals 10 points of damage/
level.

Warer Breathing: Subjects can breathe underwarer,

Web: Fills 20-foot-radius spread with sticky spiderwebs.

Wind Wall: Deflects arrows, smaller crearures, and gases.

4TH-LEVEL SORCERER SPELLS

Apolioth’s Condemnation: Burst inflicts 10d$ paints of
damage and entangles foes.

Arrow Deflectiont: You make saves to redireet incoming
ranged ateacks to new targets.

Bestow Curse: Causes —G pemalty to an ability; 4 penalty
on attack rolls, saves, and checks; or 50 percent chance of
losing each action.

Bind Itemt: Object encased in globe of force.

Black Mulchingf: Plants of 3 HD or less die, others zake
1d1o points of damage.

Brother’s Revengef: Target who harmed caster’s family begins
to wither and tot,

Chains of Vengeancet: Subject is bound and takes 2d6
points of fire damage/round.

Charm Monster: Makes monster believe it is your ally.

Circle of Bindingf: Targets cannot leave circle.



Coldscreamt: Inflicts 1d6 points of damage/level (1odd
max.): half sonie, half cold,

Confusion: Subjects behave oddly for 1 round/level.

Contagion: Infects subject with chosen disease.

Contro] Crearure of the Mistt: Creature of the mist obeys
caster’s commands.

Create Losser Crearure of the Mistf: Creates creature of the
mistup to CR 5.

Crushing Despair: Subjects take —2 penalty on attack rolls,
damage rolls, saves, and checks.

Dimension Door: Teleports you short distance.

Dimensional Anchor: Bars extradimensional movement.

Deminate Iremt: Controls all the actions of an intelligent
irem.

Eva's Black Tentacles: Tentacles grapple ali within a 15-foor
spread.

Fear: Subjects within cone flee for 1 round/level,

Fire Shield: Creatures attacking you take fire damage; you're
protecred from heat or cold.

Flaming Corrosiont: Inflicts 146 points of damage/level
{10d6 max.}»: half acid, half fire.

Fly: Subject flies at speed of 80,

Gaze of Destruction$: Caster’s next spell becomes a gaze
artack.

Geas, Lesser; Commands subject of 7 HD or less.

Globe of Invulnerability, Lesser: Stops 1st- through 3rd-
level spell effects.

Good Hope: Subjects gains +2 bonus on arzack rolls, dam-
age rolls, saves, and checks.

Haste: One creature/level moves faster and gains a +1 bonus
on attack rolls, Armor Class, and Reflex saves.

Tce Storm: Hail deals 5d6 poines of damage in cylinder
40 feer across.

Hrosos Tobor (Roses of Life#: Creates magical roses that heal
1d8 points of damage.

Instill Familiarf: Granzs familiar one spell of 4th level or lower
to cast.

Invisibility Sphere: Makes everyone within 1o feet invisible.

Minor Creation: Creates one clath or wooden abject.

Otil's Resilient Sphere: Force globe protects but traps one
subject.

Phantasmal Killer: Fearsome illusion kills subject or deals
3dé points of damage.

Rainbow Partern: Lights fascinate 24 HD of creatures.

Robe of Reflectiont: Sends one type of energy damage to
another creature.

Scrying: Spies on subject from a distance.

Shout: Deafens all within cone and deals 5d6 points of
sonic damage.

Stay Husiont: Creates illusion that destroys other illusions.

Solid Fog: Blocks vision and slows movemens.

Soul Bursth: Inflicts 146 damage/level ro living creatures
only in a 20-foot radius burst.
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Stoneskin: Ignore 1o points of damage/attack.

Swrength to Seriket: You suffer 2 points of Strength damage,
weapon gains +2d6 damage.

Summon Monster IV: Calls extraplanar creature to fight
for you.

Suppress Lesser}: Lower-level arcane caster cannot cast spells.

Thief of Spells: Ends spell effects on a crearure and grants
them o you.

Wall of Fire: Deals 2d4 poines of fire damage out to 1o feet
and 1d4 paints out to 20 feer. Passing through wall deals
2d6 + 1 points/level.

Wall of Iee: Tce plane creaves wall with 15 hp + 1level, or
hemisphere can trap creatures inside.

Warding Globest: Creates one tiny globe/nwo levels thar
negates atracks of opportunity and inflicts 2d6 points of
damage.

Zone of Speedt: Movement through 20-foot sphere hasa
maximum speed set by caster.

STH-LEVEL SORCERER SPELLS

Animare Dead: Creates undead skeletons and zombies.

Animate Necrosis?: Animates wound thar arracks wounded
creature.

Baleful Polymorph: Transforms subject into a harmiess
animal.

Big Interposing Hand: Hand provides cover against one
opponent.

Cloudkill: Kills 3 HD or less; these of 4—6 HID must save or
die; those with 6 HD+ take Constitution damage.

Cone of Cold: Inflicts 146 points of cold damage/evel.

Contact Other Plane: Lets you ask question of extraplanar
entity.

Cross of Lightning}: Creates four lightning bolts, causing
1d6 poins of damage/level (15d6 max.}.

Dismissal: Forces a creature to return 1o native plane.

Dominate Person: Controls humanoid welepathically.

Dream: Sends message to anyone sleeping.

Elemental Shroud$: Undead are granted a shroud of
chosen element that grants powers.

Fabricate: Transforms raw materials into finished items.

Feeblemind: Subject’s Intelligence and Charisma drop 1o .

Gird the Warrior}: Subject gains +10 armor bonus and +4
bonus to amack and damage.

Kevessa Gul (Spines of Deathi: Caster gains spines that
¢an be used as melee or ranged weapons.

Hold Monster: As hold person, but any creature.

Invisibility, Greater: As invisibility, but subject can artack
and stay invisible.

Kin Cursef: Targert is compelled to kill nearest relacive.

Magic Jar: Enables possession of another creature,

Major Creation: As minor creation, plus stone and metal.

Mind Fog: Subjects in fog get —10 penalty 1o Wisdom and
Will checks.
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Nightmare: Sends vision dealing :d1o points of damage,
farigue.

Overcome Force}: Subject becomes immune to force dam-
age and can walk through wall of force.

Passwall: Creates passage through wood or stone wall.

Persistent Image: As major Image, but no concentration
required.

Phantom Foil}: Creates phantasms that negare sneak attacks,

Polymorph: Gives one willing subject a new form.

Quintelemental Blasth: Cone inflicts 1d6 points of damage/
fevel of wharever rype of damage target s susceptibe to.

Ray’s Telepathic Bond: Link lets allies communicate,

Seeming: Changes appearance of one person/twa levels,

Sending: Delivers shert message anywhere, instantly.

Spine Tendrilf: Creates tendril that grapples or disarms,

Summon Monster V: Calls extraplanar creature to fight
for you.

Telekinesis: Moves object, artacks creature, or hurls object or
creature,

Teleport: Instantly transports you as far as 100 miles/level.

Teleport Blocki: No teleports are allowed into or out of area.

Teleport Redirect]: Incoming or outgoing teleport has a new
destination.

Transmute Mud to Rocle Transforms two 10-foot cubes/level,

Transmute Rock to Mud: Transforms two 10-foot cubes/level.

Vicious Summonst: Summons fiendish dire weasel on 2
creature, automatically inflicting damage.

Wall of Stone: Creates a stone wall that can be shaped.

X-Ray Visiont: You see threugh matter.

GTH-LEVEL SORCERER SPELLS

Acid Fog: Fog deals acid damage.

Big Forceful Hand: Hand pushes creatures away.

Chain Lightning: Causes 1d6 points of damage/level;
one secondary bolt/level each deals half damage.

Circle of Death: Kills 1d4 HD/level of crearures.

Comat: Subiect cannot rake actions for one hour/level.

Control Water: Raises or lowers bodies of water.

Conrrol Weather: Changes weather in local area.

Disintegrate: Makes one creature or abject vanish.

Dispel Magic, Greater: As dispel magic, but a +20 bonus on
the check.

Electrical Deluget: Inflicts 1d6 points of electricity damage/
tevel (15d6 max.) in spread out to 100 [eer.

Eyebite: Target becomes panicked, sickened, and comatose,

Flesh 1o Stone: Turns subject creature into statue.

Freezing Clawf: Ranged rouch atack inflicts 3d6 points of
cold damage and freezes subject solid.

Geas/Quest: As lesser geas, plus it affecss any creature.

Glohe of Invulnerability: As lesser globe of invulnerability,
plus sth-level spell effects.

Harroe Adulese (Hunter Serpent)t: Energy snake hunts spe-

cific type of creature, inflicts 1d6 points of damage/level.

Move Earth: Digs trenches and builds hills.
Oroster’s Revenget: Artackers suffer 246 +1/level points of
damage for each arrack.

Otil’s Freezing Sphere: Freezes warer or deals cold damage.

Project Image: illusory double can talk and castspells.

Prorogate Death?: Allows subject to act below o hp and live
after reaching —16 hit points,

Repulsion: Creatures can’t approach you.

Sudden Wavef: Creates wave of water that sweeps away
crearures and objects.

Suggestion, Mass: As suggestion, plus one subject/level,

Summon Monster VI: Calls extraplanar creature to fight
for you.

Susar’s Deatht: Farger dies in 1ds reunds as blood mrns to fead.

Veil: Changes appeararice of group of creatures.

Wall of Force: Wall is immune to damage.

Wall of Iron: Wall has 3¢ hp/four levels; can topple onto foes.

~TH-LEVEL SORCERER SPELLS

Antimagic Field: Negates magic within 10 feet.

Banishment: Banishes 2 HD/level of extraplanar creatures.

Big Grasping Hand: Hand provides cover, pushes, or grapples.

Conzrol Undead: Undead don't awrack you while under your
cemmand.

Create Creature of the Misth: Creates creature of the mist
upto CRa. -

Delayed Blast Fireball: Causes 146 points of fire damage/
level; you can postpone blast for 5 rounds.

Diabolich Porram (Devils Gare}i: Creates doorway 1o hell
through which one devil mighs appear/round.

Draw Instant Summons: Prepared object appears in
your hand,

Ferrod Adud Vestorimin {Vestorimin’s Golden Aura)t: Caster

surrounded by antimagic field that enly affeczs evil spells.

Finger of Death: Kills one sublect.

Forcecage: Cube of force imprisons alf inside.

Gestalrl: Fuses rwo crearures into one.

Insanity: Subject suffers continuous confusion.

Jevicea’s Fourfold Osteacismit: Sends up to four rargets o
another plane remporarily.

Limired Wish: Alrers reality—within spell limits.

Master Creature of the Mist: Controls creature of the mist
permanently,

Nonesuch Spell}: Preveats one gth-level or lower speil from
being cast within 3o feet of you.

Phase Doot: Creates invisible passage through wood or stone.

Power Word Blind: Blinds creatures with 200 hp or less.

Prismatic Spray: Rays hit subjects with variety of effects,

Prohibit Kind$: Puss all creatures other than specified type
into stasis,

Reverse Gravity: Objects and creatures falf upward.

Serying, Greater: As serying, but faster and longer.

Shadow Wall: Step into shadow to travel rapidly.



Spell Turning: Reflects 1dq + 6 spell levels back ar caster.

Summon Monster VII: Calls extraplanar creature 1o fight
for you.

True Seeing: Lets you see all things as they really are.

8TH-LEVEL SORCERER SPELLS

Big Clenched Fist: Large hand provides cover, pushes, or
attacks your foes.

Chains of Antimagict: Target is bound in chains that
prevent spells and abilities.

Charm Monster, Mass: As charm monster, but all within 30 feer.

Demand: As sending, plus you can send suggestion.

Discern Locarion: Reveals exact focation of creature or
object.

Ethereal Jaunt: You become ethereal for 1 round/level.

Horrid Wilting: Deals :d6 poines of damage/level within 30
feet.

Incendiary Cloud: Cloud deals 4d6 points
of fire damagefround.

Iron Body: Your body becomes living
iron.

Maze: Traps subject in extradi-
mensional maze.

Mind Blank: Subject is immune
to mentalemotional magic
and scrying.

Necro Jisgus Sepa (Disguise
Soul}: Creature appears ©
be other creature in respect 1o
many spells,

Otil’s Telekinetic Sphere: As Otif's
resilient sphere, but you move sphere
telekinetically.

Orto’s Irresistible Dance: Forces subject to dance.

Plane Shift: As many as eight subjects wavel to another plane.

Polymorph Any Object: Changes any subject into anything
else.

Power Word Stun: Stuns crearure with 150 hp or less.

Pretur Ar Nuade (Horde Ward }: Intruders into warded
aren teleported o specific destination.

Primal Releaset: Subject becomes stronger, tougher, and
more bestial.

Prismatic Wall: Wall's colors have array of effects.

Protection From Spells: Confers +8 resistance bonus.

Screen: [llusion hides area from vision, scrying.

Sequester: Subject is invisible to sight and scrying: renders
creature comarose.

Summon Monster VIIE: Calls extraplanar erearure ro fight
for you,

Sunburst: Blinds all within 10 feet; deals 6d6 points of damage.

Sympathy: Object or location attracts certain creatures.

Teleport, Greater: As teleport, but no range Yimit and no off
target arrival.
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9TH-LEVEL SORCERER SPELLS

Arcana Formi: Caster becomes pure energy that can power
spells.

Astral Projection: Projects you and companiens into Astral
Plane.

Big Crushing Hand: Lazge hand provides cover, pushes, or
crushes your foes.

Create Greater Creature of the Mist: Creates creatire of
the mist up w0 CR12.

Cuigna Arthanath (Consume Man)f: Humanoid is annihi-
lated.

Disintegration Field}: Creates area where mazer is disinte-
grared.

Dominare Monster: As dominate person, but any creature.

Duplicatef: Creates exact duplicate of you that you contral.

Energy Drain: Subject gains 2d4 negazive levels,

Etherealness: Travel to Ethereal Plane with com-

panions,

Foresight: “Sixth sense” warns of

. impending danger.

N\ Gate: Connects two planes for

‘ travel or summoning.

A Imprisonment: Entombs

subject beneath the earth.
Legacy of Eldritch Mightt:

voleanic pit that inflices
‘ 20d6 points of damage.
? Mantle of Egregious Mighth:
Subject has +4 luck bonus te Armor
Class, artack rolls, saving throws, and
ability scores.
Meteor Swarm: Four exploding spheres each deal 646
points of fire damage.
Mord’s Disjunction: Dispels magic, disenchants magic items.
Power Word Kill: Kills one creature with 100 hp or less.
Prismaric Sphere: As prismatic wall, but surrounds on alf sides.
Shapechange: Transforms you into any creature and lets you
change form once/round.
Soul Bind: Traps newly dead soul to prevent resurrection,
Sphere of Dereriorationt: All creatures in range suffer 146
points of cumulative damage/round.
Squamous Pulsef: Halves nasural armor bonus and deals
1d6 points of damage/natural armor bonus point.
Summon Monster IX: Calls extraplanar creature %o fight
for yeu,
Temporal Stasis: Puts subject into suspended animation.
Time Stop: You act freely for 1d4+1 rounds.
Wail of the Banshee: Kills one creamure/level,
Weird: As phantasmal killer, but affects all within 30 feer.
Wish: As fimited wish, but with fewer limits,



CHAPTER TWO

Feats

his chapter includes a new type of feat called the
T eldrivch feat. These feats confer acmual magical powers
thar should be treated as spell-ike abilities. They are

often avatiabie only to characters with exceptional ability
scores, as described in their prerequisites, If a class, such as a
wizard, gains a bonus meramagic or item creation feat, you
can choose to aliow a member of thar class to ke eldritch
feats alsc.

Some feats in this chapter have a colorful, musical name in
parentheses after a more traditional name; bard players or
DMs with spellsong-ariented campaigns may want to use the

alrernare fear names instead of the standard names.

Magival feats enhance an arcanises powser. Wiile the d2o Systens alveady offers you sem oreation and metamagic feats fo choose fi

this chapter presenis some new sicane aptions for you to cansider,

As mentioned under the "Class Fearures” section of the
variant bard class in Chaprer One, treat spellsongs exactly
like spells for most purposes; in this chapter, a reference to a
“spell” also refers o spellsongs. {The reverse is not true how-
ever; a feat designed to work with spellsongs does not also
work with normal arcane or divine spells.) The one excep-
tion te this rule is metamagic feass; they do not affect speil-
songs. Variant bards can take eldrirch fears.

FEAT LIST

This chapter describes 32 new feats, listed in brief in the
table below.

Feat Name Prerequisites

Accompaniment General Ability to cast spellsongs

Amplify Song (Forte) General Ability to cast spellsongs

Bartle Touch General Dexterity 15

Consume Spell General Caster level 3rd

Dragon Magic General Intelligence 13, Charisma 15, caster level 3rd, speak Draconic
Dreamspeaking General Wisdom 15

Good Memory General —_

Intensify Song (Crescendo) General Ability to cast spellsongs

Magiceal Talent General .

Subtle Serying General -—

Sustain Song (Sestenuto) General Ability to cast spelisongs

Vivify Seng {Maestose) General Abiliry to cast spellsongs

Aid Spellcasting Eldritch Abiliry to cast arcane spells, Intelligence 15, Charisma s
Conjure Mastery Eldritch Charisma 17, caster level 7th

Deflecrion to Artraction Eldritch Dexzerity 15, Charisma 19, Magical Talent}

Fuse With Trem Eldritch Charisma 19, caster level 10th

Irem Image Eldrirch Intelligence 17, caster level 7th

Lace Spell: Elemenial Energies Eldritch Intelligence 17, caster level 5th

Lace Spell: Enemy Bane Eldrirch Intelligence 17, caster level 5th

Lace Spell: Holy/Unholy Eidrirch Intelligence 17, caster level sth

Lace Spell: Lawhul/Chaotic Eldritch Intelligence 17, caster level 5th

Lace Spell: Resistance Eldritch Intelligence 17, caster level 7th

Lace Spell: Spellripper Eldritch Intelligence 17 Charisma 21, caster level 17th, Magical Tajent}
Lace Spell: Unravel Eldrirch Inselligence 17 Charisma 13, caster level 10th, Magical Talentt
Mitror Sight Eldritch Charisma 19, caster level 15t

Subliminal Spelicasting Eldritch Charisma 13, caster level 3rd, Bhuff

Create Soul Magic Spell Itemn Creation Knowledge (arcana) 10 ranks, caster level oth

Erch Object Rune Ttem Creation Caster level 5th

Implant Gambit Irem Creation

Frem Creation

Caster level 12th, any item creation fear
Caster level 1oth

Caster level 5th

Meramagic -

Life to the Inanimate
Manufacture Magic Poison
Precise Touch

Frem Crestion




FEAT DESCRIPTIONS

ACCOMPANIMENT (GENERAL)
You increase your spellsongs” resistance to silence by also
playing an instrument.

Prerequisire: Ability to cast spellsongs

Benefit: By using a musical instrument as a focus for your
spellsongs, you create spellsongs that everpower magical
silence—the casting of spelisongs and their continuing
effects are not suppressed by silence.

$pecial: To use this fear, you must cast each spellsong as if
it had an arcane focus: the instrument. Musical instruments
require two hands to play.

AID SPELLCASTING (ELDRITCH)
You add your knowledge and power 1o the casting of an
allied arcanist’s spell.

Prerequisite: Ability to cast arcane spells, intelligence 13,
Charisma 15

Benefiv: As a standard action, similar to aid another {ses
the Player’s Handbook, Chaprer Eight: Combat), you make a
Concentration check. If youn exceed DC 10 + the level of the
spell being cast, you either add +: to the Difficulyy Class of
the spell, or +1 to the caster level of the spell {your choice).
Additional casters with this feat can make artempts to add o
the spell also. However, they can add no mere to the
Difficulty Class or caster level than the level of the speil
being cast. For example, six spellcasters can aid a fellow cast-
ing a Gth-level spell by coneributing up to 6 points rotal 1o
the spell’s Difficulty Class or caster level.

AMPLIFY SONG (FORTE) (GENERAL)
You increase your spelisong’s range with your skill in music.
Prerequisite: Ability to cast spellsongs
Benefit: You increase the range of any nonpersonal or
nontouch spellsong. To accomplish this, you must make a
Perform(sing) check. The Difficulty Class s based on the
desired amount of range increase, as weil as the spellsong

type.

DC Result

15 Increase speilnote range by 50 percent

18 [nerease spellchord range by 5o percent
20 [nerease spelinote range by 100 percent
23 Increase spellmelody range by 50 percent
2 Increase spellchord range by 100 percent
28 Increase spellmelody range by 100 percent

You must choose the desired resulr before you make this
check, which is a free action that draws no arsack of opportu-
nity. This feat canpot be used to affect the same spellsong
that a similar feat, such as Intensify Song, already affects,
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BATTLE TOUCH (GENERAL)
Your rouch artack spells last longer, giving them more use
in combaz.

Prerequisites: Dexterity 15

Benefin: When you cast a touch spell (not ranged touch),
it remains in effect for a full round after you dischargs it
aflowing you to try to touch more than ene targetina
round if you have multiple attacks. If you cast a touch anack
spell and have multiple attacks due to high level, you can
atrempt all your touch azracks as though using a full attack
action. For example, if a 12th-level sorcerer under the effects
of haste casts chill touch, she can make wwo touch armacks
because she gers two attacks per round, and another
because she is hasted. Since it was developed by a battle-
focused mage, this fear works ondy with attack spells such as
shoching grasp or cause fear, not beneficial spells like sure
light wounds {unless cure light wounds is used ro artack and
damage undead}. You still cannot rarget more than one
creazure with the multiple touches.

CONJURE MASTERY (ELDRITCH)
You learn how 1o get mare powerful creatures when you cast
summoning spels,

Prerequisite: Charisma 17 caster level 7th

Benefit: Creatures you summon are above average physi-
zally. They have a +2 bonus to Strength, Dexterity, and
Conszitution. .
CONSUME SPELL (GENERAL)
You counter a spell and absorb the energy unleashed 1o
power another spell.

Prerequisites: Caster level 3rd

Benefie: Whenever you use the counterspell action and
successfully counter a spell, you absorb the energy of your
opponent’s magic and can use part of iz to powera spell at
feast one level lower than it The powered spell does not dis-
appear when you cast it, or (if you cast spells like a sorcerer)
you do not use the spell slot. You must use the power you
have absorbed on the next speil you cast or lose it. For
example, if you counter and consume a gth-level dce storm,
you can then cast a 18t-, 2nd-, or 3rd-level spell thar you have
prepared {or, if you do not prepare spells, one that you
know) withour losing the spell or slot. If the next spell you
cast is 4th level or higher, you lose the consumed energy.
Consuming a 1st-level spell allows you to cast a o-level spell.
Consuming a o-level spell does not result in enough energy
1o use (bur the counterspell action warks normally).

CREATE SOUL MAGIC SPELL
(ITEM CREATION)

You ean create soul magic spells, usable by any arcane spell-
caster {but not you). See Chapter Four for more information.



20 THE COMPLETE BOOK ©F BLDRITCH MIGHT

Prerequisite: Knowledge (arcana) 10 ranks, caster level gth

Benefit: You can create a soul magic spell as deseribed in
Chapter Four. The spell’s effect can be whatever you choose,
with the level assigned by the DM. You must pay a cost in
experience points, time, and potentiaily gold.

DEFLECTION TO ATTRACTION (ELDRITCH)
Through subtle manipulation of arcane energles, your
atracks strike certain magically protected targets with greater
accuracy than they normally would.

Prerequisites: Dexterity 15, Charisma 19, Magical Talent}

Benefir: Using a standard action, you weave a subtle magi-
cal effect around a weapon {or your own fist, for an unarmed
artack} that negates deflection bonuses and confers a possible
bonus to your attack. On the following round, your first
attack ignotes your targer’s deflection bonuses to Armor
Class and turns that same bonus into a bonus to your artack
roll. If you artack a foe whoe wears a +3 ring of protection, giv-
ing him a +3 deflection bonus to Armor Class, you strike as if
that item were suppressed and you had a +3 bonus to your
ateack roll to swrike that foe. You can perform this feat once
per character level per day. You do not need to know whether
your opponent has deflection bonuses to use this feat. This
is a supernatural abilizy.

DRAGON MAGIC (GENERAL)
You learn to master powerful magic that normally only
dragons use. (See “The Vale of Stars” section of Chapter Five
for more on dragon magic,;

Prerequisites: Intelligence 13, Charisma 15, caster level
3td, speak Draconic

Benefin You can learn spells with the Dragon Magic com-
ponent, normally unavailable to nondragens. Nondragons
with this feat are often called dragon mages.

Speciak Dragons gain this feas for free.

DREAMSPEAKING (GENERAL)
Sometimes dreams are important missives sent from above,
or from within. You can interpret the dreams that you have,
or that others have.

Prerequisite: Wisdom 15

Benefit: When someone tells you abour a dream, or when
you consider your own dream, you can tell automatically if ic
was a dream of importance, also known as a “sending”
dream. If it is a sending dream, you can arrempt 2 Wisdom
check {DC 13) ro interpret its meaning. If your Wisdom
check succeeds, the DM should give you some clue as to the
meaning of the dream. For example, a character might dream
of a threarening rider dressed in black, surrounded by
ravens. On a suceessful Wisdom check, the player learns that
the dream forerells an encounter with a foe named “raven.”
Later the party does indeed go up against 2 villain named

Kevris Killraven. Retries are not allowed.

ETcH OBJECT RUNE (ITEM CREATION)
You can etch magical runes onto the surfaces of inanimare
objects.

Prerequisite: Caster level sch

Benefit: You can create an eiched object rune of any spell
that you know. Bxching an object rune takes one day for
each 1,000 gp in its base price. The base price of an erched
sbject rune is its speli level multiplied by its caster level mul-
tiplied by 30 gp. To etch a rune, you must spend 1/25 of
this base price in experience points and use up raw materi-
als costing half this base price.

Any erched object rune that stores a spell with a costly materi-
al component or an XP cost also carries 2 commensurate cost.
In addition to the costs derived from the base price, you mus:
expend the spell’s material component or pay the experience
points when ewching the rune.

Any object with a solid surface can bear an erched rune,
Nermally, a Small object {or smaller} can have only one
obiect rune, while a Medium object can have two, 2 Large
obiect can have four, a Huge object eight, and so on. The
etching does not harm the object in any way, and once the
rune is used, the object returns to normal.

Once an obiect rune is ewched, it can be used like a scrol],
as described in the rules for casting spells from scrolls in the
Player’s Handbookh.

FUSE WITH ITEM (ELDRITCH)
Using your skill with magic, you &bsorb a magic irem into
your body, taking on its essence and powers.

Prerequisite: Charisma 19, caster level 10th

Benefin: You can absorb a magic item and make its powers
inherent within you. You cannot fuse with magic weapons or
armor, nor can you fuse with potions or scrolls. You can fuse
with any other itesn. Activating or using an item that's fused
with you works the same as for a normal irem. A fused wand
of wall of fce allows you to cast wall of ice as a spell-like ability
{using the item’s caster level) 30 times, or however many
charges it had left ar the time of the fusing. Bonus types do
not change. A fused amulet of heaith +4 grants you a perma-
nent enhancement bonus (not an inherent bonus) of +3.

Fusing with an item first requires an XP cost equal to half
the item’s gold-piece value. Then, you must make a Spellcraft
check with DC 20 + the item's caster level for each of the
irem’s separase abilities. Failure means that you cannor use
that power. You may zry only once per ability. Even if you are
unable ta use any of the powers of = fused item, the ivem is
consumed and the experience peints lost.

Once consumed, a fused item cannot be taken away from
you. It does not need to be drawn or wielded, and it is not vis-
ible in any way. It takes up no space on your bady, so if you
have fused with an amulet you can wear another amuler wich-
out prablems. Like all spell-like abilities, using the fused item
requires no components and draws no atrack of opportunity.
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" Irems that logically grant no benefir from being absor:w\iL

mainly because their power comes from being independent

of the user, such as a figurine of wondreus power or dust of
tracelessness—cannot be fused.

Mord’s disjunctien removes the item from you, restoring it
to its normal state.

Intelligent Irems: Fusing with an intelligent item forces
you to make 2 Will save at the beginning of each day {DC 10
+ jrem’s level + jtem’s Charisma bonus). I you succeed, you
are in control for the day and can use the item’s abilities,
skills, and fears (if applicabie). If you fail, the item remains
in control of you for the day and can use your abilites, skilis,
and feats. Irems fused with a character cannot gain levels as
described on page 63.

GOOD MEMORY (GENERAL)
Your memory is excelent.

Benefit: Whenever you must make an Intelligence check
w remember something not covered by & Knowledge skili
checit, you gain a +5 competence bonus to the check.

IMPLANT GAMBIT (ITEM CREATION)

You pur 2 secret “erick” inte an item that you create.
Prerequisite: Caster level 12th, any item creation feax
Benefit: You can add a “gambit” into the powers of 2

magic item that you create using another fear. The frem must

be one that you create, must have a mgrker price of at least

1,000 gp, and you must pus the gambit in place during the

item’s initial creation. Implanting 2 gambit requires the cast-

er to spend more money and experience (see below) and
3dds a day to the creation time,

A "gambit” in this sense is one of the following:

8 Fail-Safe: You put a special command into the item
thet allows you-—and only you—rto say a word (using
a standard acrion) that permanently drains ir of all
power. This gambit adds 1,000 gp and 40 x7 o the
item’s creation cost.

®  Back Door: You put a special command ineo the irem
that allows you—and only you—ro control it even
when it falls into the hands of another. You must be
within 25 feet and have the item in line of sight.
Using this gambit requires a standard action and a
suceessful Concentratien check (DC 20). The item
must be a command or spell-trigger item. This adds
5,000 gpand 200 XP to the item’s creation cost.

®  Recall: You put a special command inio the item to
return it to your hand when you desire it. The item
must be on the same plane as you are, and if it is cur-
rently within someone’s grasp (and not sitting unat-
tended or stowed in a pack), the character holding
the item gets a Will save to hold onto it (DC 35 +
your Charisma modifter). This adds 15,000 gpand
Goo P to the item’s creation cost.
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@ Conditicnal Fail-Safe: You put a special function
into the item that permanently drains it of all
power if a specific condition arises. Conditions
could inciude “if a character of evil alignment
holds the item for more chan 1 round,” or "if the
item enters the land of Tared-Ul"” or—in the case
of an intelligent item—"if the item so wishes.”
This gambit adds 10,000 gp and 400 xP to the
item’s creation cost.

®  Conditional Recall: You put a special function into the
itern that returns it 10 your hand if a specific condi-
tion arises. Conditions could include "if a character
of evil alignment holds the item for more than 1
round,” or “if the irem enters the land of Tared-Ul"

or—in the case of an intelligent item—"if the item so

wishes.” This gambit adds 20,000 gpand 8oc xr 1o

the item’s creation cost.

Special: You can put more than ong gambit inte an item,
adding the costs of all gambis to the ariginal price and a day
per gambit to the creation time.

INTENSIFY SONG {(CRESCENDO)
(GENERAL)

You increase your spellsong’s damage with your skill in music.
Prerequisive: Ability to cast spelisongs
Benefit: You increase the damage inflicted by any damage-
causing spelisong. To accomplish this, you must make a Perform
{sing) check. The Difficulty Class depends on the desired
amount of increase to the damage, as well as the spellsong type:

DC Result

20 Increase spelinote damage by 50 percent

23 Increase spellchord damage by 50 percent
25 Increase spellnote damage by 100 percent
28 Increase spellmelody damage by 50 perceat
30 Increase spellchord damage by 100 percent
33 Increase spellmelody damage by 100 percent

You must choose the desired result before you make this
check, which is a free action that draws no atack of opporcu-
nity. This fear cannot be used 1o affect the same spellsong
that a similar feat, such as Amplify Song, alrendy affects.

ITEM IMAGE (ELDRITCH)
You can bond yourself or someone else with a magic item by
use of a tacroo.

Prerequisites: Intelligence 17, caster level 7ch

Benefit: You inscribe a tattoo onto your flesh or the flesh
of another, in the presence of a magic item that weighs no
more than the rattooed character can carry. This process
takes eight hours and costs one-tenth the market value of

the magic item in gold pieces. Once the tattoo is finished,
the character can magically store the item within the image,
and can call it forth again as a free action, While stored, the
item remains in unchanging stasis, magically shrunk down
so smali that it cannot be felt. The irem tmage 1artoo is per-
manent; there is ne limit to the number of times a character
can call forth and re-store the magic item.
The tartooed image is often inscribed on the character’s
hand or arm, its design flowing seamlessly from the flesh o
the item being held. For instance, the image to store a +2 tri-
dent might resemble waves that flow down the characrer’s
arm in lines that mirror the curves of the weapon’s shaft,
Often the tattoo changes when the item comes out of its
magical storage; in the previous example, the trident might
appear beneath the waves while it is stored, disappearing
from the image as it is called forth.
Further, that character with the keyed image enjoys one of
the folfowing benefits while using thart specific item (chosen
at the rime the image is inscribed):
s+ damage if the item is a weapon (stacks with all other
bonuses)

» 42 saving throw Difficulty Class, if the item requires
opponents to make a save

«  +2 caster level

+  ltem inflicts 1d6 points of fire damage upon anyone
who attempts 1o use it, other than the rattooed
character.

LACE SPELL: ELEMENTAL ENERGIES
(ELDRITCH)

You ¢an add more damage to the spells you cast by lacing
them with elemental energy.

Prerequisites: Intelligence 17, caster level 5th

Benefit: You can give an extra power to a single-targer
spell when you cast it by adding elemental energy. You must
choase the element to Jace when taking this feat: acid, cold,
electriciry, fire, or sonic. Once you chooese it, you cannot
change the element you use to lace spells. In addition to its
normal effect, any spell with a single targer also inflices +3d$
poinss of damage to that targes if the spell rakes effect
(assuming the targes fails the saving throw, if any). The dam-
age is of the appropriate elemental type. Spells with different
effects based on the success or failure of & saving throw
(such as disintegrate or slay living) inflict the additional dam-
age either way.,

Special: You may take this fear multiple times, choosing a
different element each rime. However, you cannor lace a
spell with more than one type of element.

LACE SPELL: ENEMY BANE (ELDRITCH)
You can add more damage to the spells you cast when you
cast them upon a chosen enemy.

Prerequisites: [ntelligence 17, caster level 5th



Benefit: You give an extra power 10 a damaging speil
when you cast it on a specific type of creature {you must
choose the type of crearure when you select this feat}. Any
spell that causes damage inflicts 20 percent more damage
against creatures of this type. Some people claim ro hear an
intense cackling sound when a Bane-laced spell strikes its
intended target.

Special: You can ke this feat multiple times, for a num-
ber of bane creature types. Choose a creature type from the
list below:

» Aberrations » Animals

» Constructs = Dragons

= Elementals + Fey

» Giants » Humanoids {choose subtype}
» Magical beasts = Monstrous humanoids

o Qozes » Quisiders, chaotic

o Qursiders, evil » Quisiders, good

» Qursiders, lawhul « Plants

» Undead » Vermin

LACE SPELL: HOLY/UNHOLY (ELDRITCH)
By lacing them with energy, you can add potency 1o the
spells you cast against good or evil targers.

Prerequisites: Intelligence 17, caster level s5th

Benefit: You give extra power to a spell that you cast
against either an evil or a good opponent. You must choose
whether to make your spells holy or unhely at the time you
select this feat, and afterward you can never take this feat
again. You cannot lace an evil spell with holy energy ora
good spell with unholy energy. Spells laced with holy or
unholy energy are changed in these ways:

Holy. Changes the spell’s descripror to [good] and adds a
+2 bonus to the save Difficulty Class if the target or ¢crea-
rures within the area are of evil alignment,

Unholy. Changes the spell’s descriptor to {evil] and adds a
+2 bonus 1o the save Difficulty Class if the targer or crea-
tures within the area are of good alignment.

LACE SPELL: LAWFUL/CHAOTIC
(ELDRITCH)

By lacing them with energy, you can add petency to the
spells you cast against lawful or chaoric rargets.

Prerequisites: Intelligence 17, caster level sth

Benefin: You give extra power to a spell that you cast
against either a chaotic or a lawful opponent. You must
choose whether to malke your spells lawful or chaotic ar the
time you select this feat, and afterward you can never take
this feat again, You cannos lace a lawful spell with chaoric
energy or a chaotic spell with lawful energy. Spells laced with
lawful or chaotic energy are changed in these ways:

Lawful Changes the spell’s descriptor to [lawful} and adds
a +z bonus to the save Difficulry Class if the rarger or erea-
tures within the area are of chaotic alignment.
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Chaotic. Changes the spell’s descriptor to [chaotic] and
adds a +2 bonus to the save Difficulry Class if the targer or
ereatures within the area are of lawful alignment.

LACE SPELL: RESISTANT (ELDRITCH)
You make your spell more potent and harder to dispe.

Prerequisite: Intelligence 17, caster level 5th

Benefit: You give w all spells you lace with this fear a +2
bonus te the Difficulty Class required for ancther caster to
dispet them. For example, a 1oth-level arcanist casts a
Resistant-faced wall of fce and another caster amempss to dis-
pel it. When the dispelling mage makes a level check (d2o +
10 to derermine whether the dispef artempt succeeds, the
Difficulty Class becomes 11 + 10 {the caster’s level} + 2 for
the lacing effect. Any spell can be laced with this fear,
although spells that cannot be dispelied {such as wall of
force) gain no benefit,

LACE SPELL: SPELLRIPPER (ELDRITCH)
Every spell you cast has a chance to dispel one protecting or
enhancing your foe.

Prerequisite: Intelligence 17 Charisma 21, caster level 17th,
Magical Talenrt

Benefit: You give an extra power to an offensive spel] you
cast on an opponent. In addition to its normal effects, the
lacing attempts to dispel (as described in dispel magic} one
spell effect on the target. The highest-level spell currently
active is always the spell 1o be ripped away. For example, a
wizard casts a Spellripper-laced hold person at a foe with car’s
grace and stoneskin active upon her. The wizard makes a jevel
check {d20 + 10) with DC 11 + the caster level of the caster
of stoneskin. If the dispel succeeds, the stoneskin is “ripped”
away before the laced hold person takes effect. If the dispet
fails, resolve the hold person casting attermpt normally-—no
spells are ripped away.

Spellripper lacing affects only spells casc upon a creature
or object. Independent spell effects, or those affecting an
area—such as a wall of fire, an antimagic field, an illusion, or a
conjured monster—ecannot be dispelied, even if they prevent
the laced spell from affecting the rarger.

LACE SPELL: UNRAVEL (ELDRITCH)
You make your spell more potent and harder ro ward against,

Prerequisite: Inzelligence 17, Charisma 15, caster level 10th,
Magical Talent}

Benefir: You give an extra power to an offensive spell that
you cast on an opponent. The lacing attempts to suppress, for
this laced spell only, any spell effect on the rarges thar directly
interferes with the laced spell taking effect. For example, a
sorcerer casts an Unravel-laced fireball at a foe with protection
from energy (fire) already active upon herself. The sorcerer
makes a Jevel check (dzo + 10) with DC 11 + the caster level
of the caster of protection fram energy. 1f the sorcerer’s amempt

A
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succeeds, the spell is "unraveled” before the fireball rakes
effect. However, immediately after the fireball’s effects have
raken their 10}, the unraveled protection from energy spell knizs
irself back togerher again for its subject.

Unravel lacing affects only spells cast upon a creamre or
abject. Independent spell effects, or those affecting an
area~—such as a wall of fire, an antimagic field, an illusion, or
a conjured monster——cannot be suppressed, even if they
prevenr the laced spell from affecting the targer.

Unlike the more powerful Lace Spell: Speliripper feat, a
spell laced with Unravel can suppress only temporarily those
effects specifically intended to foil that spell (spell immunity, a
shicld spell protecting against magic missiles, and so on) or
spells that provide general prorection from other spells
{protection from evil, spell resistance, and so onh

e il

R v -
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e

LIFE TO THE INANIMATE
{ITEM CREATION)

You imbue an inanimare magical irem with intelligence.
Prerequisite: Caster level 10th
Benefit: You can add intelligence to the powers of a magi-
cal item, either one you are currently crafting {using other
feats) or an existing itern. The rules for creating an inzelli-
gent item begin on page 62.

MAGICAL TALENT (GENERAL}
The mystical and eldritch secrets are clear 1o you.

Benefit: You gain a +2 bonus 10 Knowledge (arcanaj and
Spelicrafr.

MANUFACTURE MAGIC POISON
{ITEM CREATION)

You can create magic poisons, which have magical effects in
addition to their traditional deadly narure. See the DMG
and Chapter Eight of this book for rules on poisons.

Prerequisite: Caster level 5th

Benefit: You can create any magic poison (see page 184}
whase prerequisites you meet. Enchanting a magic poison
rakes one week for each 1,000 gp of its price. To enchanta
magic poison, the spelleaster must spend 1/25 of the item’s
price in experience points and use up raw maserials costing
half its price. ’

MIRROR SIGHT (ELDRITCH)
You can look through a mirror and see an image that is
reflected in a specific other mirror or an individual reflected
in any other mirror.
Prerequisites: Charisma 19, caster bevel 15t
Benefit: You can, once per day, use a mirror for a special
sort of scrying. Looking into a mirror, you can see through it
to view a reflection in another mirror. You can choose to see
one of three types of reflection:
o The current reflection in another mirror you are famil-
iar with.
*  The reflection of a person you know well, assuming
that person is near a mirror.
s The reflection of a place you know well, assuming the

focation is being reflected in a mirror.

You receive only visual information through this ability.
However, you can choose to transmiz information both
ways——so that a person reflected in the remote mirror can
view whatever appears in the mirror you are using. Conzact
lasts 1d4 rounds, plus 2 number of rounds equal zo your
Charisma bonus,

For example, Aliya knows that her friend Serai keeps 2
mirror in his living room over the mantel. She can look



through her own hand-held mirror and see into Serai’s living
room. But Serais not there. The next day, Aliya can amrempt
to find Serai by looking into her mirror, If, at that mement,
Serai is near any mirror at all, she can see him. Otherwise,
she sees nothing but her own reflection.

Mirror Sight works with mirrors only; it is not effective
when with atterspting to scry with other reflective surfaces
such as a still pool or a polished metal shiald,

PRECISE TOUCH (METAMAGIC)

You can cast area spells as if they were touch spells.
Benefit: Precise Touch converts any area evocation 1o a
spell with a single targer, a duration of instantanecus, and a

range of touch. Spells whose area stipulates ap effect cen-
tered on you are not affected by this feat. The Precise Touch
spell is as difficult to prepare and cast as a spell one fevel
lower than itself, with a minimum of 13t level. You must be
able to cast the spell normally, however.

Net all speils funerion properly when prepared with this
feat. A Precise Touch desecrate, for example, does not accom-
plish much (spells specifically intended to affect a locale
almost all fall into this caregory). A Precise Touch fireball,
prepared and cast as & znd-level spell, inflicts 1d6 points of
fire damage per caster level to a single creature or object
touched,

SUBLIMINAL SPELLCASTING (ELDRITCH)
You cast a spell so subtly as ro make it excremely difficult vo
detect that it even happened.

Prerequisites: Charisma 11, caster level 3rd, Bluff

Benefit: You can cast any spell so thar the casting has no
visible effects. Furthey, the somatic and verbal components
(if any) remain so subtle thar unless someone makes a
Spelleraft check (DC 10 + your Bluff skill check), they can-
not tell you are casting a spell and not simply moving and
ralking normally. The casting time for the spell is 10 times
the normal casting time.

Unlike with a normal spell, even if a charaeter must make
a saving throw to resist the spell’s effects, he is nor aware
that he is making the save. Succeed or fail, a target does not
know a spelt has been cast upon him. Likewise, you do not
know whether a spell succeeds or fails.

For more on subliminal spellcasting, see “The Vale of
Stars” section in Chapter Five.

SUBTLE SCRYING (GENERAL)
You are harder to detect when you are serying someone.
Benefit: When you scry upen a subject, the Difficuly
Class for the subject to notice your scrying sensor is 30
rather than 20.
Speciak You can rake this feat mulciple times; each time
the Difficulty Class to notice the sensor increases by 10.
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SUSTAIN SONG (SOSTENUTO) (GENERAL) )

You increase your spellsong’s duration with your skill in

s

music.

Prerequisite: Ability to cast spellsongs

Benefit: You increase the duration of any noninstant-
aneous spellsong. To accomplish this, you must make a
Perform {sing} check. The required Difficulry Class depends
on the desired amouns of duration increase, as well as the

spellsang type:

DT Result

15 Increase spellnote duration by 50 percens

18 Increase spelichord duration by 50 percent
20 Increase spelinote duration by 100 percent
23 Encrease spelimelody duration by 50 percent
25 Increase spellchord duration by 100 percent
28 Increase spelimelody duration by 100 percent

You must choose the desired resule before you make this
check, which is a free action that draws no atrack of opporns-
nity, This feat cannot be used to affect the same spellsong
that a similar feat, such as Intensify Song, already affects.

VIVIFY SONG (MAESTOSO) (GENERAL)
You increase your spellsong’s potency with your skill in
music.

Prerequisite: Ability to cast spellsongs

Benefir: You increase the Difficulty Class of any spellsong
you cast. To accomplish this, you must make a Perform
(sing) check. The Difficulty Class required for the atzempt
depends on the desired amount of increase to the warger
spellsong’s Difficulty Class, as well a5 its type:

DC Result

20 Increase spelinote DC by +1
23 Increase spelichord DC by +1
25 Increase spelinote DC by +2
28 Increase spelimelody DC by +1
10 Increase spelichord DC by +2
33 Increase spellmelody DC by +2
35 Increase spellnote DC by +3
40 Increase spelichord DC by +3
a5 Increase spellmelody DC by +3

You must choase the desired result before you make this
check, which is a free action that draws no artack of opportu-
nity. This feat cannot be used 1o affect the same spelisong
that a similar feat, such as Intensify Song, already affects.



CHAPTER THREE

Prestige Classes

The ways of manipufating arcane snergies are as vavied as aveanises themselves. So many differcnt organizations andf areas of spec.

Ttue evaved over the years that it it difficielt to keep track of them. Prosented heve arr cight prestige classes that use arcave magic
different winps, {The eldvitch warrior doss net even east spellst) Each can be used to ate nonplayer chorasters or oxganizaiions o

D5 cansparign warid, a5 well as petential paths to power for PCs that qualify.

he paths of magic are many. The new prestige classes
presented here are very specific, bur with specificity
comes even greater arcane power. Keep them in mind
as new options for your arcane spellcasting PCs and NPCs.
For the purpose of the prestige classes introduced in this
chapter and their related fearures, spellsongs are always con-
sidered the equivalent of speils that have verbal components,

DIPLOMANCER

Skilled at working with others, negotiating, and influencing
people, diplomancers are spelleasters who specialize in magic
keyed to relations and enchantments. Far less likely than
other spellcasters to hurt fireballs and creaze walls of force, 2
diplomancer solves problems and overcomes foes through
use of subtle charms and other enchantments. She excels at
conversational finesse, using magic to make herself even
more trustworthy, interesting, and compelling.

Arcane spellcasters often become diplomancers, particu-
tarly sorcerers and bards, due to their high narsral Charisma.
In fact, bards usually make the best diplomancers of all,
Qceasionally, a cleric takes up the mantle of diplomancer,
however, serving her church as a mediator or consul.

Diplomancers often avoid brash evokers and spelleasters who
use overt magical force. They see theirs as a sophisticated and
refined are, requiring a deft touch and as much cunning as raw
power. Sometimes, however, a diplomancer works with other
arcanists in a guild or school as a liaison with other organiza-
tiens. Diplomancers also make effective leaders and advisors,

Hir Die: d6

REQUIREMENTS
To gualify 1o become a diplomancer, a character must fulfili
all the following criteria.

Diplomacy: 10 ranks

Sense Motive: 8 ranks

Feats: Skill Focus (Diplomacy), Spell
Focus (enchaniment)

Speciak: Must be able to cast at least five

spells of the enchantment school

Speciak: Must have successfully used an
enchantment against a creature
of her own race at least three
rimes (charm person, suggestion,
and so on}.

CLASS SKILLS
The diplomancer’s class skills {and the key ability for each)
are Bluff (Cha), Concentration {Con}, Decipher Script
{Int), Diplomacy (Cha), Gather Information (Cha), Hide
{Dex), Intimidate (Cha), Knowledge (any) (Int), Listen
(Wis}, Search {Int), Sense Morive (Wis), Spelleraft (Inc),
and Spot {Wis). See the Player’s Handbook, Chapter Four,
for skill descriptions.

skill Poings av Each Level: 4 + Intelligence modifier

CLASS FEATURES
Al of the following are class fearures of the diplomancer.

Weapon and Armor Proficiency: Diplomancers are
proficient with no weapons, with no armor or shields.

Spells. When a diplomancer gaing her first level, and on
alternating diplomancer levels after that (plus 10th level), she
gains new spells per day as if she had also gained a level in
her previous spellcasting class. She does noz, however, earn
any other benefir a character of that class would have gained
{improved chance of controlling or rebuking undead, metam-
agic or item creation feats, and so an). This essensially means
she adds the new level of diplomancer 1o the level of her other

spellcasting class, then
determines spells per
day, spells known,
and caster level
accordingly.
For example, if

Tearah, an 8th-

tevel wizard,

gainsa
level in



diplomancer, she gains new spells as if she had risen ro oth level
in wizard, but uses the other diplomancer aspects of level pro-
gression, such as attack bonus and save bonus. If she nexx gains
a level of wizard, making her a gthelevel wizard/1st-level diplo-
rancer, she gains spells as if she had risen to 10th-level wizard.

If a character had more than one spellcasting class before
she became a diplomancer, she must decide which class
receives each level of diplomancer for the purpose of deter-
mining spelis per day.

Charm. The 1st-level diplomancer can cast charm person
once per day as a spell-like ability.

Enchantment Affinity (Ex). Starting at 2nd level, ali
eachantment spells cast by a diplomancer gain a +1 compe-
tence bonus to the saving throw Difficulty Classes and are
treated as if cast by someone one level higher than the char-
acter’s actual caster level. At 6th level, this bonus becomes
+2, and two caster levels are added. At 1oth level, the bonus
becomes +3 and three caster levels.

Magical Seduction/Attractiveness {Su). Beginning av 3rd
level diplomancers can use magic to become more physically
ateractive. Any Charisma-based check that involves physical
attraction gains a +2 competence bonus, Thus, 2 human
diplomancer would gain the bonus for an encounter with
people in a tavern to gather information. A Diplomacy check
made while conversing with a dragon would nort receive it.
The DM is the final arbiter of whether the bonus applies.
Remember, though, that even in nonromantic sirvations,
atrractiveness can play a part.

Protection From Evocations: At 4th level, diplomancers
begin to learn how to resist overt, nonsubtle magic. They gain
a +1 competence bonus to all saving throws against spells of
the evecation school. At 8th level, this bonus increases to +2.

Insight Into Secrets (Sp). As all diplomancers know,
everyone has secrets. Knowing a character’s secrets proves
helpful when attempring to influence or intimidate. A1 5th
level, a diplomancer gains the ability to mentally peer into
the mind of a selected creature. This effect allows a Will saving
throw to resist (DC 10 + the diplomancer’s level + Charisma
modifier). If this insight ability works, the diplomancer learns a

Reflex  Will

CHAPTER THREE: PRESTIGE CLASSES 2 ;

pérscmai secrer of the target {assuming one exists), The DM iz ‘s

free to detail this secret, or can simply impose a +2 circumstance
bonus o Diplomacy, Intimidasion, or Sense Motive checks the
diplomancer makes against the targer—or the DM can do both.

Charisma Gift (Su}, At 7th level, the diplomancer uses
magic 1 instill within herself a +1 inherent bonus 1o Charisma.

Word Cunning (Su). The gth-tevel diplomancer geins the
ability to speak so eloquently that any language-dependent
spell she casts is treated as having been zast by someone one
caster level higher than normal and gains a +1 insight bonus
to the Difficulty Class.

ELDRITCH WARRIOR

The eldritch warrior, sometimes called the “arcanist blade,” is
devered to magic thar lets him become a greater combarant. He
does not cast spells himself. Instead, he uses arcane knowledge
and anciene rituals ro grant himself greater physical puissance.

Fighters with a few levels of wizard or sorcerer often
become eldritch warriors, although a single-classed fighter
can rake up the mantle without ever having cast a spell. Less
frequently, eldricch warriors are wizards, sorcerers, bards,
and even ringers.

In comparison with more conventional arcanists, eldritch
warriors are rather rare. NPC eldritch warriors sometimes
work with wizards or sorcerers, but only accasionally with
others of their own class. They can even be found among
mote waditional fighters, often keeping their magical
ershancements and skills quier.

Hit Die: d8

REQUIREMENTS
To qualify to become an eldritch warrior, a character must
futfiit all the following criveria.
Basc Attack Bonus: +3
Craft (Alchemy): 3 ranks
Knowledge (Arcana): 3 ranks
Spelleraft: 1rank

Feats: Magical Talent?, Weapon Focus
{any}

Class Base Artack Forritude

Level  Bonus Save Save  Save Special Spelis per Day
1 +0 +0 +0 +z Charm +1 spelicasting level
2 +1 +o +a +3 Enchantment affinity +1 e
3 +2 +1 +1 +3 Magical seduction/attractiveness  +1 spellcasting level
4 +3 +1 +1 +4 Protection from evocations +1 —
35 +3 +1 +1 4 Insight inte secrets +1 spelleasting level
G 44 e +2 +5 Enchantment affinity +2 — i
7 +5 +2 +2 +5 Charisma gift +1 spellcasting level
) +6 +z +2 +6 Protection from evocations +2 e
9 +6 43 +3 +6 Word cunning +1 spelicasting level
10 +7 +3 +3 +7 Enchantment affinity +3 +1 spellcasting level
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CLASS SKILLS
The efdrizch warrior's class skills {and the key abiliry for each)
are Climb {Str), Concentration {Con}, Craft {any) {Ing), Hide
{Dex), fump (Str), Knnowledge (arcana) (Int), Knowledge
{the planes) (Int), Move Silently {Dex), Ride (Dex), and
Spelicraft (Int). See the Player’s Handbook, Chaprer Four,
for skill descriptions.
Skill Points at Each Level: 2 + Intelligence modifier

CLASS FEATURES
All of the following are class features of the eldritch
warrior.
‘Weapon and Armor Proficiency: Eldritch war-
riors are proficient with all simple and martial
weapons, with ail types of armer, and with
shields. e
Ritual of Potency. At 1st level, an :j’"‘ o
eldritch warrior can perform a special ¥
daylong riraal that grants him power. He
must perform it alone and uninterrupted.
The eldritch warrior can perform one of
these rituals at 1st, 4th, 7th, and 10th level.
When he carries out the ritual, he chooses from
the following list of supernarural powers to imbue
within himself permanenty (choosing from chose
available to him based on his level and Charisma; he
may ot choose an ability more than oncek:

Class Level+
Cha Modifier| Abiliry
Lessthanz | Sense Magic: You can detect magic as a speli-like ability av will.

3—4 Darlsight: You gain 30-foor darkvision.
55 The Sparkling Shield: You gain +1 navural armor (stacks with existing natural armor) in the formof a
shimmering hue that dances upon your flesh.
7—8 Arcane Puissance: You gaina +1 inherent bonus 1o Swrength, Constiwtion, or Dexrerity,
9 Speed of Magie: You gain an inherent +10 bonus to speed.
10 Stice Through Wards: Once per day per eldritch warrior level, you can ignore ali magical protections (Armor

Class bonuses, stoneskin, iron body, and so on) on a foe in a single atrack. You must declare your use of this
ability before making the attack,

1 Destroy Spell: Once per day, you can strike a noninstantaneous spell effect or creation (2 summoned monster,

wall of force, Hlusion, area of acid fog, and so on) with 2 melee weapon and dispel it as if you had cast dispel magic
using your eldritch warrior level as the caster fevel. Even spells not normally subject to dispel magic can be affected.

Enrune Armor (Su). At 2nd level, an eidritch warrior can spend an hour inscribing or otherwise marking a magical symbol
on a suit of armor or a shield. This rune adds a +1 enhancement bonus to the Armor Class provided by the armor or shield
and stores a 1st-level arcane spell of the warriot's choosing, The warrior can cast the enruned spell at any time, although this
immediately erases the rune. This spell is cast using the eldritch warrior’s class levels as the caster level, with no chance of
spell failure. The rune lasts no longer than 24 hours, whether the spell is cast or not. Each time a rune is inscribed, the war-
rior must pay § gp in materials in addition to the price of any costly components the spell requires. The eldrizch warrior may
have only one armor rune at any given time.

Bonus Feat. At 2nd, 6th, and gth levels, the eldritch warrior gains a bonus feat chosen from the following list: Combat Expertise
{improved Disarm,Improved Feint, Improved Trip, Whirlwind Atack), Dodge (Mobility, Spring Awack), Exotic Weapon Proficiency,
Improved Critical®, Improved Initiative, Mounted Combat (Mounted Archery, Ride-By Awack, Spirited Charge, Trample), Point Blank
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Class Base Attack  Forrirude Reflex will
Level Bonus Save Save Save Special
1 + 2 +o +2 Rirual of potency
2 +2 w3 o 3 Enrune armor, bonus feat
3 +3 +3 + 3 Infuse with power
4 +q 4 +1 g Rirual of potency
5 +5 g 1 +3 Enrune weapon
6 +§ +5 +2 5 Bonus feat
2 + +5 +2 +5 Risual of potency
3 +8 +6 +2 +5 Errune flesh
g +g +6 +3 +6 Bonus feat
10 10 7 +3 +7 Ritual of potency
Shaor (Far Shet, Precise Shor, Rapid Shot, Shot on the Run), E MBERMAGE

Power Arrack (Cleave, Grear Cleave, Improved Bull Rush,
Improved Overrun, Improved Sunder}, Quick Draw, Two-
Weapan Fighting (Two-Weapon Defense, Improved Two-
Weapon Fighting, Greater Two-Weapon Fighting), Weapon
Finesse, Weapon Focus (Greaser Weapon Focus).

Fears dependent on other feats are listed parenthetically
under the prerequisite feat. A character can select feats
marked with an asterisk (%) move than once, bur it must be
for a different weapon each time. Characters still must meer
all prerequisites for a feat, including ability score and base
attack minimums.

Infuse With Power. Beginning at 3rd level, an eldritch war-
rior can infuse a weapeon with arcane energy once per day. The
weapon gains a +1 enhancement bonus to attack and damage
and a single special ability that is the equivalent of 2 +1 bonus
{as found in the DMG or this book}, such as keen or karmict
{see Chapter Eight: Magic Irems). This infusion of power
lasts for 10 minutes per eldritch warrior level,

Enrune Weapon (Su). At 5th level, an eldritch warrior can
spend an hour inscribing a magical symbel onte a weapon. This
rune adds a +: enhancement bonus to the attack and damage of
the weapon and stores a 2nd-level arcane spell of the warrior’s
choosing. The warrior can cast the enruned spell at any time,
although this immediately erases the rune. This spell is cast
using the eldritch warrior’s class levels as the caster level, with no
chance of spell failure. The rune lasts no longer than 24 hours,
whether the spell is cast or not. Each time a rune is inscribed, the
wartior must pay 56 gp in materials in addition to the price of
any costly compoenents the spell requires. The eldricch warrior
can have only ane weapon rune in existence at any given time.

Enrune Flesh (Su), At 8th level, through a weeklong
process of creating a tatteolike rune on his flesh, the
eldrirch warrior can choose any spelf thar can be made per-
manent for a character (see the permanency spell) and gain
that permanent ability via the rune. If this permanent spell
effect is dispelled, it can be renewed (or a different one cho-
sen), but it requires another painful weeklong process. This
spell is cast using the eldriteh warrior's class levels as the
caster level, with no chance of spell failure.

Although there are others who claim to be fire wizards, the
embermages may be the rruest sert of fire mage. Fire smol-
ders within them. Their blood literally burns. This fire makes
them tough—they have to be, for they must access their
powers by releasing the fire within.

Many sorcerers and wizards become embermages, bards
less often. All embermages have suffered greatly by fire and
internalized the power within the flame.

NPC embermages gather togerher in small cabals. They
use their power to achieve a set end, although the goals of
every embermage are different.

HirDie: d6

REQUIREMENTS
To qualify to become an embermage, a character must fulfill
all the following criteria:

Knowledge (Arcana} 10 ranks

Feats: Endurance, Spell Focus

(evocation), Spell Penetration
Must be able to cast 3rd-level
arcane spells, Must be able o cast

Spellcasting:

five spells of the fire type and may
cast no spells of the cold type.

Special: Must have been reduced ro negative
hit points entirely through damage
by fire, or killed by a fire attack.

May use no spell or item that

Special:
provides protection against fire
{doing so prevents the use of
embermage abilities until the
protection ends).

CLASS SKILLS
The embermage’s class skills {and the key ability for each
skill) are: Concentration (Con), Craft (any} (Int), Knowledge
(any} (Int), Professien (Wis), and Spelicraft (Int). See the
Player's Handbook, Chaprer Four, for skill deseriptions.

$kilt Points at Each Level: 2 + Intelligence modifier
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Class Base Fortitude Reflex Wil
Level  ArtackBonus  Save Save Save Special Spells per Day
1 +o 2 +0 +2 Burning touch +1 fevel of existing class
2 +1 A3 +0 +3 Burning blood —_
3 +1 +3 ey +3 — + level of existing ciass
4 2 +4 * +3 Fingers of fire e
5 +z +q +1 +4 — +1 level of existing class
& +3 +3 +2 +5 Burning blood backlash —
7 +3 +3 +2 +5 — +1 level of existing class
8 +q +6 +z +6 Tongue of fire —
9 +4 +6 +5 +6 Eyes of fire +1 level of existing class
0 +g +7 1 +y internal explosion e

CLASS FEATURES
All of the following are class fearures of the embermage:

Weapon and Armor Proficiency. Embermages gain no
weapon, armer, or shield proficiencies.

Spells. When a character reaches an add-numbered ember-
mage level, he gains new spells per day as if he had also
gained = level in his previous spelicasting class. He does not,
however, receive any other benefit a character of that class
would have gained {improved chance of contrelling or
rebuking undead, metamagic or item creation feats, and so
on). This essentially means that he adds the level of ember-
mage 10 the level of his other spellcasting ¢lass, then deter-
mines spells per day (and casrer level) accordingly.

For example, if Serai, = gth-level sorcerer, gains a level in
embermage, he gains new spells as if he had risen ro 10th
level in sorcerer, and he casts them ar 10th level. However, he
uses the other embermage aspects of level progression, such
as base atrack bonus and save bonus. If he next takes a level
of sorcerer, making him an 10th-level sorcerer/1st-level
embermage, he gains spells as if he had risen ro 1th-level
sorcerer,

If a character had more than one spellcasting class
before becoming an embermage, he must decide which
class receives each leve] of embermage, for the purposes of
determining spells per day.

Burning Touch (Sp). The embermage can call flames to
the tips of his fingers as a free acdion, inflicting 1dg +1
points of fire damage per class level (maximum +35) if
rouched 10 a foe. (The touch atrack is handled normally.)
The flames can set flammable objects like paper alight. The
flames last 1 round. These flames come from within the char-
acter, inflicting 1 point of fire damage upon him each time he
uses this ability.

Burning Blood (Sp). The 2nd-level and higher ember-
mage can cut himself (a standard action), inflicting 110 5
points of fire damage upon himself (his choice). His flaming
blood gushes from the wound, causing everyone within 3

feet to suffer 146 points of fire damage for each point the
embermage suffered.

Fingers of Fire (Sp). Calling fire te the tips of his fingers,
the embermage—starting at 4th level-—can launch one 1o
five spurts of flame in a single round up 1o 30 feer away. If
firing multiple spurts, the embermage can targer different
foes, but no two can be more than 10 feet apart. Each spurt
requires 2 ranged touch attack and inflicts 246 points of fire
damage. Each spurt inflicts 2 points of fire damage on the
embermage as well.

Burning Blood Bacldash (Su). Whenever the Sth-level or
higher embermage suffers damage from a slashing or pierc-
ing attack, the resulting spurt of inner fire and burning
biood inflicts 1d6 points of fire damage upon the atracker, if
he is within 5 feet.

“Tongue of Fire {Sp). Once per day starting at 8zh level,
the embermage can spit two gouts of flame as a standard
action. One forms & flaming shield with no check penalry or
spell failure chance; it provides a +3 armor bonus. The other
forms a flame blade, as the spell. This weapon and shield last
for 10 minutes.

Eyes of Fire (Sp). Once per day beginning at oth level,
the embermage can shoot from his eyes a blast of fire 5 feer
wide and 100 feet + 10 feer long per class level . All within
this area must make Reflex saving throws (DC 10 + ember-
mage’s Intelligence medifier + embermage’s class level) or
suffer 1d6 points of fire damage per embermage class level
{maximum 10d6} This fire is so hot that even crearures
immune to fire suffer half damage, and characters with fire
resistance get only half their normal resistance {so a charac-
rer with 12 poinis of fire resistance from resist energy [fire]
gets only 6 points of resistance).

Internal Explosion {Sp). Once per day starting at 1oth
level, an embermage can call upen his most dreaded power.
He can temporarily transfer the ultra-hot flame within him-
self to some other victim(s). This works exactly like the spell
implosion, except that the targer explodes in flame. The save
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Difficulty Class is equal o to + the embermage’s
Inselligence modifier + the embermage’s class level.
Creatures immune to fire suffer no damage, but char-
acters with fire resistance have no special protection.

GRAVEN ONE

Tales tell of sorcerers with skin like leather—or maybe
ever like stone. Every inch of these sorcerers’ skin is
covered in tarroos, sigils, runes, and other markings.
They have, quite literally, transformed themselves into
living magic izems. To do so, however, they undergo
painful rituals that szrengthen their flesh and make
them hardier individuals.

Wizards and sorcerers become graven ones most
frequently, but the occasional bard does as well.

NPC graven ones wander alone, though sometimes
their abilities are seen as a such a boon, they become
military leaders or enforcers for powerful masters,
Hit Die: dé

REQUIREMENTS

To qualify to become a graven one, a character must

fulfill all the following criteria:

Knowledge (Arcana): 5ranks

Spelicraft: 7 ranks

Feats: Erch Object Runeg, Irem

Imaget, Scribe Scroll,
Toughness

Spellcasting: Must be able to cast 4th-level

arcane spells, including az least

three with the word “mark” in
the title, erase, explosive runes,

and sepia snake sipil

Languages: Must be fluent in Celestial,
Draconic, and Infernal
Special: Must find a third party who can
cast permanency and will partake
in a ritual thar lases an entire

day. The character loses 4 hp
permanently, but when it is
over, he bears a tough, almost
stonelile skin with an inherent

+1 natural armor bonus.

C1ASS SKILLS

The graven one’s class skills {and the key ability for
each skill) are: Concentration (Con}, Craft {any) (Ino),
Knowledge (arcana) {Enr), Profession (Wis), Search {Wis),
and Spelleraft (Int). See the Player’s Hundbook, Chaprer
Four, for skill descriptions.

Skilt Points ar Each Levek: 2 + Intelligence modifier
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CLass FEATURES

All the following are class fearures of the graven one:

Weapon and Armor Proficiency. Graven ones are proficient with no
weapons, armor, or shields.

Spells. When a character reaches an odd-numbered graven one level, he
aains new spells per day as if he had also gained a level in his previous
spellcasting class. He does not, however, receive any other benefit a char-
acter of that elass would have gained (improved chance of controlling or
rebuking undead, metamagie, or item creation feats, and so on}. This
essentially means that he adds the level of graven one to the level of his
other spelleasting class, then determines spells per day (and caster level)
accordingly.

For exampie, if Canabulum, a gth-level wizard, gains a level in graven
ane, he receives new spelis as if he had risen to 10th level in wizard, and he
casts them ar 10th level. However, he uses the other graven one aspects of
level progression, such as base attack bonus and save bonus. If he next
takes a level of wizard, making him an 1oth-level wizard/1st-level graven
one, he gains spells as i he had tisen to 11th-level wizard.

If a character had more than one spellcasting class before he became 2
graven one, he must decide which class receives each level of graven one,
for the purposes of determining spells per day.

Flesh Rune {Sp). The graven one gains the ability to erch runes into his
own flesh using the Erch Object Runef fear. The graven one’s body can bear
as many as four runes at once, no matter what his size.

Tarroo of Power (Su). A graven one can inscribe a tattoe on his body
that lasts for 24 hours. It requires 16 minutes to inscribe ir, and he can bear
only one tartoo of power at a time (this in no way interacts with any flesh
runes that he mighe have). When he gains this ability ar 2nd level, he

chooses a tattoo of power inscriptien

Rune Circumstances that he knows from the mble on the

I cultures where skin markings are strange, or next page. The graven one’s level + his
among those who fearor distrust magic, the Ineelligence modifier determine which
obvious flesh runes, tettoos of power, end

groven images give the graven ong g -2 of the carrcos he can learn. When he
circamstance penalty to Diplomacy, 8luff, and gains this ability again, at srd level and
other Chorisma-related skili checks, One i

Aossible exception is Intimidate, which at alternating levels after that, he can
the DM maoy rule gets o +2 circumstance choose another tattoo.

borus in some situations. " s
See the “"Random Rune Generator”

section of the Appendix for tatroo
ideas.

Graven Image (Su), Starring at 4th
level, the graven one can inscribe one
image of an animal or magical beast
onto his fesh (this in no way interacts

with any flesh runes or tarteos of power that he might have). Inscribing
this image takes 10 minutes, and it can be activated ar any time afterward
as a free action. When activated, the image leaps from the graven one’s body
and becomes a real version of that ereature. [t remains for one minute per
level or unuil slain, obeying the graven ones mental commands {issued a5
free actions).

As the graven one goes up in level, the number of Hit Dice of the crea-
tures he can make into graven images increases.

See the "Random Rune Generater” section of the Appendix for graven
image ideas.
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Class Base Attack  Fortitude Reflex will

Level Bonus Save Save Save Special Spells per Day
1 +o +2 O 0 Fiesh rune +1 level of existing class
2 41 +3 +o +o Tattoo of power —
3 +z +3 + +1 Tattoo of power +1 level of existing class
4 +3 +4 +1 +1 Graven image {5 HD) —
5 +3 +4 + +1 Tatrao of power +1 level of existing class
6 +4 + +2 +2 Graven image io HD}  —
o +5 +5 E>) +2 Tattoo of power +3 level of existing class
8 +6 +6 1 +2 Graven image (15 HD} —
9 +6 +6 +3 +3 Tatteo of power +3 level of existing class
o by e 5 +3 Graven image (20 HD) -

L _ TATTOOS OF POWER
Class Level +
Int Modifier Tattoo Effect

1 Endurance +2 enhancement bonus to Constitution

2 Swrength +2 enhancement bonus to Strength

3 Dexrerity 42 erhancement banus to Dexrterity

4 Defense +3 natural armor bonus to Armor Class

3 Sitent shadow +10 enhancement bonus to Move Silently and Hide checks

5 Fertification 25 percent chance 1o negate all eritical hits inflicred upon graven cne

i Disguise self As the spell disguise self

8 Wounding All artacks dealing damage (even spells) made by :h;g graven one inflict
1 point of Constitution damage as a weapon with the same abiliry
{see the DMG, Chapter Seven)

o Holy or unholy All atracks dealing damage (even spells) made by the graven one
inflict an additional +2dé points of damage to all creatures of evil
alignment (if holy is chosen) or goed alignment (if uaholy is chosen)

10 Lawful or chaoric All arzacks dealing damage (even spells) made by the graven ane
inflict an additional +2d6 points of damage to all creatures of chaotic
alignment (if lawful is chosen) or lawful alignment (if chaoric is chosen)

n Spell resistance The graven one has spell resistance 11 + his class level

2 Damage reducticn The graven one has damage reduction 10/magic

KNIGHT OF THE CHORD

The sound and the fury, the music of batie, and the songs
of war—these elements make up the life of a knight of the
cherd. The knights of the chord are a group thart uses the
magic of music to aid their fighting skills. It is a loosely
organized order of knighthood, as each member remains a
free spirit and highly individualistic,

The code of the order is simple: Defend the downtrodden,
and preserve freedom above all else. The knights sing and
focus on music, but they are not performers. They do not
sing to entertain, bur to calf upon music’s hidden power.
Nevertheless, their practiced voices make them more than a
match for any professional minstrel, and forrunate is anyone
blessed 1o hear a knight’s daily song-meditations.

Normally, knights of the chord are bards, or at least have
some bard levels. Multiclass fighter/bards are commeon
amony the order’s ranks. A few are clerics with the Music
domain {see the variant bard section in Chapter One:
Alternate Classes).

Knights of the chord travel alone or in small groups, only
occasionally returning to one of the order’s stronghoids—
called Jodan Templehalls, as each is dedicated to Jode, the
Guardian of Song (see section in Chapter One: Alternate
Classes). As they rarely recognize local autherities, magis-
trates and law enforcers do not exactly welcome their pres-
ence. However, the common folk look upon them as champi-
ons and defenders.

Hit Die: d1o
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REQUIREMENTS
To qualify to become a knight of the chord, a character must
fulfill all the following erireria,

Alignment Any chaotic

Knowledge {Arcana): 3 ranks

Perform (Sing): 9 ranks

Feats: Toughness, Weapon Focus (any)

Special: Must be able to cast spellchords or
the spell sculpt sound

Special: Must be invited inte the order by
an existing knighs

C1ASS SKILLS
The knight of the chord’s class skills (and the key ability for
each skill) are Bluff (Cha), Climb (S:r}, Concenrrarion
{Cony, Craft (any) (Int), Diplomacy {Cha), Gather
Information (Cha), Hide (Dex), Jump {($tr), Knowledge
(any) (Int), Listen (Wis), Move Silently (Dex), Perform (any)
(Cha), Ride {Dex), Sense Motive (Wis), Speak Language
{none), Spellcraft (Int), and Use Magic Device (Cha). See
the Player’s Handbook, Chaprer Four, for skili descriprions.
Skill Points at Each Level: 4 + Intelligence modifier
Note: If you are using the standard bard class, replace
“spelisongs” with "bardic spells” below, but reduce the class’
Hic Die to d8.

CLASS FEATURES
All of the following are class features of a knight of the chord.

Weapon and Armor Proficiency. Knights of the chord are
proficient with all simple and martial weapons, with all types
of armor, and with shields.

Armor Song {Su). At ist level, 2 knight of the chord can
cast spellsongs with no chance of spel failure while wearing
armor or using a shield if the total armor check penalty
affecting him is —5 or better. Otherwise, he suffers
arcane spell failure as normal. At sth Jevel, he can
cast spelisongs with no chance of spell failure
while wearing armor or using a shield if
his rotal armor cheek penalry is 7 or
better.

Spells. When a knighr of
the chord gains his second
level, and on alrernating lev-
els after that, the character
gains new spelis per day as i
he had alse gained a level in his
previous spellcasting class. He
does not, however, earn any other
benefit a character of that ¢lass
would have gained {improved
chance of controfling or rebuking
undead, metamagic or item cre-
ation feats, and so on). This essen-

tially means he adds the new knight of the chord ievel to the
jevel of his previous spellcasting class, then detrermines the
spells per day, spells known, and caster level accordingly.

For example, if Pheran, an 8th-level wizard/1st level
lenight of the chord, gains his second level in knight of the
chord, he gains new spells as if he had risen 1o gth level in
wizard, but he uses the other knight of the chord aspects of
level progression, such as base attack benus and save bonus.
If he next gains a level of wizard, making him a gth-level
wizard/2nd-level knight of the chord, he gains spells as if he
had risen o 1oth-

{evel wizard. if a
character had
more than one
spellcasting class
before he became
a knight of the
chord, he must
decide which
class receives
each level of
knight of

the chord

for the pur-
poses of
determining
spells per

day.
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Class BaseAtmack Fortitude Reflex  Will

Level Bonus Save Save  Save Special Spells per Day
3 +1 +2 +0 +0 Armeor song (medium) e
2 +2 +3 +0 +0o imbue vibration +1 level of existing <lass
3 +3 +3 +1 +1 Bagtle dance —
4 +4 +4 +] +1 Imbue vibration +1 level of existing class
3 +5 +4 +1 + Armor song Cheavy) —
) +6 5 +z +2 Imbue vibration +1 level of existing class
o +7 +5 2 42 Singblade e
8 +8 +6 +z 42 Imbue vibration +1 level of existing class
9 +g +G +3 +3 Sonic protection —
10 o 2 +3 +3 Sang of smiting +1 level of existing cinss

Imbue Vibration. At 2nd level, a knight of the chord can
sing a special daylong seng, placing its magical vibrations
within a melee weapon. Henceforth, when the knight (and
only the knight) uses the weapon, it displays the qualiry cho-
sen at the time he sang the song. He can add new qualities
to the same weapon (or a different weapon) at 4th, 6th, and
8th fevel. Once imbued, they cannot be changed, aithough
they can be dispelled. If dispelled, the same quality can be
imbued in the weapon again, using another daylong song,

Qualities should come from the following list (those avail-
able to the knight are based on his level and Charisma; he
may not cheose an ability more than once);

Class Level+
Cha Modifier | Ability

2 ‘The weapon provides a +1 luck bonus to attack
rolls involved in disarm and sunder attempts.
The weapon can be used to blind-fight, as if
{ its wielder had the feat.
When the wielder fights defensively or uses
all-out defense, the weapon provides an
additional +2 luck bonus to Armor Class.
7 ‘The weapon can be used to make mulriple
artacks of opportunity as if the wielder had
Combart Reflexes.
8 The weapon can be used with Weapon
Finesse, even if normally it could not.
9 When the weapon is used in the off hand,
the penalty for doing so falls by 2 (so,2
penalzy of ~4 becomes —2 with this ability).
10 Foes struck by the weapon must make a
Fortitude save or find themselves dazed for
1 round {usable once per day per class level},
n The weapon strikes incorporeal creatures all the
time (instead of just 50 percent of the time).
iz The weapon provides a +1 luck bonus to

damage.

Battle Dance {Su). Starting at 3rd level, a knight of the
chord can rake a free additional move action during a round.

Thus, in a given round, a knight of the chord can:

*  Move up to his speed and then make a full
attack o cast a spellmeledy (or fulf-round
spell}

*  Move double his speed and make 2 single attack
{or cast a spelinote, spellchord, or standard-
action spell}

* Move his speed, mzke a single attack or casta
épe]lno:e or spellchord, and then rake a move
action :

*+  Move his speed and casta spellnote or spell-
chord, or

»  Move his speed and cast two spellnotes,

This ability can be used once per day per class level.

Singblade. A 7th-level and higher knight of the chord can
use a standard action once per day to sing a special song thar
lasts for t round per class level. During this time, the knight
gains a luck bonus to artack rolls and Armor Class equal 1o
his Charisma modifier.

Sonic Protection (Su). A gth-level and higher knight of
the chord grows resistant 1o the rigors of harsh sounds. He
gains resistance to energy 10 + Charisma modifier against
sonic aztacks. )

Song of Smiring (5p}. A 1oth-level and higher knight of
the chord can unleash 2 powerful song thar affects all with-
in 5o fzet. Those in the area must make Fortitude saving
throws (DC 20 + kaight of the chord’s Charisma medifier)
or they become stunned for 1d4 rounds, Whether or nor the
save succeeds, all in the area suffer 3d6 poines of sonic
damage. The knighr of the chord can use this ability once
per day.
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MIRROR MASTER

Mirror masters are usually born with a gift thar allows them
1o see things in mirrors that others do not see. Occasionally,
this gift is bestowed through ritual as well. Mirror masters
are quiet, mysterious folk whose gazes seem transfixed else-
whaere.

Wizards and sorcerers become misror masters most fre-
quently, but the occasional bard does as well.

NPC mirror masters rarely work rogether. Sometimes one
will operate within a guild of other mages, but most often
these spelicasters worlt alone.

Hit Die: da

REQUIREMENTS
To qualify to become a mirrar master, a character must fulill
all rhe following criteria:

Knowledge (Arcana): 5 ranks

Craft (Glassmaking): 5 ranks

Feats: Craft Wondrous Item, Mirror

Sightt
Must be able 1o cast 3rd-level

Spellcasting:
arcane spells

Must be an outsider, have an
outsider ancestor, or undergo a

Special:

powerful ritual performed by at
least three other mirror masters.

CLASS SKILLS

The mirror master’s class skills (and the key ability for each
skill} are: Concentration {Con}, Craft (any} (Int}, Knowledge
{arcana} (int), Knowledge {the planes) (int), Profession
(Wis), Search {Wis), Sense Motive (Wis), Spellcraft (Int},
Spot (Wis), and Survival (Wis).

See the Player's Handbeok, Chaprer Four, for skill descrip-
tions.
Skill Points ar Each Level: 2 + Intelligence modifier

CLass FEATURES
Al of the following are the class features of the mirror
master prestige class:

Weapon and Armor Proficiency. Mirror masters are pro-
ficient with no weapons, armor, or shields.

Spells. When a character reaches an odd-numbered
mirror master level, she gains new spells per day as if she
had also gained a level in her previous spellcasting class.
She dees not, however, receive any other benefit a charac-
ter of that class would have gained {improved chance of
controlling or rebuking undead, metamagic or item cre-
arion feats, and so on). This essentially means that she
adds the level of mirror master to the level of her other
spellcasting class, then determines spells per day (and
caster level) accordingly.

For example, if Unartha, a yth-level sorcerer, gains a level
in mirror master, she gains new spells as if she had risen to
8th level in sorcerer, and she casts them at 8th level,

- However, she uses the other mitror master aspects of level
- progression, such as base atrack bonus and save bonus. If
she next takes a level of sorcerer, making her an Sth-level
sorcerer/1st-level mirror master, she gains spells as if she

had risen to gth-level sorcerer.

If a character had more than one spelicasting class before

_ becoming a mirrar master, she must decide which class
receives each level of mirror master, for the purposes of
determining spells per day.

Class Base Artack Fortimude Reflex Will
Level Bonus Save Save  Save Special Spells per Day
1 +o +o +0 +2 Mirror thoughts +1 level of existing class
2 + +o +o 3 Mirrored eyes, bonus —
spells (st and 2nd)
3 4 +1 +1 +3 e "+ level of existing class
4 +2 + +] +4 Piercing gaze, bonus —
spells (3rd and 4th)
3 42 41 + +y — +1 level of exdsting class
& +3 +2 +3 +5 Mirror step {dimension daor),  —
bonus speils (5th)
7 +3 2 +2 +5 — +1 level of existing class
8 44 +2 +2 +4 Mirror step {teleport), —
bonus spells (6th)
9 +q +3 +3 +6 — +1 level of existing class
10 +5 +3 4 +7 Mirror step (plane shift), e

bonus spells (7th)
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Mirror Thoughts (Sp). Once per day, the ¢

mirror master can use a mirror 1o derect
and learn the thoughts of anyone reflected
in its surface. [n all other ways, this ability
Jworks like the spell detect thoughts.
Mirrored Eyes (Su). Starting at 2nd
level, the mirror master gains an additional
saving throw against all gaze attacks. If either
save succeeds, trear the sitvation as if she made
the save.

Bonus Spells (Ex), The mirror master gains
banus spells as she studies mirrors and mirror
lere. These spells are either added auromaricaliy
to her spellbook (if she is a wizard or a wizard-
like spellcaster) or one of each level is added wo
the spells the caster knows (if she is a sorcerer
or a sorceretlike spellcaster),

For example, if Unartha becomes a and-level
mirror master, she can choose one 1st-level
spell and one 2nd-level spell from the mirror
master bonus spelis fist (helow) and immedi-
ately add them to her spells known list. She
also can choose from the mirror master bonus
spelts list when she gains spells known nor-
mally, as well as from the sorcerer spell list, if
she desires.

Mirrar Master Bonus Speils List—15t level:
command”, hyprotism”, message; 26 fevel: mivror

image, see invisibility”, shatterf; 5rd level: daylight,
mirvor shieldf, searing light”; ath level: fesser mirror
callingf, rainbow pattern, scrying; sth level: mirror

blast, mirror theftf, true seeing; Gth level: eyebite,
mirror callingf, mivror truthf; 7ih level: mireor por-
talf, simulacrum, spefl terning.

* s the nornsal spelf fn the Player’s Handbook except the targer,
avea, or cffect must be wiewed it a mirrorescither normally o
through the Mirror Sight? fear,

Piercing Gaze {Ex). The mirror master gains a +2
competence bonus to Spor, Search, Intimidate, and
Sense Motive skill checks starting at 4th level,

Mirror Step (Sp). Once per day, the mirror master
can step into one mirror and out znother. At 6¢h level,
treat this ability in all other ways (determining range,
etc.) as dimension door. Ar 8th level, reay this ability in
all other respects as tefeport; at 10th level, plane shift.
Each time a new version of the ability is gained, it
brings with it a new use per day. So, for example, an
8th-level mirror master can mirror step a short distance
{dimension door) and a long distance {telepors) each once
per day. This ability works well in conjunction with

the Mirror Sight} fear.




SONG MAGE

Creation, some say, began
with a single, perfect note.
- The gods sang the world
into being. Song mages

attempt fo draw upon that
hidden power and use it for them-
selves. Like traditional wizards, they ignore the study of weapons and
physical skills to focus on the use of their eraft. For song mages, music is not
an ensertainment (although it can be beautiful), bug a source of true eldritch might.
Song mages have at least some levels of bard, or cleric with the Music domain {se¢
page 8}, but aften are also sorcerers or even wizards.

Song mages collect in secretive (but not necessarily sinister) cabals. However, mest
people outside their class usually see them alone or working with other classes. They
tend o work well with everyone, but they ger along with bards, knights of the chord,

and other arcanists in particular. They take umbrage at those who attempt 1o stifle
their free will or el them what to do. As with knights of the chord, song mages
value freedom and creativity.
Hir Die: dg

REQUIREMENTS
To qualify to becomne a song mage, a character must fulfill all the following criteria.
Alignment: Any nonlawful
Knowledge (Arcana): 3 ranks
Perform (Sing} 8 ranks
Feats: Magical Talenrf, one fear with “song” in the name
Special:  Must be able to cast spellsongs or the spell sculpt sound

Special: The song mage is initiated in a ritual invelving a huge
cheir in a secluded auditorium called a Half of
Harmony. Only song mages may know the location of
these hidden caches of musical lore.

CLASS SKILLS
The song mage’s class skills (and the key ability for each skill) are Appraise
(1o1), Bluff (Cha), Concentratien (Con), Decipher Seript {Int}, Diplomacy
{Cha}, Gather Information (Cha}, Knowledge (any} (Int), Listen (Wis), Perform (any) (Cha), Speak Language {noneJ,
Spellerafe (Ine), Spot (Wis), and Use Magic Device (Cha). See the Player’s Handbook, Chapter Four, for skill descriptions.
Skill Points at Bach Level: 4 + Intelligence modifier

CLASS FEATURES
All of the following are class features of the song mage prestige class.

Weapon and Armor Proficiency. Song mages gain noe proficiency in any weapon, armor, or shield.

Spells. When a song mage gains his first level, and every level after that, he gains new spells or spellsongs per day as if he
had also gained a level in his previous spellcasting class. He does not, however, gain any other benefit a character of the origi-
nal class would have earned (improved chance of controlling or rebuking undead, metamagic or item creatien feats, and s0
on). This essentially means he adds the new lavel of song mage to the level of his previous spellcasting class, then determines
spells or spellsongs per day, spells or spellsongs known, and caster level accordingly.

For example, if Vasteran, a oth-ievel bard, gains a level in song mage, he earns new spellsongs as if he had risen to 10th level
in bard, but he uses the other song mage aspects of level progression, such as attack bonus and save bonus. If he next adds 2
level of bard, making him a 1oth-level bard/1st-level song mage, he gains spellsongs as if he had risen to 11th-level bard.

If a character had more than one spellcasting class before becoming a song mage, he must decide which class receives each
tevel of seng mage for the purpase of derermining spells per day.
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Class BaseAtack Fortitude Reflex  Will

Level Bonus Save Save  Save  Special Spells per Day

1 +0 +0 +o +2 Song magic 1/day +1 spelleasting level
2 o +0 ‘o +3 Seng as sustenance +1 spelicasting level
3 +1 +1 +1 +3 Songshield +1 spellcasting level
4 2 41 + +4 Divine music +1 spetleasting level
5 2 + +1 +q Songburst +1 spelicasting level
6 +3 +2 +2 +3 Noble music, song magic 2/day +1 spellcasting level
7 +3 o, +2 +35 Sonic protection +1 spellcasting level
8 +4 +2 42 +6 Forbid the silence +1 spelleasting level
g +q +3 +3 +6 Wings of song, song magic 3/day +1 spellcasting level
10 +3 +3 +3 7 Clarity of music +1 spelleasting level

Song Magic. The song mage can choose to imbue particu-
tar power into any spell with verbal components once per
day plus one additional time for every three class levels. This
spell gains the following change, depending on school:

*  Abjuration: The duration of the spell doubles
thanks to this ability.

*  Conjuration: The conjured energy, creature, or
object is not visible, but it emits a continual musi-
cal sound. This ability is suppressed if used in an
area of magical silence.

»  Divination: There is a 25 percent chance the spell
won't be "used up” when cast (it remains prepared
or the spell slot goes unused).

*  Enchantment: The saving throw Difficulty Class of
the spell increases by +1.

*  Evoratton: The energy or power evoked is not vis-
ible, but it emirs a continual musical sound. This
ability is suppressed if used in an area of magical
silence.

*  Jilusion: The spell’s saving throw Difficulty Class
goes up by +1.

= Necromancy: The duration of the spell doubles.

¢ Transmutation: The range of the spell doubles.

Not every spell will benefir from these changes. An instan-
raneous necromancy spell or a nonvisible evocation, for
example, remain unchanged.

Song as Sustenance (Su). Beginning at 2nd level, a song
mage no longer needs to eat or drink; the power of song
alone sustains him all day. What's more, he can sing o sus-
tain one other Medium or smaller creature per class level, or
one larger creature per iwo class levels (or any combination
thereof).

Songshield {(Sp). Ar3rd level, 2 song mage gains the abili-
ty to create a shield of sonic energy, similar to the shield spel],
once per day, cast at his class level, This ability is suppressed

if acrivared in an arez of magical sifence, or if the shield is
carried into magical silence.

Divine Music (Sp). At 4th level, the song mage learns 1o
rap into the “music of the spheres” and access at least a liztle
divine magic. The song mage can choose one cleric speil of
3rd level or lower to use as a spell-like ability once per day,
castat his song mage level. Once chosen, the spell cannot be
changed.

Songburst (Su). Beginning at sth level, the song mage
can infuse a damage-inflicting spell with extra power once
per day, allowing it to render an additional 1d6 points of
sonie damage.

Noble Music. Starting at Gth level, the inherent power of
the song mage, coupled wich the elegance of his talent, cans-
es people to see him as a being of nobility and purpose, wor-
thy of respect. He gains a +2 competence bonus 1o Bluff,
Diplomacy, and Gather Information checks.

Sonic Protection {Su). At 7th level a song mage grows
resistant e the rigors of harsh sounds, gaining resistance 1o
energy 10 against sonic astacks.

Forbid the Silence (Sp). At Bth level a song mage can
automatically dispel areas of magical silence, up o a 10-foor
radius per level, as a standard action.

Wings of Song (Sp). Onze per day beginning at oth
level, a song mage can create wings for himself made of
song. This functions exactdy as a fly spell, cast at his song
mage level. This ability is suppressed in an area of magical
silence.

Cilarity of Music (Sp). A 10th-level song mage, having
achieved the highest level of devotion to the power of
music, can call upon a creature known as a clarity. These
beings are identical to elder air elementals. This ability
allows a song mage to either summon one {as summon
monster IX) or call one (as in greater planar ally) once
per week.
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STARLIGHT MAGE

The fact that elves are fascinated by starlight has jong been
established. Their affinity with starlight and moonlight is
the stuff of legends. It should come as no surprise, then, that
long age the elven race developed the tradition of starlighs
magic. Starlight magic, as wielded by a starlight mage, gives
one the power to summeon forth starlight and weave itinte
other materials, or create objects. Such mages can even call
upon the ageless guality of the stars to manipulate time, or
at least resist its passage.

Arcane spellcasters become starlight mages, but only
rarely. The art is all but lost roday, its secrers found only in
ancient elven scrolls and in those individuals recently
emerged from the starlight wells. (See “The Vale of Stars”
section in Chaprer Five.) Starlight mages are so rare, in fact,
that ne organized group of them exists any longer. One
encounters them almost exclusively slone.

One starlight mage NPC is presented on pages 74 10 75.

Hit Dierdy

REQUIREMENTS

To qualify to become a starlight mage, a character must
fulfill ail:the following criteria.

Race: Elf
Knowledge (Arcana): 8 ranks
Knowledge (Astronomy): 8 ranks
Fears: Alertness, Spell Focus (any)
Special: Must be able o cast dancing fights,
glitrerdust, and temporal venomy

Special: Must have had access 1o liguid or
salid starfight in the past (see
“The Vale of Stars” in Chaprer Five}

CLASS SKILLS
The starfight mage class skills {and the key ability for each
skill) are: Biuff (Charisma), Concentrarion {Constitution),

Decipher Script (Intelligence), Diplomacy {Charisma),
Gather Information {Charismaj, Knowledge {any)
{Intelligence), Search (Intelligence), Spelicraft (Inrelligence),
and Spat (Wisdom). See the Plaper’s Handbook, Chapter
Four, for skill descriptions.

Skill Points at Each Level: 2 + Intelligence modifier

CrAass FEATURES
Weapon and Armor Proficiency: Starlight mages gain no
proficlency in any weapon, armeor, or shield,

Spells. When a sfarlight mage gains her first level, and ar
alternating levels after that (plus 10th level), the character
gains new spells per day as if she had also gained a level in
her previous spellcasting class. She does not, however, gain
any other benefit a character of thar class would have gained
{metamagic or item creation feats, and so on). This essen-
tially means that she adds the new level of starlight mage w0
the fevel of her other spellcasting class, then determines
spells per day, spells known, and caster level accordingly.

For example, if Phasseran, an 8th-level wizard, gains a
level in starlight mage, she gains new spells as if she had
risen to 9th level in wizard, but uses the other starlight mage
aspects of level progression such as base atrack bonus and
save bonuses. If she next gains a level of wizard, making her
a gth-level wizard/1st-level starlight mage, she gains spells as
if she had risen to 1oth-level wizard.

If a character had more than one spelleasting class before
she became & starlight mage, she must decide which class
receives each level of starlight mage for the purpose of deter-
mining spelis per day.

Spell Appearance Change. From 15t level on, the appear-
ance of all of the starlight mage’s spells changes somewhar,
Magical energy wielded rakes on a soft, white glow. Area
effects become dark, star-filled fields. Or, for example, magic

missiles become sparkling, rwinkling, white burses of light. A
fireball looks like a seething black orb filled with stars. A

Class Base Fortitude Reflex Will

Level ArmackBonus Save Save  Save Special Spells per Day
1 +0 +o +o 42 Spell appearance change, * 41 spellcasting level

handle searlight, mdiance

2 +1 +o +0 + Summon starlight —
3 + +1 1 + Nightscrying, starlight shield -+t spellcasting level
4 +2 + +1 +4 Srarlight weapon —
5 +2 +1 +1 +4 Starlight weaving +1 spelleasting level
6 3 42 42 +35 Starlight beam —
7 +3 +2 +2 3 Age of the stars +1 spellcasting level
8 +4 +2 +2 +6 Stardust, starskin -
9 +4 +3 +3 G Sarlight efixir +1 spellcasting level
10 +5 +3 +3 + Temporal womb +1 spelicasting level
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actual globe. This in no way affects any of the mechanics involved, and spells with-
aur vistble effects remain unchanged.

Handle Starlight (Ex). A starlight mage can handle starlight, whether tiquid or
solid, safely and efficiently. No checks need be made to properly apply it, and the
mage never suffers any damage from it no mazzer how long the exposure, For more
on starlight, see “The Vale of Stars” section in Chapter Five.

Radiance (Su). Starlight mages radiace soft, sparkding light a all times, unless
they use a standard action to douse the light {it remains doused for only an hour, or
until the mage goes unconscious, at which time it begins again;. The radius of the
light measures 10 feet.

Summon Starlight (Sp). The 2nd-level and higher starlight mage can summon a
handful of starlight ance per day per starlight mage level. This is a standard action.
The mage can use the starlight to do anything that liquid starlight can do {see page
737, with a handful of summened starlight equal to a gation of liquid starlight.
Likewise, 2 starlight mage can rake a gailon of liquid sturlight and use ivas she
would a handfui of summeoned starlight. Summoned starlight, once summened,
lasts for 1dy+4 rounds, or until used. This abiliey powers many other abilities of the
starlight mage.

Nightserying (Su). Beginning at rd level, 2 starlight mage does not need to use
a focus when casting scrying. Instead, she can just look up inte the clear aighe sky
and see whatever images the spell produces among the stars. Daytime or doudy
night conditions make this ability impossible and normal serying rules apply.

Starlight Shield {Sp). At 3vd level and beyond, a starlight mage can use sum-
moned starlight to create a shield around herself or another creature thac she
touches. This shield, the size of a heavy shield, seems made of the dark nighv sk,
filled with stars. It floats of its own accord and provides a 4 shield bonus to
Armeor Class. It lasts for 10 minutes per starlight mage level f;ltss any other
arcanist levels.

Starlight Weapon (Sp). Starting at 4th level, a starlight mage can use summoned
staright to create a melee weapon of any type she is proficient with. This is a stan-
dard action. This weapon, no matter the size or type, inflicts 2d6 points of force
damage and enjoys a critical hit range of 19~20/%2, Further, its enhancement
bonus equals one-half the statlight mage’s level. It seems made of the dark night
sky, filled with stars. Anyone can wield it as a normal weapon. It lasts for 10 min-
utes per starlight mage level plus any other arcanist levels.

Starlight Weaving {Sp). The sth-level and higher statlight mage can weave
summoned starlight into another nonliving material, improving its hardness, is
overal] quality, and its resistance to wear, The material gains a +4 bonus to its
hardness and it becomes lighter, weighing only haif as much as normal, If woven
inte an already fabricared item where quality makes a difference, the object
becomes a masterwork object. The material also becomes immune to the natural
effects of rime and normal wear, Even a substance like wood or paper becomes vir-
zually timeless if woven with starlight and left alene. Material woven with starlight
becomes darker in color, with a faint, twinkling glow. Starlight weaving is similar
but superior to coating an object with liguid starlight, which anyone can do. The
process takes four hours.

Startight Beam (Sp). Beginning at 6th level, a starlight mage can use summoned
starlight te launch a beam of energy from her palm that seems made of the dark night
sk filled with stars. It exvends for 100 feet, plus 1o feer per starlight mage level, and
measures § feet wide. It inflicts 1d6 points of force damage per srarlight mage level
phus any other arcanist levels (maximum 20d6) to anyone in the path {Reflex save for
balf damage, DC 10 + starlight mage’s level + starlight mage’s Charisma bonus).
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Those who fail their saving throws are aiso dazzled (-1 penaizy
to all arzack rolls) for 1 round per starlight mage level. Using
this ability requires 2 standard action.

Age of the Stars (Su). The stars are timeless, and so is the
th-level and higher starlight mage—to an exrent. The mage
and her equipment remain immune to ali rime-relared magi-
cal effects, including those that age, rot, wither, corrode, rust,
or bestow temporal stasis. She becomes immune ro disease.
No one can cast the spell timestop successfully within 100
feet of her.

Stardust (Sp). Starting at 8th level, a starlight mage can,
once per day, create sparkling dust meant to be sprinkled upon
3 creature {if the creature is unwiiling, the mage must make a
ranged zouch attack). Berause of the timeless qualizy of the
stars, stardust allows time to briefly speed up or slow dows for
the creature, as the starlight mage desires. A creature with star-
dust upon it is either hasted for 1 round per starlight mage level
or slowed for the same amount of time, as the mage decides.
tIsing this ability requires a standard action.

Starskin (Sp). The 8th-level and higher starlight mage
can use summoned starfight to give herself a skinlike coating
of liquid starlight, which melds with her. She takes on a
shadowy appearance, with swinkling stars swirling through-
out her skin. This skin grants the mage damage reduction
13/magic and adds a +4 enhancement bonus to Strength and
Dexterity. The skin lasts until the mage suffers 30 points of

damage. Gaining starskin is similar but superior 1o bathing
in liquid srarlighe, which anyone can do. Using this ability
requires a standard acrion.

Starlight Elixir (Sp). Begirning at oth level, a starlight
rage can use two handfuls of summoned starlight to ere-
ate a black, frothy drink that makes the drinker ethereal for
one minute or remeves the drinker’s need for air, food, or
water for one week {imbiber’s choice). if kept in a crystal
flask worth at least 160 gp, 2 draught of the starlight elixir
fasts for one month before dissipating, Using this ability
requires a standard action.

Temporal Womb (Sp}. Utilizing the near timeless quali-
ties of the stars themselves, a 10th-level and higher starlight
mage can use summoned starlight to weave a special
cocoonlike structure around herself. Within this remporal
woemb, time does not pass, The starlight mage and her
equipment do not age and they cannot be harmed, When
creaxing a temporal womb, the starlight mage determines the
condition that ends it—it could be a specific time (as meas-
ared by its passage outside of the womb, the presence of a
selected type of creazure, an armospheric condition, ere.
Until the condition is met, the mage remains within the
remporal womb and cannot be disturbed. The womb cannot
be dispeiled, suppressed, or negated. Using this abilicy
requires one minute.



he key to the power of this magical soul es in words,
Whether spoken, written, or communicated in
thought alone, it was words of power that brought the
planes into being, and it will be words of power thar one day
cause it all ro collapse in upon itself. That is why verbal com-
ponents, written serolls, spellbooks, runes, symbols, glyphs,
power words, and similar communicative forms lie az the
heart of magic. If the soul of magic is all the words of power
that wrought creation itseif, then spells are buc barely utered
syllables: crude grunts, really.

A middle ground, however, is available to those in the
know. Some arcanists stumble upon a way to tap into the
heart of eldrirch might and fashion single words, albeit
whispered words. This metheod, called soil magic, relies
on the belief that there is indeed a sentience behind
magic itself.

Soui magic is a term describing a specific sorr of spell
and the effects it creates. Soul magic spells are sentient,
{ntelligent spells that want to be cast. They are always
found encoded in symbols or other writing, somewhat
similar 1o serolls, Because of their need to be cast, one
cannot learn them, prepare them, or copy them inte spefl-
books. Once 2 soul magic spell gets inside you, you simply
must cast it.

Soul magic spells are found as strange symbols in a circle,
inscribed on a wall, hidden within the pages of a bool, or
even as a single rune etched into an old rooth. Any sort of
writing or symbels can be encoded with a soul magic spell.
The writing can persist upon a wansportable surface ora
permanent ane.

As with any spell, the power of soul magic spells varies.
The important thing 1o remember, however, is that any
arcane spellcaster, of any level, can use one. Thus, these
spells are usually considered tools of impressive mighe. Soul
magic spells rarely communicate other than w relate their
powers (and then only if they feel like it—soul magic spells
vary in personality, and some seem guite capricicus). Their
only gaal is to be cast, which allows them o join once again
with the universal power of magic itself. They revel in
arcane strength and rejoice in all its forms. Uniess the
effects of the spell are aligned, all soul magic spells are true
neutral in alignmens.

Soul

CREATING SOUL
MAGIC SPELLS

The key 1o creating a soul magic spell ies in encoding it

CHAPTER FOUR 4 3
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Magic

The pawer of chleiteh onight stirs in the hoast of the muftiverse with an micflipence and a souf alf sts owan. Fie wost powerful
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into symbels. To do se requires time and a vast amount of

power {in the form of experience points), as well as the

proper feat {Create Soul
Magic Spellf, see

Chapter Two: Feats). S¢
great is the cost, in fact,
that most eruly magnifi-

Buying Ability Scores

A soul magic spell has

8 points per spell fevel

to spend g ability scorgs —inteliigence,
Wisdom, ond Charisme—as shown below,

cent soul magic spells "j"sbcﬁtg '.Cnﬂ;g‘. ts
are created by beings 1 o
with 2 ot of personal et 1
power—deities and sim- ;; ;
ilar entities, What’s 14 4
more, it's a cost you pay ;g z
for someone else—you i i7 8
cannot use the soul fg ;g
magic spells you create. 20 16
You devore a small part j; ;93
of your own soul when 23 27
you create one of these i_f; ;;
spells, bur casting It 25 40

requires pare of yet
another soul. The fusion
of these powers fuels the
soul magic,

The experience-point cost for creating a soul magic spell

is the level of the spell squared times 50 xr (levels X 50 xp).
Therefore, a 1st-level soul magic spell costs enly 50 xp, bura
and-level spell requires 200 XP, a 3rd-level spell requires
450 x2, and so on. A gth-level speil has a cost of 4,050 x».
An imperative soul magic spell (see next section) costs dou-
ble this amount,

The time required to create the spell depends on the
materials at hand. If the creator can spend a gold-piece
amount equal to the experience-point cost, the process
requires one day per spell level. (The gold buys special con-
ducive materials that, while not essential to the creation
process, make soul magic spells easier to encode.} If those
materials are not available, an arcanist can still create a soul
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magic spell, bur it takes one weelk per spetl level, Even a con-
fined or restrained character can create a soul magic spell
within 10 feet of himself, buz it requires one year per spell
tevel. Thus, desperate casters trapped or stranded beyend
reach can still produce soul magic spells {a few even call
them “prison spells”), but chey have to find someone else to
cast them.

Soul magic spells have Intelligence, Wisdom, and
Charisma scores, all of which are always at least 10. Each
spell has 8 poinzs per spell level to “buy” scores for these
three abilities, using the tabie on the previous page.

The creator can artificially boost the ability scores by
spending 5 experience points for each additional point of
ability score cost (the “Cost in Points” column in the table).
S0 a character could create a szh-level soul magic spell and
spend its automatic 40 points (8 points X the spell’s level of
53 on a spell with Intellipence 23, Wisdem 15, Charisma 20.
He could then spend experience points to boost the spell’s
Intelligence further. Spending 20 xr yields 4 points of avait-
able ability score cost {20 + 5 = 4. Checking che 1able, we
see that the spell, with its Intelligence 21, is right now ara
cost of 19 for that abiliry. Paying the 4 additional cost
points brings the spelf up to an Intelligence cost of 23,
which buys a 22 Inrelligence. If the character had instead
spent 235 X to buy 5 points, he would have achieved the
same end result; it costs only 4 points to raise a spell’s
Intelligence from 21 to 22, and the 1 lefrover point would
have been wasted,

An abilizy score of 26 is the highest a soul magic spell can
possess. A spell’s lowest ability score must still be at least
twice its level. So an 8th-leve! spell cannot have any abiliey
score fower than 16,

USING 50UL MAGIC

Most casters are far more likely to use soul magic than to
create it. Casting a soul magic spell is 2 standard action.
Caster level and ability scores do not affect the spell in any
way-—only the spell’s level and ability scores marser, For
example, a 4th-level spell with 2 Wisdom bonus of +4 has a
saving throw Difficulty Class of 18, no martter who casts it.
When a caster level is needed, the spell uses its lowest abiliy
score instead of its level (so the minimum is 10). Since it s
the spell thar determines its parameters {range, duration,
ezc.), there is no level requirement for casters to cast soul
magic spells—only that they have the ability to cast arcane
spells. (Thus, each and every gnome has the ability to cast
one, just by virtue of the cantrips they all know.} Soul magic
spelis have somatic and verbal components, but never mare-
rial components.

There are three distince types of soul magic: imperative,
declamatory, and extemporaneous.

[MPERATIVE SOUL MAGIC

Imperative soul magic preys upen the inzeliigence of others
10 entice them to cast the spell. An arcane caster in the
vicinity (10 feet} of an encoded soul magic spell must make
a Will saving throw (DC 10 + soul magic spell’s fevel +
spell’s Charisma bonus}. On a failure, the symbols and
runes that make up the spell swir] up and around the cast-
er, compelling her to cast it immediately. There is no cost
10 the caster to do sa—simply a full-round action.

Imperative soul magic effecrively becomes a trap, For
example, say 2 powerful elemental creature of grear arcane
might has been sealed in a pit, imprisoned forever. The
creature labors over the centuries and encodes an impera-
tive soul magic spell 1o free it. Then it waits for some arcane
caster 10 come along, feel the compuision of the spells will,
and cast the spell.

Once an arcane spelleaster makes a successful saving
throw to resist the compulsion of the imperative speil, she
need not make the saving throw again—she remains
immune to the compulsion. She can sull willingly choose o
cast the spell, but she does so as if it weze a declamarery soul
magic spell (see below).

DECLAMATORY SOUL MAGIC

Declamatory soul magic is more akin t¢ a normal spell. It
draws a lirtle of irs power from the caster’s own soul, how-
ever. Each declamatory soul magic spell temporarily dam-
ages the caster's Intclligence, Wisdom, or Charisma score,
drawing power from the caster where the spell is most defi-
cient. If there is a tie for the spell’s lowest ability score, the
creator simply chooses, The damage to the caster is 1d6
plus the spell’s level, minus the bonus of the lowest of the
spell’s three ability scores. Thus, a gth-level spell with Int
11, Wis 14, and Cha 19 has as its lowest bonus a +o
Intettigence modifier. On a rofl of 5, the spell inflicts o
points of temporary Intelligence damage upon the caster,
because Intelligence is what it lacks most to power its own
effect.

EXTEMPORANEOUS SOUL MAGIC
Extemporaneous soul magic is stored magical power that is
not encoded for a specific effect. Each is abmost like 2
wish—~although at varying levels. A sth-level extemporane~
ous soul magic spell allows a caster to produce an effect
equivalent to that of a sth-level spell or lower. This casting
draws power from the caster in the same way as declamaro-
ry soul magic, except that the damage is equal to 2d6 plus
the spell’s level, minus the bonus of the lowest of the spells
three ability scores. For many casters, this type of soul
magic is extremely dangerous to use: One spell could wipe
an arcanist’s mind,
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SOUL MAGIC SPELL EFFECTS

When creating unique soul magic effects, the DM should
always make thern at least a little different from standard
spells—soul magic should feel strange, and the differences give
the DM an oppartunity zo slightly increase the spell effects.
Although soul magic spells ought to match up generally with
other speils of their level, they should prove slightly more
powerful, Use the following examples as guidelines. Some are
very specific, but they show you how to tailor soul magic to
fit the circumstances of a particular setting or advenrure.

IMPERATIVE SAMPLES

‘Fraditionally, imperative soul magic speil names incorporate
the creator’s own name. However, it's hard for characters o
grasp the exact meaning of these names, as the spells nor-
mally are extremely old when discovered, their names given
in ancient tongues or dead languages. It's not possible 1o
read z spells name in its runes, but a spell communicares its

name to potential casters,

Knoshla Fam: Level 3 {cast at 10th level); Int 10, Wis 13,
Cha 23. This spell summons a howler as if a summon
monster spell had been cast.

Ungen Fam: Level 7 (castat igth fevel); Int 2o, Wis 23,
Cha 19. This spell calls an arcane angel (see Chapter
Nine: Creatures) that appears before the caster as in the
spell greater planar binding.

¥nak Level o {cast at zoth level); Int 20, Wis 20, Cha 26.
This spell destroys the magical chains of force that hald
the nearby balor demon that created it.

DECLAMATORY SAMPLES

As with imperative soul magic spells, the names of declamarc-

1y spells are often cryptic and spoken in long-dead rongues.

Therrad Tonash-Ka: Level 5 (cast av 18th level); [ar18,
Wis 19, Cha z0; damage 1d6+1 points of Intelligence,
This spell is identical 1o 5 wall of force, excepr the
duration is 180 minutes, and any creature touching
the wall suffers 146 points of electricity damage.

Naram al Yalanarak: Level ¥ (cast at 1qeh level); Inv 14,
Wis 26, Cha 25; damage 1d6+5 poings of Intelligence,
This spell breaks the seal of the Gates of Resiliency,
which are otherwise immune to magic. The gates lead
to the lost city of Yalanarak, ancient home of King
Naram, who ruled sver all the lands until cursed by the
sorcerer Sassilas.
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EXTEMPORANEOUS SAMPLES

Because extemporaneous soul magic spells are not encoded
for a specific effect, but for one the caster chooses, spells of a
given leve! all have the same name, regardless of effect.

Nul-Ar: Level 1 (cast at 12th level, DC 13). Int 14, Wis 12,
Cha 12; damage 246 points of Charisma. This spell
roughly replicares any 1st-level spell effect desired.

Nul-On: Level 2 {castav 15th level, DC15). Int 1, Wis 13,
Cha 16; damage 2d6 points of Wisdom. This spell
roughly replicates any 2nd-levei spell effect desired.

Nul-Ser Level § {cast at 18th level, DC 1), Int 18, Wis 18,
Cha 18; damage 2dG6—1 points of Intelligence. This spell
roughly replicates any jrd-level spell effect desired.

MNul-Gir: Level 4 {castat 16th level, DC 10). Int 18, Wis 16,
Cha 20; damage 2d6+1 points of Wisdom. This spell
roughly replicates any 4th-leve! spell effect desired.

Nul-¥id: Level 5 (cast at 16th level, DC 21}, Int 16, Wis 22,
Cha 18; damage 2d6+2 points of Intelligence. This spell
roughly replicates any sth-level spell effect desired.

Nul-Fir: Level 6 (cast at 20th level, DC 21). Int 20, Wis 20,
Cha z0; damage 2d6+1 points of Charisma. This spell
roughly replicates any 6th-level spell effecr desired.

Nul-Tosh: Level 7 {cast at 17th level, DC 25). Inz 17 Wis 13,
Cha 26; damage 2d6+4 points of Wisdom. This spell
roughly replicates any 7th-level spell effect desired.

Nul-Waan: Level 8 (cast at 20th level, DC 235). Int 20,

Wis 24, Cha 20; damage 2d6+3 points of Charisma.
This spel roughly replicates any Sth-level spell effect
desired.

Nul-Urad: Level 9 {cast at 22nd level, DC 23). Int 22,
Wis 22, Cha 22; damage 2d6+3 points of Intelligence.
This spell roughly replicates any gth-level spell effect
desired,

SOUL MAGIC IN THE CAMPAIGN

DMs will want to use soul magic in their campaigns asa
very rare, special sort of magic, Since it is so very costly 1o
create, and it can only be used by others, the genesis of

soul magic spells usually comes fromn non-mortal
sources—divine or semi-divine beings for whom the devo-
tion of soul energy (experience paints) is 2 small marzer,
Presented as lost lore, a divine gift, or simply a special form
af “magic beyond magic,” soul magic can add a ot of flavor
to the game. Or, a powerful sorcerous overlord could equip
his apprentices and followers with soul magic spells rar-
tooed onro their flesh to activate extemporaneous spells far
beyond their normal ability (as Jong as they can handle the
damage). Soul magic in the hands of NPCs or monsters
can change the renor of an encounter or an advenrure
quite easily.

Saul magic also provides an interesting means of insert-
ing inte your game a spell that you don'twant o allow as a
regular part of the campaign. A single-use spell that is cast
and then gone~—usually ar some cost to the arcanist—could
become an interesting key to an entire adventure. For example,
the previously mentioned spell Naram al Yalanarak might be
the object of a quest if the PCs need 1o ger within the walls
of the city of Yalanarak, On the other hand, the group may
come upon the imperative spell Yaal by accident and find
themselves compelled to {ree the demon (who labored long
years to create the spell as a means of eseape.

Intreduce soul magic into your game slowly, first
through foreshadowed hints or references and finally
through example. Have a PC communicate with one of
these sentient spells for a bit to aliow the characrers o
fully realize what they are dealing with. While the spelis’
personalities vary, mest will mentally tell potential casters
their name and powers. When you're roleplaying a soul
magic spell as DM, treat it as any regular creature with the
given mental ability scores, bur remember that all soul
magic spells have only one goali to be cast. A spell will lie
or trick a character inte casting it.

Even if the PCs decide that creating soul magic spells is
too taxing or terrible for them to do, they will know the
magic exists, adding a new sense of wonder to the game.
Soul magic is a too! for defining the mysteries of the arcane.
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idden deep within the pages of The Book of Eldritch

Might is a compendium of lore long thought lost

regarding a magical place called the Nexus. This hub
leads to many other locales, each with its own magical
secrets. Malhavoc used the Nexus {and other means) o
explore these places and learn their secrets. Now your
charaeters can, tog,

In this chapter you will find seven new locations that
can be placed within any campaign. Most are very small
and serve perfectly as secluded adventuring spots about
which few people know or speak. Each location is
described just enough for you 1o fit it easily into your
existing setring. Special notes refer you to new creatures,
spells, feats, and magic items in this book that are
designed to work with each locale.

The locations allow you to introduce the new material
in its own context. They provide a story regarding where
a new spell or item came from, who created ir, and why.
Thus, when the player characters travel ro the Bastion of
the I’Stradi, they can learn the new fears and spells found
thete, or gain a magic item as treasure from someone who
lives there. Or, they can learn the new bit of arcane knowl-
edge from someone else who has been to D'Stradi and
told them wild tales of the place. Either way, the context
provides a grear deal of flavor for your game.

This chapter presents each of the seven locations as its
own section. The sections derail the locales in roughly
the same formar, with sections on each place’s back-
ground, layour, and using the locale in your game.
Sidebars offer adventure seeds and present helpful sug-
gestions for where ro place a portal from the Nexus in
each spot.

THE NEXUS

A magical spot and difficult w find, the Nexus contains
arcane gateways that lead to all sorts of places. The Nexus
provides DMs with an excellent way to gez PCs from one
interesting, far-flung locale 1o another quickly—assuming
they can deal with the enigmatic custodians of the place. The
Nexus is a center not only of magical transporzation, but of
scrying as well. The magical secrets found here deal primarily
with those two topics, particularly the larcer.

Secreted away, like a forgorten wish or a discarded idea,
the Nexus lies nowhere that can be understood by the moral
mind. Some claim it can be found on a distant plane, or deep
within the earth. Others say it hides within the center of the
moon, under the World Tree, or in the mind of a single
sleeping angel. None of these, however, is exactly right.

BACKGROUND

The minor god Niveral, Lord of Secrets and Master of the
Five Lost Lores, and the creature known as Sisansca, Sister
to Serpents, hated each other. Eons ago, these divine beings
engaged in a birter struggle. While it was notan outright
war, Sisansca’s spies sought Niveral's secrers, and he wanted
her dead for the affront. Most paid liztle heed to the feud,
which continued for centuries. Finally, the two agreed to
mmeet face to face to either settle their differences or slay
each other once and for all. To create a place suitable for
their meeting, they jointly commissioned a being known
only as the Wandering Architect to create a neurral ground
where neither would be cur off from their sources of divini-
ty or places of power, but which was hidden from the eyes
of others.

They got so much more than they asked for.

The Wandering Architect created a vast complex filled
with chambers of gothic archways. Each archway led to a dif-
ferent locale. Each locale held grear secrets of arcane power.
He called this complex the Nexus, for it was the place
through which all streams of magical power flowad.

When Niveral and Sisansca mer there, in their newly
fashioned neurral ground, they found themselves
enthralled by the wonder of the ptace. Togerher, they
explored its vast reaches. As they did, they discovered they
had much in common. Their animosity faded, and a friend-
ship began. They remained within the Nexus together for
over a year. Friendship led to romance. Soon, to the sur-
prise of beings throughout the universe, Niveral and
Sisansca had a child together. Knowing they had to return
to their respective realms and duties, the Two gods left
their offspring, Niveral-Sca. in charge of the Nexus. Born
in a mortal-created realm, even one as wondrous as the
Nexus, makes Niveral-Sca only partially divine. Never-
theless, she carries obvious traits of both her parents.
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Niveral-Sca calis herself the Mistress of Eternity, and calls
the Nexus the Gateway to Eternity. She is very tall and lithe
with graceful elven features, although her skin glistens like jew-
eled, serpentine scales. Her pupil-less eyes are long and narrow
and shine with a golden light. Her small feer do not actuaily
touch the ground when she walks—a visible sign of her
semidivine narure. She seems supremely confident and coaliy
composed atall times, yet she does not act imperious or overtly
arrogant. If given the choice between spenking and simply giv-
ing a meaningful look, she will choose nonverbal communica-

Adventure Seed {Levels 12+)

Miveral-Sta uses paid ugents {o contact the
piayer characters and ask them to come to the
Nexus to speak with her. She shows them
around the atherworldly incole and telis them of
its history Then, she asks them fo travel
threugh g portal to D'Stradi (see poge 52} and
sneak inte the throne room of Alikaba, where
they are to plant @ stry beatont. In sachange,
when they are finished the PUs can use the
Nexus to travel anywhere they wish. She also
gives them a few scrolls containing some of the
aew spells listed in the “Cross-Reference” sec-
tion on page 52, In this adventure, the PCs will
face o great number of demons and other mon-
sters. Steaith and subterfuge are the order of
the day, for fighting one’s way into the Bastion
of the D'Stradi proves o challenge for o charac-
ter of almast gny level.

tion, giving rise 1o her
reputarion as a highly
mysterious individual.
Revensfall is the only
son of Niveral-Sea.
Although he shows no
signs of carrying on the
traits of her serpentine
or partially divine
nature, he remains a very
powerful and skilled
individual who excels in
almost every area, Like
his mother, he stands tll
and has a graceful yer
powerful build. His hair
is bright red and his eyes
sparkling blue. The iden-
tify of his father remains

a mystery—it is possible that he is a magical creation with
no actual sire avall. Like his mother, Revensfall is quier and
reserved. He prefers vo act rather than talk,

The Nexus is guarded by hutking insecroids known as the

kallendine {see Chapter Nine: Creatures). Niveral-Sca fash-
ioned the kallendine by studying and collecting various crea-
tures from throughour the Nexus and magically interbreed-
ing them in isolated locations, When she developed the
guardians she soughr, she brought them to the Nexus and
destroyed all her nores and records so no one could ever
replicate them. She even fashioned armor for them, fastening
it permanently to their natural shelis. Currently only 44 of
the creatures exist, but Niveral-Sca keeps hundreds of fersil-
ized eggs in stasis in the event that she ever needs more.

LAYOUT

No one, perhaps not even Niveral-Sca or Revensfall, knows
truly how big the Nexus is. it is a vast maze of round chambers,
each with multiple levels—a ground floor and one 1o four Jevels
of balconies that run the circumference of the room, joined by
circular stairs. Each chamber has anywhere from twa to a dozen
archways that serve as magical gateways to other locales, as well
as one to four exits thar lead into other similar chambers.

Only three chambers do not fit this profile. The firstis a
grand hall, 800 feet long and 80 feet wide, with & vaulred
ceiling almost 100 feet high. At the end of the hall lies the
first of the archway-filled chambers. The other end of the
hall gives access to two additional unique chambers, which
serve as private quarters for Niveral-Sca and Revensfall.

No maps of the place exdst, although Revensfall keeps exren-
sive notes in his chamber. Niveral-Sca does not know the layout
of the entire Nexus, but she possesses the ability w instandy
know the location of any portal she needs ar the moment.

USING THIS LOCATION

Those who discover the Nexus and gain access to its powers
find that it has two major uses: ransport from ene place 1o
another and scrying. This dual funcrion can make the Nexus
a focal point of many advenrures, as PCs can use irasa
means to both gather information and wavel.

The trick ro using the Nexus lies in dealing with its care-
wakers. Simply entering the Nexus may not ajers them imme-
diarely, but evenrually characrers exploring the vast reaches
of the place run into either Niveral-Sca or Revensfall {or
both}. Those who find their way inte the grand hall cerzainly
run across them. It is more likely, however, that explorers run
afoul of the kallendine first. The insectlike guardians do not
react weil to suangers, and Niveral-Sca and Revensfall do
not react well to those who harm their servants, Itis easy w0
get off on the wrong foot in the Nexus.

Generally, the Mistress of Etgmiry grants PCs who are
diptomatic {or just charismatic) and whoe have cither a power-
fui presence, a powerful reputation, or a worthy cause, permis-
sion to use the Mexus. Of course, these requirements are sub-
jective from Niveral-Sca’s point of view, and thus are subject to
change. Those refused access are asked to leave. Those who do
not trear Niveral-Sca with respect are killed or ¢jected,

Niveral-Sea loves the fact that she has a virtual monopoly
on easy travel to often isolated or unknown locations of
power and importance, and jealously guards thar power.

The archways of the Nexus are made of stone and have a
hardness of 8. Inflicting 100 points of damage upon an
archway destroys it

Because of the nature of the Nexus, evenrually it may
become well-crod territory for the PCs, and the NPCs here
may become freguent encounters,

TRANSPORT

The primary use of the Nexus today is a5 a magicat crossroads,
One can find gateways here to all manner of strange and inter-
esting places, many of which most people do not even realize
exist, The Nexus sits at a metaphysical crossroads through
which all streams of magic flow. The archways in the Nexus
are ali magical portals. Each of these portals allows for two-
way transport, but the portal is invisible at the destinarion






5 ﬁ THE COMPLETE BOOK OF ELDRITCH MIGHT

point (as opposed 5o the visible archways in the Nexusy. The
portal back to the Nexus can only be found using a see invisi-
bility, true seeing, or a similar spell, or by accident. Those mav-
eling from the Nexus can attempt to remember the “door’s”
location when they pass through the archway by making an
Intelligence check (DC 15). Crafty characters mighr also ry to
mark the spot where the invisible gate lies, but that may lead
the locale’s inhabitants into the Nexus.

The Nexus contains magical gareways to all of the
locations in this chapter—and, ebviously, a vast number
of other places as well.

Niveral-Sca possesses the power to shut down any of the

archways in the Nexus. If the existence of a magical porral

Secrying

There are o few tricks (o hide from a serying foe.
if you know what you are doing. The following
circumstances modify the saving throw of a tar-
get being scried, Ghvicusly, the best woey 1o
bear scrying is a speil like nondetaction.

Saving
Throw Mod.

+8

+5

+5

+2

+2
+1/2 paints
Saving !

Throw Mod, |

+5

+2/try

Circumstarce of Subject

Stonding within 20 feet of a large
energy or heat Source, suchas a
pool of lava, the heart of an ener-
gy well (see Reguiem for 2 God),
or en intraplanar gateway

Standing within 100 feet of o scry
disruptort {see Chapter Eight)

Helding a source of magical
power of at teast lesser artifact
strength

Polymaorph or shape change
in effect

Standing within 2o feet of a lorge
amount {of least 100 Ibs.) of fexd,
mithral, or adamantite

Change self or alter self in effect

Using the Disguise skill over g
DC 25 check

Clrcumstance of Subfect

! Standing within 20 fest of a large

energy or heat seurce (See
abpve)

Previpus ottempt ot same subject
faited

leading into the Nexus
becomes too-common
knowledge, she does just
that—she does not want
a lot of unworthy people
sraipsing through her
domain, She can also
reactivate archways
when desired. She can-
not alter an archway to
lead to a different locale.

SCRYING

All the archways look
out into the places to
which they lead. Thus,
characters within the
Nexus can lock
through various arch-
ways until they find a
place to which they
wish to travel.
Creatures in the desri-
nation locale cannot
look back into the
Nexus through the
pertal.

Any archway in the
Mexus also can be used
in attempts to scry
upon any being within
about a 100-mile
radius of the location,
assuming that the
character making the

attemprt is able to cast any divination spell. (Characters

don’t actually have to casrt the speil to scry through the
archway.)

Thus, each archway acts like a crpstal balf keyed to the
area beyond it. Niveral-Sca likes to watch through the

archway until she sees a creature, then use the archway’s
scry function to follow that creature as it moves away,
thus giving her a good idea of the surrounding area and
other inhabirants.

ALTERNATE USE

With a minor tweak, Niveral-Sca and her son might become
opponents of the player characters, rather than mostly self-
interested neutral figures. Perhaps established foes of the
PCs reach the Nexus first and convince the wardens of the
place that the player characters are foes to resist—they
might pose a threar to the Nexus irself, even. Now, not enly
are the PCs forbidden 1o enter and use the Nexus (probably
not withour a lot of snezking about, or a fight), bur their
foes have a powerful resource to bring against them.

In this case, it might be interesting to have the PCs ger hold
of Paraden, Blade of the Nexus {see page 188}, so they have a
means to do most of what their enemies can, but differently.
While their foes can wavel abourt and scry using the Nexus, the
PCs ean do so using the sword {or, if you prefer, vice versa).

CHARACTERS
In the Nexus proper, player characters may meet the
place’s two caretakers and its resident guardians.

NIVERAL-SCA, MISTRESS OF ETERNITY
Niveral-Sca spends the vast amount of her time in deep
meditation in her chambers ot perusing the archways,
ga:ing at the different locales.

Niveral-Sca, female divinely infused” serpentine humanoid
Wizig: CR 20; Medium monstrous humanold; HD
6d8+1gdatizo, hp 182: Init +8; Speed 30 feert AC 27 touch
18, flaz-footed 23: Base Atk +13; Grp +17: Atk 417 melee or
+17 ranged; Full Atk +17/412/47 melee or Nip/hia/7
ranged: Space/Reach 3 feet/5 feet; SA Spell-like abilities,
spells; SQ Darkvision Go feer, resistance 1o acid 10, cold 10,
fire 10, electricity 10, and sonic 10, damage reduction
10/magic, spell resistance 25; AL N; SV Fort +14q, Ref +15,
Wil +26; St 1, Dex 18, Con 22, Int 25, Wis 30, Cha 24

Skills and Fears: Concentration +31, Craft {alchemy) +23, Crakt
{weaving) 419, Diplomacy +16, Disguise 13, Hide +10™,
{ntimidate +13, Knowledpe (arcana} +23, Knowledge
{nature) +i5, Knowledge {the Nexus) +24, Knowledge {reli-
gion) #11, Listen +21, Move Silently +6, Sense Motive 415,
$earch +22, Spellerakt +23, Spor+36, Swim ﬁ.zxierzness.
Blind-Fight, Craft Wondrous Irem, Dodge, Expertise,
Heighten $pell, Improved Initistive, Martial Weapon
Proficiency {greatsword), Quicken Spelt, Seribe Scroll, Spell
Focus (gvocation), Spell Mastery {blur, charn pesson, dispel
magic, g«scaa;sfos'm. magle missile, mrvor image, shoching
grasp}, Subtle Seryingt

" The divinely infised tewsplate appears in Requiem for a Ged. Howsver, alf
the infasmation needed to use Niveral-Sea appears here,
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Spell-Like Abiliries: t/day—aninnl pance, balefid polymorph, cause fean, decper darkness, entangle,
netitealize paison, and suggestian. These abilities are as the spelis cast by an 8th-level sorcerer
{save DC 17 + spelt level)

Link to Revensfall: Her semidivine narure gives Niveral-Sca a continual telepathic link to hes
son, no matter where he is,

Psionics {Sp): Niveral-5ca can produce the following effects at will:

Detect Poison: As the spell cast by a Grh-level sorcerer

Alternate Form: Miversl-Sea can assume the form of a Tiny to Large viper. This abificy is similar
10 a shapechange spell cast by a 19th-level sorcerer but allows only viper forms.

Chamefeon Powers Niveral-Sca can change her coleration and that of her equipment to march
her surroundings.

Produce Acid: Niveral-Sca can exude acid from her body, dealing 1d6 points of damage to any-
thing she rouches. The acid becomes inert when it leaves her body.

Aversion: Niveral-Sca creates 2 compulsion effect targeting one creature within 30 feer. The
subject must succeed ar a Will save (DC 21) or gain an sversion to snakes for 10 minutes.
Affected subjects must stay at least 20 Feer from any snake or from Niveral-Sea, alive or
dead; if aleeady within 20 feer, they move away. A subject can overcome the compulsion by
succeeding at another Will save {DC 21, but suill suffers deep anxiery. This anxiety causes
a —4 reduction 1o Dexterity unsil the effect wears off or the subjecr is no longer within 20

feer of a snake or Niveral-Sca. This ability is otherwise similar to antipathy as cast by a
16th-level sorcerer

$kills: ™ Using chameleon powes, Niveral-Sca receives 2 +8 circumstance bonus to Hide checks.

‘Possessions: Robe of eyes, bracers ofﬂrmo:i’ +5, ring of protestion =4, tloak of resistance +2, ring of
identify seriect (as spel, constant effect), gem of seeing, scroll of chain lightning, scroll of sery
retaliationf, serytalkt and item from beyondf, silver and diamond necklace worth 10,000 gp

Spells {4/6/6/6/5/4/3/3; save DC 17 + spell level}s o—detect magic, flare, mage hand, prestidigi-
tatian; 1st—charm persan, magic missile, shocking grasp, shicld, sifent image, sleep; 2nd-bha,
cat’s grace, Invisibility, levitate, mirror image, protection from arrows; 3rd~dispel magic (2},
fivebal], guseous form, slow, susnon moanster IIT; sth—dimension door, heightened fireball
shout, summon monster IV, wall of ice; sth—dloudbill, dominate person, magic jar, nightmare;
Brth—analyze dweomer, eyebite, mass suggestion, sory blastf; 7th—greater seleport, Hinited wish,

spefl eurning

REVENSFALL, THE GATEMASTER
Revensfall often wanders off through one portal or another, but always returns,
particularly if his mother calls te him via their relepathic link. .

Revensfall, male elf Frr6/Mnks: CR 15 Medium humanoid (elf): HD Sdio+3d8+22, hp g2

Init +9; Speed 40 feer AC 22, touch 18, flar-footed 17 Base Atk +8; Grp +i2; Atk +14 melee
{1d8+8/1d8+8, double-bladed staff) or +13 melee (1d8+3, unarmed attack); Full Atk 114/+9
and +14 mejee (1d8+8/1d8+6, double-bladed staff} or +13/+5 melee (1d8+4, unarmed
attack) or #16/+11 ranged {1d8+5, composite longbow); Space/Reach 5 feet/s feer; SA Flarry
of blows (#2/42), I strike {magich SQ Low-light vision, evasion, still mind, stow fall 20
feer, purity of body; AL LN; 8V Fort +13, Ref +11, Will +8; Ser 18, Dex zo. Con 15, Inraz,
Wis 15, Cha2

Skills and Feats: Climb +13, Craft (weaponsmithing) +8, Escape Artist +12, Hide +8,
Knowledge (arcana) +8, Listen +5, Move Silently +3. Search +4. Spot +35, Swim +13,
Use Rope +% Cleave, Deflect Arrows, Dodge. Exotic Weapen Proficiency (double-bladed
staff), Improved Initiative, Improved Unarmed Strike, Power Attack. Stunaing Fist, Two-
Weapon Fighring, Weapon Focus (double-bladed staff), Weapon Specialization {double-
bladed staff}

Link to Niveral-Sca: As part of her semidivine nazure, Revensfall’s morther maintains 2 contin-

uat telepathic link to her son no matter where he may go.
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Bossessians: +2 ki channelf/+ 2 double-bladed staff {as quarter-
staff, bur 1d8/1d8 damage), bracers of armaor +4, mighty
musterwork composite longbow (+4), 24 +1 arrows, sver-

burning toreh, potion of cure moderate wounds

CROSS-REFERENCE
Find new rules to use with the Nexus in these chaprers:

Chaprer Two: Feats—Subtle Serying

Chaprer Seven: Spells—Dearway to efsewhers, identify
serier, ftem from beyond, resist serping, sery blast, sery retaliation,
sery reverse, serytallk, and window to elsewhere

Chapter Eight: Magic Trems—Weapon special ability: b
channel; wondrous items: sery beacon and scry disruptor; and
major artifact: Paraden: Blade of the Nexus

Chapter Nine; Creatures—Kallendine

BASTION OF THE D'STRADI

In a remote world, a stalwart group of warriors and mages
holds back the tides of a demonic invasion. Today, the figh-
ing has ground 10 a standstll, and the defenders have gained

a reputation for skill in bartle magic. Can the people of
Inshabiv hold back the demons from D'Stradi forever? Is
true victory ever possible?

Smoke rises high into the air, heavy with the stink of
death. Broken bits of bloody steel lie scattered amid jagged
rocks and smashed skulis. When you arrive in Inshabiv, you
find a place well acquainred with war.

Even amid the rubble, new seldiers train, Old soldiers
plan. Smiths craft weapons and armor with astounding
speed and skill. The people of Inshabiv have managed 1o do
the unthinkable for the last 18 years: They have held off a
demonic invasion.



BACKGROUND

Inshabiv is a hard land of warriors and barbarians. It lies in
the foothills of a rupged mountain range that cuts it off from
most other lands. Its people have [ived on their own for cen-
turies, and they prefer it that way. So when the demonic host
of the archfiend Alikaba opened a portal into Inshabiv with
thoughs of invasion, the people there neither fled ro anoth-
er land nor asked for help. They held firm to their rightful
home and fought back,

Much 1o the surprise of Alikaba and her horde, the peaple
aof Inshabiv won.

D' Stradi was once a peaceful world of arrisans and
philosophers. When the demons of Alikaba arrived, the
invasion was quick, The corpses piled high, and the devas-
tation was complete. [t didn't take the demons long to
corrupt the world in its entirery, ransforming itinw a
hellish place of fire, bloed, and pain. They built a terrible
fortress within the bone-fifled ruins of the world's largest
city. From there, they planned their next invasion and
launched themselves through a permanent portal they
constructed into Inshabiv.

In the past18 years, Alikaba and her generals have bred
new types of demon in festering pits of rotring flesh and rot-
ting souls, hoping to create a new living weapaon that the
defenders of Inshabiv could not withstand. These new
demons, named for the world in which they were created, are
called D'Seradi abductors, D' Stradi dancers, and D’ Seradi
annihilators. (See Chaprer Nine: Crearures.)

‘Today, the war continues. The demons strike from their
fortress in £'Stradi, while the Inshabivans fight them, hop-
ing not only to hold them back, bur ane day to push into
D’'Seradi and defeat their demonic faes ance and for all.

CHAPTER FIVE: MaGic LOCALES 53
LAYOUT \s

Inshabiv's two major fortresses stand near the D’Swradi por-
tal, which lies in a blasted feld forever scarred by hundreds of

bartles. The fortress of [ronheart, manned mostly by dwarves,
includes a remple full of pewerful clerics. These clerics, who
serve a god of battle and steadfast loyalty, constirute the enux
of the land’s defense. They raise as many fallen defenders as
they can and heal the wounded. They aiso deal with the
hordes of undead the demons use in their armies. [ronheart
carries forbiddance spells throughourt to keep away invaders.

The other fortress, ealled Uth-Aratell, is the domain of
Kalias, a powerful wizard who, along with the legendary Susar
and Oroster, devel-

oped many of the Placing the Portal
The portal from the Nexus lies In o blasted field
nigar freankeart. if you would rather send the
choracters straight to [FStradi, however, you
could place itin the wrecked city Instead,
some blacks from the prison.

spells unique 1o the
setting. Kalias now
spends much of her
time training a cadre
of young mages in the
fine art of war. Uth-
Ararell is warded with all manner of protective spells, includ-
ing permanent static veilf and tefeport block} spells.

D'Seradi is a barren place nearly devoid of life excepr for
the foul demons and the monsters they use as a part of their
army or to defend their own holdings. These include a grear
many undead {animated from the murdered people of
D'Stradi), harpies, mincraurs, displager beasss, and
chimeras, The rest of the army consists of the new D'Srradi
demons, vrocks, and an almost endless supply of dretches,

Alikaba dwells within a fortress built at the heart of a ruined
city, near the porral to Inshabiv. This horrible place is built our
of stone, steel, and bone. Near the bastion, hezrou demons
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watch over breeding pools full of new D'Stradi demons.
Behind it, in 2 well-defended compound, lies the prison where
caprives from Inshabiv are kept. The demons like ro rake pris-
oners, both because it prevents the clerics in Ironhears from
raising them and because they enjoy experimenting upon them,

UsING THIS LOCATION

War changes every facet of a place. The landscape lies in
shambles, The inhabitants grow hardened and cold, Inshabiv
is such a place. However, it can be an interesting, if danger-

&dventure Seed (Levels 3 to 5)

Perhaps not yet experienced encugh to moke o
huge difference in the course of the war, the
player characters can stilt contribute. During an
incursion from D'Stradi, revered dwarven cleric
Thorgrin Rockhond is paralyzed and token away
by a force of ghouds and ghasts, While others
continue (o defend lronhean, the PCs must
recover the captive before the undeod reach the
portal and get bock to D'Stradl, It will be tricky,
because force alone cannot overcome the
numerous ghouls ond ghasts, but if the charac-
rers can just reach Thorgrin and give him a
potion of remove paralysts, he can probobly
turn the tide o their favor.

ous, locale to visit. Many
learned people go there
te find the secrets to all
types of battle magic.
Orther, darker forces
know it o bea place to
learn much of
demonology.

Although the crux of
the serting is D'Stradi,
the PCs are more likely
1o become familiar with
Inshabiv. They will
almost certainly come
into Inshabiv first,
aithough an alternate

sicuation, in which they magically end up in D'Stradi and
have to escape to Inshabiv, could prove very interesting and
certainly challenging. They would nor only have to fighs the
demonic hordes, they'd also have to convince the
Inshabivans thar they are not demons themselves.

A PC could come seeking magical knowledge to help fight
ihe invaders, or, alternatively, to make money—the defenders
in Inshabiv will pay full price {rather than half) for magical
weapons or armor. Merchants {profiteers) take advantage of
this sitsation and send in shipments to earn larger profits.
PCs might be guards hired to warch aver one such shipmens.

Alucky happenstance early in the war against the demons,
in which some of Inshabiv’s warriers caprared a ove of gold
and valuables the demons had gathered from conquered
D'Stradi, has made the defenders very wealthy. They can
afford to import weapons and mercenaries, and even 1o pay
capable advenmurers 1o undertake special missions for them,

Characters wishing to help the defenders might be asked
0 go on a mission to rescue prisoners held in D'Stradi or to
sabetage the breeding pools, Other missions might include
ferreting out magically disguised infiltrators in the Inshabiv
fortresses——a task which reveals the (understandable}
paranoia rampant among the defenders.

ALTERNATE USE

Inshabiv could simply be a remore land in the normal cam-
paign world rather than 2 world unto irself. This arrangement
might motivate the characters even more to help the besieged
defenders—now it is their own world they are helping ro
defend. Perhaps a local church or government sends the PCs
to Inshabiv as reinforcements, or they might hear of the situ-
ation and go on their own.

CHARACTERS
This section describes a foe and an ally the characters mighs
encounter in this locale.
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ALIKABA THE MARILITH

Alikaba is a marilich demon, but she wields enough personal
power 1o rise above the ranks of others of her kind. She is
considered a minor demon princess in her awn rightand
commands her own army. Though imperious and cruel, she
is not a brilliant strategist. She defeats enemies by throwing
hordes of demons at them until they fall. Luckily for her, she
has encugh demons in her army—and the ability to recrait
meore from the Lower Planes-to make this 2 viable ractic,
Only on the recommendation of her hezrou advisors did she
agree to create new demons to help in the war,

Alikaba, marilith Soryz CR 15: Large cursider {chaotic, evil,
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with a 50 percent chance of success, or one glabrezu or s
another marilith with a 20 percent chance of success.

Slills: +8 racial bonus on Listen and Spot checks

Spells Known (6/8/8/5:save DC 17 + spell fevel}: owedancing
lights, detect magic, flave, ghost sound, mage hand, my of frog,
read magic; 19T—arrow deflectiond, charm person, chill touch,
mGge aratar, shield; 2nd—bear’s endurnnce, bilf's sorength,
energy dnshf; srdmmslihaba’s giftf, Altkaba’s theft?

Possessions: +1 anlioly fongsword, two +1 human bane fong-
swords, three +1 longssords, ring of protection 1, D'Stradi
beleh, wand of fiveball (toth-level caster, 12 charges), wand of
shield (20 charges). wand of wall of fee (18 charges)

KaLIAS OF UTH-ARATELL
Kalias remains always in her tower, either reaching young

extraplanar); HD 16d8+7da+144, hp 233; Init +4; Speed 40
feer; AC 32, touch 14, Har-footed 28; Base Atk +19; Grp +32:
Atk +20 melee {(2dé+g/19-20, +1 longsword) or slam +27 mages 1o battle Alikaba’s demons, or preparing some new
meles (1d8+9) or tail slap +27 melee (3dG+o) Full Atk strategy or defense. Driven and tireless, she commands the

+29/424/419/ 414 (2d6ro/19-20, primary +1 lopgsword) respect of all Inshabiv. Because she is so busy, she rarely has

and 429 melee (2d645/10-20, 5 +1 longswords) and +25 time for niceries or kindnesses. She values saving lives over

melee {3dd+4, 1ail slap), or 427 melee (1d8+g, 6 slams)
and +23 melee {ad6+q, tail slap); Space/Reach 10 feet/io
feer; SA Constrict 4d6+13, improved grab, spell-fike abili-
ties, swmmon demon, spells; 5Q Damage reduction 10/goad
and cold iron, darlvision 6o feer, immunity to electricity
and poison, resistance to acid 16, cold 10, and fire 10, spell
resiszance 2§, telepathy 100 feet, outsider traits; AL CE;
SV Fors 423, Ref +16, Will #19; Str 25, Dex 19, Con 26,
Inz18, Wis 18, Chaz4

Skills and Fears: Bluff +26, Concentration +28, Craft {alche-
rmy) +23, Diplomacy +30, Disguise +7 (+g acting), Hide
+1g, Intimidate +28, Knowledge (arcana) +27 Listen 433,
Move Silently +23, Search +23, Sense Martive +23, Spelferaft
424 (427 scrollsh Spot 31, Survival +4 (+6 foliowing
tracks), Use Magic Device +26 (+28 serolls); Combat
Expertise, Combat Reflexes, Craft Wand, Deflection w0
Atzractiont, Multiarack, Multiweapon Fighting, Power
Artack, Weapon Focus {longsword)

Improved Grab (Ex): Te use this ability, Alikaba muschira
Medium or smaller opponent with her tail slap actack. If
she succeeds, she can constrict.

Constrict (Ex): Alikaba deals 4d6+13 points of damage with a
suceessful grapple check against Medium or smaller crea-
tares. The constricted creature must succeed at a Fortitade
save {DC 19) or lose consciousness foraslongas it
remains in the coils and for 2d4 rounds thereafter, The
save Difficelty Class is Strength based.

Spell-Like Abilities: At will—akign weapon, blade barrier
{DC 23), magic weapon, project imnge {DC 23}, polymorph,
see fnwisibility, telehinesis {DC 22, greater teleport (self plus
50 tbs, of ebjects only), unholy aura (DC 23). Caster level
16th. The save Difficulty Classes are Charisma based.

$ummon Demon (Sp): Once per day Alikaba can atzempt 1o
summon 4dio dretches, 1ds hesrous, or one nalfeshnee

sparing feelings, and
victory against
demons over polite~
ness and polisics,

Kalias has short
blond hairand a
trim, fit figure. It is
difficult o tell her
age, but most would
place her in her late
thirzies. A long scar
runs down the right
side of her face and
neck.

Adventure Seed {Levels 8 ro1z)

The player characters find their way to Inshabiv
and garn the trust of its defenders. In short
ardern, Kalios asks them to help watch over her
fortress while she leaves on g mission that
may gein her g powerful new weapon

ogatnst the demaons.

They are by no means the only defenders, or
even the ones in charge, but their aid stitl
proves valuoble. As it turns out, during theic
watch in Uth-Aratell, some §'Stradi abductors in
magical disguises attempt 1o saeak into the
castle, The PCs aved 1o discover these infiltra-
tors and stop them from doing any harm.

Kalias, female human Wizi CRa7: Medium humanoid
(human): HD 17da+68, hp 108: Init +1; Speed 30 feen;
AC 21, 1ouch 13, flar-footed 20; Base Atk +8; Grp +9: Atk

+10 melee (3d6+2 plus 146 sonic, quarterstaff); Full Atk

+10/+5 melee (1d6+2 plus 1dé sonic, quarserstaff);
SA Spells; AL NG; SV Forr +11, Ref +6, Will +13; Sz,
Dex 12, Con 18, Int 22, Wis 1z, Cha 1y

Skills and Fears: Concentration 424, Craft (alchemy) +26,

Diplomacy +6, Intuit Direction +3, Knowledge (arcana)

+26, Knowledge (nature) +26, Knowledge {religion] 423,

Profession {reacher) +20, Sense Motive +6, Spelleralt +26;

Brew Potion, Craft Staff, Empower Spell, Forge Ring, Great

Fortitude, Maximize Spell, Quicken Spell, Scribe Scroll.

Speli Focus {evecation), Speil Penerration, Still Spell

Possessions: +6 bracers of armor, +4 ring of protection,

ving of minor energy resistance (fire), staff of the seeret

soundf {22 charges), globes of Kaliast (5), vest of reflectionf,

scroll of protetion from evil, binding, and iren body,

potions of fly, haste, and cure moderare wounds
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Spells (4/6/6/5/5/5/5/3/2/ t; save DC 11 + spell level): o—
duze, detecs magie, disrapt undead, mage hand; 1st-arrow
deflectionf, color spray, expeditiows retreat, magic missile
{2), shield; 2nd—>bfur, energy Inshi, belm of wardingf, see
invisibility, sheapnel globef, web; jrd—clairaudience”
clairvoyance, fireball, fly, haste, plunge deep 1o the coref;
ath—charm monster, dimension door, gird the warriorf,
strength to strikef, stoneskin; sth—cloudkill, empowered
fireball, hotd monster, mind fog, susmmon manster V; Gth—
anzimagfc field, chain lghtning, maximized lightaing bolt,
Oroster’s vevengef, Susar’s deathf; 7th—banishment, quick-
ened fireball, pawer word blind; 8th—incendiary cloud,

protection from spells; ath—metear swarm

CROSS-REFERENCE
Find new rules to use with the Bastion of the D’"Stradi in these
chapters:

Chaprer Two: Feats—Battle Touch, Deflection to
Artraction, Magical Talent, and Precise Touch

Chapter Seven: Spells—dcidic globes, Alihaba’s gift,
Alihaba's thefs, arrow deflection, arrow redivection, arrow refloc-
tion, change weapon, energy lash, gird the warrior, helm of ward-
ing, Oroster’s revenge, plunge deep to the core, proficiency, quint-
elemental blast, shrapnel globe, strength to strike, Susar’s death,
vicious summons, and wall of force (fesser)

Chapter Eighr: Magic Irems—Armar special abilities:
denton repeliing and dispellfing; weapon special abilities: arcane
asting, armor piercing, armor shattering, efdritch blasting, eldritch
manawall crushing, mage tuned, manawall crushing, shield pierc-
ing, shield shattering, and unruly; rings: Devlin’s ring and golem-
[fist; staves: staff of corrosion and staff of the secret sound; won-
drous items: D'Strady beft, globe of Kulins (globe of negation),
manawall robe, razor cloak, and vest of reflection

Chaprer Nine: Creatures—D'Stradi demons

POOL OF GLENMASIS

In a secluded sylvan woodland, protected from the aurside

world by subtle spells and glamours, the Pool of Glenmasis

serves as a gathering place for fey creatures, elves, and simi-
lar beings. These crea-

ical pool zppeared at her burial site, swallowing up the
queen’s final remains.

The pool lies deep within a virmually untouched and
unspoiled forest. The trees here look like majestic pillars
holding up the roof of the sky. The undergrowth forms a
lush, spongy carpet of leaves, moss, and grass. During the
day, all is quiet—even the birds show their respect with
silence.

At night, however, all manner of creatures—wood elves,
dryads, satyrs, pixies, centaurs, unicorns, and even the
accasional lammasy, hag, or dragon—arrive, Quisiders come
as well. They gather to gossip, 1o wade, and 1o celebrare,
depending on their own goals,

The pool’s magic provides a perfect sanctuary. The pool
itself is the size of a small pond, 10 yards across. However,
the water’s power radiates out 100 yards beyond the edge of
the pool, preventing anyone in the area from sustaining per-
manent damage of any kind (though it does nor prevent
remporary ability score damage and nonlethal damage). This
quality renders mosc types of conflict impossible. Water
removed from the pool retains no power, except that it never
goes stagnant. Those thinking of taking up residence in this
safety zone soon discover the error of their ways, however.
Remaining within the arez of the pool for more than eight
hours causes one to be teleported to 2 random location any-
where in the world; only a greater god can resist this effect,
One cannot find the Pool of Glenmasis again for 101 days
after such a banishment, regardléss of the magic employed
(even the portal from the Nexus cannot do it} or how well
one knows the way.

Often, if a visitor here threatens real viclence—which
is bad for business~—someone kaocks the offender
unconscious {pixie slecp arrows do the trick) for more
than eight hours, When he wakes up, he finds himself
somewhere else and can't get back.

UsING THIS LOCATION

Of all the things of interest to visitors to the Pool of
Glenmasis, the trade of magic items and spells probably
intrigues them the most. All sorts of magic changes hands

Placing the Portal

Dils may wish to lecate the portal from the
Hexus in the trees near the pool —within the
soo-yard range of its peacekeeping power.

tures conduct various there, though the fey traders specialize in magic of a subtle

activities around the nature. Low-powered spells and items, unknown to many

pool, burone of the nonfey, find new cwners at the pool.

most interesting is run- Frading with the fey can be dangerous, however. They
ning a virtual market- seek o trick, disorient, or confuse those they deal with.
They do this not because they are evil, out of spite, or to

inflict any real harm. It is simply their way. They look upon

place for magic items.
The trade is brisk and complex, and for anyone new to
interacting with fey crearures-ler the buyer beware! commerce as a game, and they play to win. The fey consider
themselves to have won if they:
BACKGROUND
Gienmasis, 2 dryad queen, pronounced that upon her death
she would bequeath her power ra the earth itself. She wield-

3
ed great power indeed, and when she finally did pass, a mag- 4.

b

Sell you something you can't use
Sell you something you don't really want

[ 2]

Sell you something for far more than it is worth
Buy something worth far more than what they pay




5.  Force you 1o make a promise you can't keep
6. Force you to forfeir the deal, after wasting your time
or leoking foolish

The terms “buy” and “sell” apply here in a very general
way. While most of the merchants at the Pool of Glenmasis
accept gold, shey prefer other payment—usually an item ora
service. This makes the game more personal, and therefore
more enjoyable.

Eor example, » PC might want o obtain a wand of biissful
sleepf. The pixie whe owns the wand asks the character for
an item of equivalent worth (implying thar the wand was
fully charged, but she doesn't acrually say that}, suchas a
potion of fly. If the characrer asks the pixie whether the
wand is charged, she says “yes” (it has one charge). If
asked whether it is fully charged, the pixie looks disap-
pointed, but says “yes,” pulling out 2 different wand thatis
actually fully charged.

A saryr might have an animated instrument; for sale—a sex
of reed pipes that play themselves. In exchange, he asks a
character 1o come back the next day and count his sheep for
him. What he doesn't tell him is that the owner of the pipes
is struck blind in daylight {an effect that must be remedied
with remove curse). When the blind character can't count the
sheep, the satyr demands his pipes back. If the characrer
removes the curse or manages to count the sheep anyway,
the sazyr admits defear.

A dryad has a scroll with the spell glamourf on ir. She tells
a cleric character she’ll give him magic that will make him
beauriful. Afrer he buys the scroll, he sees thar it is not divine
magic—but when he confronts the dryad, she claims all he

has to do is study wizardry to become beautiful!
Of course, the DM can simply aliow this little "game” to
come down to a single die roll if desirad. In such a case, the

.
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fey makes a Biuff check opposed by the characrer’s Sense 56
Motive check. If the character’s check result is higher, he has

b

e

seen through the fey’s trick and gets the item he wants for a
fair price. If the fey’s check is higher, the character pays roo
much, ends up looking foolish, or winds up with nothing at
ail, as the DM decides. This methed is more expedient,
though not nearly as much fun.

iris impormant to

remember that this Fey Cursed Items

-

means of tricking and Fey items don't normally have terrible curses,
but they often carry specicl requirements to
activate, or mingr--often annoying —curses,
such as things that make the user look ugly or
foolish. One item might force the user {0 make
o Fortitude saving throw (DL 13} or be affected
by an alter sellf-like spell that gives him or her
the head of o denkey for an hour. Another item
might require the user lo get o goat to lick it
each day in grder to function.

trading is not viewed
as evil or unlawful. The
fey do net tie, and
when their “oppenent”
gets the better of them
or sees through their
trick, they usually just
admit defeat. An evil
creature, either on its

You can refer to the cursed items section in the
DMG, Chapler Eight, for ideos for such things,

And of course, not aft fey items are cursed, In foct,
) mos! gre not 1'% just that you never know. . ..
own or in disguise

{perhaps as a fey),

might have malicious

intent or may actually

He. Such a creature

might also seek

revange against a buyer that gets the berter of it.

And, w0 complicate things further, some of the merchants
and traders aren't interested in tricke;yn: all. Either because
they are not fey, or because they have a real need, they may
stmply wans to make some money or get someone to help
them with a service.

PCs might come te the Pool of Glenmasis for the trade in
magic, or they might have another reason. For example, an
individual that they are looking for, either a friend or a foe,
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might frequent the place. If a foe, the pool’s unique, nonviolent

Skills and Feats: Climb +9, Craft {leatherworking) +7 Handle
qualities make for an interesting encounter that forces ene- Animal +2, Hide +, Intimidate +2, Listen +4, Move Silently
mies 1o act peaceably, at least for a time. It is alse a place where +7, Open Lock +8, Ride +10, Spot +4, Survival +3; Power

a character can find remporary sanctuary when on the run. Arrack, Rapid Shat, Track, Weapon Focus (Jongspear)

k shPnddebininiiod Fibartve,

AITERNATE USE

If you want to give the place a more sinister beng, the spectre
of Glenmasis the dryad queen might rake an active role in
watching over the site. Those who wish to come to the pool

Adventure Seeds

Levels 1 ta 3: The PCs learn of the Pool of
Glenmasis’ existence from a wood elf wizard
nomed Terrik Book-Eyed, He Says his daughier
Falifs went there three weeks ago and was
tricked by the pixie Babiran inte agreeing to
work as his personal servant for three months
in exchange for a worthless wand. Babiran
doesn't mistreat her, but Terrik wanis her back
nonetheless. He wen! there twe weeks ago, but
when he got angry, semenne put him to sleep.
Because he lay sieeping for more than eight
hours, the magic of the place sent him away,
and now he can’t return for 101 days, The player
characters need to fiad the pool and somehow
get Fallis back. For their trouble, Terrik will give
them g foir payment—g viel of mist of divina-
tion protection? ant! a pair of skid boots?

Levels 1 1o 57 A rogue steals from the player
characters and flees to the Pool of Glenmasis.
The PCs follow her, but she has an occomplice
whe will rreet har there in an Rour and teleport
her out. The chorocters have to deal with her
quickly and without upselting anyone oround
the pool

Vas THE CENTAUR

must pay her in blood,
which they drip inte the
pool itself. Now, for the
most part, only evil crea-
rures come here, and the
place becomes a hidden
market of darkness.
Folls trade evil items
and other sinister com-
medities, such as poi-
sons or the occasional
slave,

CHARACTERS
DMs should feel free to
pepulate the Pool of
Glenmasis with
whomever and whatever
they wish. Most likely
the clientele constancly
changes, as do the ven-
dors. Here are justa few
individuals who may
become regulars at the
pook:

Vas is not actually 2 merchant, and she doesn't want to buy

anything. She is Jooking for her friend, Saarash the nixie.

Saarash has been missing for weeks, and Vas feels certain
that, if she could, she would come to the Pool of

Glenmasis. So each night Vas arrives 1o wait for her friend.
If any character wili help her find Saarash, she would be

meost grateful,

Vas, female centaur Rgry: CR 6; Large monstrous humanoid:

HD 4d8+3d8+7 hp 52; Inir +5; Speed 50 feer; AC 19, touch

14, Hat-footed 141 Base Atk +7 Grp 15 Atk +12 melee |
(2d6+6/, +1 longspear); Full Atk +11/46 (2d6+6/3, 1
longspear) or +11/+6 ranged (1d8+4, composite longhow

[+4 Str bonus]) Space/Reach 10 feet/s feet; SA Favored

enemy {ores +2); 5Q Darkvision 60 feet, Track, wild empathy;,
combat style {archery), endurance; AL CN; 5V Fort +5, Ref 410,
Wili 47 Str18, Dex 20, Con 12, Inr 13, Wis 12, Chato

Possessions: +1 longspear, masterwork studded leather, com-
posite fongbow (+4 Strength bonus), 26 arrows. 15 gp

NYCARAK THE GREEN HaG

Nycarak comes to the Pool of Glenmasis to sell the potions
she makes. Being devious and sneaky, she'li cheat customers
if she can, although never so flagrantly as to make people stop
buying from her, Of course she looks hideous, and she hides
her appearance in a hooded cloak—nor to disguise what she
is, but simply so people won't stare, which she despises.

Nycarak, female green hag Adp3: CR 7; Medium monstrous
burnanoid; HD 9d8+3d6+12, hp 63; Init +5 Speed 30 feer,
swim 30 feer; AC 23, touch 12, flat-footed 22; Base Atk +10;
Grp +15: Atk +16 melee (adg+5, claw); Full Atk +13 melee
{1d4+5, 2 claws); SA Spell-like abilities, weakness, mimicry,
spelis; SQ Darkvision 9o feet, spell resistance 18: AL CE;

SV Fort +7, Ref +8, Will +12: S1r 23, Dex i3, Con 1z, int g,
Wis 16, Chaz

Sldlis and Feats: Bluff +3, Concentration +13, Craft (alchemy)
+12, Heal +5, Hide +9, Knewledge (arcana) +10, Knowledge
{nature) H1e, Listen 20, Profession 47, Spelleraft +12, Spot
+20, Swirs +12, Use Rope +3; Alermness, Blind-Fighr, Brew
Potion, Combat Casting, Grear Fortitude

Spell-Like Abilities: At will—dancing lights, disguise self, ghost
sound {DC 12}, invisibility, pass without trace, tangues, water
breatlsing. Caster level oth. The save Difficuity Class is
Canstitution based

Weakness {Su) Nycarak can weaken a foe by making a spe-
cial touch aztack. The affected opponent must succeed at a
Fortitude save (DC 16) or take 2d4 points of Smrength
damage. The save is Charisma based.

Mimicey {Ex: Nycarak can imitate the sounds of almost any
animal found near the pool.

Possessions: Ring of protection +1, scroll of protection from good
and cure fight wounds, potions ef water breathing (2), cure light
wourzds (4), zndm-e elements (2.), ané fnvisfbfffgﬁ (2) 132 gp 35 sp

Spells (3/3: save DC 13 + spell level): o—cure minor wounds,
deteet magic, vead magic; 1s1—bless, burning harsds, cure Fight

wennds

BABIRAN THE PIUE

Babirar is a classie fey merchant who frequents the peol. He
always brings only one item (worth less than 2,000 gp,
often from those listed in the “Cross-Reference” section on
the next page) and tries o seli it to someone in exchange for
some humiliating service. No one knows where he gets the
items he sells. Some speculate that he knows the location of
a magical treasure hoard deep in the wilderness,



Babiran, male pixie: CR 4; Small fey; HD 1d6, hp 4: Init +4:
Speed 20 feet, fly S0 feet {good; AC 16, touch 13, far-
footed 12; Base Atk +o; Grp ~%: Atk +6 melee lidg/1o~20,
+1short swend) or +5 ranged (1d6-2/%3, longbow); Pull Atk
+6 melee (1dy/19-20, #7 short sword) ov +5 ranged
(1d6~2/x3, longbow); $A Spell-like abilities, special arrows;
5Q Pamage reduction 10/cold iron, greater invisibility, low-
light vision, spell resistance 13; AL NG; 5V Fort +0, Ref +8,
Will +4: Str 7 Dex 18, Con 11, Int 16, Wis 15, Cha 16

Skills and Fears: Bluff +7, Concentration +4, Escape Artist +8,
Hide +8, Listen +8§, Move Silently +8, Ride +8, Search +o,
Sense Motive +6, Spot +8; Dodge, Weapon Finesse

Greater Invisibility (Su): Babiran remains invisible even
when he attacks. This ability remains constant, buthe can
suppress or resume it as a free action,

Spell-Like Abilities: 14day—lesser confision (DC 14), dancing
Iights, detect chaos, detest good, detect evil, detect faw, detect
theghts (DC 13, dispel magic, entangle (DC 14, permansnt
image {DC 19; visual and auditory elements only), pok~

“ marph {sclf ondy}. Caster level §th. The save Difficulty
Classes are Charisma based.

Possessions: «1 short sword, longbow, arrows (167, memuory loss
arrows (2}, sfeep arraws {3)

Special Arrows: Pixies sometimes employ arrows that deal no
damage but can erase memary or put a creature to sieep,

Memary Lots: An opponent struck by rhe arrow mast succzed
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clasp of shared protection, Devir's bowl, Devir's cup, Devir’s plate,
sverwarm blanket, fancy platter, flaming cloak, glass of clariey,
image crystal, Jenses of seeing the unscen, Marstle’s mash, mist of
divination protection, piflow of bissful rest, quill of diceation, quill
of translation, and skid boots

VABRIN'S FORGE

Vabrin, a surprisingly intefligent errin, discovered a new way w0
create intelligent magic items. These items gain levels—with
their own skills, feats, and abilities—iust as characrers de.

Those wishing to fearn the secrets of intelligent magic
items, or o obtain one for themselves, can come to Vabrins
underground forge. But do not expect to simply buy one of his
creations—he loaks upon that as slavery.

BACKGRQUND
Vabrin was always an outcast. Rejected by his own kind
because of his intelligence and lack of interest in traditional
etzinish things (hunting, killing, exploiting the wealg, he
wandered abouz the countryside alone. When he fell victim
1o & particularly virulent plague that inflicted death upon
many in the wilderness where he lived, Vabrin managed to
survive, but not without cost. His left head withered and
“died.” Now Vabrin was more alone than ever—-in a way that
no etin is ever meant
to be alone.

Placing the Porral

ideally, the parm_i from the Nexus alfows visitors
o emerge in the entrance chamber o Vabein's
Farge {see the map on page 6o,

at a Forritude save {DC 157 or lose all memory. The subject Insane with grief
and loss, Vabrin

invaded a wizard’s

retains skills, languages, and class abilities bur forgers

everything else uniil receiving a heal speli or memory
restoration with fimited wish, wish, or mimcle.

Sleep: Any opponent struck by the arvow, regardiess of Hit
Dice, must succeed at 2 Fortitude save {DC 15} or be affect-
ed as though by a sfeep spell.

CROSS-REFERENCE
Find new rules to use with the Pocl of Glenmasis in these
chaprers:

Chapter Seven: Spells—Aniinated tattos, Apolioth’s con-
demnation, betray the years, bissful sleep, blue bole, comrades”
trail, detect disense, enhance familiar, fey stovage, foy ward, glam-
our, guide craft, hygiene, fced five, instill familiay, invisible fanul-
far, heep diy, keep fresh, lethality denied, Jong flame, magical per-
formance, minor fasting image, power crafl, private conversation,
protect familiar, recent occupant, regue’s stal, safe search, sample,
transeribe, web splat, and web strand

Chapter Eight: Magic ltems—Armor special abilities:
bane, climbing, comfort, hiding, moving silently, poisonwarding,
potion storing, spc!fwﬂrrf!ug; trc;pwar:iing, mmbﬁng, and uncanny
pratection; weapon special abilities: champion detecting, crea-
ture detecting, gripping, hardened, nonfethal, and roguefiiend:
specific weapens: arrow of spelltargeting and firchall arvow;
rods: message rads and rod of depth measurement; wondrous
items: animated instrument, belt of feyform, clasp of returning,

tower and killed her.

He raught himsclf to

read and eventuaily

learned the fundamen-

tals of magic from the dead mage's library. Much 1o his deligh,
while he did not understand everything he read, he found thar
he had a natural talent for spelleasting. He immediately rurned
to developing magic that would bring his left head back o
tife, not realizing that such effects normally fell under the
purview of divine, rather than arcane, magic.

Vabrin failed. He fafled so specraculatly that he severed his
“dead” head and almost kitled himself in the process. But in
his research he discovered a means 1o give "life” 1o obiects,
Although he could not accomplish what he had ser out ro de,
he now possessed the ability ro create intelligent companions
that looked upon him with favor and gratitude {usually). He
left the wizard's tower (which was o0 small for him anyway)
and found some caves where he serup a forge and 2 number
of workshops. Vabrin has even developed relationships with
other nearby mages, to whom he teaches the secret of his dis-
covery in exchange for materials to create more items, He is
also willing to trade—bur never sellwhis creations for like
amounts of noninzelligent magic items or other valuables for
his work—but he will only send them to a "good home.”
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Within the last year, a powerful cleric granted him a boon
and regenerated his lost head. Much to the etrin’s surprise
and disappointment, however, the new head has rhe intelli-
gence and predilections of a normal ertin. Thus, ivonly
serves to help him fight {which he loathes to do anyway),
and it eats a lot.

Recently, Vabrin has been having problems with a pack of
destrachans that found their way to his caves {through
underground tunnels they blasted our with their sonic pow-
ers) and are trying ro destroy his creacions.

T General ¢

Workshop.

USING THIS LOCATION

The clearess use of Vabrin's Forge is as a source of magical
knowledge—specifically, the creation of intelligent irems,
Even if the PCs have no interest in gaining such knowledge,
it’s likely that other NPCs will and would reward those who
figured out how to find Vabrin and his new lore,

In order to obtain an intelligent item, or to grant intelli-
gence to an already existing irem, characters must convince
Vabrin thar they will treat the item well. They can accomplisk
this through a combination of deeds and words. A character
needs to make a Diplomacy check {DC 20) 10 even begin the
negotiation. Then, the character must show that he or she is
an even-tempeted, fairly level-headed person who treats
inanimate abjects with care and maintains personal posses-
sions. Showing up with a tattered cloak or a rusty shield
dees not help one’s case.

Vabrin won't accept money for an item or for knowledge.
He is, in fact, insulted by the proposition. If a PC wants to
learn the item creation feats that Vabrin has developed, the
ettin asks for ar least 10,000 gp worth of valuable materials
ar magic items per feat. Likewise, the value of an item must
be traded for, not paid in gold. Of course, interested charac-
ters could also perform a service for him, Appropriaze services
might include destroying the destrachans that threaten the
forge or obtaining some special material for an irem he
wants to create. Yabtin can become the source of many
adventures. As an ettin and a powerful arcasﬁst,.Vabrin pos-
sesses strange contacts throughour many lands and could
prove a useful source of information.

ALTERNATE UsEe

Alternarively, Vabrin could be a normally evil ertin, or one under
the contro! of a more powerful evil figure {perhaps someone
using a hosrage to threaten him}. In this case, he might make
nathing bur evil inrelligent items. The PCs could decide to srop
Vabrin and rake his secrets of creating intelligent items away 1o
others, who would use them for good. Once they encounter
Vabrin, they might determine that they could pur everything
right by simply defeating the evil being controlling him {and
maybe earn themselves an inrelligent item as a reward).

Layour .
Most of the caves of Vabrin's Forge are natural but worked to
give them relatively flat fleors and uniform, 15-foor-high ceil-
ings. The doors are fashioned from stone 5 inches thick (hard-
ness 8,75 hp, break DC 28). Everburning torches light the caves.
The entrance into Vabrin’s Forge is an innocuous natural
cave in a cliffside. The entry passage is blacked wizh a special
wall of force that allows Vabrin to pass through and alerts
him when another intelligent creature touches it (similar to
an alarm spell}. The ettin can alfow others through the wail
if he is present and rouching it; otherwise, characters can
destroy the wall as they normally would a wall of force.
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Off the entry cave, a farge storage room holds various ’ \ :

supplies—mostly marterials for crafting items, Across the enuy caveisa

wood shop filled with various raals for woodworking.
Farther into the complex one can find a smithy for working
all types of metals, mosdy iron, although there are separate
forges for gald- and stiversmithing. Beyond the smithy, one
comes into the general workshop, where items ave com-
plered. This shep features all manner of workbenches,
tables covered with tools, scraps of materials, and
half-finished projects. The room is a mess.
A secrer door near the general workshop {Search
check, DC 23 to find) hides a large cave where
Vabrin stores finished iterns. The door is arcane
focked and wapped with a nonmagical wap that
sprays alchemist’s fire. Inside, Vabrin keeps the three
sample items menticned on page 70.

Alchemist’s Fire Blast: CR 4; 10-foort fire burst (446); Reflex
save {DC13) halves damages Search {DC 28} Disable
Device (DC 28)

South of the worlshap lies a cave that Vabrin uses as
his persenal quarters. The dooer is arcane focked. Inside is
his huge bed, a table strewn with plates and cups, and
anotiver table covered with design plans for con-
structing all manner of things.

CHARACTERS

Vabrin always keeps extremely busy. He generally
agts geuff with visitors, no matrer who they are or
why they have come~as least ar first. The ettin
resists the urges and instincts of his less sophisti-
cated nature and attempts to use his intellect. He
is, however, driven by his emotions and loaks
upon all of his creations as his children. He feels
very protective of them and won't abide any mis-
trearment or abuse of intelligent items for even a
moment.

Vabrin, ettin, Soriy: CR18: Large giany HD
10dB8+13da+46, hp 134; Init +3; Speed 0 feer;
AC 135, touch 8, flar-Tooted 15; Base Atk +13
Grp 23 Atk +19 melee (246471520, 1 fong-
swordy; Full Atk Fio/414/+0 melee {24647
2z +1 langswards); Space/Reach 10 feer/r0 feey;
SA Spells; 5Q Low-light vision, superior two-
weapon fighting: AL CN; 5V Fort +13, Ref +5,
Will +13; Str 23, Dex g, Con 15, Int 18, Wis 10, ’(
Chaig

Skills and Feats: Concentration +18, Ceaft {alchemy)
+20, Craft {glassblowing) +20, Craft (leather-
working} +2¢, Craft {metalworldng) +21, Craft

{stoneworking)} +20, Knowledge {arcana} +24,
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Listen +11, Search +10, Spellerait +23, Spot 1k Craft

Magical Arms and Armor, Cralt Wondrous [tem, Forge

Ring, Fuse With ltem{, Implant Gambit, improved

Initiative, Life ro the Inanimaref

Speli-Like Abiliries: Vabrin has fused with a brooch of shiefding
with 89 points left (see Fuse With Liem{ feat, Chaprer Two).

Possessions: +2 heasdband of intellect, +2 scarf of charisma

(counts as cloak), +1 fongswords {2}, Leatherstrong
Spells Known (6/7/7/7/6/6/4/; save DC 14 + spell level):

o—dancing lights, detect magic, flare, ghost sound, mage hand,

meudfng, ray offmsr, read nmgic, FESISTANCE; IST—mgrease, Muge

arnzar, magic nussile, e steike, unseen servant; and—-hull’s

strength, cat’s grave, detect thoughts, resist energy, shield:

srd—dispel magte, invisibility, lightning bolt, nandetection,
stiggestion; gth=—charm monster, haste, fly, soud bursth; sth—

fabricats, passiwall, wall of stone; th—disintegrate, globe of

imeulnerability

Note: Vabrin was builr using the variant sorcerer class pre-

sented in Chaprer One.

Leathersrrong, intelligent belr, sth level: hp 19; Commun.
ication: Speech; Perception: Sight and Hearing; AL N;
SV Forr +o; Ref +0; Will +4; St —, Dex —, Con =,

Int:2, Wis10,Cha g

§kills and Feats: Diplomacy +5, Knowledge (history) +4.
Listen +6, Spot +6; Extend Ability {endurance), Toughen
Spell-Like Abilities: 1/day—deteet magts, mending, cure light

\VOHI‘MIS, HEE Ao, ensturance

Price: 26,500 gp

INTELLIGENT ITEMS

Intelligent itemns are magic items of any kind {weapons,
staves, rings, and so on) with their own sentience. These
items think, feel, and possess all the traits you would expect

to see in a person.

Intelligent items are iranimate objects given intelligence

Malhavoe Speaks

Some of the individuais with whom | have seen
muost eye-ta-aye, 50 to speak, have actually
been intelligent megic items, Without the needs
and urges of the flesh, an inteliigent item (s free
to focus on the true arcone path, Mogic iiteroily
powers them and gives them life. While that
may not be true for myself, it is how [ oftan feel,
50 they seam like kindred spirits,

but not locomosion. Seill,
they are of the construct
ereature type and are not
affecred by spells and other
effects that rarget enly items,
such as Merd’s disjunction.
The intelligent irems
described here are meant to
be used more like NPCs
than simply as equipment.
They have personalities,
goals, objectives, wants, and

fears. DMs should play friendly items as they would any
NPCs that accompany the party—or, in the case of
unfriendly items, as any other foes.

For example, an intelligent bow interested in furthering the
cause of faw might fire willingly only upon chaotic opponents,

although the archer might convince it to fire on neuwal foes
that threaten them. An anciens, intelligent ring with the ability
to speak might have some interesting information to offer
about the origins of the deman-dragon a group of heroes must
face, but only after they complete a quest the ring gives them.
The uhtimate goal with this set of rules is 1o create magic
items that grow with a character. A chamacter can starrara
relatively low level with an intelligent irem, and keep the
irem while advancing in level, valuing it as much az 16¢h Jeve!
as at 6th. The item remains balanced because the character
must continue to devore experience poings to it

COMMUNICATION AND PERCEPTION

If an item is intelligent, iv is first imporiant to determine
what it can perceive and underszand. A typical inanimate
object, presumabily, perceives and understands nething.
Intelligent items have one or more of the following rypes
of perception:

Perceprion Additional Creation Cost
None None

Inmuiton 100 gp 3 xp

Hearing zo0gp+8ar

Sight 1,000 gp ¥ 40X

Sight with darkvisien | 2,000 gp + 8o xr
Blindsighs 5,000 gp + 200 XP

None: The irem cannot sense what is geing on around it
on its own, bur if it can communicate, it can still take actions
based on others’ descriptions of the events taking place.

Intuition: The item can perceive only very general sorts of
input. It knows when someone picks it up or uses i, when it
gets hurt, the temperature around ir, whether or not it is
moving, and so on.

Hearing: The item can hear like a human, with a Listen
borus equal to its Wisdom meodifier, plus any skill ranks.
Trems with hearing become vulnerable to auditary effects like
a harpy’s song, which normally affect only crearures,

Sighe: The item can see like a human, with a Spot bonus
equal to its Wisdom medifier, plus any skill ranks.
Although it has no eyes, it must focus this sense in one
direction or another, the same way a person “looks
around.” ltems with sight become vulnerable 1o gaze
attacks and other sight-based effects (like color spray) thas
normally affect only creatures.

Blindsight: The item has a special sense of everything
around it, up to 60 feet. While not as deail-oriented as
actual sight, it does allow the item to sense invisible objects.

The item has a Spot bonus equal to its Wisdom modifier,
plus any skill ranks.

The object also has one of the following types of commau-
nication:
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Communication | Additional Creation Cost are questions to answer when the item is created. The creator
None None has a great deal of influence over the irem, but in the end,
Pulse 25gp Xy the item is free-willed. At the time of creation, the creator
Empathy s0gp+4%r should male a caster level check, adding his Charisma
Speech 200 gp +16 %P bonus, and consult the following rable:
Telepathy 5.000 gp + 200 XF
Super-ielepathy | 10,000 gp + 400 %7 Check Result | Effect
1-10 The DM determines all aspects of the item’s
None: The item cannot communicate in any way and can- personality.
not understand communication from others, even if it can 1114 The item has the same alignment as ies
hear and someone speaks to it creator. The DM chooses all other aspects of
Pulse: The item can vibrate a little, just enough so thar any- its personality.
one holding it or touching it can tell. [t understands no ype of 15-19 The creator determines the liem’s alignment.
communication, regardless of whar kind of perception it has. The DM chooses all other aspects of its per-
Empathy: The irem only understands one-word sorts of sonality.
ideas or emotions, and can convey the same. It does so only 2029 The ereavor dictates the item’s alighment and
mentally, however, 10 anyone holding it. general “purpose” (what it fooks upon as ies
Speech: The item can speak audibly. It autemarically gaall.
knows cne ]anguage {chosen by the creater). it can learn 30+ The creator dictares the alignment, goals,
more languages by spending skill points. and persenality of the fem.
Telepathy: The item can mentally communicate with any-
one touching it, No shared language is necessary. When the DM is ereating aspects of the item’s personali-
Super-Telepathy: The item can mentally communjcate. ty, she can do so randomly, or as she sees {iz. She can base

with anyone within 235 feer. No shared language is necessary.  the item on the cre-

ator if she wishes. For Incarporating These Rules

ITEM ABILITY SCORES t:xample; if the ere- Dis may wish to substitule these rufes for the
Items have thres ability scores: Intelligence, Wisdom and ator were a wizard, rules regarding intelligent magic items found in
Charisma. When an item is created, roll 2d6 for each of the item might love Chapter Eight of the DMG., At the very least, you
may wish 1o use some of the slements —feats,
these ability scores. Further, the creator can add bonuses to wizards. Or it mighy mgladies, and so on—in conjunction
the rolled scores at this rate: hate them, with those rules.
Bonus Additional Creation Cost ITEM LEVELS
+ sogptiNp Like creatures, intetli-
3, e gpt a4 ur gent items have fevels
+3 200gp+ 8xp and can gain more,
+4 400 gp + 16 Xp Unlike creatures, they do nat gain ievels based on experi-
+3 S8oogptiaxr ence or overcoming challenges. Instead, a living creature
+6 L600 gp + 64 X1 must infuse personal energy (experience points) into the
4 3,200 gp *+ 128 xp item. The number of experience points required for an item
+3 6.400 gp + 256 Xp to gain a level is equal to one-quarter the number of experi-
+g 12,800 gp+ 516 X7 ence poinrs needed for a character 1o gain a level. Anyone
+10 23,600 gp + 1,032 XP touching an intelligent item can infuse it wicth power,

although a character cannot infuse an item thar is higher
The item’s final ability scores cannot exceed the creator’s. fevel than he or she is; a &rh-level fighrer cannor aid an 8th-
ltemns that can animate themselves also have Strength and  level item. Also, a character cannot infuse an intelligen:
Dexterity scores. Determine and increase these scores inthe  item with so many experience points thar the character

same way as those above, would lose a fevel.
Like characters, for every four levels an item gains, itcan Unlike a characrer, an item does not have to start az 1st
add +1 to one ability score. level. The creator can infuse enough experience points into

an item upon creation to raise its level immediazely.
ITEM PERSONALITIES
So whar does an objest want out of “life?” What does it fear?  HIT POINTS
Does it revere a deiry? What is the item’s alignment? These An item gaing an additional hit point each level,
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ITEM ATTACKS

frems able to animate or activate themselves have a base
attack bonus. To this bonus they add a Strength or Dexterity
madifier (depending on whether they make melee or ranged
attacks), their own enhancement bonus {if any), and so on.

SAVING THROWS

More Tl Sword
ore Than Just Swords All saving throws made

Traditionally In fontasy roteglaying gemes,

intelfigent items meant $words, or rarely by an intelligent jtem use
ar{wer weapons, Don't .'a‘mr'!r i{zteh'igent ftems in the base saving throw
this way. Any type of magic fflem can become b & below.
intelfigent. Inteiligent staves, wands, armor, OfUS Presenied nelow.

brogches, headbands, boxes, books, and so on To this bonus they add
arg all interesting and evacetive idans. . ™~
the appropriate ability
score modifier (if any),
their own enhancement
bonus {if any}, and so
on. For an items every 10
points of hardness (depending en its material), it adds +1 to
Fortitude saving throws. Like constructs, however, items only
make Fortitude saving throws against an effect thar also
affects objects, such as disintegrate. ftems in the possession of
a character with better saving throw bonuses than theirs use
the possessar’s saving throw bonus instead.

SPELL-LIKE ABILITIES

Items gain new spell-like abilities as they gain levels, much in
the same way that a spellcasting character gains new spells.
Each new spell-like ability they gain (according to the rable
below) can be used once per day. The item chooses abilities

from among the spells on any spell list. It may select an ability

Base Ateack Al

zret

mote than once, for multiple uses each day; 2 spell chosen

three times can be used as a spell-like ability three times per
day. [tems receive bonus spell-like abilities based on their
Wisdom scares, even if the spells in question are arcane speils.

The saving throw Difficulty Class for an irem’s spell-like
ability is based upon the item’s Charisma modifier:
DC = 10 + the level of the spell the ability comes from +
the irern’s Charisma modifier,

Since they are spell-like abilities, they require no verbal,
somatic, or material components. Spells with an XP cost of
up 10 1,000 XP can be used as abilities only once per week as
opposed to once per day. Spelis with an XP cost of more than
1,000 %p can be used as abilities only once per month.

Personal spells can be used as spell-like abilities on the item
or on the item’s user. All other spells are handled as described
regarding rargets, range, and so on. Do not underestimare the
value of a spell like buil’s strength on an animate item with a
Strength score or mage armor on an iter likely to be aracked.

Items cannot activare a spell-like ability or animate them-
selves the same round as they are used by a character. Thus, a PC
cannot use 2 magical sword as a weapon the same round as the
sword uses a spell-like ability or animates to make its arrack,

ITEM TRAITS

Intelligent items are immune 1o poison, disease, and similar

effects. They are not subject to critical hits, nonlethal dam-

age, ability damage, energy drain, or death from massive

damage. Items cannot heal damage. [rems can be repaired,
Items always fail Constiturion checks. They can, however,

make Concentration chechs—items base Concentration on

Level Bonus Saves Special o 2 3 4 5 < 7 8 9
H o +z Feat o — —_ = e = = _———
2 1 +3 Feat H i - — e — - —
3 +2 wy - 2 1 — _— e — —
4 3 +4 Feat z 1 1 —_ = = - - —_— -
g +1 *4 R 2 2 1 - - - e bl -_ -
5] +4 +5 Feat 3 2 1 1 _— = e —
7 +3 +5 — 1 2 2 1T - = = = - =
8 +6/+1 +6 Feat 3 3 2 1 P = = = = =
9 +G/+1 +6 — 4 3 2 2 H ——— — - -

10 742 7 Fear 4 3 3 2 H 1 — — -—_ -
13 T8/+3 +7 — 4 4 3 2 2 1 e — — -
12 +oi+y +8 Feat 3 4 3 3 2 1 H e —_ =
13 +oi+y +8 - 5 3 4 30 2 e e
14 +H1o/45 +g Fear 3 35 4 3 1 2 1 1 e
15 146+ +o o 5 3 4 4 3 2 z 1 —_——
16 /e +10 Fear 3 5 5 4 3 3 2 H 1 —
17 242 +10 — 3 3 5 a 4 3 2 2 1 —
18 +13/48/+3 +11 Fear 5 5 5 5 & 3 3 2 1 i

19 +14/+9/+4 +11 e 5 5 5 5 4 43 2 2

20 +15iH10/+5 +a Feat 5 5 5 5 5 4 3 3 2 H
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anatomy works on irems. They are immune 1o effects that require a Forttude save {unless the
effect also works on objects, such as disintegrate). In such cases, irems apply their Charisma
modifier to their Fortitude saving throw, as well as +1 for every 10 points of hardness.

An item with no Dexterity score can't move. [f it can act (such as by casting spelis),
it applies its Inzelligence modifier to initiative checks instead of a Dexrerity modifier,
The item fails all Reflex saves and Dexterisy checks.

An htem with no Dexterity score takes enly a standard or 2 move action in a round
{but not both). Items with a Dexzerity store can take aczions normally. Irems cannot be
affected by haste ar siow.

ITEM SKILLS

Intelligent items can have ranks in any skill with Intelligence, Wisdom, or Charisma as the
key ability. {Items can also take Concenrration, using Charisma as the key ability rather than
Constitution.) Still, some skills, like Craft {alchemy) or Disable Device, require a mobility
that the item does not have. All the item can do in such a case is aid another whe can
actually carry out the task. The DM can use common sense to determine which skills
require abilities the irem does not possess.

Irerss that can become animare can have Strength- and Dexterity-based skills, at the
DM's discretion.

Items have skill points equal te {2 + Inrelligence bonus} X 4 at 1st level, and skill
points equal to 2 + Intelligence bonus for each additional level.

ITEM FEATS

Items gain feats as creatures do. However, rather than gaining a new feat at every three
levels, they follow the progression shown on the "Inteiligent Items” table: lrems geta
fear ar 15t level, and 2nd, then one for every other level afterward, The fears listed on the
table on the previous page are all the fears that an item gets.  »

Irems can have the following feats from the Player's Handbook: Alertness, Grear
Fortitude®, Iron Will*, Lightning Reflexes”, and Skill Focus. They also can choose them
from among the new item feats described below.

*Applics to saves made by the item, ar on the items behalf by its possessor

ABILITY FOCUS {ITEM ONLY)

The item can cast a spell-like ability that is harder than normal to resist.
Prerequisite: [rem level 4th

Benefit: The Difficulty Class to resist a single chosen spell-like ability increases by
42, An item may not select spell-like abiliries thar do not allow saving throws for this
feat. The chosen ability affected by this feat cannot be switched, although the item can
take this feat again, choosing another ability.

ABILITY PENETRATION {ITEM ONLY)

The item’s speli-like abilizies overcome speli resistance more easily than normal.
Benefit: With afl its spell-like abilities, the item adds a +2 bonus <o caster level
checks (1dao + casrer’s level) 1o bear a creature’s or another item’s spelf resistance.

ANIMATE SELF (ITEM ONLY)
The irem is animare.
Prerequisites: Irem level 5th
Benefit: The item can move as though affected by the spell animate objects.
Tt can, to a limized degree, bend and manipulate its own form. For example,
an animate necklace could slither like a snake, and an animare can-
delabra could move its parts enough to “walk.” An animare crystal

\
Charisma rather than Constitugion. Nothing that requives a physiology or understandabie Q
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ball could make itseif roll along the ground, and an animate
cart could make its own wheels turn. The item gains
Dexterity and Strength scores; rell 246 for each.

An animare object can move and manipulate other objects
in a crude way, but it cannot make attacks.

ATTACK (ITEM ONLY)

The item can artack on its own.

Prerequisites: Animate Selft or Floar}

Benefin: The item can attack on its own using the base
artack bonus listed on the “Intelligent frems” rable, plus its
Strength modifier. It inflicts damage appropriate to its size
and form. Thus, an intelligent longsword inflicts 1d8 points
of damage (modified by Strength), an intelligent oil lamp
inflicts 146 points of damage (fike a club}, and an inwelligent
rope inflicts 1dg points of damage (like a whip) but can also
make grapple attacks.

BESTOW FEAT (ITEM ONLY)

The item can give an ability to its wielder.

Benefit: The item can give one of its feats to a characrer
holding it. The izem can bestow only the following feats:
Darlwvision, Deflect, Telepathy, Super-Telepathy, and
Toughen. If the character holding the item has speli-like abil-
ities (as opposed to spells), it can bestow the following feats:
Ability Focus, Ability Penetration, Empower Ability, Enlarge
Ability, Extend Ability, Maximize Ability, and Quicken
Abiligy. Lastly, if the character holding the item lacks a sense
{sight or hearing) that the izem passesses, it can grant the
character thar sense.

BLINDSIGHT {ITEM ONLY)

“Fhe item can sense things through blindsighr.
Benefin: The isem gains blindsighz up to 60 feet if itdid
not previously have the ability.

CONTROL USER (ITEM ONLY)
The item can control the person using it.

Prerequisites: Charisma 15, Influence User}

Benefit: The item can atemps to control the actions of any-
one attempting to use or carry it once per day. The targer must
make 2 Will saving throw with a Difficulty Class equal w010 +
half the item’s level + its Charisma modifier. If the user fails,
the item complezely contrals the user’s actions for one hour
per item level. If the izem tries to make the user do something
rotally againse his wishes—attack his friends, commit suicide,
and so on—the wielder gets a new saving throw.

DARKVISION (ITEM ONLY)
The item can see in the dark.
Prerequisites: Sightt
Benefit: The item has darkvision up to Go feet.

DEFLECT (ITEM QNLY)
The item uses magic to protect itself.

Benefit: The item’s Armor Class {not the user’s) gains a +1
deflection bonus. An item can choose this feat more than
once, with the bonus stacking each time,

DeTECT CREATURE (ITEM ONLY)

The item has a supernatural affinity with one creature type.

Benefir: The item can sense the presence of a particular
crearure within 6o feer, similar 1o the first round of a detect
magic spell. An item is artuned to a particular type of creature
(the item can choose, or roll randomly):

daw Result dos Result
o106  Aberrations 51—53  Qozes
oy-10  Animals s4~58  Qursiders, chactic
11-16  Constructs s50-65  Quisiders, evil
17—24  Dragons 66-70  Outsiders, good
23~3¢  Elementals m=75  Qutsiders, lawful
31-35  Fey 76-78  Plants
36—40  Giants 70~88  Undead
41-45  Magical beasts  8g9-o01  Vermin
46~50 Monstrous 9z-100 Humanoids
humanoids {choose subtype)

DETECT SUBSTANCE (ITEM ONLY)

The item has 2 supernatural affinity with a certain substance.
Benefit: The item can sense the location of a partieular

nonliving substance within 6o feet, similar to the third

round of a detect magic spell. An irem can be heyed 1o include

such substances as: adamantine, gems, gold, iron, mithral,

silver, water, poison, and so on.

EGo BoosT (ITEM ONLY)
The item influences its user’s actions and thoughs more
easily than normal.

Benefit: The item adds a +2 bonus to the saving throw
Difficuly Class to control or influence its user.

EMIT IMAGE (ITEM ONLY)
The item can project a magical illusion of a very limited nature.
Benefit: The itern can project an image, like that of a face
or even a person. This image can make gestures or facial
expressions to show the item’s emotions or feelings. If the
frem can speak, the image can speak for it, The image s
reanshucent and thus clearly not real. The image can be up 1o
Medium size (about the size of 2 human).

EMPATHY (ITEM ONLY)

The item can comtaunicate empathically.

Benefic: The item gains the ability to communicate emo-
tions or one-word concepts mentally, if it could not previ-
cusly do so.



EMPOWER ABILITY (ITEM ONLY)
The item can use a spell-like ability 1o greater effect.

Prerequisite: Item level sth

Benefit: Al variable, numeric effects of a single chosen
spell-like ability increase by one-half. An empowered spell-
like abilicy deals half again as much damage as it normally
would, cures haif again as many points of damage, affects
half again as many targets, etc., a5 appropriare. For example,
an empowered magic missile deals onevand-one-half times
normal damage {roll 1d4+1 and multiply the result by 1.5 for
each missile). Saving throws and opposed rolis like the one
vou make when you cast dispel magic remain unaffecred, as
do spells without random variables. Once chosen, the ability
this fear affects cannot be switched, although the item can
take the feat again, choosing another abilicy.

ENLARGE ABILITY {ITEM ONLY}

The item can cast a spell-like ability farther than normal.

Benefir: Double the range of a single chosen spell-like
ability, Spell-like abilities whose ranges are not defined by
distance or whase areas of effect do not depend on the item’s
level cannor increase in range. Once chosen, the ability this
feat affects cannot be switched, although an item can ke
the feat again, choosing another abiliry.

EXTEND ABILITY (ITEM ONLY}
The item can use a spell-like ability that lasts longer than
normal.

Benefir: The effects of a single chosen speil-like abilicy
fast twice as long as normal. The item can also choose to
extend Influence Usert or Control Userd. Abilities with a
Concentrarion, Instantaneous, or Permanent duration can-
not be extended. Once chosen, the ability this fear affects
cannot change, though the item can take the feat again,
choosing another ability.

CHAFTER FiVit: MAGIC LOCALES

FLoat (ITEM ONLY)
The item can hover and move of its own power,
Prerequisites: Irem level 5ih
Benefit: The irem moves as though under the effect of a fly
spell, except that it has a speed of only 10 feer. The item
gains Dexterity and Strength scores; roll 2d6 for each,

HARDEN (ITEM ONLY)
The item makes itself hazder through magic.

Benefit: The item’s hardness increases by 1. Ir can choose
this feat more than once.

HEARING (ITEM ONLY)
The item can hear.

Benefir: The item gains the ability to hear, if ir did not
previcusly have this ability.

INCREASE SPEED {ITEM ONLY)

An item that moves now can move faster,
Prerequisites: Animate Selff or Float}
Benefit: The item adds +10 feet to its speed.

INFLUENCE Usgr {ITEM ONLY)
The item can iafluence the actions of anyone rouching it.
Prerequisites: Charisma 13, Telepathyt
Benefit: The item can attempt to make anyone touching it
do as it mentally commands. [t can, once per day, use a sug-
gestion upon the person. The Will saving throw Difficulty
Class equals 10 + the item's level + its Charisma modifier,
Special: An item can take this feat more than once, each
time gaining anather use per day.

INTUITION (ITEM ONLY)

The irem can sense through intuktion.

Benefie: The irem gains the perceptive ability of intuition
if it did not previously have this abiliry.
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MAXIMIZE ABILITY {ITEM ONLY)

The item can use a spell-like ability to maximum effect.

Prerequisite: item level 6th

Benefir: All variable, numeric effects of a single chosen

spell-like ability are maximized. A maximized speil-like abili-

ty deals maximum damage, cures the maximum number of

hiz points, affects the maximum number of rargets, etc., as

Adventure Seed (Levels 6 to 10)

A pair of chootic wizards have captured one of
Vabrin's intelligent items, but they cannot
convinge it to work. Mearnwhile, Vabrin

asks the P(s to retrieve the item.

The wizards attempt ta perform o magicol drual
that will put the item under their power. When
the ployer charaeters bust In on their plans,
things g oskew and each of them must make o
Wiil save; the first to foll becomes inadvertentiy
fused with the inteliigent item as described in
the Fuse With item feat in Chapter Two. The PC
must leam to live with it ar find a spelicaster
powerful enough to cast Mord's disiunction fo
get rid af it,

appropriate. For example,
a maximized frreball
deals 6 points of dam-
age per caster level (up
to 60 poings of dam-
age}. Saving throws and
opposed roils like the
one you make when you
cast dispel magic go unaf-
fected, as do spells with-
out random variables.
Once chosen, the ability
this feat affects cannert
be switched, although
the item can take the
fear again, choosing
another abilizy.

An empowered, maximized spell-like ability gains the sep-

arate benefits of each feat: the maximum result plus one-half

the normally rolled resulr.

SPEECH {ITEM ONLY}

The item can speak.

Benefit: The item gains the abiliry to speak, if it couid not
previously do so. It gains one language of its choosing to
start with and can learn new languages by spending skill
points, as a characrer.,

SUPER-TELEPATHY (JTEM ONLY)

The item can communicate mentally at a distance.
Prerequisites: Speechi, Telepathyt
Benefir: The item <an communicate mentaily with anyone
within 25 feet, if it was not created with this abiliry.

TELEPATHY (ITEM ONLY)

The item can communicate mentally,

Prerequisites: Speech}

Benefir: The item can communicate mentally with anyone
rouching it, if it was not created with this abilivy.

TELEKINETIC HanDs (ITEM ONLY)

The izem can manipulate objects with its will.
Prerequisites: Item level 8th
Benefit: The item can affect an object within 25 feetas if it
had a Strength scare equal 1o its level. Thus, 2 12th-level item
can pick up an object that weighs 130 Ibs. and move it very
slowly over a short distance. That same irem could push an
object that weighed 650 lbs, very slowly along the ground, or

carry an object weighing 38 bs, without any problem atall. A

PULSE (ITEM ONLY) character carryving an encumbered intelligent item moves as

though encumbered hersell. A human with an intelligent staff
carrying a Medium load moves at only 20 feet, for example. 1f

The item can pulse,

Benefir: The izem can vibrate and shake enough 1o alen
anyone touching i, if it was not created with this ability.
Because it is silent communication, this ability can prove

B

both character and item are encumbered, they cannot move,

The item cannot affect more than one object ar once,
useful even if the irem can speak. regardless of size or weight, It canpot wield weapons or
throw objecrs with its telekineric hands. It cannor use magic
QUICKEN ABLLITY (ITEM ONLY) items (such as a wand, or gloves) with these hands.
The isem can use a speli-like ability with a moment’s thoughr.
Prevequisite: Irem level 10th TOUGHEN (ITEM ONLY)

Benefit: The item uses a single chosen speli-like abilizyas ~ The item magically enhances its own structure.
a free action. It can perform another action, even using
another spefl-like ability, during the round it uses a quick-
ened ability. It may use only one quickened spell-like ability
per round. A spell-like ability whose casting time is more
than 1 full round cannot be quickened. Once chasen, the
abilizy this feat affects cannot be switched, although the frem

can ke the fear again, choosing another abiliry.

Benefit: The item gains 10 extra hit points. It can choose

this feat more than once.

UGNIQUE MAGICAL A:sz-u'n' {(ITEM ONLY)

The item develops a new power,

Benefic: The item gains the abiliry of 2 magic izem from
the DMG, elsewhere, or a brand-new one of the DM’ own
design. The ability can cost up 1o 5,060 gp as dezailed in
Table 7-33: Estimaring Magic Item Gold Pisce Values in
Chapter Seven of the DMG.

Special: An item can take this feat multiple times, each time
doubling the amount it can “pay” for an ability. So, if raken
wwice, the item can take an ability valued ar up to 10,000 gp.
Three times, and the value limit becemes 20,000 gp. Four

SIGHT (ITEM ONLY)}

The iter can see.

Benefit: The item gains the abilizy to see, if it did not
previously have this ability,




times, and it’s 40,000 gp, The item must keep taking the feat
until it gains enough gold-piece value to equal that of the spell.
In essence, the izem tales the feat{s) bur receives no benetiv unsil
it gains the gold-piece value equal to thar of the desired abifiy.

WEAPON OR ARMOR ABILITY (ITEM ONLY)

The item develops a new power.

Benefin: The item gains the ability of a weapen or armer,
a3 described in the DMG or elsewhere, An ftem can gain a
+1 ability using this feat.

Special: An item can take this fear multiple times, each time
adding a new +1 to the total value of the ability. Thus, tzken
twice, the item can develop 2 42 equivalent ability. if used in
this way, the item rakes the featr(s} but gairs no acrual benefiz
from it until it has earned the vaiue of the desired abilizy.

WEAPON OR ARMOR ENHANCEMENT BONUS

{ITEM ONLY)
The item gains more enhancement.

Benefin: The item gains 2 +1 enhancemenrbonus if ivis a
weapan, a piece {or suit) of armar, or a shield.

Special: An jtem can take this feat maltiple times, each
time adding a new +1 enhancement bonus. The iterm's level
reust equal at least three times its enbancement bonus.

RUNNING ITEMS
If 2 PC in the campaign has an iatelligent irem, the DM and
the player should determine who “runs” the irem. Often it
proves easiest for the player to do so, but the item may be a1
cross-purposes with the characrer. This circumstance can
lead to difficult or inappropriate roleplaying situations. At
that point, the DM can "take cver” the ivem.

fe may be appropriate for the DM 1o handle intelligen:
itern advancement {choosing feats and spell-like abilities).

fterns should be treated just as NPCs. Each has a distinet
personality and ean be influenced by Diplomacy, Biuff, and
even: Intimidate checks. Iterns treated well often respond well.
Items treated poorly, either physicaily or psychologically-
and often, only the item can judge whether it is well cared
for—react poorly to their users and others,

Items act on their own. In combar, they use their wielder’s
initiative roll but take their own actions.

ITEM HEALING, MALADIES, AND DEATH

Items do not heal hit points as living creatures do. However,
a mending spell often repairs damage an item suffers (usually
148 hp worth) and make whole restores ail lost hit peints. An
item restores mental abilizy score damage through rest like a
creature, or through spells like fesser restoration. jtem physical
ability scores damage must be repaired through spells like
restaration.

As with creatures, izems can gain diseaselike afflictions,
Called maladies, they are sometimes brought upon by magic

" (see bestow maladyf in Chaprer Seven) and somevimes by

CHAPTER Five: MAGIC LOCALES ﬁ 9

other conditions, such as stress, neglecs, or whatever else the
DM deems appropriate. A few maladies are presented here,
as a sampling:

Devil's Mind. The item begins acting erraricaliy. It loses
1d3 points of Intelligence or Wisdom each day (50 percent
chance of either on a given day). If the item can speak, its
speech becomes slurred or jitzery and quick. Itappears obvi-
ous that something is wrong. Normally, an itern may male a
Will save {DC 18) each day 1o resist the effects. Three suc-
cessfl saving throws in a row usually shakes off the malady
altogether.

Dire Corrosion:
The item suffers 1 Variang Multiclassing lrems

point of damage per Using this variant rule, on ilem can mulliclass,
taking other charocter classes instead of using
the item gdvancement ruies, While some
classes are appropriale onaly to animote or float-
ing items (ke rague ar fighter), speflcasting
classes prove very valuehle o an item.

day and loses 1 point
of hardness each

week, When hardness
reaches o, the irem Only items that can speak can cost spells with ver-
Baf components. Spelis with somatic components
require @ full round to cast (or double the agrmal
casting time if longer than an action). items stil!
need normal mateda) components as well,

loses 5 hp per day.
Oncz out of hit
poinzs, the ftem
crumbles to dust. It
appears obvious that
the item is decaying
at a rate far faster than usual, Normally, an item may make a
Will save (DC 16} each day vo resist the effects. Two success-
ful saving throws in a row usually shakes off the malady
alrogether.

Object Paralysis: This malady affects only animate ftems
or those that can float. They lose the ability to move entirely.
Normally, an item may make a Will save (DC 15) each day 1o
resist the effects. Three successful saving throws in a row
usually shakes off the malady altogether.

Intelligent items can be destroyed, just like regular items.
In such a case, the item “dies.” They cannot be raised or res-
wirected, although a wish or miracle can restore them.

INTELLIGENT ITEM PRICE
To determine the price of intelligent items {even though
Vabrin won't sell them)}, use the following formula:

Base price + 1,000 + (fevels x 1,000} gp

The base price refers to the initial creation cost spent on
abiliry scores, communication modes, and perception. Intelli-
gent magic weapons or armor must have at feast a +1 enhance-
ment bonus, so you must also figure in that cost.

Of course, someone with the proper feats can add abilities
to an existing incelligent magic item.

The XP cost for creating an intelligent magic item is 100 XP
plus any experience points involved in granting ir abilisy
scores, communication modes, and percepiion, and any
devoted to raising its level.
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SAMPLE [TEMS
Use these sample intelligent items as models for creating

your own, or plug them directly into your game.

GOLDENVERSE

Goldenverse is a golden music box that can play almost any

tune it has previously heard, It sometimes atrempts 1o

communicate through the song it plays,

although the box lid must be

opened and closed for

a new song 1o start.

Oversll, Goldenverse

has a sunny dispesi-

tion: and simply

enjoys playing

music. It uses its

music, if possible, to

charm and influence

rthose around it to like it

and generally be happy

{thus it has ranks in both

Diplomacy and Bluff). If it likes

its current owner, it will use any spell-

like ability asked of it. It resents being commanded.
Unless asked to do otherwise, it usually protects itself ar

night with an alarm and an arcane lock.

Goldenverse, intelligent music box, 7th level: hardness 5, hp 13

Communication: Empathy; Perceprion: Hearings AL NG;
SV Fort +3; Ref +5; Wilt 49: Str —, Dex we, Con ~, [nr 10,
Wis 14, Chasa

Skills and Feats: Bluff +6, Diplomacy +6, Listen +3 Perform +6;
Detecr Substancet (gald}, Empathyf, Extend Abilityt {rope
trick), Iron Will

Spell-Like Abilities: s/day—alarm, arcane lock, bless, dancing
lights, identify, knock, light, mage hand, rope trick, tongues

Price: 5e,550 gp

STARSIGHT
Starsight is a pair of brass-
rimmed spectacles. It likes ro think of

itseif as extremely intelligent and is some-

what arregant. It delights in magic and would love for some-
one to grant it more magical powers, either by donating
expetience so thar it can increase in level or by using Craft
Wondrous Item to give it addirional abilities. The way to
Starsight’s "heart” is through bribery: Give it whaz it wants,
and it works with you with a fair degree of loyalty.

It isn't beyond attempting to charm its user, but it remains
very aware of that abilicy’s limited duration.

Starsight, intelligent pair of spectacles.qth fevel: hp 6;
Communication; Telepathy; Perception: Sight with dark-
vision; AL LN; SV Forr +4; Ref +4; Will +35; Str —, Dex — |
Con —, Int1g, Wis15,Cha o

Skills and Feats: Appraise +7 Knowledge (arcana) 47
Spelleraft 47, Spot +6; Enlarge Abilityt {locate object),
Exzend Abilityt (¢harm persan), Unique Magical Abiliryt

{10 to user’s Search checks, and to Survival checks
when acking)

Spell-Like Abiliries: 1/day—charm person,

detect magic, focate obfect, rend magir, silent

fmage

Price: 24,500 gp

GOBLINBANE

With a name like Goblinbane, it's
not surprising that this handaxe
hates goblins. Thanks to its feats,
Goblinbane is a +2 heen goblinoid-
bane handaxe. It has a number of
powess it uses on behalf of ivs wield-
er in combat. As long as a good-aligned
character wields the axe, it is happy. I it is fight-
ing goblinoids, it is even: happier. Note that Goblinbane can-
not hear, so verbal commands mean nothing to it.

Goblinbane, intelligent +2 handaxe, 8th level: hardness 5. hp o
Autacks +6/41 (1d6}; Communication: Speech; Perception;
Sight; AL NG; SV Fort +8; Ref +6; Wil +9; Str 10, Dex 6,
Con —, int 8, Wis 12, Cha 13

Skills and Feats: Spat +12; Asacky, Floar), Weapon or Armor
Abilityf (keen), Weapon or Armer Ability} (bane: gobli-
noids}. Weapon or Armor Enhancement] bonus

Spell-Like Abilities: 1/day—bear’s cadwrance, bull’s strength,
eure fight wounds, detect pason, diviite favor, ghost sound,
greater invisibility, haste, jump, light, shicld of faith

Price: 68,700 gp

VAERAM
Vaeram, an amulet that looks like an eagle,

is extremely arro-
gant, This

brass item

wields many
powers, adding
to the user's
saves, Constitution,
and spells in addition

to having a large selection
of spell-like abilities of its
oewn. Faeram resents its creator
{Vabrin) and hates all giants because

of it. It has dedicated irself to destroying



giants, or at least helping to destroy them, whenever
possible. It refuses to act on behalf of a glan.

Vaeram, intelligent amulet, 10th levek: hardness 5, hp 23
Communication: Super-Telepathy; Perception: Sight and
hearing: AL N; SV Fort +7: Ref 47 Will +3 St1 e, Dt —,
Con —, Int g, Wis 11, Cha 16

5kills and Feats: Diplomacy +16; Ability Focus (fecblentind),
Ability Penetzation, Toughent, Unique Magical Abilicyt
{+2 resistance bonus to saving throws for user), Unigue
Magical Ability} (+2 enhancement bonus to Constitution
for user), Unique Magical Abilityt (acts as a peard of power
for a 2ad-ievel spell for user)

Speli-Like Abilities: 1/day—clairaudionce/clairvopance, daze,
detect thoughts, dimension door, displacement, expeditious
reteeat, fechlemind, flare, invisibility, light, mage hand, ray of
enfachlement, see invisibility, shield

Price: 113,800 gp

CROSS5-REFERENCE
Find new rules to use with the Vabrin's Forge locale in these
chapters:

Chapter Two: Feats—Fuse With {tem, Implant Gambit,
and Life to the Inanimate

Chapter Seven: Spells—Bestow malady, charm ftem, dom-
inate ftem, grant mobility, grant senses, grant specch, and stun
tem

CHAPTER FivE: MAGIC LOCALES ? g

A

BLbd

THE VALE OF STARS

In a place awash with histary, the peopie of the Vale of Stars find
that they fiterslly cannot help casting 3pells. Every word and ges-
ture of their fanguage calls up the ancient power of the place,
where, in ancient times, dragons taught the secrets of speilcast-
ing to men for the first time, and elves built citles of starlight.
The history of the Vale of Stars is long and complicated
indeed. It involves an ancient castle called Arthanath upon a
high, rocky hill. The surrounding valley once harbored an
elven city, but now it
holds only a small

Placing the Portal
human community

Try placing the portal from the Nexus halfivay

and a band of other- between the viliage of Banoton and Costle

Arthanoth (see mop on page 72). This will ailow

worldly stavers. the player characters to discover the villogers’
inadvertent speilcasting powers graduaily,

BACKGROUND as they draw closer to the settlement,

Before humans

recorded their history

in scrolls and books

or even on stone slabs

i temples dedicated to now-forgotren gods, the Wyrmis
Conclave gathered in council....

CASTLE ARTHANATH

The powerful and benevolent metallic dragons of the councit
decided 10 help a few chosen humans by teaching them
spelleraft and how to access arcane magic. Vestorimin the
Sun-Savior built a huge castle of stone and mortar upon a
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ralf hill and named it for the Draconic word for humans. The
great golden dragen then broughr three young humans to
Castle Arthanath and began to reveal the secrets of the
arcane to them. In time, he was joined by Reathurads, the
Lord of Brass, and Semorath, the Lady of Silver, who
brought even more skills and spells to bequeath to their
newfound charges.

Eventually, the humans left Arthanath and ook their
knowledge with them to spread among their people. From
time to time, other humans came to the castle. Some were
welcomed, some were not, Some were never seen again. It
seemed thar, as the years passed, the dragons became capri-
cious and unpredicrable. Then, a thousand years ago, it
became unclear whether any dragons remained wichin
Arthanath at all. No one gained admirtance, and no one
heard or saw anything come from or ge into the castle liter-
ally for years. Eventually, everyone assumed something ter-
rible had befaller the dragons within. However, ail efforts ro
get inside the castle failed-—powerful wards of arcane magic
rebuffed all attempts. Mankind eventually forgor about the

castle and left it alone upon the hill,

THE STARLIGHT CITY OF KARGCTH

Later, but still long ago, an ancient race of wise and skill-
ful elves built a fabulous city called Kargorh in the valley
around Arthanath, although even in those timelost days
the castle stood vacant and apparently unbreachable. The
leaders of rhe Kargothi elves called themselves “starlight
mages.” They created entire structures cut of pure
startight, sometimes commingling it with stone, mezal, or
other materials to create strange and baroque towers,
bridges and domes that glistened with silver, sparkling
iridescence. The starfight mages wielded grear eldrirch
right and evenrually decided o enter into the dragen
castle of Arthanath.

At first, they seemed successful, breaching the castle’s
outer walls. Galleries and porticoes, filled with wonders
unseen for centuries, held treasures and secrets that the
Kargothi arcanists eagerly gathered. They penetrated farther
and farther into the castle, finding new wards and barriers of
magic with every step. Each time they overcame the castle’s
protections, until finally they entered the inner bailey of
Castle Arthanath and looked upon the secret keep within,

THE VALE
OF STARS
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And then they accidentally unleashed an abjuration

greater than any they had previously found.

Perhaps greater than anyone had previously found,

The spelt annihilated the starlight mages and cleansed the
castle halls of them, their servants, and any tace of their
infiitration. It spread down into the valley below and con-
sumed the elven city, rendering the starlight strucrures into
slag and debris, and finally into a liquid that seeped down
into the earth.

STARLIGHT WELLS OF THE DAC

About 50 years ago, genies from the Elemental Plane of
Earth, called dao, arrived in the valley. They had learned
something of the place’s history bur ignored the casile atop
the nearby hill. They focused their artention instead on the
valley floor. Using slave labor from a nearby human village as
well as Jocal orc and
hobgoblin wibes, the
dao drill deep wells to

The Dao

Treat dao o5 neutrad evil genies, with the Hit

The spelt left little or no trace of Kargoth. Tt repaired the get at the liquefied Qfée] sn;ciaf auaﬁtlr‘es ef;, d;scribeg r’n!eéze
. . . MM, Only their special attocks change. Repiece
breaches in Castle Arthanath. Everything was as before. starlight, their spell-ike abilises, air mastery, and whirl-

The stalware citi- wind powers with the folfowing:
STRANGE MAGIC OF THE PEOPLE OF THE VALE
Eventually, people returned to the valley still called the Vale
of Stars, or sometimes even Kargoth. They dwelled in the

region and built for thernselves a village called Bapaton at

Spall-Like Abitities: 1found—detect magic,
magic stone, passwail, wall of stone; 18foy—
move earth, transmute rock to mud, major
creation, earthquake

zens of nearby
Banaton defend them-
selves against these

dao siavers as best Earth Mastery (Ex): Creatures touching the

earth suffer & -1 circumstance penalty to

one end of the valley. Castle Arthanath looms abave the vil- ‘attack and damage rofis ageinst o dao.

they can. Fearing the

tage. With all this magic around them, the residents—over
many generations—-have developed some sirange and subtle
powers. Their very words have become magical; they sublimi-
nally, inadverzently, cast spelis through their normal daily
activities and conversations, Mot much is known about this
strange power, and {rankly mast of the people of Banaton
are unaware of it or don't believe they have it. Creatures who
live nearby believe it, to be sure, since a group of club-and-
pitchiork-wielding villagers defeated derro slaver hordes not
once, ot twice, but three times. Now most people and crea-
tures give the folk of Banaton a wide berth.

inkerent and subsle
power of the people
of Banaton, the dao
prefer to gather their
slaves from elsewhere
in the region.

The dao use magical putnps, powered by the zoil of their
slaves, to bring up the liquid starlight from the deep wells.
The liquid starfight proves so difficult to get hold of, how-
gver, that the dao must move the wells often, creating even
mote work for the staves. Their wells and storage facilities are
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all underground, where they ¢an more easily construct por-
1als to the Plane of Earth.

Of late, while mining out a cavern for a new well, the dao and
their slaves have broken into a section of ancient catacombs,
where they found people imbedded in coffinlike pods called tem-
poral wombs?. These artifacts are the creation of the starlight
mages, some of whom apparently saw their doom coming and
sealed themselves within these containers of woven starlight,

Advenrture Seed {Levels 10 to 13}

& few elven starlight mages (see Chapter Three)
come to the areg around the Vole of Stars and
decide to rid it of the dag completely, They enlist
the heip of the player characters. The das not
arly defend themselves quite well, but they bring
in earth efementoals, derro, and xom to help, and
make their staves fight for them as well.

After g wearying campaign against the doo—
assuming the PLs ond their starlight mage ollies
win—the elves decide to keep the starlight wells
apen and functioning. They even, in foct, keep
the remgining siaves working on the wells, The
mages prove to be rio better than the dao: They
Just wanted the iquid storlight for themselves,
since they con use it more efficiently than ony-
one else. Now the cheracters must decide
whether (0 live with the situotion or turn around
and oppose those they just aided,

UsING THIS LOCATION

Within them, no time
passed, and these awak-
ened elves have become
real problems for the
dag, for the starlight
mages are not happy
when they emerge from
the magical wombs.

One thing is for cer-
tain. Arthanath has with-
stood the ravages of time
with greater fortitude
than any human-built
fortress ever would,
Despite the years, today it
appears 1o be in excellent
condition—only slightly
weathered and worn.

You can place this remote location anywhere in a campaign

world. Its secrers—the liquid staddight. the inadvertent spell-

casting, and dragon magic—are perfect surprises to introduce
into a game to spice things up, If Castle Arthanath’s history
does not fit into your world’s histery, you can change iv, or

make it a tale of just one way that humans learned magic.

The secrets of dragon magic can still be found in the area,

and it may be just such secrets, or the rare mention of them in
ancient rexts, thar bring the PCs here in the first place. The
pecple of Banaton do not know the secret of dragon magie,

but they do know of nearby ancient ruins where they mighr be

found-—places where those who learned from the dragons in

Castle Arthanath set up their own residences in ancient days.
While Arthanath may prove unassailable (and the folk of
Bararon will rell characters that it is), these other ruins are

not, although like all ruins, they may hold dangers.

Of course, interacting with the people of Banaton can
itself be an adventure. The DM should run the NPCs of
Banaton very carefully, because everyone in the village is at
least a 1st-level sorcerer wich the Subliminal Spellcasting?
feat. The locals may have cast ali manner of spells around

and at the PCs, bur there are no vistble effecss or clues thar

spelleasting is going on. The player characters may find
themselves inadvertently charmed into doing the villagers’
bidding, whether they want to or not.

The evil dao can provide interesting anzagonists for the PCs,
The characters may not know what the dao are up 1o, exactly, but
obviously slavery is a rerrible thing. Worse, the dao may atrempt
to capure the PCs if they are in the area. The wells are all acces-
sible through minelike cazacombs under the surface. Gazes 1o the
Elemental Plane of Earth lie amid the wells, guarded by the dao’s
servitors, the derro. The liguid starlight is shipped back 1o the
dac’s home plane, where they use it to coat certain special
mezals and minerals 1o make them even stronger.

If arracking the starlights wells openly is toe much for the
player characrers, they might be able 1o make some daring
raids to free a few slaves, steal some liquid staclighr, or both,
The dao, of course, look unfavorably upon bath such actions
and hunt down the raiders as best they can.

On the other hand, PCs with a less heroic bent might
simply do business with the dao, and buy liquid staright
from them. The dao don’t know the secrets of Arthanath and
dragon magic, and don't really care o learn.

ALTERNATE Use

The walls of Castle Arthanath have been breached once
more, this time thanks 1o a natural disaster. The PCs can
explore this amazing magical location and find its treasures
and secrets while coping with its wards, traps, and
guardians. However, they must also deal with the dao and
the people of Banaton, one way or another.

CHARACTER .
The player characters may meet one of the mysterious starlight
mages {see Chaprer Three) while exploring this locale.

ANATHE THE KARGOTHI

Anathe, one of the original elven starlight mages, very
recently found herself freed from her tempornl womb by the
mining work of the dao and their slaves. Afrer blasting a
number of the earth genies {and their slaves) she flew off,
although she remains in the area. Now she spies on the dao
as well as on the people of Banaton, rying to learn how iong
she has been outside time’s grasp. Left with no other recourse,
she may attempt 1o gain access to Castle Archanath, If she
could recruir powerful allies to do so, all the betrer.

Anathe, female elf Wiz8/Starlight Magero: CR18; Medium
humanoid {elf); HD 8dastoda+16, hp 83 Inir +2; Speed
10 feer: AC 16, touch 14, Har-footed 14; Base Atk o1 Grp +10;
Atk #10 melee; Full Atk +10/4§ melee or +11/+6 ranged;
A, Spells, elf traizs; SQ Low-light vision, ¢lf traits; AL CN;
SV Tort +7, Ref +7, Will #17: Str 12, Dex 4, Conis, Int 21,
Wis 18, Cha 16

Skills and Feats: Concentration +22, Diplemacy +10, Disguise
+g, Hide +3, intimidate +8, Knowledge {arcana) 423,
Knowledge (astronomy) 423, Knowledge (religion) 427
Listen +6, Move Silendy +3, Search +13, Spot +6, Survival
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+8, Tumble +12; Brew Potion, Craft Rod, Dragon Magict,
Empower Spell, Forge Ring, Quicken Spell, Scribe Screll,
Speil Focus (enchanument), Spell Penerration
Contingency: If Anathe suffers more than 3 points of damage
from a melee attack, stoneshin is immediarely cast upon her.
Permanent: Anathe has a permanent sec invisibility spell upon her.
Possessions: Ring of protection +2, amulet of netwral arnior +2,
wings of flying, vod of starlight beams?, robe of stars, putions of
remove paralysis, cat’s grace, protection fram rold, and ture
moderate wewnds, seroll of summen monster VI and prismatic
spray, sceoll of wall of force and geas/quest, silver ring with
star sapphire worth 3,000 gp. 130 pp
Wizard Spells Known (4/6/5/5/5/4/3/2: save DC 15 + spell
tevel): o—dancing lights, daze, detect magie, prestidigitation;
1st—anlimate rope, charm person, mage armor, ray of enfeckie-
ment, shiekd, shocking grasp; znd—bear's endurance, mivror
fmage, simmon monster H, summon swarm, web; yrd—>blink,
Gold persan, protection from energy, slow, summon mongster HI;
sth—arcane eve, dimension door, five shield, greater invisthility,
lesser labe of invulnerability; sth—cloudkall, dominate person,
harroc adulese (lunter serpent)f, wall of faree; Gth—uacid fog,
quickened detoim nav (guided seribe)f, flesh to stone; 7th—
finger of death, limited wish

DRAGON MAGIC

Dragons are far older than humans and discovered magic
long before humanity was even born. Even though today
humanity commands a vast array of spells, the dragons have
kept a few secrets of magic mostly to themselves. This magic,
known simply as dragen magic, proves difficult but not
impossible for nendragons to use. It draws upon the most
primal essences of magic, so dragon magic spells somerimes
seem slightly more powerful than normal spells. Their verbal
components usually consist of mighry roars, and their
somatic components are sweeping and grand.

-
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Today, one can only find the secret of dragen magic in an
ancient book or scroll penned by one of the original humans
who learned the fore from the dragons themselves, Very rarely,
a benevolent dragon will teach a nondragon how to use drag-
ot spells out of the kindness of his hears, or an evil dragon
will reach a spelicasting lackey so that he can berer serve her.

You must have the Dragon Magict feat in Chapter Two for
to access these secrets. This feat is also a component of the
spells related 1o this locale listed in the "Cross-Reference”
section on the next page.

LIQUID STARLIGHT

Elves of old could summon starlight down from the heavens
to uge for various purposes on earth. One of those purposes
involved weaving it into the composition of other materiais.
When the ward from Castle Arthanath blasted the city of
Kargoth, the starlight woven into the buildings was not
destroyed, but liquefied. Now, dao drill down into the earth
where Kargoth once stood, using huge, slave-powered pumps
to bring up the liquid starlight from their weils, Usually, a well
produces about 100 to 500 galions of the material before the
dao must drill a new one. This slow process takes a master of
weeks, but 2 gallon of liquid starlight is worth about 1,000 gp.

The fiquid has the appearance of oily water reflecting the
nighe sky, even during the day. Its consistency is that of slip-
pery, greasy water. It is always cold. although it has a feel to
it that resembles an electric charge—liquid starlight often
makes one’s skin tingle and hair stand on end. Prolonged
exposure burns flesh. It has no smell.

Liquid starlight, drawn up from the mines of the deo, has
™wo uses: coating it onto a nonliving material, er submerging 2
creature in a stardight bath. Liquid starlight has no other uses,
except by starlight mages (see Chapter Three). Ir must be stored
in avat lined with silver {usually priced ar about 10 gp per gal-
fon) or in a crystal conainer (holds one gallon, costs 200 gp).

IRl
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STARLIGHT MATERIAL COATING

You can coat liguid starlight onto another nonliving mate-
vial, improving its hardness, its overall qualiry, and its
resistance to wear. The material gains a +2 bonus ro its
hardness. If coated onto an already fabricated itam where
quality makes a difference, the object becomes a master-
work object. The material also becomes immune to the nat-
ural effects of time and normal wear. Even a substance like
wood or paper becomes virrually timeless if coated with
starlight and left alone. Material coated with starlighe
becomes darker in color, with a faint, twinkling glow. You
need a gallon of liquid starlight te coat 10 square feer of a
material. The process rakes four hours.

To safely and successfully coat mazerial with liquid
starligh, first make an appropriate Craft check (DC z0). S0
1o coat mezal, you must make a Craft (metalworking} check.
and te coat woad, make a Craft (carpentry) check. A failed
check results in wasted liquid starlight, and you suffer 146
points of damage from improper exposure, The material is
not affected by the failure, however,

STARLIGHT BATHS

You can submerge yoursell or another creature in liquid
starlight. The liquid starlighs burns the bather at first, like 2
mild corrosive {inflicting 146 points of damage the first
round and 2d6 points of damage the second round).

Once a bather has weathered this initial exposure, howev-
er, 2 skintike coating of the liquid starlight melds with the
creature’s own flesh. The bather rakes on a shadowy appear-
ance, with twinkling stars swirling throughout the creanure’s
skin. This skin grants the bather damage reduction 15/magic
and adds a +2 enhancement bonus to Strength and
Dexterity. The skin treatment lasts until the creature suffers
10 points of damage for every gallon used in the bath.

Two gallons are needed to bathe a Small or Medium <rea-
ture. One will do for a smaller creature. Four gallons coats a
Large creature, 16 for 2 Huge creature, 64 for a Garganeuan
creature, and 256 gallons for a Colossal crearure.

The process takes 10 minuzes.

SUBLIMINAL SPELLCASTING
Cuer the generations, the people whe live in the Vale of Stars
have unintentionally become infected with eldrizch power.
Prolonged exposure to magic does many strange things to
people. Sometimes the change is physical, creating magical
mutations—this has led, in the past, te whole new species of
creature. Sometimes the change is mental, driving creatures
insane. Sometimes the change is metaphysical. One such
metaphysical alteration is somerhing called subliminal and
inadvertent spelcasting,

Subliminal spellcasting occurs when the very language
peopie use, as well as the gestures and movements they
make, come together to cast spells. Subliminal spelicasting is

almost always inadverteni—rthe “casters” do not even know
that they are doing it. And because it is subliminal, no one
else usually realizes the facr, either

For example, a carpenter with unknown inherent magical
talent and the ability of inadvertent subliminal spelflcasting
might, through the language of the slew chanc he makes w0
himself while he works, and in his movements as he runs his
hands over the wood and maanipulates his tools, cast a sub-
liminal spell that improves the quality of his work. Or & thief
with this ability, caught red-handed, might speak and ges-
rure wildly trying to convince the authorities 1o let her go—
and, thus weaving 2 charm spell over them, she succeeds. She
thinks she’s just good at “fast talking her way our of things,”
butr she’s acrually casting spells.

Subliminal spellcasting is always subtle and slow, the
main reason why those around the caster do not notice it
These inadvertent casters have no named spells or books or
anything of the sort. They may not even know the first thing
about the theories and practices of magic—in fact, they
probably don’, since they've never abserved any of the tell-
tale signs someone trained in the art of Spelleraft might
natice. Their spells are usually very minor canrrip-ieve]
effects ar, at most, the equivalens of a 1st-level speil.
Basicaily, these peaple are mainly commoners ar experts,
with at least one unknown level of sorcerer.

A few spellcasters who have learned that subliminal speii-
casting exists have researched the phenomenon and have
learned to accomplish it themselves, intentionally. Only
those interested in casting spells withour others knowing ir,
slowly and subtly, gain any benefit. It is nor a useful malent o
have in a fight or while exploring a dungeon,

The Subliminal Spellcastingt feat in Chaprer Two allows
the practice of subliminal spellcasting.

CROSS-REFERENCE
Find new rules to use with the Vale of Stars in these chapters:

Chaprer Two: Feats—Dragon Magic and Sublimiral
Spelicasting

Chapter Three: Prestige Classes—Starlight mage

Chaprer Sevem: Spells-—Abuashne (share armor), cuignn
arthanath (consume man), detoim nar (guided strike), diabolich
portam {devil’s gate), fervod adul vestorimin (vestorimin's gokilen
aura, garvis adon {seeming of farm), harroe adulese (hunter
serpent), ilresos tobor {rases of life), jisgus sepa (disguise soul),
hevessa gul {spines of death), margul (dreaded freezc), noness
toma {slip between sight), pretor ar nuade (hoard ward),
temporal venom, and vessa kornari (steal heart)

Chapter Eight: Magic Items— Specific armor: shield of
stars; specific weapons: dragonfist and starsword; rods: death
from the shies and rad of starfight beams; stalf: dragonstaff:
wondrous items: armband of the delicate touch, gauntlet of
arthanath, heart thief, laiv guardian, lenses of dragonsight, and
nechince of stars; and major artifact: Medusa Crown



TOMB OF FROZEN DREAMS

Deep within frozen glaciers lies a serfes of ice caves long
inhabited by a reclusive sect of arcanists. These sorcerers and
wizards have sequestered themselves in order to study magic
more fully and expand the range of their capabiticies for wield-
ing its power. They have also tapped into the natural essence
sf ice and found a way 1o freeze dreams within its chilted soul.

BACKGROUND

Far to the souch, in the uncharted wastes beyond Talesh-
Mhaor, fies a series of caves within the nevermelting ice of
erernal glaciers. Visitors describe the caves as mazelike. Most
of them are filled with frigid sea-water, so one must navigate
by boar,

The vast, cathedrai-like caverns feature majestic pillars of
ice rising up 10 the 100-foot domed roof, while narrow pas-
sages with tighr, nearly impassable rurns and deceptive
drop-offs send water cascading dewn into deep, dark
chasms, Rumors say some of these chasms held magical por-
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tals that lead to other realms or planes, since the water pours i

into chem, but they never fill up—and those whe explore

them are almost never seen again.
As the center of the ice caves Hes a cavern of immense size and
particular grandeur. The ice here glistens like cryseal, with scincil-
lating colors playing
abour the walls, cast Placing the Porral

from the lightof a col- You can place the portal from the Nexus ia any
of the caves in this cavern maze (see mag).
Keep it gwoy from the central tamb proper,
fails from the apex of bowever, ollowing the player characters fo
discover this vast chamber on their gwn.

umn of energy that

the roof down inte the
cold, clear water. The
energy, it is said, flows
from the subconscious
minds of all the intelligent beings in the world. These
thoughts, dreams, images, and memories fill the cavern and
freeze, apped here forever, This is the Tomb of Frozen Dreams.
The tomb is the creation of the Hedrudal, a small group of
arcanists who live within the ice caves, sequestered by their
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own volition to spend all their time studying the intricacies of the arcane. As a

grand experiment, the Hedrudal long age used natural magie bound within the

caves themselves to ereate a place where they could store dreams, thoughis, and

emotions—irozen within the ice. So many centuries have gone by that the Tomb

of Frozen Dreams has become filled with these stored visions and thoughrs.

Adventure Seeds

Levels 5 to B: The player characters need a par-
ticutar bit of knowledge: ¢ commond word for
an item, o password to enter an ancient voult,
the location of a key, map, or some other bit of
treqsure, the nome of the assassin of an emper-
or threg generations ago, and so on, They learn
that the only remaining source of that informa-
tion Yeg in the Tomb of Frozen Dreams. They
must find their way to the caves of ice, deol with
the Hedrudal ane way or another, and find the
proger frozen dream.

Worse, some foe or rival is ofter the same
secret. The PCs not enly have 10 succeed,
but they hove to beat their foe o the goal.

Levels 17 to 20: The ployer characters fearn,
perhaps in on gncient book or from akking to o
wizened sage, that the caves of ice end the
Tomb of Frozen Dreams were oniginally the cre-
atios of o powerful gefugon devil, Sorkur, a
high-ranking wizard in his own right. Although
Sarkur is long dead, his aetions in that place,
which served as his lair, created the frozen
dreams and the rumored portals to other places
and planes found in the deepest reaches of the
winding fcy calacombs.

What even the Hedrudol do not realize, bow-
even, is that there is o deeper tomb—the Tomb
of Bark Dreams. This place ploys hos! to exclu-
sively evil thoughts, desires, secrets, and
warse, Finding and braving this dire chamber
becomes necessary when the PCs reolize that,
according to their information source, Sarkur
left a contingency that is about to come due,
This tegacy sholf unleash the dack dreams upon
the werld by melting them off at ence, threaten-
ing the purity—and, in foct, the sanity—of every
living befng, The characters must overcome the
guardions the devil left behind and stop the
dark dreams frem melling,

UsING THIS LOCATION
Player characters may arempt to find the
Tomb of Frozen Dreams 1o uncover some
secret lost to all living beings but left frozen
within the ice. They may wish to tap into the
powers locked within some of the frozen
dreams. Or they may need to contact the
Hedrudal to learn arcane secrets from them.
Of course, getring to the place might prove
difficult (except threugh the Nexus, perhaps)
since it lies within the ice caves of a distant,
frozen [and. Characrers can reach the caves
only by crossing a frigid and sometimes frozen
sea, making it extremely difficult for a conven-
tional ship to undertake the journey. The
arcanists who Hve here prefer to tansport
themselves and their supplies magically. They
do not even own a ship capable of making the
journey away from their frozen home.

FROZEN DREAMS

Also known as “dead dreams,” frozen dreams
are thoughts and emotions stored within the
ice of the Tomb of Frozen Dreams. Frozen
dreams are difficult to distinguish from normal
ice. A searcher must Jook carefully for the tell-
tale sign: tiny, almost imperceptible images
within the facets of the crystalline ice tself If
you melt a frozen dream using your own
breath, you unleash the dream and it flows intwo
you. Mast of the time, you then experience the
dream, memory, or thought as if it were your
own. These frozen dreams can contain impor-
tant lore, knowledge lost to all but the one
wha can loose it from the tomb. Sometimes,
however, special frozen dreams grant power-
ful abilities to those who thaw them:

®  Frozen Dream of Combat You gain a +2 competence benus to armack rolls

for 1ds days.

*  TFrozen Dream of Knowledge: You gain a +10 competence bonus to a ran-

dom Knowledge skill for one day,

*  Frozen Dream of Life: You can create any creature that you have ever seen

that has up to your Hit Dice. The crearure is not a specific individual-it is

a brand-new, average specimen of its species not under your consral.
®  Frozen Dream of Love: You feel rejuvenated and filled with warmth, The

dream heals you of any damage you have sustained to your mental ability




scores and restores your lost levels or negative levels
as a greater restoration spell.

@ Frozen Dream of Power: You gain the abiliry to casta
random spell 1d4 times, as if you were a sorcerer of the
minirum level needed to cast the spell.

%  Frozen Dream of Rest: You feel retuvenated and
refreshed. The dream heals you of any damage you
have sustained to your physical ability scores and
restores your Jost levels or negative levels as a greater
restoration spell.

®  Frozen Dream of Skill: You gain a +35 competence
bonus to a randem non-Knowledge skill for one day.

®  Frozen Dream of Vigor: You gain a +z enhancement
bonus to Suwength and Dexterity for 1d4 days.

®  Frozen Dream of Youth: You gain a +2 enhancement
bonus 1o Constitution and Dexterity for 1d4 days.

There is a danger in thawing frozen dreams, however.
Each time a characrer melts a dream, he or she must make s
Wiil saving throw (DC 20) or become lost in a reverie of the
dream for an hour, at which point the character may
attempt another save. Each subsequent saving throw's
Difficulty Class increases by 1. The character remains lost in
the trance until he or she makes a successful save.

TE HEDRUDAL

The Hedrudal are secluded wizards who focus heavily on
arcanum, living within the caves surrounding the Tomb of
Frozen Dreams. Their actual living spaces are difficult wo find
and trapped with magical wards and pitfalls. They often
patrol the caves invisibly using fly spells. Sometimes, they
use bargelike boats powered by magic to move abour the cav-
erns of ice.

The Hedrudal hate visizors {those who come openly and
with friendship) and react with hostility to intruders (those
whe do not), using their spells to artack and defeat them as
quickly as possible. They do not even really fraternize with
each other, although they do sometimes share information
and discoveries. All members of the Hedrudal respect the
privacy and devotion of the others. Those who do not are
dismissed {which almost never happens).

The group contains approximately 30 members, ranging
in level from 5th to 20th, although not all of them are avail-
able at any given time. Some get so caughr up in their study
that no one can reach them, even the other members. The
more powerful members have secluded chambers unknown
to the others.

Anyone secking admittance to the Tomb of Frozen Dreams
or wishing 1o speak with the Hedrudal had betrer come pre-
pared to trade in powerful secrers or magical treasure—only
those commodities interest the Hedrudal, and even they may
net be enough to avoid their ire and magical wrath.

CHAPTER FIVE: MAGIC LOCALES

ALTERNATE USE

The frozen dreams are not a past of navure at all, bur rather
they are caprive ideas rendered inaccessible 1o the world at
large forevermore. The Hedrudal are evil arcanists, intention-
ally stealing the dreams and ideas of people in the world and
storing them in the tomb. Creativity begins to wane and a
dark age threatens o consume the land. The PCs must make
an epic journey to reach the caves of ice and defeat the
Hedrudal, rescuing the frozen dreams and releasing back
into the universe where they belong.

MEMORY CHECKS
Whenever a character might remember something that hap-
pened to her either in actual play, from her own (pregame)
past, or something that happened "off stage,” she should
make 2 check, In the latter case, it may be o remember
someone the PCs saw while eating dinner the previous
night, bur the DM did not want to point it our at the time,
because doing so would arouse suspicions unnaturally.

A memory check is a simple Intelligence check. Do not
allow retries or taking 20. Use the following table as a guide-
line for the Difficulty Class:

DC | Condition to Recall

5 | Something just about anyone would have noticed
and remembered; the general appearance of the
man wha killed your father, assuming you got a
good look at him :
10 | Something many people would remember, such as
the location of the tavern across town where they
ate the day before
15 | Something only those with really good memories
might recall, like the kind of earrings a woman was
wearing when you spoke to her three days ago
Something only someone with a phenomenal mem-
ory might remember, such as the name of a man

vou mer ance when you were only six years old.

s
v

Something no normal person could remember, such
as the nineteenth six-digit combination code ona
list of 80 possible combination codes for 2 lock,

when you only saw the list for 2 moment or rwo..

CHARACTER

Piotraon Yammalkin is a typical member af the Hedrudal.

PIOTRAON OF THE HEDRUDAL

Like almost all of the others of his arcane group, Fiorraon
emplays magic to protect himself from Jong-term exposure 1o
cold. Although he focuses on his studies, he enjoys a wider inter-
est in anything that can store spells. “Storage” items or spells
conld serve as payment for his instruction in spells he knows, or
for his guidance as an escort into the Tomb of Frozen Dreams.
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Piotraon Yammalkin, male human Wizio: CR1o: Medium
humanoid (human); HD 10dg+10, hp 37 Init +1; Speed 30
feet; AC 11, touch 11, lat-footed 1o: Base Atk +5; Grp +5; Ak
+§ melee (1d6, masterwork quarterstafl); Full Atk +6 melee
{1d6, masterwork quarterstaf); SA Spells; AL N; 8V Fort +4,
Ref +4, Will +8; Str 10, Dex 13, Con 33, Int 18, Wis 13, Cha o

Sllls and Feats: Craft {ice sculprure) +17 Decipher Seript +17
Knowledge (2rcana)} +17 Knowledge (namure) +o, Knowledge
{religion) +16, Listen 2, Spelleraft +17 Spot +3, Survival +4
Craft Wand, Consume Spellt, Empower Spell, Heighten
Spell. Quicken Spell, Seribe Serofl, Spell Penewation

Contingency: If Piotraon becomes submerged underwater, a
water hreathing spell is cast upon him immediately.

Permanent: Unlike many other members of the Hedrudal,
Piotraon does not have a permanent endure elements {cold)
spell casr upon him (his magic ring rakes care of that for
him), Instead, he has a permanent comprehiend Jangunges spell.

Possessions: Ring of minor rold resistance, glass of frozen
dreamsf, wand of magic missifes (15t level, 12 charges), scroll
of gaze of destructionf and slay ilusionf, potion of cure moder-
are wounds, masterwork/masterwork quarterstaff

Spells (4/5/5/4/4/2; save DC 14 + spell level): o—detect
magie {2}, mage hand, read magie; 191—btast af coldt, mage
arma, inagic missile, obsourfng mist, shield; 2nd—bear’s
endurance, piercef, play the foolf, see invisibility, whispering
wind; 3rd—dispel magic, fly, induee valnerabilityf, lightning
bole; gth—ivele of binding, dimension doar, steneshin, walf

of ice; sth—prying eyes, heightened suppress fesserf

CROSS-REFERENCE
Find new rules to use with the Torab of Frozen Dreams here:
Chapter Two: Feats—Consume Spell and Good Memory
Chapuer Sever: Spells—Blast of cold, chasns of antimagie,
cirele of binding, compeliing question, comrade’s immunity, gase of
destruction, greater compelling question, induce vulnerability, one
step beyond, overcome force, pierce, play the fool, slay illusion,
sphere of deterioratfon, and suppress lesser
Chaprer Eighe: Magic Items—Potions: krowledge potion,
memory potion, and potion ofpcnetmtf{m; rods: foreehammen,
ilusionslayer, and spell lord; wondrous items: glass of frozen
dreams and robe of force resistance

CITY IN THE STORM

Deep in the heart of a neverending storm called the
Reavewind lies Sanneth, the City in the Storm. Nestled with-
in the eye of the storm, the magical flying city floars safely
amid the destruction all around it The entire city, made
mostly of glass rowers and crystal domes, rises up from a
bronze disk base almost half a mile across.

When the sorcerer Gar Sanneth needed a sanctuary from
the marauding ogre army of Chureck-Fon, she created an
entire city using multiple wishes thar left her drained and vul-
nerable, The city fay ac the heart of the Reavewind, an erernal

storm that continually washed over a small but shunned sea
far to the west. She dwelled within the city for quite some
time, fortifying it, and making pacts with elemental lords
called the Scions of Storm and Earth o ensure the well-
being of her creation. She even worked with the archdruid
Ravvan 1o create the creatures known today as the sehr {see
Chapter Nine). Though they look like creatures of the sea,
these beasts remain very much at home on the wind.

Eventually, however, Chureck-Fon's mind flayer assassins
caught up 1o Gar Sanneth, and she was slain,

BACKGROUND

Years passed, until finally Ravvan calmed the storm for a day
and revealed the floating abandoned city again. At the rime,
he soughr a place to store an artiface called the mana vessel
for safekeeping. This huge crysralline artifact, shur with a
mithral seal, held vast reserves of arcane energy and---rumor
had it—magical beings of energy as well. Ravvan, fearing the
mana vessel’s power, stored it within the city, which he named
Sanneth afier his friend, its creator. Then he assigned awak-
ened animal guardians to warch over it. When the storm
returned, he was already gone from the city, which hid,
undistarbed, for many more years.

Later Ravvan returned 1o the Reavewind and once again
calmed it with his power. This time, however, the ghost of Gar
Sanneth herself possessed the archdruid as soon as the storm
had died, and forced him ro rerurn to her city. Seeking 1o
destroy itin a scheme of spite from beyond the grave, she bade
Ravvan break the sea! on the mana vessel, loosing its contents
in a conflagration of dissolution, The possessed Ravvan killed
his own awakened servants and prepared to do just that.

Guided by divination, the clerics of nearby lands foresaw
these events and looked for thase who could stop them.
Seven individuals rose to oppose Ravwvan. On winged steeds
they flew to Sanneth while the Reavewind remained calm.
They joined Ravvan in fierce bartie.

During the struggle, however, the vessel cracked. The
T'kraam. known in ancient Jegends as “the thunderkin,”
escaped. The parriaily open mana vessel bathed the seven
heroes with strange otherworldly energies, but they repaired
the crack before the artifact could loose far worse destruc-
tion. The heroes defeated Ravvan, then called upon the
Scions of Storm and Earth 1o seal the broken vessel.

With the barzle over, the heroes decided ro serte in
Sanneth and make it their home. They used the sohr 1o trav-
el through the storm safely and bring more people and sup-
plies; they have continued to rely on the creawres ever since.
Of course, the ever-present danger of the thunderkin forced
the inhabitants of Sanneth ro remain always vigilanz.

Seven noble families developed over time, each descended
from one of the seven great heroes of Sanneth. In each of
these bloadlines flowed sorcerous ralent, giving the descen-
dants special abilities activared only through certain spells.
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SANNETH TODAY >
Though Sanneth is a place of legend 1o some, most peaple do not even know it
exists, The Reavewind thar surrounds it rages in an isolated area of the warld
above a sea rendered almost unnavigable by the eternal storm. Despite this,
Sanneth supports a population of abour 4,000 residents. More than a traditional
rown of that size, Sanneth weems with people of great power and skill. It has more
than its share of mid- to high-level fighrers, wizards, dleries, rogues, and so on.

Those few who do know of Sanneth consider it a source of great erafismanship,
particularly known for its magic items.

The people of Sanneth have only recently fearned thar the T'kraam have some-
how created a number of tiny floating forrresses of their own within the giant

seorm of the Reavewind, From there, they launch attacks against Sanneth. The
Palat family urges calm prudence, but the Ethrochals, the Aovaunts, and the
Tephaons prepare to mount an aitborne force of battle sohr and air bargesf ro
brave the winds, rect out the monsters in their lairs, and destroy them once and
for all. Mo one knows how the evil creatures could have obtained such forrress-
es—withour hands or the ability to cast spells, they could not have built them
themselves, presumably. What no one has yet learned is that the T'kraam have
begun taking slaves to build scructures for them.

THE FAMILIES OF SANNETH Placing the Portal

Family ties and bloodlines are extremely The gortal from the Nexus should be placed in
. the middie of the city of Sanneth, ollowing

. characters to encounter residents from
families of imporr all claim as ancestors several different families almost
: immediately upen their arrval.

important in Sanneth. The seven major

one of the seven heroes that évercame
Ravvan. Each of these families has potens
powers resuiting from their heritage,
brought te the fore by an activate bloodline
powerf spell. Characters enjoy either the
minor or major bloodline ability described
for their family below, depending on their level, as derailed in the spell. The pow-
ers remain active only while the duration of the spell lasts.

AOVAUNT
Markul Aovaunt was an elf paladin. His family, all elves (and the occasional haif-
elf), lives in Sanneth today, having taken up all sorts of occupations. A number of
the Aovaunt family members 1oday study wizardry. Each usually possesses ata
feast a modicumn of their ancestor’s nobility, however, as well as his atrachmenz to
order and goodness.

Minor Bloodline Ability: Foes within 23 feet who are not of your alignment
make attack rolls, saving throws, and checks ata -2 circumstance penalry.

Major Bloodline Ability (Fire of the Aovaunt): Foes within 25 feet who are not
of your alignment suffer 1d6 peints of fire damage per round.

DRELLOS

The Drellos family is a dwarven clan that traces irs bloodline to Urnor Drellos,
dwarven fighter of grear skill and repute. He was also a cleric of Erred, a god of
valor and trust. These dwarves still serve Erred and fund the temple of Erred in
Sanneth, Most, however, have taken up the martial path, and the Drellos family is
knawn today for its skill at arms. Kalla Drellos, who passed on recently due to age,
was one of the greatest weaponsmiths of all time, and her handiwork remains in
the family armory. They also keep a small portion available for sale. Kalla, a cleric as
well as a smith, sometimes worked with an arcanist to create weapons of great
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might. She also Joved to work with adamantive. Drellos
weapons enjoy quite a reputation throughout Sanneth and
elsewhere.

Minor Bloodline Ability: You gain one extra attack per
round at half your highest atrack bonus.

Major Bloodline Abiliry: You gain one extra attack per
round at your highest atrack bonus.

ETHROCHAL

Today, the family of Echrochal maintains the pods of domes-
ticared sohr kept by Gar Sanneth, Their family seems to pos-
sess a strange dichotomy, for the males often have a prediec-
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tion toward martiak arts and monkish tmaining {(some are
fighters with Improved Unarmed Actack) while the females
often have great skill with animal handling and become

Why a City in the Storm?

The whole point of the City in the Storm is o
provide g way fo have classic, epic adventures
int the clouds. Characters mounted upon fiying
whaies saifing into ¢ stormcloud (o do battle
against creatures of thunder and lightning —
these gre things that every ployer will
remember fondly.

Flogting cities in the clouds cre a staple of fon-

tasy for o reason. Almost everyone dreams
of flying, Living in the clouds is a fencifil
deydream for londbound creatures ke us,
We even refer tc daydreamers as people
“with their heads in the clouds.”

PALAT

druids or rangers. Their
heroic ancestor, Villania
Ethrochal, was a female
monk.

Minor Bloodline
Abiliry: You gain eva-
sion. 1f you already have
gvasion, you gaina +6
luck bonus to Reflex sav-
ing throws.

Major Bloodline
Ability: You gain
impraved evasion, 1f you
already have improved
evasion, you gain a +1o
luck bonus w Reflex sav-
ing throws,

The Palat family has ruled Sanneth for over three genera-
tions. Although their ancestor Millis Palat was a rogue, her
family has become known mare for its diplomatic and
administrative abilities than anything else. The family is
knewn for being wealthy, stylish (trend-setting, even), and
charismatic. The beautiful and intelligent Vaisson Palar cur-
rently leads the family and the city. She is alse a sth-level

rogue/qch-level aristocrat.

Minor Bloodline Ability: You gain +1d6 sneak atzack.
This either grants you the ability to make sneak areacks or

stacks with your normal ability.

Major Bloodline Ability: You gain +2d6 sneak arrack.
This either grants you the ability to make sneak artacks or

stacks with your normal ability.

SCARTH

The Scarchs revere the Lady of the Clouds, Monetrica. Even
taday, they are the driving force behind her temple in
Sanneth. A member of the family has always mainmained

the position of high priest there, in¢luding their heroic
ancestor: the first High Priest of Monettica in Sannerh,
Jeret Scarth.

This family, made up mosty of clerics and sorcerers,
became proficient in creating creatures of the mist (see
Chaprer Nine). These creazures, sacred to their goddess,
guard the family manor and perform various tasks for
them. Occasionally, che family uses its creations in a mis-
sion for the good of the ciry.

Minor Bloodline Ability: Physical and magical atracks
pass through you as if you were partially mist and had dam-
age reduction 10/magic and spell resistance 15,

Major Blocdline Ability: Physical and magical attacks
pass through you as if you were partially mist and had dam-
age reduction 15/magic and spell resistance 20.

TEPHAON

This family possesses a strong proclivity w sorcery, perhaps
traced back to interactions with semidivine elemental
beings called the Scions of Storm and Earth in ages past,
The Tephaon family claims that Gar Sanneth herself had
their blood in her veins, and records showing that she
interacted with the Scions of Storm and Earth suggest it

is ar least a possibility.

Locals usually characterize this family as arrogant and
haughty, yer protective and generous at the same time. The
Tephaons themselves admit to looking upon the people of
Sanneth as lessers who need 1o beavarched over and cared
for. Their ancestor, known only as Tephaon, was a sorcerer
with a staff of power. Long since exhausted in its power sup-
ply, the staff now hangs above the mantel in the family’s
matior house,

The family is well known for its magical craftsmanship.
Ahhough they normally leave weaponsmithing to the
dwarves of the Drellos clan, they are responsible for the cre-
ation of the renowned elemental blades (see Chaprer Eighu:
Magic Irems).

Minor Bloodline Ability: The spells you cast with this
ability active are treated as being cast by someone of +5 lev-
els when derermining how hard they are 1o dispel. This is
true of the caster level of magic items you create as well, buz
for purposes of dispelling only.,

Major Bloodline Ability: You may speak aloud the narne
of a single crearure you know and inflict upon that creature a
=5 luck peralty for saving throws against spefls you cast with
this ability acrive. You may targer only one named creature
per use of this abiliy.

URSAD

Ursad was a barbarian from the far south. While his
descendants have taken to living in a highly magical and
sophisticated ¢ity, they retain a few of their barbaric
ways—particularly when it comes to fighting. The family



holds a reputation of being stalwarr and trustworthy, but
often a bit toe quick to anger. And they hold a grudge bet-
zer than anyene else could imagine.

The Ursad family is strongly allied with Ethrochals and
shares their affection for the sohr.

Minor Bloodtine Ability: You gain the abilivy o rage iike
a barbarian. If you already possess this ability, you gain an
additional 42 benus to your Strength score when you rage
{with this ability active).

Major Bloodline Abiliry: You gain a +8 enhancement bonus
0 your Strength score.

UsING TiHIS LOCATION

Sanneth is a place full of porential adventure. The varlous
important families vie {usually nonviolently) for influence,
yet work together against the threat of the thunderkin.

The characters might need ro find Sanneth as a part of
their quest, Perhaps they heard a legend that the object most
important to them (perhaps one of the swords of the Scions
of Storm and Earth) Hes within a city at the heart of a storm.
Eventually, they discover Sanneth and how to get there, but
must help fight the thunderkin ro complete their quest.
Alcernarively, the PCs could come to the city to learn the
secret of creating creatures of the mist,

Or, they might somehow end up in Sanneth by accident,
perhaps coming through the Mexus inadvertently. They must
befriend someone there with the knowledge of how to
escape back through the storm, either magically or by riding
a sohr, While there, they find themselves embroiled in the
polizics of the city.

Another way ro integrate this setting into your campaign
is to have one or more PCs descend from one of the named
families {or a unique family that you creaze). The player char-
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acters must And Sannesh to learn how to activare their
blosdline abilities,

ALTERNATE USE

‘The city of Sanneth has already been conguered by the
T'lraam and their evil cloud gianr allies. A number of
refugees, flying on sohr, escaped down 1o the ground near
where the PCs live. They attempt to find adventurers brave
enough and capable enough ro help free their fleating ity
from the clurches of evil.

CROSS-REFERENCE
Find new rules to use with the City in the Storm locale in these
chaprers:

Chapter Seven: Adventure Seed (Levels 6 10 8)
The PCs gncounter g wourded sohr an the
ground. it was hormed by un ottack of the
T'kraam. If they give il oid, the thunderkin
attack again while they do se. Should they

defeat them, the sohr attemgis to take them
with it beck to Sanneth. There, they are greeted
warmly by membecs of the Ethrochal femily and
are introduced 1o the City in the Storm.

Spcﬂs-—ﬂcrimre
bloodline power, broth-
er's Fevenge, control
ereature of the mist,
ereate creature of the
aust, creale greater
creature of the nist,
ereate lesser creature of
the mist, family curse,
forge inherited bond,
fuse line, kin curse, kin
link, learn heritage, legagy of eldvitch might, and muaster ereature
of the mist *

Chaprer Eight: Magic Items-~Magic weapans: efemental
blades (flameblade, stoneblade, waveblade, and windblude): and
magical vehicle: air barge

Chapter Nine: Creatures—Crentures of the mist, sohr,
and T'kraam {the thunderkin).
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CHAPTER SIX

he variant bard’s spellsongs are presented alphabed-
cally in this chapter according ro spellsong type: notes,
chords, and melodies. For a basic overview of the con-
cept of spellsongs, see Chapter One: Alternate Clagses.

SPELLSONG CONVERSIONS

Some of the spells in Chapter Seven of this book can be con-
verred to spellsongs. A few things about spellsongs are dif-
ferent from spells, bus for the moest part you can ignore their
level, components, and casting fime. All spellsongs are sonic.

Use the following list of new spelisongs and the spelis
that they are based upon with the variant bard.

Spelisong Type  Spellsong Name

Spellnare Glortous song (magical performance)
Spellnote Note of beauty (glamour)
Spelinote Resist age (betray the years)
Spelinore Song of mashing {resist scrying)
Spelichord Befriend ftem (charm item)
Spelichord Daze item {stun item)
Spelichord Sing the wind {guide craft}
Spellchord Song of deflection (defiect arrows)
Spellchord Stahbing chord {rogue’s stab)
Spellchord Control item {dominate item)
Spellchord Familysltayer (kin curse)

SPELLSONG LISTS

‘This list first appeared as a feature on cwww.montecoak.como.

SPELLNOTES

Burst of Speed: Your speed increases by +10 feer or more,

Countersong: You counter sonie effects.

Cushion Fall: Target falls up to 20 feer/level safely.

Deflect Blow: Ateack roll against target suffers a -4 penalay.

Destroy With Sound: Destroys object.

Influence: Targets react to you more favorably.

Inspire Courage: Allies gain +1 bonus to arrack and weapon
damage roils.

Minor Healing: Heals 1d6 points of damage.

Momentary Charm: Humnanoid becomes friend for a short
period.

Momentary Disappearance: You become invisible for a
short period.

Momentary Protection: Target gains +1 or higher deflection
bonus to Armor Class.

Spellsongs

The speeiad prviews of the lard, spelisongs ave sensifer ju spedls, but different enorgh vhe they ment thete vnen ehapter fiere

Misdirected Sound: Sound seems to come from elsewherz,

Obfuscarion: You gain a +3 bonus w Hide checks.

Of-Balance: Target suffers penalty and may fall down,

Personal Knowledge: Learn fact about crearure.

Quiet Movement: You gain a +3 bonus to Move Silentdy
checks.

Sonic Dart: Ranged touch atrack inflicts 1d6 points of sonic
damage.

Sonic Srab: Touch atrack inflicts 1d8 points of damage +
1 point/caster level.

Songstrike: Cone of sonic energy inflicts 1dy poines of
damage/three caster levels.

Stun: Target stunned for 1 round.

True Language: All can understand you.

Whisper: You send a whispered message at range.

SPELLCHORDS

Alter Sounds: You change sounds in an area.

Charm: Humanoid becomes friend.

Counter Sifence: Dispels magical sllence.

Create Object: Creares small object.

Disguise: Changes your appearance.

Disrupt Thoughts: Tarpet can only defend himself.

Enhanee Physical Form: Target gains bonus to Constitution,
Dexterity, or Strength.

Fascinave: Targers take no actions.

Faumble Field: All in area suffer penalties and speil failure.

Disappear: You become invisible.

Heal Wound: Heals 3d6 points of damage.

Inspire Competence: You give ally a +2 bonus,

Levitation Chord: Target floats in the air.

Minor Wall of Sound: Creates sonic wall.

Oathchord: Magically seals an agreement.

Recall Tale: Gives details on a particular subject.

Sense Auras: See magic auras and invisible objects or creatures.

Sense Lies: Sense whether subject is lying.

$ilent Chord: Creares an area of magieal silence.

Stumber: 3d4 Hit Dice of creatures [al] asleep.

Sonic Blast: Cone of sonic energy inflicts 1d4 points of
damage/level,

Sonic Lanee: Creates melee weapon that inflicts 1d4 points
of damage/two levels,

Sugnestive Chord: Targer is compelled to 1ake a particular
acticn,

Swift Song: You gain an additional action each round.



SPELLMELODIES

Destroy Utterly With Sound: Targer disintegrates or suffers
546 points of damage.

Disrupt Body: Targer is paralyzed,

Disrupr Magic: Magical effects are canceled.

Find Creature: Locates subject,

Harmeny of Flight: Targer flies.

Remove Condition: Alleviates unwanted condirion.

Song of Vitrification: Turns a creature to glass.

Sonic Sword: Creates melee weapon that inflicts 1d6 peints
of sonic damage/two levels and stuns.

Sonic Wall: Creates impervious wall of sonic energy.

Soothe the Savage Beast: Living creature becomes friend.

SPELLNOTE DESCRIPTIONS

All bard notes are quick, speil-like move acrions that require
verbal components. Metamagic feats den't affecs them, but
eldrirch fears do. In all other ways, treat them as spells.

BURST OF SPEED
Transmutation [Sonic]
Range: Personal
Target: You
Duration: 1 round/level
Saving Throw: None
Spell Resistance: No
With a shrill note, you begin to move faster. Ac st
through sth level, the bard gains a bonus of +10 feet o
speed. At 6th through 10th level, the bonus is +20 feet. At
11th level and higher, itis +30 feer.

COUNTERSONG
Abjuration {Sonic]
Range: 50 feet
Effects: Sound-based or sonic effects
Duration: See text (no more than 1 round/tevel}
Saving Throw: Nane
Spell Resistance: No

You use a powerful note te counter magical effeces char
depend on sound (but not simply spells with verbal compo-
nents). Once the speiinote kas been cast, you can continue
singing as a free action each round. While singing, you can
take any action other than casting spellsongs, activating magic
irems by spell completion (such as scrolls), or aczivating magic
itemns by magic word (such as wands). Each round of the coun-
tersongf, you make a Perform {sing) check. Any creature within
3o feet {including you) who is affected or could become affec-
ed by 2 sonic or language-dependent magical atzack (such as
sound burst or command) may use your Perform chack result in
place of a saving throw if the Perform check result proves 1o
be bester. This spellsong can be used preventatively.

For example, Yarrin the bard casts countersong before he
and his friends enter the lair of a harpy. Each round thar
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Yarrin keeps singing, he and his friends can use either his
Perform check result or their normal saving throw result
(whichever is higher) as their saving throw resulr against the
harpy’s charm song. Immediately after defearing the harpy,
Yarrin and his friends encounter an enemy bard and sorcer-
er. The sorcerer casts sugpestion and the bard casts songstribef.
Since Yarrin is stifl singing the countersong, he and his ailies
can use his Perform checks as saving throw resules against
both of these new effects as well.

CUSHION FALL
Abturation [Sonic]
Range: 100 feet
Targer: One creature or object
Duration: Instantaneous
Saving Throw: None
Spell Resistance: No

You {or another of your choosing within sange) can fall
safely up 1o 20 feet per level. This spellsong does not reduce
falling speed, but instead creates a cushion under the falling
creature or object that absorbs the fall. If the sarger falfs far-
ther than the bard’s level allows, the zarget suffers full dam-
age. Unlike other spellsongs, cushion fallf can be cast even
when it is not your turn. However, if you cast it out of rurn,
on your next turn you <an take either a standard or a move
action, but not both.

DEFLECT BLOW ;
Abjuration [Sonic]
Range: 20 feet
Targer: One creature or object
Duration: 1 round/level
Saving Throw: None
$pell Resistance: No
The next time the subject is amacked, the subject gains 2
+10 deflection bonus 1o Armor Class for that artack only.

DESTROY WITH SOUND

Evocation {Sonic)

Range: 20 feet

Aren or Target: A 3-foot-radius spread; or one solid object
or one crystalline creature

Dutration: Instantaneous

Saving Throw: Will negaves (objecr); Will negates (object)
or Fortitude half {see text} {DC 11 + Charisma bonus)

Spell Resistance: Yes {object)

You ereate a loud ringing note that shasters brirtle, non-
magical objects; sunders a single solid, nonmagical object: or
damages a ¢rystailine creature.

Used as an area arzacl, destroy with soundf shatzers non-
magicat objects of crystal, glass, ceramic, or poreelain, such
as vials, boutles, flasks, jugs, windows, mirrors, exc. All such
abjects within 3 feer of the point of origin are smashed into

5
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dozens of pieces by the spellsong. Objects weighing more
than 1 Ib. per bard level are not affected, bur the effect shar-
ters all other objects of the appropriate compaosition.

Alrernatively, you can target destroy with sound againsta
single solid object of up to 10 Ibs. per caster level, regardless
of composition.

Targeted against a erystalline creature {of any weight),
destroy with sound deals 1d4 points of damage per caster level
{10 & maximum of 10d4), with a Fortitude save allowed for
half damage.

INFLUENCE

Enchantment (Charm) [Mind-Affecring, Sonie]

Range: 5o feet

Target: Up to one living creature/level, no two of which can
be more than 2o feet apart

Puration: 1 round/level
Saving Throw: Will negares (DC 11 + Charisma bonus)
Spell Resistance: Yes

After you produce a single, pleasant note, all affected rar-
gets react to you as if you had an additional 2 Charisma
bonus. This spellnote does not affect the number of spell-
songs you gain per day, but it does increase spellsong
Difficulty Classes against affected targets.

INSPIRE COURAGE

Enchantment {Charm) [Mind-Affecting, Sonic]
Range: 20 feer

Targets: All allies within range

Duration: See text

Saving Throw: None

Spell Resistance: Yes (harmless)



You inspive courage in your allies, bolszering them against
fear and improving their combat abifities. Once the spellnote
has been cast, the bard can continue singing as a free action
each round. While singing, the bard can take any action other
than casting spelisongs, activating magic items by spell com-
pletion (such as serolls}, or activating magic items by magic
word {such as wands). To be affected, an aily must hear the
bard sing for a full round, so the effect begins the round afrer
the bard uses this note. The effect lasts as long as the bard
sings and for 5 rounds after the singing stops {or the ally can
no longer hear it). Affecred allies receive a +2 morale bonus 10
saving throws against charm and fear effects and a +1 mozale
bonus to artack and weapon damage rolls.

MINOR HEALING
Conjuration (Healing) [Sonic]
Range: Touch
Targer: One creature
Duration: Instantaneous
Saving Throw: Wili half {harmless) (DC 13 + Charisma bonus}
{see text)
Spell Resistances Yes (harmless)
With a single, pleasant note, you call forth enaugh posi-
tive energy to heal a creamure 146 hit peints, This spellnote
deals damage to undead rather than healing them.

MISDIRECTED SOUND
Hlusion {Figment) {Sonic]
Range: 25 feet
Effect: An inteiligible sound, usually speech
Duration: One minute/devel (I}
Saving Throw: Will disbelief (if inreracted with)

{DC 11 + Charisma bonus)
Spell Resistance: No

You can make your voice {or any sound you can nermally
vocalize) seem to issue from someplace else, such as from
another creature, a statue, from behind a door, down a pas-
sage, ete. You can speak in any language you know. Anyone
who hears such voices and sounds and rolls a successful save
recognizes the sound as illusory (but still hears it).

MOMENTARY CHARM
Enchantment (Charm) [Language-Dependent,
Mind-Affecting, Sonic}
Range: 20 feet
“Targer: One humanoid, animal, or beast
Duration: 1 round/level
Saving Throw: Will negates (DC 11 + Charisma bonus)
Spell Resistance: Yes
This spellnote makes & humanoid or animal regard you as
a trusted friend and ally. If you or your allies are currently
threatening or atacking the crearure, however, it receives a
+5 bonus on its saving throw.
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The speilnate does not enablc you to control the
tharmed subject as an automarton, but the creature per-
ceives your words and actions in the most favorable way.
You can try to give the subject orders, but you must win an
opposed Charisma check to convince it 10 do anything k
otdinarily wouldn't do. (Retries are novallowed.} A
charmedf creature never obeys suicidal or obvicusly harm-
ful arders, but it might believe your assurances thar the
only chance to save your life is for it ro hold back an
onrushing red dragon for “just a few seconds.” Any act by
you or your apparent allies that threatens the charmed
subject breaks the spellnote. Note also thar you must
speak a language the creature can understand to commu-

nicate your commands, or else be good at pantomiming.
o =4

MOMENTARY DISAPPEARANCE
Transmutation { Sonic]

Range: Personal

Targew: You

Duration: 1 round/owo levels fmaximum 5 rounds)
Saving Throw: None

Spell Resistance: No

This spellnote renders you and your gear invisible for a
short time, You become visible again if you attack any other
creature,

Items that an invisible creatare drops or puts down
become visible; items an invisible person picks up disap-
pear if tucked into her clothing or pouches. Light, however,
never becomes invisible, although a source of light can
become so {thus, the effect is that of a light wirh no visible
source). Any part of an item the subject carries that
extends out more than 10 feet from her, such as a tailing
rope, becomes visible.

For purposes of this spelinote, an “attack” includes any
spell that targets a foe or whose area or effect includes a
foe. (Exactly whe is a "foe” depends on the invisible char-
acter’s perceptions.) Actions directed at unattended
objects do not break the spellsong. Causing harm indi-
rectly is not an atzack, Thus, an invisible being can open
doors, talk, eat, climb stairs, summon monsters and have
them attack for her, cut the ropes holding a rope bridge
while enemies are on the bridge, remozely wigger waps,
open a porreullis o release attack dogs, exc. 1f she artacks
directly, however, she immediately becomes visible along
with ali her gear.

MOMENTARY PROTECTION
Abjuration [Sonic]

Range: Touch

Targes: One crearure

Duration: 1 round/level

Saving Throw: Nene

Spell Resistance: No
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The creature you touch gains a +1 deflection bonus 1o
Armor Class at 1st through sth caster level. At 6th through
1oth level the bonus is +2, ar 11th through 15th the bonus
becames +3, and at15th level and higher it is +4.

OBFUSCATION
Transmutation [Sanic]
Range: Personal
Target: You
Duration: One minute/level
Saving Throw: None
Spell Resistance: No
You gain a +5 competence bonus 1o Hide checks.

OFF BALANCE
Transmuration [Sonic]
Range: 50 feet
Targen: Cne crearure
Duragion: 1 round
Saving Throw: Reflex negates (DC 11 + Charisma bonus}
Spell Resistance: Yes

You knock a creature off balance with a deep, resounding
note. The creature suffers a —2 penalry to artack rolls, ability
and skill checks, and Reflex saving throws. If the creature
takes any action other than defense, it must also make a
Balance check {DC 20) or fall down, becoming prone.

PERSONAL KNOWLEDGE™
Divination [Sonic}
Range: Touch
Targen: One living creature
Durarion: Instantaneous
Saving Throw: Wiil negates (DC 11 + Charisma bonus)
Spell Resistance: No

With a single touch and a seft, low note, you learn one of
the following six things about a creature {you choose when
you cast the note):

1. Name

2. Age

3. Race/Type

4. Class (if applicable}

3. Closest ally {if applicable)

6. Mest hated enemy (if applicable)

QUIET MOVEMENT
Transmutation {Sonic]
Range: Personal
Targer: You
Duration: One minute/level
Saving Throw: None
Spell Resistance: No
You gain a +5 competence bonus to Move Silently checks.

SONGSTRIKE

Evocatien {Sonic] s

Range: 30 feet

Area: Cone

Duration: [nstantaneous

Saving Throw: Reflex half {DC 11 + Charisma bonus)
Spell Resistance: Yes

With a single note, you blast forth a cone of sonic energy
from your mouth that inflicts 1d4 points of damage per three
caster levels (ro a maximum of 5d4).

SONIC DART
Evocation [Sonic)
Ranpe: 5o feet
Target: One creature or abject
Duration: Instantaneous
Saving Throw: Nene
Spell Resistance: Yes

You create a tiny missile of sonic energy thar flies forth ar
a targes you designate. To hit the targer, you must make a
ranged rouch atrack. A success inflicts 1d4 points of sonic
damage plus an additional w4 points of sonic damage per
three caster levels (to a maximum of 3d4).

i Or:'g;'nr;ﬁy (zpf)a’mwf my avisnontesapd conn.



SONIC STAB

Evocation [Senicl
Range: Touch
Target: One creature or object
Duration: 1 round
Saving Throw: None
Spell Resistance: Yes

Your piercing note creates a sonic dagger that you can use
1o make a touch arrack against an opponent, The artack
inflicts 148 points of damage + 1 point per caster level
{maximum 1d8 + 25).

STUN
Enchantment [Mind-Affecting, Sonic]
Range: 50 feer
Target: One creature
Duyration: 1 round
Saving Throw: Fortitude negates (DC 13 + Charisma bonus)
Spell Resistance: Yes
You stun a creazure for 1 round with a shrieking note.

TRUE LANGUAGE"
Divination {Sonic]
Range: Personal
Target: You
Duration:1 round/level
Saving Throw: None
Spell Resistance: No

Producing a long, continuous note, you enablé yourself 1o
be understood by all who can hear you. This spelinote does
not impel anyone to obey what you say, nor does it grant intel-
ligence to someshing that normally would not understand
your words (such as a squirrel or a rock). Animals, however,
<an undezstand simple one-word statements {such as "dan-
gor” or "drink”) and creatures with a language can understand
as if you spoke to them in their native tongue. Bards of 10th
{evel ar higher using this spellnote also understand words spo-
ken to them in any language. This spellsong does not enable
subjects to understand unfamiliar wrirten or sign language.

* QOrignnlly appeared on avwanmontecaok, coms,

WHISPER
Transmutation [Language-Dependent, Senic)
Range: Sight {inchuding through a scrying device or spell
Targees: One creature/level
Duration: Instantaneous
Saving Throw: None
Spell Resistance: No

You can send a whispered message, carried on a single
magical note, with little chance of being overheard. Point
your finger at each creature you intend to hear your mes-
sage. When you whisperf, the message becomes audible ro
all the targeted creatures within range. Magical silence,
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1 foot of stone, 1 inch of common metal (or 2 thin sheet asobd
of lead), or 1 yard of wood or dirt blocks the spellsong.

The message, however, does not have to travel in a

straight line. It can circumvent a barrier if there is an

open path berween you and the subject and if the path’s

entire length lies within the spelisong’s range. The speli-

song transmits sound, not meaning, it doesn’t transcend

language barriers.

SPELLCHORD DESCRIPTIONS

Bard chords are spell-like, standard actions requiriag verbal
components. Metamagic feats do nor affect them, buc
eldritch feats do. In all other ways, treat them as spells. A
bard can usc five spelinotes to create a single spellcherd.
Multiple bards can devote spelinotes 1o create a spellchord
together, as long as five spellnotes are cast,

ALTER SOUNDS

Transmutation { Sonic}

Range: z5 feet

Targets: One creazure or object/ievel, no two of which can
be more than 30 feetaparnt

" Duration: One hour/level (D}

Saving Throw: Will negates (object) (DC 13 + Charisma bonus)
Spell Resistance: Yes (object)

With a thick, rich chord of music, you change the sounds
that creatures or objects make. You can create sounds where
rone exist {such as making trees sing), deaden sounds (such
as making a party of adventurers silent), or ransform
sounds into other sounds {such as making a caster’s voice
sound like a pig snorting). All affected creatures or objects
must be altered in the same way. Once the transmutarion is
made, you cannot change it.

You can change the qualities of sounds bur cannot create
words with which you are unfamiliar youtself. For instance,
you can’t change your voice so that it sounds as though you
are giving the command word 10 activate a magic item unless
you know that command word.

A caster whose voice is changed dramatically {such as into
the aforementioned snorts of a pig) s unable o cast spells
with verbal components.

CHANNEL SOUND
Trapsmutation [Sonic]
Range: Sight
Targets: One creature/level
DPurarion: 1 reund {see below)
Saving Throw: None
Spell Resistance: No
You create a channel through which sound can flow 1o any
creature you ¢an sez. Thus, any spellsong you cast on the fol-
lowing round can potentially affect the targets as if they were
in the spellsong’s normal range. Willing targers can choose to
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keep the channel open for the dusarion of a continuous spell-
song effect, such as countersongf or inspive cowragef. Since you
can channel any sound, you can also speak up 1o 30 words
the targess can hear {at the volume you used to speak them),
as if they were standing next to you. Sound is not channeled
both ways, so you cannot hear what the targets say.

Channel soundf is powerful enough to canduct sound even
threugh or into an area of magical silence.

CHARM
Enchantment (Charm) [Mind-Affecting, Sonic]
Range: 0 feet
Targer: One humanoid, animal, or beast
Duration: One hour/level
Saving Throw; Will negates (DC 13 + Charisma bonus)
Spell Resistance: Yes
As momentary charmf, excepr the duration is much longer.

COUNTER SILENCE
Transmuration {Seaic)
Range: 10 feet
Targer: An ares of magical silence no larger than 50 feet
in diameter
Duration: Instantaneous
Saving Throw: None
Spell Resistance: No
You automarically dispel an area of magical silence creazed
by a 3rd-level spell {or the equivalent) or lower. Unlike ali
ether bardic spellsongs, you case this without need of verbal
COMPOnEnts,

CREATE OBJECT
Conjuration (Creation) [Sonic]
Range: Touch
Target: One object, no more than 10 lbs.
Duration: Instantaneous
Saving Throw: None
Spell Resistance: No
You create a chord of music, complex and robust, whose
sound you can shape into the form of an ordinary object.
The object must be 10 Ibs. or less, shorter than s feet in every
dimension, with 2 value of no meore than 20 gp.

DiSAPPEAR
Transmutation [Sonic]
Range: Personal

Target: You

Duration: 10 minutes/level
Saving Throw: None

Spell Resistance: No

As momentary disappearancef, except for a lenger duration,

DISGUISE

Husion (Glamer) {Sonic]

Range: Personal

Target: You

Duration: One hour/level (D)

Saving Throw: See text {DC 13 + Charisma bonus)
Spell Resistance: No

With an elegant chord, you make yourself—including
your clothing, armor, weapons, and equipment—look
different. You can seem 1 foot shorter or taller, thin, far,
or in-between, However, you canaot change your body
type. For example, 2 human caster could look human,
humanoid, or like any other generally human-shaped
bipedal creature. Otherwise, the exact extent of the appar-
ent change is up to you. You could add or obscure a minar
feature, such as a mole or a beard, or look like an entirely
different person.

The spellsong does not provide the abilities or manner-
isms of the chosen form. The spelisong does not alter the
perceived tactile (touch) or audible (sound) properties of
you or your equipment, A battieaxe made 1o look like a
dagger still funceions as a battleaxe.

If you use this spellsong to create a disguise, you get +10
on your Pisguise check.

Note: Creatures ger Will saves to recognize the glamer as
an illusion if they interact with it {such as by rouching you
and finding rhe texture av odds with your appearance, in the

case of this spelisong). "
DISRUPT THOUGHTS
Enchantment [Mind-Affecting, Sonic]
Range: 50 feet

Targess: One crearure
Daration: § roundslevel
Saving Throw: Will negates {DC 13 + Charisma bonus;
Spell Resistance: Yes

With a terrible discordant sound, you disrupt the thought
processes of a single creature. Affected victims can take ne acton
other than to defend themselves throughout the duration.

ENHANCE PHYSICAL FORM
Transmutation [ Senic]
Range: Touch
Targer: Creature touched
Duration: 1 minure/level
Saving Throw: None
Spelt Resistance: Yes
With a powerful chord of music you enhance the body of
one creature, The spellsong grants the subject 2 +4 enhance-
ment benus to Constitution, Dexterizy, or Strengrh, as you
choose.



FASCINATE

Enchantment {Charm} {Mind-Affecting, Sonic]

Range: 100 feet

Targets: One humanoid, animal, or beast/owo levels
Duration: See text (no more than one minute/level)
Saving Throw: Will negates (DC 13 + Charisma bonus)
Spell Resistance: Yes

You cause creatures to become fascinatedf with you.
Creatures to be fascinated must be able 1o see and hear you
and must be able to pay atrencion {any change in these con-
ditions ends the spellsong). The distraction of nearby com-
bar or other dangers prevents the spelichord from working,

The affected crearure{s) sits quietly and lstens to you.
While fascinated, its Spot and Listen checks suffera —4
penalty. Any potential threat {such as the bard's ally moving
behind the fascinated creature) allows the fascinared creature
a second saving throw. Any obvious threar, such as casting a
spell, drawing a sword, or aiming an arrow, automaticaily
breaks the fascination.

Once the spelichord has been cast, the bard can continue
singing as  free action each round. While singing, the bard
can tzke any action other than casting spellsongs, activating
magic items by spell complesion (such as scrolls), or activas-
ing magic irems by magic word (such as wands).

FUMBLE FIELD
Evocation [Sonic]
Range: 5o feet
Area: 25-foor diameter
Duration: 1 round/level
Saving Throw: Reflex negates (DC 13 + Charisma bonus}
Spell Resistance: Yes

With powerful sounds, you create a sonic field thar dis-
ruprs actions. Anyone moving into, out of, or through the
field must make a saving throw or fall down. Unaffecred
creatures in the field must continue to make saving throws
each round to resist the field's effects. Attacks, skill and abili-
ty checks, and further Reflex saving throws made by affecred
creatures in the field suffer a -4 penalty. Spells have a 15 per-
cent spell failure chance. Once outside the feld, characters
are no Jonger affected, whether they succeeded ar the saving
throw or not.

HealL WOUND
Conjuration (Healing) [Seonic]
Range: Touch
Targen: Creature touched
Duratien: Instantanecus
Saving Throw: Will half (harmless) {DC 13 + Charisma bonus)
Spell Resistance: Yes (harmless)
As muner healingf, excepr you heal 3d6 hit points.
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InsPIRE COMPETENCE
Enchantment (Charm) [Mind-affecting, Sonic]
Range: 30 feex

Targer: One ally

Duration: See texr (but up to rwo minutes)
Saving Throw: None

Spell Resistance: No

You help an ally succeed at a rask. The ally must be able to
see and hear you, and you must also see the ally. Depending on
the zask the ally has at hand, you may use your bardic music o
lift the ally's spiris, to help the ally focus mentally, or to assist
in some other way, The ally gets a #2 comperence bonus on
skill checks with = particular skill as long as he or she contin-
ues to hear your music. The DM may rule that certain uses of
this abiliry are unfeasible—singing to make a rogue move
mere quietly, for example, is contrary vo the point.

Once the spelichord has been east, the bard ¢an continue
singing as a free acrion each round. While singing, the bard
can ke any action other than casting spellsongs, activating
magic items by spell completion (such as scrolls}, or activar-
ing magic items by magic word (such as wands). Since you
¢an mainzain the effect for two minutes, it lasts long enough
for the ally o take 20 on most actions.

LEVITATION CHORD

Transtnuration {Sonic]

Range: Personal or 25 feet

Target: You or one willing creature or one‘ob;ecc {rotal
weight up o 100 |bs./level)

Duration: 10 minutes/level (D)

Saving Throw: None

Spell Resistance: No

Levitation chordf allows you to move yourself, another crea-
ture, or an object up and down as you wish, using sound. A
creature must be willing to be fevitated; an object may be fevi-
tated as long as no willing creature arrends it or possesses it.
You can mentally direct the recipient to move up or down as
much as 206 feet each round; doing so constitutes a move
action. You cannot move the recipient horizontally, but the
recipient could clamber along the face of a iff, for example,
or push against a ceiling to move laterally (generally ar half
normal base speed)). .

A levitating creature whe attacks with a melee or ranged
weapon becomes increasingly unstable; the fiest anack suf-
fers an atack roll penalty of —1, the second —2, and s0 on, up
10 a maximuen of ~5. A full round spent stabilizing allows
the creature to begin again at -1

MINOR WALL OF SOUND

Evocation [Sonic)

Range: 50 feet

Effecr: An anchored plane of solid sound of up to one
10-foot square/level

91
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Duration: One minuze/level
Saving Throw: None
Spell Resistance: Yes

With a powerful chord of music, you create a plane of
salid sonic energy. A minor wall of soundf cannoet form in an
area occupied by physical abjects or creatures. Its surface
must be smooth and unbroken when created.

The wall is 1 inch thick per bard level. It covers up w2 10~
foot-square area per bard fevel (so a 10th-level bard can cre-
ate a minar wall of sound 100 feet fong and 10 feet high. a
wal] 0 feerlong and 20 feer high, erc.). The plane can be
orienzed in any fashion as long as it is “anchored.” A vertical
wall need only be anchored on the floor, while a horizontal
or slanting wall must be anchored on wwo opposite sides.

The wall, primarily defensive in nature, is used to stop
pursuers from following you and the like. Each 10-foot
square of wall has 5 hit points per inch of thickness.
Creatures can hit the wall automarically. Sonic attacks
inflict no damage on the wall, bur otherwise it is weated
like an object. A section of wall whose hir points drop o ¢
is breached. If a creature tries ro break through the wall
with a single attack, the Difficulty Class for the Serength
check is 18 + 1 per inch of thickness,

1f a section of a minor wall of sound is broken ot
breached, it emits a sheill shriek that inflicts 1d6 points of
sonic damage to all within 10 feet of the breach.

OATHCHORD™

Enchantment {Charm, Mind-Affecting, Sonic]
Range: Touch

Target: One willing crearure/level

Duration: Instantaneous

Saving Throw: None

Spell Resistance: No

You magically seal an agreement berween two or more crea-
tures. Each affected creature must be willing and must stare an
aath of up ro 25 words. The oath must present some task that
the creature will or will not do. For example, "I shall go 1o the
top of Mount Charast by the end of the year,” or “} will never
harm another orc again.” Hard-to-adjudicars oaths such as,
" will do my utmest 1o make sure that ne one harms King
Farstad.” are risky, because it is ultimately up to the DM o
decide if a character has fulfilled an oath or not {in the example,
a PC mighs feel he did his uzmost, but the DM might not).

A character who takes an oath and brezks it loses a level.
This level is unrecoverable except by carning experience, as
if the character had died and returned 1o life via a raise
dead spell. Restoration speils do not restore the lost level. A
character who unwillingly or unwittingly breaks an cath
can, at the DM's discretion, restore the level by using an
atonement spell and fuifiliing a quest for the god of the cler-
ic who cast the atonement,

N Orfg?}mﬂfy ﬁppemrri an cumvne monteeonk.coms,

Bards use this spellsong to seal pacts and agreements,

Usually, one creature offers to undergo the effects of the
chord if another will do se as well, making an cath that the
other desires. For example, two lords might make oaths not
10 arzack each other’s lands, or a dragon might swear an oath
1o leave the inhabitants of a rown alone if the adventurers
who bested it swear to leave it alone with its hoard.

The oathchordf does not rake effect until all the subjects
have sworn their caths to the satisfaction of all the other
subjects. This means one subject cannor back our or change
his oath and still expect the magic to affect the others. In
such a case, the spellsong fails and is wasted.

RECALL TALE
Divination {Sonic]
Range: Personal

Target: You

Duration: Instantaneous
Saving Throw: None
Spell Resistance: No

Using music to part the veils of reality, you conjure up knowl-
edge of a story involving the spellsongs focus. For instance, if
you concentrate on a specific magic irem while you cast this
spellchord, you gain a tale regarding ks creation or history—
something that mighs reveal or hintat its power. If you focus
on a person, a story from his or her past comes 1o you.

You cannotask specific questions, and focused subjects
must be general: an object, a person,’or a location. The tale
has a 50 percent chance of being relevant to the concerns at
hand. If you are touching the focus when you cast the spell-
song, the chance increases to 75 percent. Relevancy depends
on the specific circumstances, If you are trying to determine
a magic item's powers, then a relevant tale involves its use or
creator’s intent. If you are trying to discern the location of 2
person, a relevant tale might involve something that hap-
pened to the character very recenty.

DMs should note that they have free rein with the tale
that they provide. Even a relevant tale does not have to give
away everything, A bard trying to discover the current loca-
tion of a character hiding in a village by the sea mightonly
fearn a tale of the person’s encounter with a vendor on the
street who mentions fresh seafoed, just off the boat.

Abard can cast this spellsong only once per dayon a
given focus.

SENSE AURAS™

Divination [Sonic]

Range: 50 feer

Area: A quarter circle emanating from you to the extreme
of the range

Durarion: 1 round/level

Saving Throw: None

Spell Resistance: No
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With a single sustained note, you adjust your vision to see
magical auras and invisible objects or crearures. You instant-
Iy know the strength and location of each magical aura or
invisible object or creature within the area. You can only
focus on the ser area in a given round (a5 a standard action),
but you can meve the area as a free action once per round. If
the items or creatures bearing the auras are in line of sight,
you can make Spelleraft checks to determine the scheol of
magic invalved in each, {Make one check per aura; DC 35 +
speil level, or 15 + half caster level for a nonspell effect.}

Magical areas, multiple types of magic, or strong local
magical emanations may confuse ar conceal weaker auras.

“Invisible creatures and objects” includes any that are
astral, ethereal, or out of phase, as if they were narmally vis-
ible. It does not enable you to see through opaque objects. It
does not reveal creatures thar are simply hiding, concealed,
or atherwise hard to see,

Aseea Strength: An aura’s magic power and strength depend
on a spells functioning spell level or an irem’s caster level. If
an aura falls into more than one category, sense aurasf indi-
cates the stranger of the two.

How leng the aura lingers depends on its original strength:

Aura Strength Duration
Faint 1d6 minutes
Moderaze 1d6i0 minures
Strong 1d6 hours
Overwhelming 146 days

Note: The speil can penerrate barriers, but 1 foot of stone,
1inch of commen metal, a thin sheet of lead, or 1 yard of
wood or dirt blocks it. Quesiders and elementals are not
magical in themselves, bue if they are conjured, the conjura-
tien spell registers.

SENSE LIES®
Divination [Sonic}
Range: 6o feet
Target: One creature/level, no twa of which can be more
than 30 feer apart

Duration: 1 round/level (C)
Saving Throw: Will negates (DC 13 + Charisma bonus)
Spell Resistance: No

With a simple chord, you sense whether a subject deliber-
ately and knowingly speaks a e by discerning the distur-
bances that lying causes to her aura. The spell does not
reveal the truth, uncover unintentional inaccuracies, or nec-
essarily reveal evasions. Each round, you may concentrate on

a different subject.

Strength Spell Level Irem Caster Level
Dim Cantrip or lingering aura  Lingering sura
Faing 15120 31d 151 to 5th
Moderate ath 1o 6th Gth o nth
Strong gth to oth 12th e zoth
Overwhelming  Amifact or deity-level magic  Beyond mortal

caster

* Originally appeared o avvsvmentezock.conn.
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SILENT CHORD

{lusion (Glamer} [Sonic]

Range: 150 feer

Area: A 15-foot-radius emanation centered on a creature,
object, or point in space

Duration: One minure/level

Saving Throw: Will negates (DC 13 + Charisma bonus) or
nane {object)

Spell Resistance: Yes or no {object)

Upon the casting of this spelichord, complere silence pre-
vails in the affected area. All sound stops: Conversation
becomes impossible, spells with verbal components cannot be
cast, and no noise whatsoever issues from, enters, ar passes
through the area. The spelichord can be cast on 2 pointin
space, but the effect is szarionary unless cast on a mobile
object. When the spellsong centers on a crearure, the effect
then radiates from the ereature and moves as it moves. An
unwilling creature can attempr a Will save to negate the spell-
song and can use spell resistance, if any. lrems in a creature’s
passession or magic items receive saves and spell resistance,
but urattended obiects and poins in space do not. This spell-
song provides a defense against senic or language-based
artacks, such as command, harpy song, a horn of blasting, etc.

SLUMBER
Enchantment (Compulsion) {Mind-Affecting, Sonic]
Range: 200 feer
Area: Several living creatures within a 15-foot-radius burst
Duration: One minute/level
Saving Throw: Will negates (DC 13 + Charisma bonus)
Spell Resistance: Yes
With a soothing chord, you cause a number of awake, liv-
ing creatures to fall asleep. Roll 3d4 to determine how many
rotal Hir Dice of creatures can be affected. Creatures with the
fewest Hit Dice become affected first. Among crearures with
equal Hit Dice, those closest to the spellsong’s point of origin
fall under its effect first. No crearure with 8 HD or more is
affected; Hit Dice insufficient to affect a creature are wasted,
Shumberingf creatures are helpless. Slapping or wounding
awakens affecred creatures, but normal noise does nor,
Awskening a creature is a standard acrion.

SONIC BLAST
Evocation [Sonic]
Range: 50 feet
Arex: Cone
Duration: [nstantaneocus
Saving Throw: Reflex half (DC 13 + Charisma bonus)
Spell Resistance: Yes
As songstrikef, except for the inereased range, plus this spell-
song inflicts 1d4 points of damage per level to a maximum of
10d4.

SONIC LANCE
Evocation [Senic]
Range: Touch

Effect: Sonic weapon
Duration: t round/level
Saving Throw: Nene
Spell Resistance: Yes

You shape a chord into a long melee weapon of sonic
energy. The weapen is sized appropriately for you, with reach
weapons requiring two hands for use. You are proficient with
this weapon, which inflicts 1d4 points of damage per two
fevels {maximum 1od4), plus normal damage modifier {like
your Strength medifier).

If an arzacked crearure has spell resistance, check for
resistance the first time the sonfc lancef strikes ir. A creature
whe successfully resists the weapon dispels the spellsong.
Orherwise, the weapon retains its normal full effect for the
spellsong’s duration.

SUGGESTIVE CHORD

Enchantment {Compulsion) {Language-Dependent,
Mind-Affecting, Sanic]

Range: 23 feet

Target: One living creature

Duration: One hour/level or until comglered

Saving Throw: Will negates (DC 13 + Charisma bonus)

Spell Resistance: Yes

You influence the actions of the enchanted crearure by
suggesting a course of action (limited 1o a sentence or two).
The suggestion must be worded in such a manner as to make
the action sound reasonable. Asking the creature to stab
itself, throw itself onto a spear, immelate itself, ar do some
ather obviously harmful act automatically negates the effect
of the spelisong, However, a chord suggesting that a pool of
acid is actually pure warer and that a quick dip would be
refreshing is another matter. Urging a red dragon to stop
attacking your party so it and the party could jointy loota
rich treasure elsewhere is likewise a reasonable use of the
spellsong’s power.

The suggested course of action can continue for the entire
duration, such as in the case of the red dragon mentioned
above. If the suggested action can be campleted in a shorter
time, the speliseng ends when the subject finishes what ic
was asked to da. You can instead specify conditions thag will
trigger a special action during the duration. For example, you
might suggest that a nable knight give her warhorse to the
first beggar she meets. If the condition does not occur before
the spellsong expires, the knight cannor perform the action.

A very reasonable suggestive chordf requires the subject 1o
make the save with a penalty (such as -1, —=, ezc.), at the
DM’s discretion,



SWIFT SONG
Transmutation {Sonic]
Range: Personal
Target: You
Duration: 1 round/level
Saving Throw: None
Speli Resistance: No
You move and act more quickly than normal. This exira
speed has several effects,
You gain an additional move action each round.
You gain a +2 dodge bonus to Armor Class (you would
lese this bonus whenever you would lose a dodge bonus).
You can jump one and a hall times as far as normal. This
tncrease COUNLs as an enhancemen{ bonus.

SPELLMELODY DESCRIPTIONS

All bard melodies are spell-like, full-round actions requir-
ing verbal components. Metamagic feats do not affect
them, but eldrirch feats do. In all other ways, treat them as
spells. A bard can use three speflchords to create a single
spelimelady. Multiple bards can devore spellchords to
create 2 spellmelody tagether, as long 2s together they
cast three chords.

CHANNEL SOUND, GREATER
Transmutation [Sanic]
Range: Unlimited
Targer: One willing creature
Duration: 1 round (see below)
Saving Throw: None
Spell Resistance: No

As channel soundf, except thete is only one rarger, the tar-
get must be willing, and the range is unlimited, You must
know the target’s name for the spell ro work. As with the
chord, the targer can choose 1o keep the channel open for
the duration of a continuous spellsong effect, such as coun-
tersongi or inspive couragef.

DESTROY UTTERLY WITH SQUND
Transmutation {Sonic}
Range: Medium (100 feet + 10 feer/level)
Targee: A single creature or up to a ro-foor cube of
noaliving mater
Puration: Insianianeocus
Saving Throw: Fortitude partial (DC 15 + Charisma benus)
Spell Resistance: Yes
The song you create is so shrill and powerful thar you
virtually disintegrate a creature or object, leaving behind
only a mrace of fine dust, The spelisong affects up toa 10-
foor cube of nonliving matrer, so it disintegrates only parr
of any very large object or structure targeted. A creature or
object that makes a successful Fortitude save is only pas-
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tially affecred; it suffers 5d6 points of sonic damage
instead of disintegrating.

DISRUPT BODY
Transmutation [Senic]
Range: 50 feet
Targets: One creature
Duration: One minute/level
Saving Throw: Forrirude negates (DC 15 + Charisima bonus)
Spell Resistance: Yes

With & string of rerrible discordant sounds, you disrupt
the physical processes of a single crearure. An affected vietim
is paralyzed and helpless for the duration.

DISRUPT MAGIC
Abjuration {Sonic]

Range: 100 feet

“Target or Area: 30-foot-radius burst
Duration: Instantaneous

Saving Throw: None

Spell Resistance: No

Because magic is powerful, so, too, is the ability 1o dis-
supt magict. You can use a complex melody 20 end ongeing
spells within an area. A disrupted spell ends as if ivs dura-
tion had expired. Some spells, as detailed in their descrip-
tions, can't be defeated by dispel magic—these are not
affected by disrupt magie, either. Disrupt magic can disrupt
(but not counter) the ongeing effects of supernarural abili-
ties as well as spells. Disrupt magic affects spell-like effects
just as it affects spells.

Note: The effects of spells with Instantaneous durations
can't be disrupred, because the magic effect is already over
before the disrupt magic can rake effect. Thus, you can't use
disrupt magic to repair fire damage caused by a fireball o1 1o
turn a petrified characzer back to flesh. (The magic has
departed, leaving only perfecily normal stone or burn:
flesh in its wake.)

For each creature in the area that is the target of one or
more spells, you make a musical disruptien check against
the spell with the highest caster level. A musical disrup-
tion check is 1d2o + the bard’s appropriate Perform skill
(maximum +20) with DC 11 + the speil’s caster jevel. If
thar fails, you make musical disruption checks against
progressively weaker spells unzil you disrups one spell
{which discharges the disrupt magic on thas targer) or fail
al your checks.

The creature’s magic items are not affecred.

For each object with one ar more active spells, make
musical disruption checks as with creatures. Magic irerns
are not affected.

To disrupt each ongoing area or effect spell centered
within the disrupt magic target area, make a separate musi-
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cal disruption check. For each ongoing speli whose area
overlaps the disrupt magic target area, make a musical dis-
ruption check to end the effect, but only within the disrupt
magfe target area.

For chjects ar creatures subject to the effect of an ongoing
spell—such as 2 monster summoned by monster summoning—
in the area, make a musical disruption check to end the spell
that conjured the object or creature (rerurning it whence it
came), in addition ro atempting to disrupt spells rargeting
the creanare or object.

You may choose to automatically succeed in disruprion
checks against any spell that you yourself have cast.

FIND CREATURE”

Divination

Range: Unlimizted

Target: One creature

Puration: Instantaneous

Saving Throw: Will negates (DC 15 + Charisma bonus)
Spell Resistance: Yes

You create a very complex melody that floats up into the
ether to find a creature you name. The spellsong reveals
the name of the location {place, name, business name,
building name, or the like), community, county (or similar
political division), country, continent, and plane where
the subjecr lies.

To find a creature with this spellsong, you must have seen
the creatur or have some item that once belonged o it
Creatures who do not wish to be found are allowed saving
throws and spell resistance.

HARMONY OF FLIGHT
Transmutation [Sonic]

Range: Persanal ar touch

Target: You or creature tauched
Duration: 10 minures/level
Saving Throw: None

Spell Resistance: Yes (harmless)

The spelisong recipient (you or the creature you touch) can
fy with a speed of 66 Feet (g0 feet if the creature wears medi-
um ot heavy armer), carried aloft by your music. You can fly
up at half speed and descend as double speed. Your maneu-
verability rating is good. Using the harmony of flightf spellsong
requires as much cancentration as walking, so you can amack
or cast spells normally. A harmony of flight recipient can charge
bur not run. You cannot carry aloft more weight than your
heavy load weight, plus any armor you wear.

Should the spellsong duration expire while you are stilf
aloft, the magic fails slowly. You drop 60 feet per round for
146 rounds. If you reach the ground, you are safe. if nor,
you fall the rest of the distance {falling damage is 1d6

points per 1o feet of fall). Since dispelling a spellsong effec-
tively ends it, you also fall in this way if the harmony of flight
spellsong is dispeiled.

REMOVE CONDITION
Abjurarion {Sonic]

Range: Touch

Target: One creature

Duration: Instantanecus
Saving Throw: See text

Spell Resistance: No

This soothing melody frees a crearure from enchant-
tnents, transmutations, curses, and pewificarion (as weil as
other magical transformatiens). You can reverse even an
instantaneous effect, such as flesh to stone. For each such
effect, you make a check of :dzao + the bard’s appropriate
Perform skill (maximum +20) with DC 11 + the effect’s
caster Jevel. Success means that the creature is free of the
spell, curse, or effect. For cursed magic items, the Difficulry
Class becomes 23.

Some spells have a special property that makes them
impervious to dispel magic; remove condition will work, but
only on spells of sth level or lower. For instance, bestow curse
cannot be dispelled by dispel magic, but remove condition can
get rid of it

If the effect comes from some permanent magic itern, such
as a cursed sword, this spellsong does not remove the curse
from the item but merely frees the victim from the item’s
effects, leaving the irem stilt cursed. For example, a cursed
sword of berserking not only causes the wielder to become
berserk but always returns to the wielder’s hand if discarded.
Remove condition allows the victim to be rid of the sword
{and the berserking effect}, but the sword’s curse remains
incact and affecrs the next person to pick it up {even if it’s
the remove condition recipient again).

SONG OF VITRIFICATION”
Transmutation
Range: Touch
Targer: One crearure
Duration: Instantaneous
Saving Throw: Fortitude negates {DC 15 + Charisma bonus)
Spelt Resistance: Yes

With a shrill tune, you rurn a creature to glass. If the glass
resulting from this spell is broken or damaged, the being (if
ever returned to its original state) catries similar damage,
deformities, etc. The creature is not dead {its soul doesnt
pass on), but it does not seetn to be alive either (when
viewed with spells like deathwatch). Only creatures made of
flesh are affected by this spellsong.

* Qriginlly agprared on . montesook.cann,



SONIC SWORD

Evocation {Sonic]

Range: Touch

Effecr: Sonic weapon

Duration: 1 round/level

Saving Throw: None or Fortitude partial (DC 15 + Charisma
bonus)

Spell Resistance: Yes

You shape a2 melody inte an appropriately sized blade of
sonic energy that you can wield one-handed. You are profi-
cient with this weapon, which infiicts 1d6 points of sonic
damage per twg Jevels (maximum 10d6), plus normal damage
modifier (such as your Strength modifier}. If you choose to
use a full arrack action to make only one attack with this
weapon, any foe it srrikes that round must make a Fortinude
saving throw or be stunned for 1 round.

If an atracked creature has spell resistance, check for resist-
atsce the first zime the sonic swordf strikes is, Successfully
resisting the weapon dispels the spellsong. If not, the weapon
retains its normal full effect for the spellsong’s duration.

SONIC WALL

Evocation {Sonic]

Range: 50 feer

Effectz An anchored plane of solid sound of up o one

10-foot square/level
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Duration: One minute/level
Saving Throw: None
Spell Resistance: Yes

Similar to a minor wall of soundf, you create a plane of
solid sonic energy. & sonic wallf cannot form in an area oceu-
pied by physical objects ar creatures. [rs surface must be
smooth and unbroken when ¢reated.

The wall is 1 inch thick. It covers up to a 10-foot-sguare
ares per bard level. The plane can be oriented in any fashion
as long as it is "anchored.” A vertical wall need only be
anchored on the foor, while a horizontal or slanting wall
must be anchored on two opposite sides.

The wall is impervious to damage, either physically or
from spells. In all respects other than those presented above,
treat the sonic wall as a walf of force.

SOOTHE THE SAVAGE BEAST
Enachantment {Charm} {Mind-Affecting, Sonic)
Range: 20 feet
Target: One living creature
Duration: One day/level
Saving Throw: Will negates (DC 15 + Charisma bonus)
Spell Resistance: Yes

As momentary charmf, except that the duration is much
lenger and any living creature can be affecred.
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CHAPTER SEVEN

Spells

niroduce these spells into your campaign by equipping
I NPCs with them as new or unique developments. In

addition, you can plant them as reasure in scrolls,
wands, and even potions, or place them within ancienr spell-
books discovered in forgotren libraries. They mighz also be
simply new findings by creative casters or esoterie guilds,

Characters using the variant bard class presented in

Chaprer One: Alternate Classes should ignore the bard
spells mentioned in this chapter and use spellsongs insread

{see Chapter Six: Spellsongs).

PERMANENCY AND
ELDRITCH MIGHT

As astute readers of the Player’s Handbook have noticed,
there’s a formula for determining the minimum level and
experience points for spells that can be made permanent.
Basically, you 2dd 8 to the level of the spell (with a minimum
result of gth level) and multiply the level by 500 xp (mini-
mum 3500}, However, the following lists da not follow that
formula strictly. If you wish to, use the formula for the spells
below rather than the listed costs te make the effects perma-
nent. When creating the lists below, the minimum level and
XP cost has been adjusted to what seemed appropriate—
while sticking 1o the formula’s general paramerers—allowing
a maore generous list of spells available for permanency.

This book’s spells that you can make permanent on yourself;

Spell Minimum Level XP Cost
Acuminate 1cth LOOO KP
Bone tattoo 13th 2,500 XP
Detect discase ath 250 Xp
Dragenshin 12th 2,000 KP
Forl tracer 11th 1,500 XP
Hdentify scrier oth 100 XP
Glamour oth 00 X7
Precise vision 10th 1,000 XP
Resist serying oth Hoo XP
Seryt voverse 17th 4,500 %P
Tongue of angels oth SO0XP
Tongue of fiends oth 360 Xp
Xeray vision 17th £.500 X

Spells in this book that you can make permanent on your-
self, another creature, or an object:

The fiewrt of The Book of Eldritch WMight in Malhavocs vy o of course, sewe arcane grolls. Spefls are the fifeblovd of any ercan
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Spell Minimum Level XP Cost
Chains of antimagic 16th 4,400 X0
Comrade’s immunity 11th L800 xp
Keep ey ath 250 Xp
Keep fresh oth 250 Xp
Coma 15th 3,500 Xp
AMirror portal 15th 1,500 XP
Yoke 1oth L,OOO XP

This book’s spelis that you can make permanent on an area:

Spell Minimum Level XP Cost
Disintegration fleld 15th 3,500 XP
Legacy oth 500 %P
Minor ward oth 500 X7
Static veil 14th 1,000 X?
Teleport bloch 14th 3,000 XP
Teleport redirect 15th 3,500 XP

ADEPT SPELL LISTS
O-LEVEL ADEPT SPELLS

Detect Disease: Detects the presence and type of disease.

Hygiene: Cleans creature of dirt and odors.

Keep Dry: One object resists water.

Keep Fresh: 1 Ib. of food does not spoil.

Long Flame: Candle, torch, or lantern burns much longer
than normal,

1ST-LEVEL ADEPT SPELLS
Betray the Years: Object becomes immune to aging.
Blissful §leep: Targer can sleep even in poor conditions.
Comeade’s Trail: You create a magical trail only your
friends can see.

ASSASSIN SPELL LISTS
1ST-LEVEL ASSASSIN SPELLS

Devlin’s Barb: Creates temporary ammunision.

Tced Fire: Ice bursts inro flame after preser duration,

Private Conversation: Allows subjects to speak withous
being overheard.

Recent Occupant: Learn name and race of last creature in
arga.

Rogue’s Stab: Targer gains +1d6 sneak artack damage.




3 RD-LEVEL ASSASSIN SPELL
Devlin’s Venomblade: Creates poisoned blade that inflicts
1d4 points of Constirution damage.

BARD SPELL LISTS

O-LEVEL BARD SPELLS

Animated Tattoo: Creates a moving image on a subject’s
body.

Hygiene: Cleans crearure of dirt and edors.

Keep Dry: One object resists water.

Keep Fresh: 1 1b. of food does not speil.

Learn Herirage: Conveys derails about family and ances-
ry of subjecr.

Magical Performance: Bestows +3 circumsrance bonus to
Perform checks. )

Transcribe: Creates a page of text instantly.

1ST-LEVEL BARD SPELLS

Berray the Years: Object becomes immune to aging.

Blissful Sleep: Target can sleep even in poor conditons.

Charm Item: Charms intelligent irem.

Glamouy: Caster becomes physically attractive.

Guide Craft: A ship, cart, or wagon moves as you
command.

Guile: One evil rarger is denied an action.

Minor Lasting Image: Creates permanent, tiny, immobile
image.

Private Conversation: Allows subjects ro speak withour
being overheard.

Recent Occupant: Learn name and race of tast creature in
area.

Safe Search: Caster can search an area without risk.

Silent Sound: Ranged touch attack inflicts 146 points of
sonic damage/level {max. 5d6).

2ND-LEVEL BARD SPELLS
Rogue’s Szab: Target gains +1d6 sneak amack damage.
Welter: One creature/level is shaken and must make a
Balance check or fall prone.

3RD-LEVEL BARD SPELLS
Dragonskin: +4 narural armor and elemental resistance 10,
Sleep, Greater: Puts 446 HD {max. 10 HD) worth of crea-
tures 1o sleep.

4TH"LEVEL BARD SPELL
Dominate Item: Controls all the actions of an intelligeat

item.

5TH-LEVEL BARD SPELL
Thief of Spells: Ends spell effects on a creature and grants
them 1o you.
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RLACKGUARD SPELL LIST \ﬁl

1ST-LEVEL BLACKGUARD SPELLS

Energy Lash: Creates 4 whip made of energy that infliczs
1d6+1 points of damage/two fevels.

Rogue’s Stab: Target gains +1d6 sneak atwack damage.

CLERIC SPELL LISTS
0-LEVEL CLERIC SPELLS

Detect Disease: Detects the presence and rype of disease.

Hygiene: Cleans creature of dirt and odors.

Keep Dry: One object resists water,

Learn Heritnge: Conveys dertails about family and ances-
ry of subject.

Quick Boost: Gives +2 bonus 1o Constitution, Dexzeriry,
or Strengzh score of one subject.,

Transcribe: Creates a page of rext instantly.

187-LEVEL CLERIC SPELLS

Betray the Yaars: Object becomes immune 1o aging.

Blissful Sleep: Target can sleep even in uncomforrable
eondirions.

Guile: One evil target is denied an action.

Keep Fresh: 1 Ib. of food does notspoil.

Magical Performance: Bestows +5 circumstance bonus to
Perform checks.

Resist Scrying: Adds +10 10 the DC of opponent’s scry
attempt.

‘Welter: One creature/level is shaken and must make a
Balance check or fall prone,

2ND-LEVEL CLERIC SPELLS
Enhance Magical Flow: +1 10 spell save DCa.
Static Veil: +1/1evel to Will save against scrying atiempts.
Stun Item: Intelligent item is stunned for 1 round/Jevel.

3RD-LEVEL CLERIC SPELLS

Activate Bloodline Power: Cerrain subjects gain abilizy
based on heritage.

Family Curse: Curse affects 16 members of target’s family.

Kin Link: Creates mental connection berween relatives.

Lethality Denied: Targer inflicts nonlethal damage rather
than normal on killing blow.

Missive Token: Creates an item thar lets a crearure con-
tact you mentally.

4TH-LEVEL CLERIC SPELLS

Control Creature of the Mist: Creature of the mist obeys
caster’s commands.

Create Lesser Creature of the Mist: Creares creature of
the mist up 1o CR 5.

Enhanced Magical Flow, Greater: +2 bonus to spell save
Difficulty Classes.
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Teleport Coordinates Transfer: information abour desti-
nation is transferred.

STH-LEVEL CLERIC SPELLS

Apolioth’ Condemnation: Burst inflicts 1046 points of
damage and entangles foes.

Kin Curse: Target is compelled to kill nearest relative.

OTH-LEVEL CLERIC SPELL

Coma: Subject cannot take actions for one hour/level.

7tTH-LEVEL CLERIC SPELLS

Create Creature of the Mist Creates creature of the mist
up o CRg.

Fuse Line: Two subjects share maits with future offspring.

Master Creature of the Mist: Contrels creature of the
mist permanently.

oTH-LEVEL CLERIC SPELL
Create Greater Creature of the Mist: Creates creature of
the mist up to CRaz.

DRUID SPELL LISTS
O-LEVEL DRUID SPELLS

Detect Disease: Detects the presence and type of disease.

Hygiene: Cleans creature of dirr and odors.

Keep Dry: One object resists warer.

Keep Fresh: 1 Ib. of food does not spoil.

Learn Heritage: Conveys derails about family and ances-
zry of subjecr.

1ST-LEVEL DRUID SPELLS
Betray the Years: Object becomes immuae 1o aging.
Blissful Sleep: Target can sleep even in poor cenditions.
Recent Occupant: Learn name and race of last creature in
area.

2ND-LEVEL DRUID SPELL
Icebolt: Ranged armack inflicrs 2d6 +1d6+1/1evel poins of
cold damage.

3RD-LEVEL DRUID SPELLS
Activate Bloodline Power: Certain subjects gain ability
based on heritage. '
Fey Ward: Barrier keeps out fey crearures.
Mark of Air: Subject has +2 Dexterity plus other power.
Mark of Earth: Subject has +2 Strength plus other power,
Mark of Fire: Subject has +2 Dexterity plus other power.
Mark of Frost: Subject has +1 AC plus other power.
Mark of Water: Subject has +2 Constitution plus other
power.

4TH-LEVEL DRUID SPELLS

Black Mulching: Plants 3 HD or less die, others ke 1dio
points of damage.

Control Creature of the Mist: Creature of the mist obeys
caster’s commands,

Creare Lesser Creature of the Mist: Creates creature of
the mist up 10 CR 5.

STH-LEVEL DRUID SPELLS

Apolioth's Condemnation: Burst inflicts 10d6 poines of
damage and entangles foes.
© Mark of Air, Greaver: Subject can fly ar speed 40 and has
other power.

Mark of Earth, Greater: Subject has damage reduction
10/magic and other powet.

Mark of Fire, Greater: Subject has resistance to fire 20
and other power.

Mark of Frost, Greater: Subject has resistance 1o cold 20
and ather power,

Mark of Water, Greater: Subject can breathe water and
has other power.

OTH-LEVEL DRUID SPELLS

Freezing Claw: Ranged touch artack inflicts 3d6 poines of
cold damage and freezes subject solid.

Sudden Wave: Creates a wave of water that sweeps away
creatures and objects.

7TH-LEVEL DRUID SPELLS

Create Creature of the Mist: Creates ¢reature of the mist
uptw CRo.

Master Crearure of the Mist: Controls creature of the
mist permanently.

8TH-LEVEL DRUID SPELLS
Fuse Line: Two subjects share traits with future offspring.
Squamous Pulse; Halves natural armor bonus and deals
146 points of damage/natural armor bonus point.

9TH-LEVEL DRUID SPELLS

Creare Greater Crearure of the Mist: Creares crearure of
the mistup to CR12,

Magma Burst: Creates a huge volcanic pit that infliers
2046 points of damage.

PALADIN SPELL LISTS
O-LEVEL PALADIN SPELL

Hygiene: Cleans creature of dirt and odors.

1ST-LEVEL PAIADIN SPELL

Detect Disease: Detects the presence and type of disease.



RANGER SPELL LIST
15T-LEVEL RANGER SPELLS

Recent Occupant: Learn name and race of last crearure in
area.

Rogue’s Stab: Targer gains +1d6 sneak artack damage.

Safe Search: Caster can search an area without risk,

SORCERER/WIZARD SPELL LISTS

O-LEVEL SORCERER/WIZARD SPELLS
Abjur Keep Dry: One object resists water,
Keep Fresh: 1 |b. of food dees not spoil.
Minor Ward: Inscription harms those who pass it
Sample: You gather a small bit of a hazardous
substance safely.
Conj Comrade’s Trail: You create a magical wail only
your friends can see.
Devlin's Barb: Creates temporary ammunition.
Web Splar: Creates tiny glob of sticky substance.
Div Drerect Disease: Derects the presence and type of
disease.
Learn Herirage: Conveys derails about family and
ancestry of subject.
Mental Alarm: Alerts 10 events.
Recent Qccupant: Learn name and race of last
creature in area.
llus Animated Tartoo: Creates a moving image on a
subject’s body.
Trans Enchanting Flavor: Improves the taste of food.
Hygiene: Cleans creature of dirtand edors.
Long Flame: Candle, rorch, or lantern burns
much longer than normal.
Quick Baost: Gives +2 bonus 1o Swength,
Drexterity, or Constitution score of one subject.
Tongue of Angels: Speak Celestial.
Tongue of Fiends: Speak Infernal.

Transcribe: Creates a page of text instanly.

1ST-LEVEL SORCERER/WIZARD SPELLS
Abjur  Disdain the Divine: Gives +1 bonus/four levels ro
saves against divine spells.
Dhiv Anavar'’s Anticipated Artack: Next attack againse
you suffers a —20 penaly.
Creature Loresight: Provides detail about a crea-
ture touched.

Object Loresight: Provides derail abour an object

rouched.

Evoc  Harassing Weapom: Weapon of force threatens target.
Unhand: Disarms subjecs.

Trans  Blood $pikes: Inflicts 3d6 points of damage and

allows subject to add +1d6 points of damage to
unarmed and grapple artacks,
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Bezray the Years; Object becomes immune o aging.
Blissful Sleep: Target can sleep even in uncomfort-
able conditions.

Protect Familiar: Familiar gains +1 armor bonus to
AC/level.

Resist Scrying: Adds +10 to the DC of opponent’s
sery attempt.

Safe Search: Caster can search an area without risk.
Tced Fire: fee bursts into fame after preser duration.
Web Strand: Creates ropelike strand chat is sticky
on one end.

Identify Scrier: Gives you the name of person
scrying on you.

Charm Item: Charms intelligent izem.
Compelling Question: Target must answer simple
guestion,

Guilt: One evil target is denied an actien,

Margul {Dreaded Freeze): Targer is motionless for
1 round.

Acidie Curse: Inflicts 1d6 points of acid damage
and 1dg rounds of blindness.

8Blasz of Cold: Cold blast inflicts 146 points of
damage/two levels.

Blue Bolt: Inflicts 1d6 points of nonlethal damage
+1/kevel on living targer.

Silent Sound: Ranged rouch artack inflicts 1d6
points of sonic damage/level {max. 5d6}.
Glamous: Caster becomes physically attractive,
Invisible Familiar: Familiar becomes invisible.
Minor Lasting Image: Creates permanent, tiny,
immobile image.

Noness Toma (Slip Between Sight: Caster gains
+5 bonus to Hide.

Arrow Deflection: You make saves 1o defiect
incoming ranged atracks.

Change Weapon: Transforms a weapon into another.
Enhance Familine: Familiar gains +2 bonus to
Constitution and Desterity, 10 1o speed.

Fey Storage: Creates an extradimensional space
you can hide things in.

Guide Craft: A ship, cart, or wagon moves as you
command. -

Magical Performance: Bestows +5 circumstance
bonus 1o Perform checks.

Private Conversation: Allows subjects vo speak
without being overheard.

Proficiency: You gain proficiency with a weapon.

2ND-LEVEL SORCERER/WIZARD SPELLS

Abjur

Helm of Warding: Subject gains +5 bonus to saves
against mind-affecting effects.

Play the Foal: Makes casters believe speils were
effective when they were not.
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Coni

Div

Ench

Evoc

Hlus

Trans

Trans

Univ

Static Veil +1 bonus/level to Will save against sary-
ing attempts.

Thief Ward: Hide and Move Silently checks are
made ata —10 penalty.

Shrapnel Globe: Creates sphere that explodes,
inflicting 1d6 points of damage/two levels.

Yoke: Helpless targer moves with caster.

Detoim Nar (Guided Strike): Next attack gains
+20 banus.

Serytalk: Allows verbal communication between
seried and scrier.

Lethality Denied: Target inflicts nonlethal damage
rather than normal on killing blew.

Stun Item: Intelligent item is stunned for

1 round/level.

Energy Lash: Creates a whip made of energy that
inflicts 1d6 points of damage +1 /two levels.
Forge Inherited Bond: You and a relative gain

+3 bonus to attacks, saves and checks.

Icebolt: Ranged atrack inflicts 2d6 +idé+i/level
points of cold damage,

Mark of Air: Subject has +2 Dex plus ather power.
Mark of Earth: Subject has +2 Str plus other power.,
Mark of Fire: Subject has +2 Dex plus other power.
Mark of Frost: Subject has +1 AC plus other power.
Marl of Water: Subject has +2 Con plus other power.
Pierce: Bolt of energy destroys force protections
and inflicts :d8 points of damage/two levels.
Threatening Weapon: Weapon of force threatens
target.

Vivid Discharge: Inflicts 1d6 points of damage/
level on foe that strikes subject in melee.

Welter: One creature/level is shaken and must
make a Balance check or fall prone,

Garris Adon (Seeming of Form); Object seems
like something else.

Legacy: Steres soundless image of you pro-
grammed to activate when properly triggered.
Acusninate: Your hand becomes a +1 weapon that
inflicts 1d8 + 1 points of darage.

Grant Senses: Gives intelligent item ability to see
and hear.

Grant Speech: Gives intelligent item ability to speak.
Invigorate Irem: Magic item DC increases by +L.
Power Craft: Provides source of locomotion to
catt, wagon, boat, or ship.

Precise Vision: +5 bonus to Spot and Search,
Rogue’s Stab: Target gains +1d6 sneak atrack
damage.

Shieldbreaker: Allows one weapon ro ignore or
break shields, dispels shiefd.,

Undaunted Fixture: Affix two objects together,
Enhance Magical Flow: +1 1o spell save DCs.

3RD-LEVEL SORCERER/WIZARD SPELLS

Abjur

Conj

Div

Ench

Ench

Evac

Necro

Trans

Abuashne (Share Armor): Caster wansfers natural
armor to subject.

Fey Ward: Barrier keeps out fey crearures,

Foil Tracer: Teleport spells cannot be sraced.
Jevicca's Just Reversal: Reflects enchantment back
at caster.

Bolr of Conjuring: Infiicts 1dy4 points of damage/
level (max. 10dy) plus summons monster.
Devlin's Venomblade: Creates poisoned blade that
inflicts 1d4 points of Constitution damage.
Dragonskin: +4 natural armor plus elemental
resistance 10.

Temporal Venom: Creates poison that disrupts
target’s connection with time.

Item From Beyond: Sends abject to scried subject.
Kin Link: Creates mental connection between
relarives.

Compelling Question, Greater: Target must
answer question,

Eriador’s Permanent Levity: Subject gains +4
bonus to saves against mind-affecting spells but
cannot initiate combart.

Sleep, Greater: Puts 4d6 HD {max 10 HD) worth
of creatures to sleep.

Brutal Seething Surge: Touch arrack/level inflicts
1d8 +1 points of acid damage/level.

Forceblast: Deals :dy4 points of damage per level
in a 5-foor-wide line.

Wall of Force, Lesser: Wall deals 10 points of
damage/level,

Scry Retaliation: Inflicts 146 points of demage/
fevel upon scriern

Bone Tattoo: Offers spell resistance of 10+level
against cold, polymorph, and mind-affecting
arracks.

Seek the Soulless: Deals nonliving creatures and
objecrs 1d6 points of damage/level.

Activare Bloodline Power: Certain subjects gain
ability based on heritage.

Alikaba’s Thefr: Object in subjects hands appears
in your hands.

Arrow Deflection: Sends incoming ranged attacks
back at arrackers.

Bestow Malady: Gives intelligent item a malady.
Comrade’s Immunity: Subject is immune o cast-
er’s spells.

Extended Charge: Allows the use of a charged
iters without losing charges.

Family Curse: Curse affects 1d6 members of
target’s family.

Grant Mobility: Allows an intelligent ivera to floar
and attack under its own power.



Induce Vulnerability: Targets suffer double dam-
age fi’Om oneg energ}' t}!pe.

Missive Token: Creates an item that lets a crearure
contact you mentally,

Plunge Deep to the Core: Weapon bypasses 11
damage reduction/five levels.

4TH-LEVEL SORCERER/WIZARD SPELLS

Abjur  Knavescour: Prorects items with a trap thar infliers

146 points of acid damage/level.

Spellrrap: Prepares gem thar is rriggered by specific

spell.

Conj Create Lesser Crearure of the disw: Creates crea-

ture of the mistup to CR 3.

Hrosos Tobor {Roses of Life): Creates magical

rases that heal 1d8 points of damage.

Robe of Reflection: Sends one type of energy dom-

age to another creatare.

Div Teleport Coordinates Transfer: Information about
destination is transferred.

Ench  Circle of Binding: Targets cannot leave circle,

Control Creamre of the Mist: Creatute of the mist

obeys caster’s commands.

Dominate Item: Controls all the actions of an

intelligent irem.

Suppress Lesser: Lower-level arcane caster cannor

cast spells.

Evoc  Apolioths Condemnation: Burst inflicts 1046

points of damage and entangles foes.

Bind Irem: Object encased in globe of force.

Chains of Vengeance: Subjecr is bound and takes

2d6 points of fire damage/round,

Coldscream: Inflicts 1d6 points of damagerlevel

{10d6 max.); half sonic. haif cold.

Feedback: Target suffers 1d8 + 1 points of damage/

level if specified action is wken.

Flaming Cotrosion: Inflicts 1d6 points of

damage/level (tod6 max.}; half acid, half fire,

Mark of Air, Grearer: Subject can fly at speed 40

and has other power.

Mark of Earth, Greater: Subiect has damage

reduction 10/magic and other power.

Mark of Fire, Greaver: Subject has vesistance o

fire 20 and other power.

Mark of Frost, Greater: Subject has resistance to

cold 20 and other pawer.

Mark of Water, Greater: Subject can breathe water

and has other power,

Warding Globes: Creates one tiny globe/two levels

that negates atzacks of opportunity and inflicts

2d$ points of damage.

Hius Slay Mlusion: Creates illusion that destroys other

itusions.
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MNeord

Trans

Univ

R
Black Mulching: Plants 3 HD or less die, others \“)
rake 1d1o peints of damage.
Soul Burse: 2o-foot-radius bursc inflicts 1d6
points of damage/tevel to living creatures only.
Asrvow Deflection: You make saves to redirect
incoming ranged attacks o new targers.
Brother’s Revenge: Target who harmed caster’s
family begins to wither and ror,
Coax Forth Power: Magic items inflict 50 percens
more damage,
Gaze of Destruction: Caster’s next spell becomes 2
gaze attack.
Gird the Warrior: Subject gains +10 armor bonus
and +4 bonus to attack and damage.
Hidden Object: Object can only be seen through
magic glass.
Instifl Familiar: Grants familiar one spelt of ath
level or lower to cast.
Strength to Strike: You suffer 2 points of Swrength
damage, weapon gains +2d6 damage.
Thief of Spells: Ends spell effects on a sreature and
grants them to you.
Enhance Magical Flow, Greatex: +2 bonus 1o spell
save DCs.

STH-LEVEL SORCERER/WIZARD SPELLS

Abjur

Conj

Div

Ench

Evoc

Overcome Force: Subject becomes immune o force
damage and can walk through wall of force.
Teleport Block: No teleports are allowed in or out
of arez.

Kevessa Gul (Spines of Death): Caster gains spines
that can be used as melee or ranged weapons.
Vicious Summons: Summons fiendish dire weasel
on a creature, automatically inflicting damage.

Scry Reverse: You automatically scry person serying
you.

X-Ray Vision: You see through matter.

Call of the Ruby: Forces a creature to attack anoth-
er crezture.

Call of the Topaz: Forces a creature to hold still for
1 round.

Kin Curse: Target is compelied to kill nearest
relative.

Cross of Lightning: Four lightning bolts inflict 1dé
points of damage/tevel (1546 max.).

Harroc Adulese (Hunter Serpent): Energy snake
hunts specific type of creature, inflicts 146 points of
damage/level.

Quintelermental Blast: Cone inflicts 146 points of
damage/level of whatever type of damage rarget is
susceprible to.

Telepert Redirect: Incoming or outgoing relepors
has a new destinarien.
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Mlus

Necro

Trans

Zone of Speed: Movement through zo-foot sphere
has a maximum speed set by caster.

Phantom Foil: Creares phantasms that negate
sneak attacks.

Animate Necrosis: Animates » wound that attacks
wounded creature.

Elemental Shroud: Undead are granted a shroud
of chosen element thar grants powers.

Spine Tendril: Creates a tendril that grapples or
disarms.

6TH-LEVEL SORCERER/WIZARD SPELLS

Abjur

Conj
Div

Ench

Evac

Necro

Trans

Ferrod Adul Vestorimin (Vestorimin’s Golden
Aura) Caster surrounded by antimagic field thas
only affects evil spells.

Oroster’s Revenge: Attackers suffer 2d6 +1/level
points of damage for each amack,

Sudden Wave: Creates a wave of water that sweeps
away creatures and objects.

Teleport Tracer: Destination of teleport is discov-
ered.

Call of the Emerald: Forces a creature o steal an
© object.

Call of the Sapphire: Forces a creature to go home.

" Coma: Subject cannot take actions for one hour/level,

Condirional Spell: Designated spell triggers stored
spell in subjecr.

Electrical Deluge: Inflicts 1d6 points of electricity
damage/level (1546 max.) our to 100 feer away.
Freezing Claw: Ranged rouch attack inflicts 346
points of cold damage and freezes subject solid.
Secry Blast Inflicts 1dy4 poines of damage/two levels
upon scried subject.

Prorogate Death: Allows subject to act below o hp
and live after reaching —10 hp.

Gestalt: Fuses two creatures into one.

Nonesuch Spell; Prevents one 4th-level or lower
spell from being cast within 50 feet of you.

Susar’s Deach: Targer dies in 1d4 rounds as blood
turns to lead.

7TH-LEVEL SORCERER/WIZARD SPELLS

Conj

Div

Ench

Creare Creature of the Mist Creates creature of
themistup 1o CR 0.

Diabolich Portam (Devil's Gate): Creates doorway
to hell through which ene devil might appear/round.
Window to Elsewhere: Creares view into another
location.

Call of the Diamond: Forces creature to come to
your location,

Master Crearure of the Mist: Controls creature of

the mist permaneatly.

Trans

Ely, Mass: One crearure/level can fly av speed Go.
Jeviceas Fourfold Ostracism: Sends up o four
targees ta another plane remporarily.

Prohibir Kind: Puts all creacures other than speci-
fied type into stasis,

Spellmaster: You can increase range and duration
of spells, delay effects, and shape areas.

S8TH-LEVEL SORCERER/WIZARD SPELLS

Ench
Evoc

Trans

Utter Thrall: Completely enslaves one humanoid.
Chains of Antimagic: Target is bound in chains
that prevent spells and abilities.

Mark of Death: Subject Is immune to death effects
and has other power.

Necro Jisgus Sepa (Disguise Soul): Creature
appears 10 be other'creature in respect to many
spells.

Disintegration Field: Creates an area where matter
is disintegrated.

Fuse Line: Two subjects share traits with furure off-
spring.

Imbue Guardian: Sets eternal guardian to watch
over an area.

Mantle of Egregious Might: Subject has +4 luck
bonus to AC, attack rolls, saving throws, and abiliry
scores.

Pretur Ar Nuade (Horde Ward): Intruders inte
warded area teleported ro specific destination.
Primal Release: Subject becomes stronger, tougher,
and more bestial.

OTH-LEVEL SORCERER/WIZARD SPELLS

Abjur
Conj

Necro

Trans

One Step Beyond: Targets immune to divination.
Create Greater Creature of the Mist: Creates
creature of the mist up o CR 12

Mapma Burst: Creates a huge volcanic pit thar
inflicts 20d6 points of damage.

Cuigna Arthanath {Consume Man): Humanoid is
annihifated.

Duplicate: Creates an exact duplicate of you that
you control.

Arcana Form: Caster becores pure energy that
can power spells.

Doorway to Elsewhere: Creates a doorway 1o
another location,

Legacy of Eldritch Might: Caster passes on skill
with spellcasting to relazive.

Sphere of Deterioration: Ali creatures in range
suffer 1d6 points of cumulazive damage/round.
Squamous Pulse: Halves nansral armor bonus and
deals 146 points of damage/natural armor bonus
peinc.
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A

SPELL DESCRIPTIONS

The new descriptor in this chaprer, [Inteliigent irem-Affecting], vefers to the rules for
intelligent items in the "Vabrin's Forge” section of Chapter Five, Some speli names
are presented in Draconic with Common names following in parentheses. These
spells carey 2 prevequisize of "Dragon Magic,” referring to the fearin Chaper Two.

ABUASHNE (SHARE ARMOR}
Abjuraticn
Level Sor/Wiz 3
Compenents: V, 5, Dragon Magict
Casting Time: Standard action
Range: Touch
Target: One creature
Duration: 10 minutes/tevel {D)
Saving Throw: None
Spell Resistance: No
The caster transfers some of his or her natural armor bonus (ap 6 half the cast-
er’s total bonus) to the chosen targer, who gains the benefit of it. This natural
armor bonus stacks with existing natural armor benuses that the target may have,
bur ir does not stack with multiple castings af this spell {whether from the same
caster or others).

ACIDIC CURSE
Evocation [Acid]
Level: Sor/Wiz 1
Components: ¥, 5, M
Casting Time: Standard action
Range: Close (25 feer + 5 feet/two levels)
Targer: One creature with eyes
Duration: Instantaneous
Saving Throw: Fortitude negates
Spell Resistance: Yes

You cause a victim's eyes to burst with acid, inflicting 1d6 points of acid damage
and blinding the target for 1da rounds. Creatures who suffer no damage from the
acid {due to a successhul saving throw, an immunity, or a spell granting resistance)
are not blind,

Material Component: A bit of ragweed

ACIDIC GLOBES
Evocation
Levek Sot/Wiz 3
Components: V, §
Casting Time: Standard action
Range: Close (25 feer + 5 feet/two levels)
Targets: Up to one creature or object/round
Duration: One minure/level (D)
Saving Throw: Reflex negates
Spell Resistance: Yes
You ereate one I-inch diameter globe of acid per level thar orbies around your
head not unlike an ioun stone. Once you create the globes, you can launch them, as
a free action, ar a target you designate. You may net launch more than ene globe
per round. The globe inflicts 1d6 points of acid damage upon targets who fail the
saving throw.
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ACTIVATE BLOODLINE POWER
Transmusation

Level: Clr 3, Drd 3, Sov/Wiz 3

Components: V

Casting Time: Standard action

Range: Close (25 feer + 5 feet/two levels)
Targer: One creature with a bloodiing power
Duration: 1 round/level

Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)

With a word of power, you activate the abilities locked
within the heritage of certain subjects. If the targer is 10th
level ar below, you activare the minor bloedline power that he
has irsherited from his family (if any). If the targez is nith level
or above, you activate the major bloodline power (if any). For
details on these abilities, see the bloodline abilities for each
family in the "City in the Storm” section, starting on page 80.

Although the power gained depends upon the subject, ali
other aspects of the spell, such as range and duration,
depend upon you {as normal).

ACUMINATE
Transmutation
Level: Sox/Wiz 2
Components: V, 5, M
Casting Time: Standard action
Range: Personal
Targer: You
Duration: 10 minutes/level
You rransform your own hand or other limb of your
choosing into a sharp, pointed object of metallic hardness
and appearance. You

Target: Gne object or creature
Buration: Instantaneous
Saving Throw: Reflex negates
Spelt Resistance: Yes

Whatever you bold in your hands you immediately trans-
fer into the hands of a creamre you designate at the time of
casting. If the subject holds something eise, he drops what
he's holding 1o hold your gifted object instead. Should the
subject have a free hand, it appears in his free hand, assum-
ing iz can be held in one hand. If both hands are full, how-
ever, he drops all other held objects to hold the giftin both
hands. You may transfer only a single object or creature
(with gear), although it can be a complex ebject (a bucker of
water counts as one object}. The cbiect or creature must be
something you can lift over your head. Failing the saving
throw means the subject does not grab the gift; iz appears
and falls 1o the ground at his feet. If you transfer a creature,
neither the creature nor the subject of the gift get an aack
of opportunity. They now share the same space.

If you transfer an immediately harmful substance, such as a
handful of acid or o burning-hot coal, the subject suffers dam-
age immediately (if he fails his save) but can drop the objecr as
a free action on his wurn. If you wansfer something the subject
cannot sustain due to its weight or unwieldy nature, the sub-
ject drops it immediately and must make ancther Reflex saving
throw to avoid dropping it on himself (such as on his foor) or
falling down due 1o the weight, ar both, as the DM sees fir to
adjudicate. Only iterns unatrached to 2 creature can be trans-
ferred or dropped because of this spell. A sword in a locked
gauntlet or certain cursed items go unaffeczed,

If this spell is used to transfer a creature, the creature
must be willing.

Mathavoe Speaks

Alilkaha's theftt is useful and feirly straight-
farward. Don't underestimate its use, if you
ready your action chead of tirme, to steal the
spell components from a caster's hands

or other sirmilar devieus (rigks.

may make attacks with

ALIXABA'S THEFT
nonproficiency penalty Transmutation [Telepormation]
Level: Sor/Wiz 3
Components: ¥, 5

this weapon with no

and a +1 magical
enhancement bonus
{hoth for arrack rolis

Alilaba’s giftt requires a fittle more thought 1o
come up with interesting uses, | have found Casting Time: Standard action

that “gtfting™ an afly to a foe can prove useful, . - -

parricifnn‘y ifin sa doing you disarm the foe os Range: Close (25 feet + 5 feet/rwo levels)
well. Gifting a cursed item, such 05 a stone of damage reduction). The Targer: One object or creanure

weight, Is also interesting. The best use that |
have found, however, lnvolves coupling this
spet! with a delayed blast freball,

and for overcoming

poinred weapon inflicts Duration: [nstantaneous
1d8 + 1 points of pierc- Saving Throw: Reflex negates

After a bit of consideration, it becomes cbvious  ing damage, plus your Spell Resistance: Yes
X that these spells were botk conceived in the
i twisted mind of ¢ demon.

i Aaterial Component: A allows you to steal whatever someone is holding. Whatever

Strength modifier. You mast have bath hands free to cast this spell, which

sharpened bir of stee! she has in her hands, you now held in yours. You may steal

only a single object or creature, although it can be a complex
abject (a backpack full of gear counts as a single object). You
may not steal an object the subject is wearing, such as a ring.

ALIKABA'S GIFT

Transmutation {Teleportation]

Level: Sor/Wiz 3

Components: V, 5

Casting Time: Standard action

Range: Clase (25 feer + 5 feet/two levels)

You can steal a creature grappled by another creature. The
abjest or creature must be semething you can lift over your
head. See Alikaba’s gift for more derails.

1f this spall is to transfer a creature, it must be willing.




ANAVAR'S ANTICIPATED ATTACK
Divination
Level: Sor/ Wiz 1
Components: V, 5
Casting Time: Standard action
Range: Personal
Target: You
Duration: 1 round/level
You peer momentarily into the future, enough to be
warned of a coming attack. The first time you are attacked
within the spell’s duration, the atrtack suffers 2 —za luck
penalty. After the firse attacl, the spell's effects disappear.

ANIMATE NECROSIS

Necromancy

Level: Sor/Wiz 5

Components: V, 5, M

Casting Time: Standard action

Range: Close {25 feet + 5 feet/two levels)

Targer: One wounded ving creature

Duration: Instantaneous

Saving Throw: Fortitude negates (farer Will partial, see text)
Spell Resisvance: Yes

You gnimate the dead tissue in the wound of a wounded
living creature. This spell can affect any crearure currentdly
helow its maximur hit peints due o injury. Bits of animared
flesh form 2 sickly tendril that reaches up and out of a single
wound, atzacking the living pottion of the crearure. The crea-
rure must make a Will saving throw immediately or the sight
of this horror stuns it for 1d3 rounds,

Whether the crearure is stunned or not, the undead ten-
dril of flesh makes arzacks with 2 415 bonus {Strength zo). I
makes a grapple attack as a creature of the subject’s size
{even though it is acrually smalier). If it achieves a hold, it
immediately begins constricting and strangling the creature,
inflicring 2d6 points of damage per round.

The necrotic tendril has = hit points per Hit Die of the
original creature, and AC 15 (42 for size, +3 for natural
armor). A single casting of this spell affects only one wound.

Material Component: A bit of swring coated in animal fat

CHAPTER SEVEN: SPELLS

ANIMATED TATTOO
Husion
Level: Brd o, SorrWiz o
Compenents: V, 3, M
Casting Time: One hour
Range: Touch
Effect: A 3-inch-square area of flesh
Druration: Permanent
Saving Throw: None
Spelt Resistance: No
You create a tattac with the ability to move in place upon
a creature’s skin. Thus, the spell can create an animared tat-
o0 of 2 lion roaring or a dragon breathing fire, a moving
waterfall, or a warrior swinging a sword. The image and irs
movements are preset; once the spell is cast, one cannor
change them.
The image is decorative only, with no other effects.
Material Component: to gp warth of expensive inks

APOLIOTH'S CONDEMNATION
Evocation
Level: Clr 5, Drd 3, Sov/Wiz 4
Components: V, 5, M
Casting Time: Standard action
Range: Medium (100 feer + 10 feet/fevel)
Area: 2.0-feot-radius burst
Duration: [nstantanecus
Saving Throw: Reflex half
Spell Resistance: Yes

You create a burst of magical energy that deals 1d6 points
per level in nonlethal damage (maximum 10d6). Further,
those failing their saving throw become entangled by linger-
ing threads of magical energy for 1d6 rounds. An entangled
creature suffers a ~2 penalty to attack rolls and a «q penalty
to effective Dexrerity. He can move at half speed but can't
run or charge. An entangled character who attempts to casta
spell must make a Concentration check {DC 15) or lose the
speil. The spell affects only living creatures-—objects,
undead, and constructs remain unharmed.

Material Component: A ball of cotron and some spiderweb
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ARCANA FORM
Transmutation

Level: Sor/Wiz g
Components: V, 5

Casting Time: Standard action
Range: Personal

Targer: You
Duration: 10 minutes/level
Saving Throw: None
Spel Resistance: No

You transform yourself into a being of pure magical ener-
gy. You are incorporeal, immune to critical hits, and can fly
with good maneuverability at a speed of 100, Because you
can draw magical essence from your own form, you can use
this energy to cast spells. At the cost of 5 hit points per spell
level, you can cast spells with no loss of prepared spells or
spell slots (you can cast only spelis you know, or those you
have prepared for thar day, if you prepare spells}. At the cast

of 1 Constitution point (rempo-
rary damage), you can use a

charged irem and not expend a

charge; 2 Constitution points

viill save two charges, if needed,
If you enter an antimagie field,
you cease 10 exist for the rest of
the spell’s duration {or the
antimagics duration, which-
ever is shorter).

ARROW DEFLECTION

Transmuration
Level: Sor/Wiz 1
.\1\ Components: ¥, 3
‘ﬁ‘: Casting Time: Standard action
d

Range: Personal
Target: You
Duration: Cne minute/level
Saving Throw: None
Spell Resistance: Ne
You can deflect one ranged physicai (nonspell} atrack per
round as a free action if you make a Reflex saving throw
(DC 20} if the ranged weapon has a magical bonus to
artack, the Difficulty Class increases by that amount, If you
succeed, you deflect the weapon. You must be aware of the
attack and not flat-foored, however.

ARROW REDIRECTION
Transmutation
Level: SorWiz 4
Components: V, 5
Casting Time: Standard action
Range: Personal
Target: You
Duration: One minute/level
Saving Throw: None
Spell Resistance: No

As arrow reflectionf, except that you may redirect the
ranged artack at anyone of your choosing within the armack’s
normal range. The artack retains its initial attack roll 10
determine whether it hits the new target and inflicts damags
normally. Thus, if an archer fires an arrow at you with an
atrack rolk of 425, you direct it at another targer, striking if
the new target’s Armor Class is 25 or fess. You can redivect
artacks back at the original armacker if you wish.

ARROW REFLECTION
Transmutatien

Level: Sor/Wiz 3
Components: V, 5

Casting Time: Standard action
Range: Personal

Target: You



Druration: One minute/jevel
Saving Throw: Nene
Spell Resistance: No

You can force one ranged physical {nenspell) arzack back ar
its source each round as a free action. The attack retains its
initial arrack roli to determine whether it hits the source and
inflicts damage normally. Thus, if an archer fires an arrow a
you with an attack roll of 423, you reflect it back at the archer,
striking if the archer’s Armor Class is 25 or less. You must
be aware of the attack and not flas-footed, however.

BESTOW MalLapy
Transmutation [Intelligent ltem-Affecting]
Level: Sor/Wiz 3
Components: V, 5
Casting Time: Suandard action
Range: Close {25 feet + 5 feet/two levels)
Target: One intelligent irem
Duration: Instantaneous
Saving Throw: Will negares
Spell Resistance: Yes
You give an intelligent item one malady of your choosing,
as described on page 69,

BETRAY THE YEARS
Abjuration
Level Adpy, Brd 3, Clr1, Drd 1, Sor/Wiz 1
Compoenents: V, 5, M
Casting Time: Standard actdon
Range: Touch
Targes: One nonmagical object of no more than 10 tbs./level
Dugation: Permanent
Saving Throw: None
Spell Resistance: No

You make one object immune to the effects of time. Wood
doesn't ror, paper doesn't yellow, water doesn't evaporate,
and 5o on. This spell does not protect againse forces other
than time. So, for example, a rock can stiil be worn down by
the erosion of running water,

Material Component: A tiny hourglass-shaped piece of blue
quarez worth 10 gp

BIND ITEM

Evocation [Force]

Level: Sor/Wiz 4

Components: V, §

Casring Time: Standard action

Range: Close {25 feet + 5 feer/two levels)
Targee: One object no larger than 3 feet across
Puration: 10 minutes/level

Saving Throw: None

Speli Resistance: No
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The subject of this spell is encased in a globe of force no
larger than 3 feet in diameter. If the target objectis held by a
creature, the creature can make a Reflex saving throw o
resist the effects of the spell. The globe remains impervicus
to harm, much like a wall of force. However, the globe is
weightless and can be moved {assuming enough force is
available to move the weight of the object encased in the
globe). This speli often proves useful in ransporting danger-

ous substances.

B1ACK MULCHING
Necromancy
Level: Drd 4, Sor/Wiz 4
Components: V, 5, M
Casting Time: Standard action
Range: Medium (106 feet + 10 feer/level)
Area: 20-foot-diameter sphere
Duration: 1 round/level
Saving Throw: None
Spell Resistance: Yes
All plants in the area with 3 HD or iess blacken and die
automaticaily, falling to shreds. Other plants suffer 1dio
noincs of damage. You can move the area anywhere within
the range of the spell each round.
Material Components: A drop of any type of poisonand a
stwall pair of shears

BLaAST OF COLD
Evacartion [Cold]
Level: Sor/Wiz1
Components: V, $
Casting Time: Standard action
Range: Close (25 feet + 5 feer/two levels)
Targer: One creature or abject
Duration: Instantanecus
Saving Throw: Reflex half
Spell Resistance: Yes
A blue-white bolr of screaming cold energy emanazes
from vour fingertip and stikes 2 single targer, inflicting
146 points of damage per wo caster levels (maximum
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BLISSFUL SLEEP

Abjuration

Level: Adp1, Brd 1, Clr 1, Drd 3, Sor/Wiz 1
Components: V. 5, M

Casting Time: Standard action

Range: Touch

Target: One willing, living creature
Duration: Eight hours

Saving Throw: None

Spelt Resistance: Yes

E‘;ﬁ
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The rarger can ger a good night’s sieep even in horiible

conditions. Even wearing armor, lying on a slimy dungeon
floor surrounded by corpses, a characrer can sleep soundly.
This sleep is not a compulsion, however—ir affects only
willing targets.

Characters who sieep for the full duration of this spelt wake
up 50 refreshed, they gain a +1 dreumstance bonus to the first
skill or ability check they make thar day. Characrers sleeping
under the effects of this spell are immune to nightmare.

AMaterial Component: A vuft of sheep’s wool

BLOOD SPIKES
Transmutation
Level SorrWiz
Components: V, 5
Casting Time: Standard action
Range: Touch
Targer: One creasure with blood
Duzation: 1 round/Tevel
Saving Throw: Fortitude negates
Spell Resistance: Yes

You cause the blocd of one creature w suddenly coagulate
and harden into spikes, which then thrust our of the crea-
ture’s flesh. This eruption inflicts 3d6 points of damage on
the subject. If the creature survives, it then can use the
spikes as weapoens for the duration of the spell. The spikes
add 1d6 points of damage to any grapple or unarmed actack
the subject makes.

BLue BoLT

Evocation

Level: Sor/Wiz 1

Components: V, 5, M

Casting Time: Standard  action

Range: Close {25 feet + 5 feet/two levels)

Targer: One living  creature

Puration: Instantansous

Saving Throw: None

Spell Resistance: Yes

You point your finger and from it erupts a thin blue

bolt. You must make a ranged touch attack 1o use the bolt

to strike a foe. I it hits,

Mathavoc Speaks you deal 1d6 points +1
1 do nat know exactly what fo make of the spelf
biood spikest. At first glance, it seems ke an .
attock spell—one with a strange side effect. lethal éamage {mazxi-
Tf'?en again, per_haps itis an enhsnceme_n! spelf mum +10). This spel'l
with a cost. Litimately, 1 Think the arconist who

created the spell did so to arm his more fanatic has no effect on

a!f_ies or followers, aithough hg must has_re baen cbiects, undead, or
foirly powerful, for casters of little experience
certaindy will inflict mare domege on the subject  CORSTIUCES.
then the subject could possibly deg! out with
the spikes in the ailotted durgtion,

point per level of non-

Material Component:

o Any blue stone
In any evend, showid | ever use it, ! will do so

with caution, It would be.., inconvenient o ¢cast
a speli on a lackey or o summened oily oniy to
find it killed from within by its own blood.

BOLT OF
CONJURING

Conjuration {Summoning)
Level: SorrWizy
Components: V, §
Casting Time: Standard action
Range: Medium (100 feet + 10 feer/level)
Target: One creature
Duration: Instantanzous {see text)
Saving Throw: Reflex half
Spelt Resistance: Yes

You fire a blast of magical force that strikes a rarger unerp-
ingly, inflicting 1d4 points of damage per caster level {maxi-
tautn 104, Further, at the time of striking, the bolt sum-
mons an outsider as if suwmmon menster I had been cast. The
summoned creature can act immediately upon appearing
anywhere you desire within 5 feet of the targer, as described
in summon monster [ It remains for 1 round per caster level.

BONE TATTOO
Necromancy
Level: Sor/Wiz 3
Components: V, 5, M
Casting Time: One minure
Range: Touch
Targer: One living crearure
Duration: One minute/level
Saving Throw: Will negates (harmless)
Spell Resistance: Yes
This spell creares a bone-colored skull-and-benes rattoo
patrern on the flesh of a living creature. As long as the tatwo
fasts, the rattooed creature has spell resistance 10 + your



level against cold, polymorph, and mind-affecting azracks.
Further, mindless undead creatures react to the tatroced
crearure as if he were undead. However, any creature with
this tattoe can be turned as i he were undead with turn
resistance +4.

Material Companents: A bit of white ink and a needle

BROTHER'S REVENGE
Transmurtation
Level: Sor/Wiz 4
Components: V, 5
Casting Time: Standard action
Range: Medium (100 feet + 10 feer/level)
Targer: One creature {see text)
Duration: One day/level (D}
Saving Throw: Fortitude partial
Spell Resistance: Yes

If the rarget inflicted damage or other harm upon a family
member of yours {and you are aware of this fact), you can cast
this spell to cause the target’s body o rot and wither slowly.
Each day, the target suffers 1da-+1 points of Constitution
damage and a cumulative -1 penalty to attack rolls, saving
thraws, and checks. The ability score damage heals normally,
but the penalty does not end until the duration of the spell
elapses {at which point it ends completely} or untl the spells
effects are removed magieally. The spell’s duration can be
brought 1o an end with a remave curse spell cast by a cleric
with a higher caster level than vours, or by a heal, restoration,
regeneration, miracle, fimited wish, or swish spell.

‘Targets who make a successful Fortitude saving throw stll
suffer 2 points of temporary Constirution damage.

BRUTAL SEETHING SURGE
Evocation [Acid]
Level: Sor/Wiz 3
Components: §
Casting Time: Standard action
Range: Touch
Targer: Creature or object touched
Duration: Permanent until discharged
Saving Throw: Fortitude parrial
Spell Resistance: Yes

By welling up corrosive power within your hand, you turn
yourself into a powerful weapon, capable of a vicious touch
artack. Your touch inflicts 148 points of acid damage, plus
additional point per level. Further, che vietim muse make a
Fortitude saving throw or become dazed for 1d3 rounds
{subject can take no actions other than self-defense). You
can make a total of one successful touch arrack per level
{successful in that you rouch the subject—not dependent
upon actually inflicting damage ar dazing him). You are sill
limited by your own total number of attacks per round.
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CALL OF THE DIAMOND

Enchanmment (Compuision)

Level: Sow Wiz 7

Components: ¥, 5, M

Casting Time: Full round

Range: Uniimited

Target: One creature of no more than 1 HD/level
Duration: See text

Saving Throw: None

Spelt Resistance: Yes

A specific creature you name (a creature without a name is
immune) must rravel, using its fastest means possible
{inciuding magical items or spells if prepared or available) ro
appear before you, standing close enough to rouch. Once the
creature arrives at that spot, the spell ends.

The creature may have to go through threatened or dan-
gerous areas (passing by guards or moving through a wall of
fire) ta get to you, or it even may have to break through a
barrier (like a walf of ice). A barrier that requires more than
10 rounds to get through is considered impassable for the
purposes of this spell, The spell ends immediately if the
creature physicaily cannot reach you—including a sineation
forcing the ereature to pass through an area thar would,
without a doubt, kil] it. For example, a creature wirh enly
25 hp that must navigate a pool of lava to reach you is unaf-
fected by the spell, as is a creature on another plane that has
no planar travel abiliry. If you cast the spell and then move to
a spot where the creature cannot reach you, you have freed it
from the corapulsion.

While under the effects of protection from evil or 3 similar
spell, the subject can ignore the compulsion, bug such a ward
does not prevent establishing call of the diamond, nor dispel ir.

Afaterinl Component: A diamond worth at least 2,000 gp

CALL OF THE EMERALD
Enchantment (Compulsion)
Level: Sor/Wiz 6
Components: V, 3, M
Casting Time: Full round
Range: Unlimired
Targer: One creature of no more than & HD/level
Duratiomn: See wext
Saving Throw: None
Spell Resistance: Yes
A specific creature you name {a creature without a name is
immune) must imraediately steal the nearest object it is aware
of—something thar’s worth at least 500 gp and does not
belong 1o iz. Once the subject rakes the object, the spell ends.
“The crearure may have o go through threatened or dan-
gerous areas (passing by guards or moving through an area
protected by a glyph of warding) to ger at the object, or it
may even have to break through a barrier or pick 2 lock. A
barrier that requires more than 10 rounds to get through is

1
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considered impassable for the purposes of this spell. The
spell ends immediarely if the creature physically cannot
reach the object—including a situation forcing the creature
to pass through an area that would, witheur a doubs, kill iz,
For example, a creature with only 30 hp that must swim
through acid to reach the object is unaffected by the spell.
While under the effects of protection from evil ot a similar
spell, the subject can ignore the compulsion, but such a ward
does not prevent establishing call of the emeraldf, nor dispel it.
Material Component: An emerald worth arleast 1,000 gp

CALL OF THE RUBY

Enchanument {Compulsion)

Level: Sor/Wiz 5

Cempenents: V, 5, M

Casting Time: Full round

Range: Unlimired

Targer: One creature of no more than 1 HD/level
Duration: See text

Saving Throw: None

Spell Resistance: Yes

A specific crearure you name (2 creature without a name is
imrmune) must immediately artack the nearest creature it is
aware of. After the subject attacks once, the spell ends
{regardless of success).

The subject may have 1o pass through dangerous areas
{moving through a region covered by enemy archers) ta get
at the creature, or it may even have o break through a barri-
er. A barrier that requires more than 5 rounds to get through
is considered impassable for the purpeses of this spell. The
spell ends immediately if the subjecr physically cannot reach
the creature—including a situation forcing the subject ro
pass through an area that would, withour a doubs, kill ir. For
example, 2 subject that breathes only in water but must cross
land to reach its rarger is unaffecred by the spell.

‘While under the effects of protection from evil or a similar
spell, the subject can ignore the compuision, but such a ward
does not prevent establishing calf of the rubyf, nor dispel it.

Material Component: A ruby worth at least 500 gp

CALL OF THE SAPPHIRE
Enchantment (Compulsion)
Level: Sor/Wiz 6
Components: V, 5, M
Casting Time: Full round
Range: Unlimited
Targer: One creature of no more than 1 HD/level
Duration: See text
Saving Throw: None
Spell Resistance: Yes
A specific creature you name {a creature without a name is
immune) must immediately go o its home. Once the subject
arrives home, the spell ends. Crearures with no home or lair

cannet be affected by this spell, although even a regular place
to sleep could be considered a "home.”

The creature may have to traverse threatened or danger-
ous areas (passing by hostile beasts or moving through a
cloudkill) 10 get home, or it may even have to break through a
barrier (like a wall of ice). A barrier thar requires more than s
rounds to get through is considered impassable for the pur-
poses of this spell. The spell ends immediately if the creature
physically cannot reach its home—including a simartion
forcing the creature to pass through an area that would,
without a doubr, kill it. For example, a creature with only 2¢
hp that must navigate a peol of acid to ger home is unaffect-
ed by the spell, as is 2 creature with no planar travel abiliry
whose home is on another plane.

While under the effects of protection from evil or a similar
spell, the subject can ignore the compulsion, bur such a ward
does not prevent establishing call of the sapphiref, nor dispel ic.

Marerial Component: & sapphire worth at leasv y,000 gp

CALL OF THE TOrAZ
Enchantment {Compulsion}
Level: Sor/Wiz 5
Components: V, 5, M
Casting Time: Full round
Rangs: Unlimited
Targes: One creature of no more than 1 HD/level
Duration: Instantanecus
Saving Throw: None »
Spell Resistance: Yes

A specific creature you name {a ¢rearure withour a name is
immune) must immediately stand perfectly stili as thaugh
parzlyzed for 1 round. While under the effects of protection
from evil or a similar spell, the subject can ignore the compul-
sion, but such a ward does not prevent establishing calf of the
topazf, nor dispel it.

Material Component: A topaz worth at least 300 gp

CHAINS OF ANTIMAGIC
Evocation
Level: Sor/ Wiz 8
Components: V, 5, M
Casting Time: Standard action
Range: Close (25 feet + 5 feet/owo levels)
Targer: One creature or object
Duration: 10 minutes/level (D}
Saving Throw: Reflex negares
Spell Resistance: Yes

You wrap the target in magical chains that not only bind
with the strength of real chains {rendering the victim immo-
bile and helpless) bur suppress any active spells, spell-like
abilities, or supernatural abilities, including magic irems,
Further, this speli keeps the rarges from aczivating any new
spells, spell-like abilities, or supernarural abilities, or being



affecred by those that others cast. It is as if the victim were
i his own personal antimagic field.
Materia! Component: A link of an iron chain

CHAINS OF VENGEANCE
Evocation [Fire]
Level: Sor/Wiz 3
Components: V, S
Casting Time: Standard action
Range: Medium (100 feet + 10 feet/level}
Target: One creature
Duration: 1 round/level
Saving Throw: Reflex negates
Spell Resistance: Yes

Chains of fire wrap around the targer, rendering her
helpless and dealing her 2d6 points of fire damage each
round. The subject may attempr to break free, requiring a
Strength check (DC 25) or an Escape Artist check {DC 30}
These attempts, however, automarically inflict an additional
2d6 points of fire damage upon the subject. Others may

attempt to help {see the cooperation rules in the Player's
Handboak, Chapter Feur), but they suffer 1d6 points of fire
damage if they uy.
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CHANGE WEAPON WL
Transmusation

Level: Sor/Wiz 3
Components: V, 5

13
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Casting Time: Standard action
Range: Touch
Targer: One weapon
Duration: One minute/level (D)
Saving Throw: None
Spell Resistance: No
This spell alters one weapon, transforming it into another
weapon of your choice with the same quality and magieal abili-
wies (if any). Change weaponf can increase or decreage a weapon’
size by up 1o three categories, so one could transform a dagger
into a dire fail but not inzo a Fuge greatsword. For the purposes
of this spell, 2 "weapon” is anything designed specifically for
fighting; a dagger or sward counts as a weapon, but a butter
knife ot a chair Jeg doesnt. This spell cannot affect or create siege
engines ot ranged weapon ammunition {bolts, arrows, etc).
This spell can transform a weapon’s ammunition, such as
an arrow or a sling stone, inte another weapon, such as a
melee weapon. However, the ammunition’s magical abilities
{if any) can be used only once befare they are forever lost.
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CHARM ITEM

Enchantment {Charm) [Intelligent Irem-Affecting]
Level: Brd 1, Sor/Wiz 1

Components: V, §

Casting Time: Standard action

Range: Close (23 feet + 5 feet/two levels)

Targen: One ineelligent item

Duration: One hour/level (D)

Saving Throw: Will negares

Spell Resistance: Yes

This charm makes an intelligent item regard you as its
trusted friend and ally. If the item is currently under threat
or attack by you or your allies, howsver, it receives a +35
bonus on its saving throw.

The spell does nat enable you te controt the charmed itemf,
bat it perceives your words and actions in the most favorable
way. You ¢an try to give the item orders, but you must win an
opposed Charisma check to convince it to de anything it
wouldn’t ordinarily do (retries not allowed). A charmed item
never obeys self-destractive or ehviously harmful orders. Any
act by you or your apparent allies that threatens the charmed
itern breaks the spell. Note also that you must speak the
item’s language to communicate your commands, or else be
good at pantomiming.

CIRCLE QF BINDING

Enchantment (Compulsion) {Mind-Affecting]
Level: Sor/Wiz 4

Components: V, §

Casting Time: Standard action

Range: Medium {100 feet + 10 feet/level)
Area: Circle with a radius of up to 5 feet/level

Duration: One minute/level (I
Saving Throw: Will negates
Spell Resistance: Yes

When you cast this spell, energy lances from your
hands and traces a circle on the ground. Anyone touching
the ground within the circle ar the time of casting is
trapped within it. They can rake any sert of normal action,
but they cannor feave the circle {even spells such as
teleport fail}.

Those not touching the ground, those making their sav-
ing throw, or those entering the circle later, go unaffected.
if the caster enters the circle, the spell ends.

COAX FORTH POWER
Transmutation
Level: Sov/'Wiz 4
Components: V
Casting Time: S:andard action
Range: Touch
Target: One magic item
Duration: 10 minutes/evel
Saving Throw: None
Spell Resistance: No

This spell allows you 1o enhance the amount of damage a
spell-completion or command-word magic izem inflicts: For
the duration, the item inflicts 50 percent more damage than
normal with each use. Thus, 2 wand of firchall {sth-level
caster) deals 5d6 points of damage. The user rolls 21 points
of damage, Under the effects of this spell, the wand inflices
31 points of damage instead. This spell does not affecs
weapon damage,



COLDSCREAM
Evocation [Celd, Sonic}
Level: Sor/Wiz 4
Components: V, 5
Casting Time: Standard action
Range: Close (25 feet + 5 feer/owo levels)
Area: Cone
Duaration: Instantancous
Saving Throw: Reflex half
Spell Resistance: Yes
You emit a shrill shriek that inflicts 1d6 points of damage
per level {maximum 10463, Half this damage is cold damage,
and half is sonic. Further, you can designate one object in
the area that must make another Reflex saving throw. [F i
fails, the object shatrers, (See illustration, next page.)

Coma

Enchantment (Compulsion) [Mind-Affecting]

Level: Clr 6, Sor/Wiz 6

Componentst §, M

Casting Time: Seandard action

Range: Close (25 feet + 5 feer/two levels)

Target: One living crearure

Duration: One hout/level

Saving Throw: Fortirude negates

Spell Resistance: Yes
You pur a living crearure in a coma. The subject falls prone

immediately——alive, but unable o take actions,
Material Componeat: A mixture of ground spices

COMPELLING QUESTION
Enchantment (Compulsion} [Language-Dependent,
Mind-Affecting]
Level: Sor/ Wiz
Components: V. 5
Casting Time: Standard action
Range: Close {25 feet * 5 feet/two levels)
Targer: One creature
Durarion: Instantaneous
Saving Throw: Will negates
Spell Resistance: Yes
You ask another creature a single, simple question thar
can be answered with a single word. On the creanure’s pext
rurn, as a free action, it answers you as truthfully as possible.
The DM is free to assign medifiers to the saving throw based
on how important the targer considers the answer. Asking
someone whether she is the king’s murderer, for example,
involves a closely guarded secret and may earn a trained
assassin a +4 competence bonus to the save,

COMPELLING QUESTION, GREATER
Enchaniment (Compulsion) [Language-Dependent,

Mind-Affecting]
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Level: Sor/Wiz 3
Components: ¥, 5
Casting Time: Standard action
Range: Close (25 feet + 5 feet/two levels)
Target: One creasure
Duration: Instantaneocus
Saving Throw: Wil negates
Spell Resistance: Yes
As compelling questiony, except that the answer may require
up 10 23 words. Answering the question remains a free action,
and the derails of the answer still modify the saving throw.

COMRADE'S IMMUNITY
Transmutation

Level Sor/Wiz 3

Components: V, §, M

Casting Time: Standard action

Range: Close (23 feet + 5 feet/two levels)
Targen: One willing creature

Duration: 10 minutes/level (D)

Saving Throw: Nong

Spell Resistance: No

You render a crearure immune to the effects of your spells,
so that each rime you cast a spell at the target or while she
remains in the area of effect, it is as if you failed a spell
resistance check to affect her. Thus, spells thar do notallow
spell resistance can still affect her. The targes must be willing
and you must state her name as parc of the spell,

Wizards frequently use this spell on their fighter allies,
allowing them te huatl fireballs and similar spells with
impunity, knowing that they will not harm their friends.
Since you know your spell cannot harm your friend, you may
make a ranged attack with a spell at a foe engaged in melee
with your comrade without suffering the normal ~4 penalty
for firing into melee,

Material Component: A scrap of parchment with your com-
rade’s name on it

COMRADES' TRAIL
Conjuration {Creation}
Level: Adp1, Soe/Wiz o
Components: V, §, M
Casting Time: Standard action
Range: Touch
Area: A trail up to one mile long/Tevel
Duration: One hour/level (D)
Saving Throw: None
Spell Resistance: Yes
You create a trail, like a glowing thread, visible only 1o
those whom you name while casting the spell. You can
name only one creature per level, Nothing can disturb the
trail physically, but it can be dispelled, and even 1 point of
damage inflicted from a magical source destroys it. You can
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use this spell to create a visible trail through a maze,
through a thick woods, or anywhere where you want your
friends 1o follow.

Mazerial Component: A handful of bread crumbs

CONDITIONAL SPELL
Evocation
Leveh Sor/ Wiz 6
Components: V, 5
Casting Time: Standard action
Range: Close (25 feet + 5 feer/two levels)
Targer: One creature or object
Duration: Until discharged
Saving Throw: Will negates
Spell Resistance: Yes
You cast this spell as well as another spell of 3rd level or
lower to be "stored.” When a specific spell you name (of any
level) is cast upon the subject, the stored spell releases ina
preset manner. The stored spell takes effect immediately afrer

the targer spell in the same round.

For example, you store fireball within your friend the bar-
barian and designate fightaing belt as the impetus speil. Now,
when a fightaing bolt is next cast, placing the barbarian in its
ares, a firehall is cast in the manner you chose when you cast
canditionaf speflf. You might have caused the spell o be cast
“at the individual who cast fghening bolt,” or "1o0 feer
straight ahead,” or a1 the subject’s feer.” The barbarian sl
suffers damage from the lightaing bolt normally.

You could also designate a door as the subject, with an
impetus spell of knock store the web speli, to be castin the
atea around the door, Or, you could identify an imperus spell
of charm person thaz, when cast upon a cohort {as the sub-
jecr), releases the stored spell dispel magie, cast on the cohorr.

A rarget and his gear may have only ene conditional spell
acrive at a time, meaning you cannot cast this spell on both a
barbarian and the barbarian’s axe. If the impetus spell does not
affect the target because of a successful save or spell resistance,
the conditional spefl still triggers. If the stored spell cannot be
cast as designated by the caster {due to range, line of sight,
etc.), the spell has no effect and the conditional speli is losz.




CONTROL CREATURE OF THE MIST
Enchantment (Compulsion) {Mind-affecring]
Level: Clr 4, Drd 4, Sor/Wiz 4
Compenents: V, 5, M
Casting Time: Standard action
Range: Touch
Targer: One creature of the mist
Duration: One hour/level
Saving Throw: Will negates
Spell Resistance: Yes
This spelf enables you 1o command a creature of the mist
{see Chapter Nine). You command the creature by voice.
There is no telepathic communicatien, but the creature
understands you, whatever language you speak. Even if com-
munication proves impossible, the controlled creature of the
mist does not attack you. At the end of the spell, the con-
trolled creature reverts o its normal behavior. A creature with
at least Intelligence 2 remembers that you controlled it.
1f you arrempt to control a creature of the mist that you did
not create, the ereature gains a +4 bonus to its saving throw.
Material Companent: Powdered gold worth at least 200 gp

CREATE CREATURE OF THE MIST
Conjuration (Creation)
Level: Clr 7 Drd 7, Sor/Wiz 7
Components: V. 5, F, M
Effect: One creature of the mistof upto CR o
As create Jesser cieatire of the mistf, except you create a
creature of the mist from a base creature of up to CR 8 {mak-
ing the resultant creature CR g or less).

CREATE GREATER CREATURE OF THE MIsT
Conjuration {Creation)
Level: Clr ¢, Did o, Sor/Wiz o
Components: V, 5, F, M
Effect: One creature of the mist of up 1o CR1z

As create lesser crenture of the mist}, except you create a
creature of the mist from a base creature of up to CR 13
{making the resultant creature CR 12 or less).

CREATE LESSER CREATURE OF THE MIST
Conjurasion {Creation)
Level: Clr 4, Drd 4, Sor/Wiz g
Components: V, 5, F M
Casting Time: One hour
Range: Touch
Effect: One creature of the mistof up to CR 3
Druration: Instantaneous
Saving Throw: Nene
Spell Resistance: No
You create a creature out of mist. The creature can be any wype
of being you have encounsered or studied {given the limits of the
template, see Chapter Nine). It has CR 4 or less and carries the
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¢reature of mist template, making the resulrant creature CR 5 or \3
fess. The creature appears floating immediately above you ouz of
a brazier in which you burn special herbs and alchemical mix-
tures. This spell does not give you any special control or even
rapporz with the creature, which immediately begins to actas
befits ity alignment and intelligence. Although the crearure is
newly creared, the magic of this spell grants it its full intelleci—
thus, it is not foolish or naive just because iz is new.

Focus: A brazier made of brass worth ar least 100 gp

Material Components: 500 gp worth of herbs and chemi-
cals per Challenge Rating point of the base creature

CREATURE LORESIGHT
Divination
Level: Sov/Wiz 1
Components: §
Casting Time: Standard action
Range: Touch
Target: One living creature or one corpse
Duration: [nstantaneous
Saving Throw: Will negates {harmless)
Spell Resistance: Yes
You learn something significant about a creamure (living or
dead} that you rouch. Go through this list, in order, and the
first bit of lore you do not krow, you learn through this spell:
1. Creature’s race or type

5]

Creature’s name {if none, then skip)

3. Crearures class (if none, then skip]

4.  How the creature died {if not applicable, skip)

5. Creature’s most recent, basic goal {obtain food, carry
out the orders of its superior, get some sleep, ete.)

6. Creature’s attitude toward you

7 Creature that this creature interacted with most
recently (other than you)
Crearare’s most valuable possession, if any
9. Lacation of the creature’s home or laix, if any
10, Creature’s alignment

Multiple castings allow you to gain multiple bits of infor-
mation. If you know ali of the above information, this speli
teaches you nothing,

CROSS OF LIGHTNING

Evocarion [Electricity]

Level: Soe/Wiz 5

Components: V, 5, M

Casting Time: Standard action

Range: Medium (100 feet + 10 feet/level)

Area: Four belts, 5 feer wide ro Medium range (100 feet +
10 feet/level) or 10 feet wide 1o 50 feet + 5 feer/level

Duration: Instantaneous

Saving Throw: Reflex half

Spell Resistance: Yes
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As lightning belt, except four lightning bols leap from you

at the same time in different directions. You choose the
direction that one bolt tavels. Two others travel away from
you at go-degree angles to the left and right; the last travels
in the exact opposite direction of the first. You may make
the bolts 10 feer or 5 feer wide (as fightning bolr), but they all
maust be the same. Each bolr inflicts 1d6 points of damage
per level of the caster (maximum 15d6 per bolt}.

Material Components: Four bits of fur and an amber,
crystal, or glass rod

CUIGNA ARTHANATH (CONSUME MAN)
Necromancy {Death]
Level: Sor/Wiz ¢
Components: V, 5, Dragon Magict
Casting Time: Standard action
Range: Close {25 feet + 5 feet/rwo levels)
Target: One humanoid
Duration: Instantaneous
Saving Throw: Fortitude partial
Spell Resistance: Yes

Calling upon ancient pacts and forgotten powers, the
caster annihilates a humanoid targer, causing the targer to
cease to exist. Only a wish or miracle spell, foliowed by a true
resurrection, can restore the targer to life again,

Targets who make their saving throws suffer 10d6 points
of damage.

DETECT DISEASE
Divinazion
Level: Adp o, Clr 0, Prd ¢, Pal 1, SorvWiz o
Components: V, 5
Casting Time: Standard action
Range: 60 feet
Area: A quarter circle emanating from you to the extreme

of the range
Duration: Concentration, up to one minute/level (D)
Saving Throw: None
Spell Resistance: No

You can detect in a creature the presence of disease or
disease-causing filth or conditions, erc. The amount of
information revealed depends on how long you study a
particular area or subject:

15t Round: Presence or absence of disease.

2nd Round: Number of disease or disease-ridden areas
and the focarion of each. If » disease source lies ourside
your hine of sight, then you discern its direction but notits
exact location.

jvd Round: The general type of disease: the damage it
inflicts, the incubation period, contagion factors, and the
relative difficulry of the save.

Note: Each round, you can turn to defect disensef in a new
area. The spell can penetrate barriers, but 1 feot of stone,
1 inch of common metal, a thin sheet of lead, or 1 yard of
wood ar dirt blocks i

DETOIM NAR (GUIDED STRIKE)
Divination
Levek Sor/Wiz 2
Compenents: V, Dragon Magict
Casting Time: Standard action
Range: Personal
Targer: Caster
Duration: 1 round/leve] or until used
Saving Throw: No
Spell Resistance: No
This spelf puides the caster’s claw (o1 other weapon) with
supernarura] knowledge. The next atsack the caster makes
during the duration thar would miss its target gains a +20
bonus. The spell affects only one atzack and then ends.

DEVLIN'S BARB
Conjuration (Creation}
Level: Asn 1, Sor/Wiz o
Components: V, 5
Casting Time: Standard action
Range: Personal
Effect: One arrow, bole, buller, or sling stone
Duration: One minure/level .
Saving Throw: None
Spell Resistance: No
You create an arrow, bolr, bullet, or sling stone {with no
magical or masterwork properties}. The created object disap-
pears when the duration ends. Assassins use this spell even
when ammunition is plentiful, becanse it leaves no trace of
the weapon that caused the wound.

DEVLIN'S VENOMBLADE
Conjuration {Creation}
Level Asn 3, SorfWiz 3
Components: V, §
Casting Time: Standard action
Range: Personal .
Effect: One poisoned slashing weapon
Duration: One minuteevel
Saving Throw: None
Spell Resistance: No
You create any slashing weapon desired {with no magical
or masterwork properties) that is coated with poison. The
venom inflicts 1d4 points of Strength damage and 1dg more
a minute later. The blade lasts until it inflicts a wound or
until the duration expires, whichever comes first,



DIABGLICH PORTAM {DEVIL'S GATE)
Conjuration (Summoning} [Evil]
Level: Sot/Wiz 7
Compenents: V, S, Dragon Magict
Casting Time: Standard action
Range: Close (25 feet + 5 feer/two levels)
Effect: A magical door eading to Hell
Duration: 1 round/level (B3
Saving Throw: Ne
Spell Resistance: No

The caster creates a doorway of balefire and brimstone. Once
per round, a barbazy, kyton, or erinyes (equal chance of each)
passes through the gate and arrives in the presence of the caster.
If the caster speaks an Infernal word of greeting (not an action),
there s a 50 percent chance the devil will remain and obey the
caster’s commands for the duration of the spell as if summoned
by a susmmon monster spell. If it chooses not to stay, thereis a 5
percent chance that it ateacks the caster for the duration of the
spell, Otherwise, it leaves, If the caster does not speak the
word of welcome, the devil always chooses not to stay.

1f the caster moves out of range of the gare, it ceases 1o
exist and the spell ends. Any summoned creatures disappear.,

DISDAIN THE DIVINE
Abjuration

Level: Sor/ Wiz :

Cempeonents: 5, M

Casting Time: Fuil round

Range: Touch

Target: One crearare

Durarion: One minute/level

Saving Throw: Will negares (harmless)
Spell Resistance: Yes (harmless)

The ¢reature that you touch gains a resistance bonus of +1
plus an addisional +1 for every four caster levels o saves
made against divine spells {maximum +5),

Material Component: A broken holy symbol

DISINTEGRATION FIELD
Transmutation
Level: Sor/Wiz 8
Components: V, 5
Casting Time: Full round
Range: Close {23 feet + § feer/twa levels)
Area: One 10-foot cube/five levels
Duration: t round/level
Saving Throw: Fortitude partial
Spell Resistance: Yes
This spell creates an area thar destroys mauer. Crearures
and objects within the area are disinzegrated unless they
make successful Fortitude saves {unantended nonmagical
abjects get no saving throw; attended objects are treated as
pars of the creature holding or wearing them). Those that
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make their saves are only partally affected, suffering 5d6
points of damage instead of disintegrating. Even an object
passing quickly through the field, like 2 fired arrow, is disin-
wegrated. Like the speil disinzegrate, this spell even affects
magical matter or energy of a magical nature, such as big
foreeful hand or a wall of force, but not a globe of muvudnerability
or an antimagic fiefd.

DOMINATE ITEM
Enchantment (Charm} [intelligent irem-Affecting]
Level: Brd 5, Sor'Wiz 5
Componenis: V, 5
Casting Time: Standard action
Range: Medium (100 feer + 10 feer/level)
Targer: One intelligens item
Duration: One day/level (D)
Saving Throw: Will negates
Spell Resisrancer Yes
You can control the actions of any intelligent item.
Through this spell you establish a telepathic link with the
subject’s intelligence. [f you share a commen language, you
can generally force the item to perform as you desire, within
the limits of its abilities. With no common language, you can
communicate only basic commands, such as “come here,” "go
there,” “fight,” “stay still.” ete. You know what the subject is
experiencing but receive no direct sensory input from it
Subijects resist this control, and those forced to rake actions
against their natures receive a new saving thrbw with a bonus
of #1 10 +4, depending on the type of action required. Subjects
do not carry our obviously self-destructive orders. Once you
establish control, there is no limit to the range at which you
can exercise it, as long as you and the subject are on the same
plane. You need not see the subject to conrol it
Aagic civele against evil or a similar spell can prevenzyou
from exercising control or using the telepathic ink while the
subject remains so warded, but it does not prevent the estab-
lishment of dominate iremf ar dispel ix.

DOORWAY TO ELSEWHERE
Transmutation
Level: Wiz/Sor o
Componenks: V, 5, M
Casting Time: Six hours
Range: See text
Effect: A one-way magical doorway
Duration: Permanent
Saving Throw: None
Spell Resistance: No
This spell creates a doorway through which you view
another focation. The doorway is a 5-foot-by-8-foot, one-way
magical hole that allows you or anyone else to step into the
desired locatien. You cannot choose er change the position,
orientation, or angle of the doorway. Any spell that protects
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an area from telepertation or serying also prevents a doorway
to elsowheref from opening into it.

Any creature in the destination location with an
Intelligence of 12 or higher can notice the doorway by mak-
ing an Intefligence check (DC 20). Even if the doorway is
noticed, however, it remains one-way and the creature can-
not look or step in-~he merely knows it is there.

When creating the doorway, choose a place known to you
that the doorway Jeads to——a place you have been or have
had described to you. It can even be on another plane. To
determine if the doorway appears where you want it te, roll
on the following rable.

Cn Off Similar
Familiarity Target  Target  Area Mishap
Very familiar 01-97  9B8-99 100 o

Studied carefully o1-94  95-97 98-99 1ee
Seen casually o1-88  89-94 g5-98  o99-lco

Viewsd once o176 7788 8g-06  ogy~i00
Description 01-352 5376 FF-02 93-100
False destination  — — 81—az 93-1c0

{rolt 1dao+80)

Familiarity: "Very familiar” refers to a place where you have
been very often and where you feef at home. "Snudied carefully”
is a place you know well, either because you've been there often
or because you have used other means {such as say) ro study
the place. “Seen casually” is a place vou have seen more than
ence but with which you are not very familiar. “Viewed once” is
a place you have seen once, possibly using magic. " Description”
is a place whose location and appearance you know through
someone else’s description, perhaps even from a precise map.

“False destination” is a place that doesn't exist, such as if
you have mistranslated an ancient tome and tried ro step inte
a nonexistent treasure vault that you believe you read abous,
or if a trairorous guide has carefully described an enemy’s
sanctum to you wholly inaccurately. When looking into a false
destination, roll 1d20+80 to obrain results on the table,
rather than rolling percentile dice, since there is no real loca-
tion for you to hape 1o se¢ or even e off targer from.

On Target: The doorway opens into the place you want.

Off Targen: The doorway opens into a location a randem
distance away from the desired location in a random direc-
rion. Distance off rarger measures 1d10 X id1o percentof the
distance berween you and the original location. If the door
goes w another plane, the off-rarger location is another plane,

Similar Area: The doorway opens into 2 location that’s
visually or thematically similar to the target area. Generally,
you step into the closest similar place, but since the spell has
no range imit, you could conceivably step somewhere else
across the globe.

Mishap: The doorway’s energy explodes around you, inflicr-
ing 3d6 points of damage to you and all within 10 feet of you.

Material Component: A 5-foor-by7-foot pane of quality
glass with a silver frame, worth at least 5,000 gp

DRAGONSKIN
Conjuration {Creation)
Eevel: Brd 3, Sor/Wiz 3
Components: 5, M
Casting Time: Standard action
Range: Personal
Targer: You
Duration: 10 minures/level
Saving Throw: None
Spell Resistance: No
You give yourself scales like a chromatic dragon’s, of a
color that you select. You gain a +4 natural armor bonus as
well as 10 points of resistance against a particular element:
= Black: Actd
= Blue: Elecrricity
o Green: Acid
s Red: Fire
o White: Cold

Materia Component: A scale of actual dragenhide

DUPLICATE

Necromancy

Level: Sor/Wiz ¢

Components: V, 5, M

Casting Time: Full round »
Range: Personal

Target: You

Duratien: 1 round/level

You create & temporary duplicare of yourself and your gear.
This is not a clore—you control the duplicate as surely as you
control yourself, for you and it are one person: one mind with
two bodies, Both you and the duplicate can do anything thar
you can do, independently, For example, if you are an 18th-
level sorcerer, so is the duplicate—you can both cast spells,
comrnurticate with your famillar, walk across the room, use
items, and so on. In any given round of the duration, you can
both take independent actions, so the duplicate can casta
spell and you can use a wand. You and the duplicate do not
need to stay close to each other. If you create a duplicate, you
can have it step through a magic gate to explore what lies
beyond, while the "real you" stays safe on this side. You share
the same thoughts—your thoughts are the duplicare’s.

The duplicate is an exact replica of you as you are at the
moment you <ast the spell. If you are down 11 hit points and
t point of Constirution, so is the duplicate. If you are dis-
eased, so is the duplicate. The duplicate does not carry lin-
gering spell effects (neither beneficial ones, such as cat's
grace o stoneshin, nor harmful ones, such as slow or doom),
even if you do when you cast the spell. After the duplicate is
created, you can cast spell effects on it {or the duplicate can



cast them), but even then, speli effects are not necessarily
sharad by both of you. The duplicate cannot be commanded
to hurt you any more easily than you can be commanded

to harm yourself.

Spells cast by either the duplicate ot you come from your
spell total. For example, if you are a wizard and have one
fightning bolt spell prepared, when the duplicate casts the
spell, it is no longer available to you. Charged items {or items
or abilities with 2 number of available uses per day} that you
or the duplicaze use count against the total number of daily
charges or uses.

If the duplicate dies, the spell duration ends. If you die,
the duplicate becomes the permanent version of you, its gear
becomes the “real gear,” and your gear disappears, You suffer
an immediaze loss of 2d4 X 1,000 X as you ransition your
soul into the new form. The duplicate is now you {and can
cast duplicatef again).

You cannot have more than one duplicate at a time {and
a duplicate cannat have a duplicate). This spell cannot be
made permanent, other than by the death of the caster, as
mentioned above.

Material Component: Twa perfectly marched diamonds,
each worth at least L.ooo gp
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ELECTRICAL DELUGE \\m !
Evocation [Electricity]
Level: Sor/Wiz &
Compenents: V, 5, M
Casting Time: Standard action
Range: 100 feet
Area: A spread centered on you, 5 feet high and 200 feet across
Puration: [nstantaneous
Saving Throw: Reflex half
Spell Resistance: Yes
As lightning bolt, except lightning arcs from you in all
directions in a single plane out o 100 feez, 5 feev high. The
effect inflicts 1d6 points of electricity damage per level of the
caster (maximum 15d6) to all within the area except you.
Material Components: A bit of lodestone and a square plate

of iron

ELEMENTAL SHROUD

Neecromancy [Varies)

Level: Sor/Wiz 3

Components: V, 5

Casting Time: Standard action

Range: Medium {100 feer + 10 feer/level)
“Targer: Up to one animate dead creature/tevel
Duration: Permanent

Saving Throw: None

Spelt Resistance: No
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You cover undead creatures that you have animated with a shroud of energy.
This energy can be wharever type you wish: acid, cold, electricity, fire, or sonic,
Acid shrouds drip with dark, bubbling efRuvium; cold shrouds are icy blue and
glistening; electricity shrouds crackie with lightning; fire shrouds appear to be
molten and burning; and sonic shrouds appear as distortions in the air accompa-
nied by a shrill shriek. The undead is granted +2 wrn resistance, +2 natural
armer., It inflicts an additional 146 points of elemental damage (whatever type is
appropriate 1o the shroud) when it swikes a foe. It also inflicts 16 points of dam-
age when it is touched or when struck by natural weapons.

An undead creature may have only one clemental shroudf cast upon it ara time,

ENCHANTING FLAVOR

I Transmuration [Mind-Affecting]
Level: Sor/Wiz o

Components: V, 5, M

Casting Time: Full round
Range: Touch

Target: One meal

Duration: instantaneous
Saving Throw: None

Spell Resistance: No
i You give an intense and pleasant flaver to a single meal for up to four people.
Once they have finished eating the satisfying meal, you receive a 42 circumstance
L bonus on a single Charisma-based check (Bluff, Diplomacy) against the diners.

i Material Components: Spices and seasonings

ENERGY LaSH

Evocation {Force]

Level: Blk 1, Sor/Wiz 2
Components: V, 5, M

Casting Time: Srandard action
Range: Personal

Effect: 10-foot-long whip
Duration: One minute/level (D)
Saving Throw: None

Spell Resistance: No

You create a whip made of energy that comes out of the palm of your hand.
You can wield the whip as though you were proficient with it. The weapon has a
10-foot reach and inflicts 1d6 points of force energy damage + 1 point for every
two levels {(maximum +10). You can alse make grapple atracks with the weapon
withour provoking attacks of oppertunity.

Material Component: A 3-inch strip of leather

ENHANCE FAMILIAR
Transmuration

] : Level: SorWisa

'- Components: V, 5

i Casting Time: Standard action

% Range: Close (23 feet + 5 feet/two levels)
; Targer: Your familiar

Duration: 10 minutes/level

Saving Throw: None

Spell Resistance: No




Your familiar gains a +2 enhancement bonus w©

Constitution and Dexterity. [t gains a +10-foor bonus to its
speed. You cannot share this effecz, nor can it be cast on any

other creature.

ENHANCE MAGICAL FLOW
Universal
Levek Clr 2, Sor/Wiz 2
Components: V, 8, M
Casting Time: Standard acrion
Range: Personal
Targen You
Duration: 10 minutes/tevel
Saving Throw: None (harmless)
Spell Resistance: No
All the Difficulty Classes of your spells increase by a +1
enhancement bonus.
Material Component: A small jewel worth ar feast 10 gp

ENHANCE MAGICaL FLOW, GREATER
Universal
Level; Clr 4, Sor/Wiz 4
Components: V, 5, M
Casting Time: Standard action
Range: Personal
Targer: You
Durarion: 10 minutes/level
Saving Throw: None (harmless)
Spell Resistance: No
All the Difficulty Classes of your spells increase by a +2
erthancement bonus.

Material Component: A small jewel worth at least so gp

ERIADOR'S PERMANENT LEVITY
Enchantment {Mind-Affecting]
Level: Sor/Wiz 3
Components: V, 5, M
Casting Time: Standard action
Range: Touch
Target: One creature
Duration: Permanent
Saving Throw: Will negaces
Spell Resistance: Yes

This speil fills the subject with extremely good spirits
and a jovial nature—a ssare which has both benefits and
drawbacks. The subject gains a +4 circumstance bonus o
saving throws against any mind-affecting spetl. He gains a
stmilar +4 circumstance bonus to Diplomacy, Gather
Information, and Perforin checks, except in special sinua-
tions where levity is considered inappropriate {such as
at a funeral).

However, the subject cannes initiate combat. 1f attacked,

the subject can defend himself, and can then make atracks
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and act normally. But he cannot take an action that directly

begins combat, nor can he take an offensive action againsta
foz that has not atzacked him.
Material Component: A feather and a drop of brandy

EXTENDED CHARGE
Transmutation
Level: Sor/Wiz 3
Components: ¥, 5, M
Casting Time: Standard action
Range: Touch
Target: One magic item
Duration: 1 round/2 levels (D)
Saving Throw: Neone
Spell Resistance: No
When cast on a wand, this spell lers the irem be used
throughout the duration withour expending any changes
{no more than once per round).
AMaterial Component: A liquid mixture of warter and pow-
dered silver worth 50 gp

EaMILY CURSE
Transmutation
Level: Cir 3, Sot/Wiz 3
Components: V, $, M
Casting Time: Standard action
Range: Medium (100 feer + 10 feer/level)
Targers: See text ’
Durarion: See text
Saving Throw: Will negates
Spell Resistance: Yes
You cast a spell thar affects not only the rarger, buz 1d6
random members of the target’s family (if applicable). Each
subjecr suffers a ~1 luck penalry 5o attack rolls, saving
throws, and checks. If
a target remains Malhavoe Speaks

within 50 feer of it find that casting Eriador's permanent tevityt
on my priseners makes for @ much more...
pleasant prison —although the effect does
ber {cursed or not), make spelis horder to use against them.
Nevertheless, o spelf of such wtitity at this

power level is worth the drawback,

another family mem-

the penalty worsens
by 1 for each family
member. Thus, a
cursed subject who
stands within 50 feet
of four family mem-
bers suffers a -4 penalry. 1f one of the other family mem-
bers is similarly cursed, that person also suffers a —4 penal-
ty {(assuming that all four other family members stand with-
in 5o feet of her).

“The curse does not end for any one individual until all
cursed subjects have a remove curse spell cast upon them.

Material Companent: A drop of the family’s blood used 1o
write the family name on a small piece of parchment
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FEEDBACK
Evocation {Electricity)
Level: Sor/ Wiz ¢
Components: V, S
Casting Time: Swandard action
Range: Medium {100 feet +10 feer/level)
Targer: One living crearure
Duration: 1 round/level (D)
Saving Throw: Will negates
Spell Resistance: Yes
Onice this spell is cast, if the rarger takes a certain action
{which you choose at the time of casting}, she suffers 1d8
points of electricity damage + 1 point per caster level {maxi-
mum +20}. She suffers this damage each time she commics
the action, with no chance to resist the damage, although
she cannot suffer it more than once per round.
Choose the action that activates the damage from the list
below:
2 Make a physical arrack {not a spell, spell-like
ability, or an attack from a nonweapon item);
e Castaspeli oruse a spell-like abilizy;
s Use a magic iter {you can specify the item, or you
can keep it general); or
®  Move {t0 a new location-simply moving ones

head or flinging one’s arm about is not encugh).

FERROD ADUL VESTORIMIN
{VESTORIMIN'S GOLDEN AURA)

Abjuration {Good]

Level: Sor/Wiz 6

Components: V, Dragon Magict
Casting Time: Standard action

Range: Personal

Area: 20-foot radius, centered on caster
Duration: One minute/level

Saving Throw: None

Speil Resistance: No

Filling the area around the caster with golden light, this
spell acts like an antimagic field, but it suppresses only
magic with che evil deseripror. All such spelis and effacts
cease to funcrion while in the spell’s area. Evil spelis and
magic effects cannot enter the area, and evil spells cast
within the area are nullified and lost. Continuous evil mag-
ical effects brought into the area are suppressed (but not
dispelled).

Corporeal undead and evil oursiders can enter the area,
but evil creazures summoned or conjured cannot, nor can
incorporeal undead. Spells and effects unaffected by
antimagic field, including artifacts, remain unaffecred by
this spell as well,

FEY STORAGE
Transmutation
Level: Sor/Wiz 1
Componenis: V, 5
Casting Time: Standard acdon
Range: Personal
Targer: You
Duration: 24 hours (D)
Saving Throw: Nane
Spell Resistance: No

You create an extradimensional space hidden on your per-
son that can store up to 5 [bs. per level of objeces able to fir
through a &-inch-square opening. This space resembiles a bag
of holding in most ways. If this spell ends with objects stored,
they fall to the ground at your feet. Although some say the
spell gains its name from the fact that you could store a pixie
in the space, it acrually comes from the fact that iv was creaz-
ed by a fey caster,

FEY WaRD
Abjurarion
Level: Drd 3, Sor/Wiz 3
Compenents: V, S
Casting Time: Standard action
Range: Personal
Area: 20-foot-radius glabe centered around you
Baration: 1 round/level (D)
Saving Throw: None .
Spell Resistance: No
A sphere of yellowish magical energy surrounds you, No
fey with fewer Hit Dice than you can get through the globe,
The spell moves with you.
Note: This spell may be used only defensively, not aggres-
sively. Farcing a fow ward} against crearures the spell keeps at
bay collapses the barrier.

FLAMING CORROSION
Evocation [Fire, Acid]
Level: Sor/Wiz 4
Components: V, 5
Casting Time: Standard action
Range: Close {25 feer + 5 feer/rwa levels)
Area: Cone
Durarion: Instantaneous
Saving Throw: Reflex half
Spell Resistance: Yes

You blast from your hand a cone of burning acid that
infliczs 1d6 points of acid damage per level (maximum
10d6). Half the damage is fire damage, and haif is acid,
Further, you can designate one creature in the area thar gers
particularly doused in the dangerous gout of liquid. That
creatare must make another Reflex saving throw, If either
save fails, that creature sustains full damage.



FLy, Mass

Transmutasion

Level: Sor/Wiz 7

Components: ¥, 5, M

Casting Time: Standard acton

Range: Touch

Targets: Up to one creature/level touched
Duration: 10 minutes/level

Saving Throw: None

Spell Resistance: Yes (harmless)

As fly, except that chis spell affects a number of targets. All
recipients can fly with a speed of 60 feet {40 feetif the crea-
rure wears Medium or Heavy armor). They can fly up at half
speed and descend at double speed. Their maneuverabilivy
rating is good, Using the mass fIyf spell requires as much
concentration as walking, so you can artack or cast spelis
normally. & mass fly spell recipient can charge but not run.
You cannot carry alofr more weight than your heavy load
fimit, plus any armor you wear.

Should the spell duration expire while a subject is alofy, the
magic fails siowly. A subject drops 6o feet per round for 1d6
rounds. Subjects that reach the ground are safe. Those that
don's, fall the rest of the distance {falling damage is 1d6 points
per 10 fzet of the fall). Since dispelling a speli effectively ends
it, subiects also fall in this way if the muass fly spell is dispelled.

Material Components: A wing feather from any bird for
each targer

FOIL TRACER
Abjuration
Level: Sor/Wizy
Components: V, §
Casting Time: Standard action
Range: Close {25 feet + 5 feer/two levels}
Target: One creature
Durarion: One minure/level
Saving Throw: None
Spell Resistance: No
While this spell remains in effect, no teleportation spell
cast by the subject can be mraced by tefeport tracer.

FORCEBLAST
Evocation [Force)
Level: Sor/Wiz 3
Components: V, 5
Casting Time: Standard action
Range: Medium (100 feet + 10 feet/level)
Area: Rectangle 5 feer wide and up to medium range long
Duration: Instantancous
Saving Throw: Refles half
Spell Resistance: Yes
From your hand you project a blast of pure magical force
thar deals 1d4 points of damage per caster level (maximum
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roda). Corporeal creamures size Large or smaller who fail the
saving throw are knocked down. Because magical foree
harms incorporeal creatures and objects, some casters refer
to this speli as "spiritslayer.”

FORGE INHERITED BOND
Evecation
Level: Sor/Wiz 2
Components:V, §, M
Casting Time: Standard action
Range: 20 feet
Targets: One relative
Durarion: One minute/level (33
Saving Throw: None
Speli Resistance: No
You create an energy link between you and a relative. As
long as you and the relative stay within range of each other,
you both gain a +1 luck bonus to anack rolls, saving chrows,
and checks. Cast multiple times with other relatives, this spell
stacks with itself. For example, if you are within range of three
relatives and vou cast this spell three times (one fime on each),
you gain a +3 luck bonus, while they each gain a +1 luck bonus.
Material Compenent: A drop of your blood

FREEZING CLAW
Cenjuration {Crearion) {Cold]
Level: Did 6, SoryWiz 6
Compenents: V, 5, M
Casting Time: Standard action
Range: Close {23 feet + 5 feet/vwo levels)
Effect: A small claw of ice
Duration: 1 round/level
Saving Throw: Fortitude partial
Spell Resistance: Yes

You create a 2~foot-diamaeser ice-blue claw that fleats in
the air. You direct it to move anywhere within range, making
one ranged touch attack each round with your own attack
benus. Those touched by the claw suffer 3d6 points of cold
damage and must make a Fortitude save. Failing the save
freezes the victim solid. Frozen creatures remain alive but
cannot take actions. They stay frozen until they suffer 20
points of fire damage, afrer which poinz they ars free (bur
susrain the 20 points of damage), If the claw suffers to
points of fire damage, the spelt ends (the claw has AC 12),

Muaterial Component: A chunk of ice

FUSE LINE

Transmuration

Level: Clr 7, Drd 8, Sor/Wiz 8
Components:V, 5

Casting Time: One day
Range: Touch

Targers: Two creatures
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Duration: Instantaneous

Saving Throw: None
Spell Resistance: Yes

You ensorcel two creatures so that, if either or both of
them reproduces, their offspring will have some trait of the
other creature, A “trait” in this sense is a bloodline power (as
described in the "Cizy in the Storm” section of Chapeer Five),
an extraordinarily abllity, 2 mode of movement (such as wings
or fins}, an innate ability (such as the ability to breathe water),
or a supernatural or speli-like ability, if such ability does not
replicate a spell of above 6th level or accomplish something
that 2 7th-level spell or higher might do. Supernawural or spell-
like abilities are always usable once per day by the offspring.

For example, if the spel were cast upon an ancient blue
dragon and a human, the human’ futare offspring could be
given wings, an immunity 1o electricity, or damage reducrion
10/magic, but not the dragon’s abilivy to use the ved spell or
its breath weapon {20d8 points of damage in a cone being
out of the scope of a Grh-level spell).

GARRIS ADON (SEEMING OF FORM)
Hkusion (Glarmer)
Level: Sor/Wiz 2
Components: V, §, Dragen Magict
Casting Time: One minute
Range: Touch
Targer: One nonliving object no larger than the caster
Duration: One hour/level (D)
Saving Throw: Will negates {object) and Will disbelief

{if interacted with)
Spell Resistance: Yes {object) and No

This ilusion makes an object seem to all senses 10 be
something else. The caster can change the shape, texnure,
color, and smell as desired, and can even change the size by
one category. The spell also grants an object the inherent
qualities of anather object—a chair can be wielded as a
battleaxe, or a table can serve as a hinged door.

However, the object rerains its original hardness and bit
points. Ohjects not actually weapons used as such suffera -
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atzack and damage penalry. This spell cannot bestow magical
abilities, nor grant masterwork quality. Magical qualities in
an item remain inaccessible while the chavacter arrempting
to use the item believes in the illusion.

Unattended magical items, and those in the possession of
another, get a saving throw to resist the effects of this spell.

GAZE OF DESTRUCTION

Transmurtation

Levek Sor/Wiz 4

Components: V, $

Casting Time: Standard action

Range: Personal

Targen: You

Duration: One minute/level or umii discharged (D)
Saving Throw: None

Spell Resistance: No

You treat the next offensive, single-target spell of 3rd fevel
or lower that you cast as a gaze attack with a range of 50
feer. You possess the gaze attack for a full round. Use all the
normal rules for gaze attacks; foes can avert their eyes or take
whatever actions they would normally take when dealing
with a ereature with a gaze atrack.

Victims make saving throws normally allowed with the
spell, using the spell’s level (not the level of gaze of destruc-
tionf). A charm gerson gaze thus allows a Will saving throw,
as does a held person gaze. A blast of cold} gaze allows a Reflex
save, and an acidic curse} allows a Fortirude save. Spells that
require attack rolls or do not allow saving throws cannet be
wurned into gaze attacks, Thus, Mel's asid arrow cannot
become a gaze atrack. Spells beneficial to the targer, such as
bull's strength or spider climb, also cannor be made into gaze
antacks.

GESTALT
Transmutation
Level: Sor/Wiz 6
Componentis: V, S
Casting Time: Standard action
Range: Close (25 feet + 5 feet/two levels)
Area: Two living, nonplant creatures, both of which are no
farther apart than 10 feet
Duratian: One minute/level (D}
Saving Throw: Fortitude and Will partial
Spell Resistance: Yes
This strange spell fuses two creatures togerher for a time.
If either or both of them are not willing subjects, they both
make Forritude and Will saving throws. The effects of the
spell depend on which saving throws fail {as always, willing
targess can choose to fail their saves on purposel:
Al four saving throws faif: The creatures fuse intc one
creature, whose type becomes aberration. It has a bizarre
appearance, with all the litnbs of both subjects, a two-sided



head with both faces (if applicable). and the rest a swrange
amalgam, [t is the size of the larger of the two subjects.
This new creature has the higher of the two subjects” hit
poings, ability scores, saving throw bonuses, Armor Class,
skill bonuses, and speed. [t rezains all the movement capa-
biliries, special abilities, spells, feats, and knowledge of
both creatures. Redundant abilities, such as if both of
them possessed the fear Cleave, produce no special effect
beyond the face that the gestalt crearure has the fear. The
new creature has all the gear of both subjects, although in
the case of redundancy (two sets of armor, two rings of pro-
tection, or two cloaks, for example) only the betrer of the
rwa remains, while the other is subsumed into the crea-
ture’s form for the duration. Since the gestalt creature has
multiple arms, multiple weapons are not redundant. While
the creature does not gain more actions, it does automati-
cally gain the Two-Weapon Fighting fear,

With both minds still active within the gesrale creature,
the two subjects must agree on ail actions the body takes {or
it does nothing ). If they cannot agree, one mind can azempt
o assert dominance by making an opposed Charisma check
against the other mind. The winner gains control of the
gestalt creature for 3d1o rounds.

All spell effects active on either subject before the spell is
cast affect the gestalr crearure as well, Thus, if one was
charnted and the other was hasted, the gestalt crearure is both
charmed and hasted, When the spell ends, so do magical
effects on both subjects, whether beneficial or derrimental,
Damage dealt 10 the gestalt creature is evenly divided
berween the two subjects where possible. Damage that can-
not be equally divided {such as 1 poine of drained Strength)
is ignored. After the spell ends, both creatures remember
some details of the other’s thoughts and memories (DM
discrerion).

H the gesale creature dies, both subjects are dead.

One creature fails just one sauing throw, and the other succeeds
at bath: The creature failing the saving throw suffers 4d6
points of damage. The other subject remains unaffected,
and there is no fusing,

One creature fatls fust one saving theow and the other fails
both: The creature succeeding at one saving throw suffers
2d6 points of damage. The other suffers 646 points of
damage. There is no fusing.

One creature fails fust the Fortitude saving throw, one fails
just the Will save: The ereature failing the Fortitude saving
throw disappears, its mind rransporied into the other crea-
ture’s body. This transported mind now controls the other
creature’s body for the duration. The controller keeps its
Intelligence, Wisdom, Charisma, level, class, base artack
benus, base save bonuses, alignment, and mental abilities.
The body retains its Strength, Dexterity, Constirution, hi
points, natural abilizies, and auromaric abilities. For exam-
pie, a fish’s body breathes warer, and a troll's body regener-

ares, regardless of the mind controlling it. & hody with exua
limbs does not allow the controlling creature 1o make more

arracks {or more advantageous two-weapon attacks) than

normal. The controlling crearure can’t choose ro acrivate the

bedy's extraordinary or supernatural abilities. The con-

wrolled creature’s spells and speli-iike abilities do not stay

with the body.

Both creatures fai] the Fortitude saving throws but suceeed ar

the Will saves: The subjects fuse into one creature, as

described above, but have no control over the new body.
They spend the entire duration of the spell paralyzed.
Both ereatures fail the Will saving throws but succeed at the

Fortitude saves: Both creatures are stunned for the duration,

their minds {but not their bodies) fused together in a con-

fusing jumble. When the spell ends, both subjects remem-

ber some details of the other's thoughs and memories

{DM's discretion).

One creaturs faifs
bath saves, the ather
succeeds at hoth: The
creature failing the
saving throws suffers
846 points of dam-
age. The orher sub-
iect remains unaffect-
ed, and there is no
fusing.

Both creatures suc-
ceed at both saves;
Nothing happens.

A subject that
fused {at least par-
tially successfully)
with a creature it
finds particularly
repelling may suffer

Malhavoe Speaks

Gestalt? js ane of those strange spelis that can
be used as a boos oras o weagan. Once, in g
pitched battle near the underground ¢ity of
Nessus, [ cast gestalt upon g lomiv and an
otyugh. They ended up in g hideous amalige-
mated form that would haunt o lesser creqture’s
dreams for many nights afterward, When { cost
the some speall on g beholder and a biue dragen
in an encounter within the city itself, the strote-
gy failed and | cregted g fused entity with o
Ereath weapon and deadly rays —a dragon with
ey statks. Now | save this spellto use anly on
witling targets, 1t is an interesting way to grant
temparary special abilities to another creaturs,
For example, if you fuse g spelicasier with o
gient, you effectively create o speilcosting giant,

additional drawbacks from this spell, ar the DM's discre-

zion. In these cases, such as if a paladin fused with a

demon or a ranger with its favored enemy, ene or both may

suffer 2 morale penalty to arracks, damage, saves, and

checks for up to 10 minutes after the speil ends. The afore-

mentioned paladin may even find atohement appropriate in

the aftermath of the gestalt.

1 the caster fails o overcome the spell resistance of either

subject, the entire spell has no effect on either creature.

GIRD THE WARRIOR

Transmutation
Level: Sor/Wiz 4
Components: V, 5

Casting Time: Standard action

Range: Touch
Targer: One creature
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Dyration: One minuce/evel (D)
Saving Throw: None
Spell Resistance: No

This spell enshrouds irs targer with rangible, visible farce
energy in the form of a mighsy set of plate armer. The warger
gains a +10 armor bonus to Armor Class and a +4 enhance-
ment bonus to attack and damage rells made with melee
weapons, The armor has no associated armor check penalties
or spell failure chances and weighs nothing. No proficiency

is needed to use this armor.

GLAMOUR

Hlusion

Level: Brd 1, SorWiz 1
Compenents: V, 5, M

Casting Time: Standard action
Range: Personal

Target: You

Buragion: 10 minutes/level (D)

Malhavoc Speaks

It is the rare mage that avoids the temptaticn to
wse magic for varity, | myself have a permanent
cantrip that Blows a chill wind around me w(
like the impression it makes upon others. Yoin?
Perhaps. But | am not along, | cannat possibly
recalt the number of times that { have cast
dispel magic upon orcanist foes only to dispel
the glamourt they had cost upon themselves,
Haw many of us have defeated our dread gad
beautiful foe anly to find Rim misshapen,
pocked, ond fal? Years spent sitting in ancient,
dust-ridden iibraries or stooped over in fume-
filied laboratories rorely groduce an appealing
appearance. Never fosl yourselfl inte consider-
ing glamours anything but extremely commeon,

Saving Throw: Will
disbelief (if interacted
with}

Spell Resistance: No

You ensorce} yourself
to appear beauriful to
anyone looking upon
you. Not only will they
find you attractive, buy
all Bluff, Diplomacy, and

Gather Information

checks gain a +35 circum-

stance bonus.

This spell does not
change any specifics of
your appearance, such

as gender, race, and so forth, although it praves useful o

cast in conjunction with disguise seff ar alter self.

Material Component: A drop of perfume

GRANT MOBILITY

Transmuration {Intelligent Irem-Affecting]

Level; Sor/Wiz s

Components: ¥, 5, M

Casting Time: Standard action
Range: Touch

Target: One intelligent irem
Duration: 1 round/level {ID)

Saving Throw: Will negates (harmless}

Spell Resistance: Yes (harmless)

An intelligent item that you designate can moveas if it

had the Float item feat {see the “Vabrins Forge” section of

Chapter Five for item feats). It can also make amacks as if it

had the Attack item fear,

Material Component: A feather

GRANT SENSES
Transmutation {[ntelligens ltem-Affecting]
Level: Sor/Wiz 2
Components: V, 5
Casting Time: Standard action
Range: Touch
Target: One intelligent item
Duration: One minute/devel (D)
Saving Throw: Will negates (harmiess)
Spell Resistance: Yes (harmless)
An intelligent item that you designate now can see and
hear.

GRANT SPEECH
Transmutatien [Intelligent lrem-Affecting]
Level: Sov/Wiz 2
Components: V, 5
Casting Time: Standard action
Range: Touch
Target: One intelligent item
Durarion: One minure/level (D)
Saving Throw: Will negates (harmless)
Spell Resistance: Yes Charmless)
An inrelligent item that you designate now can speal,
using any language that you know.

GUIDE CRAFT
Transmutation .
Level: Brd 1, Sor'Wiz s
Components: ¥, §, M
Casting Time: Standard action
Range: Touch
Target: See text
Duration: One hour/level
Saving Throw: None
Spell Resistance: No

A cart, wagon, boat, or ship moves as you command. The
vehicle can be no larger than 10 feet long + 2 feet per level
{a 10th-level sorcerer can steer a 30-foot-long vessel). The
cralft must have its normal means of lacomotion (or you
must cast power craftf) You do not need to concentrate to
maintain this effect, so you could cast it on a horse-drawn
wagon, command it to “go straight,” and wake a nap. The
horse will pull the wagon straight until you tell it otherwise
or the spelf’s duration ends. The spell does not imbue a crafi
{or the animals pulling it) with intelligence. It cannot aveid
obstactes that you do not tell it to avoid. Nor can it foliow a
command that requires intelligence, such as, “Sail 1o the
port city of Andrecon” or even, “Follow the road.” Only
simple instructions work, such as "seraighe)” “lefs,” “right,”
and so on.

Material Companent: An arrowhead



GUILT

Enchanument {Compulsion) {Mind-Affecting]
Level Brd 1, Clr 3, Sor/Wiz 1
Components: V, §, AF
Casting Time: Standard action
Range: Medium {100 feet + 10 feet/level)
Targer: One living creature of nongoed alignment
Duration: 1d4 rounds
Saving Throw: Will negates
Spell Resistance: Yes
A nongood creature is forced to think about some evil
deed it performed, denying it any actions except to
defend iseif.

Arcane Foeus: & small mirror

HARASSING WEAPON
Evocation [Force]
Level: Sor/Wiz1
Components: V, §
Casting Time: Standard action
Range: Medium (100 feer + 10 feet/level)
Effect: A magical weapon of force
Duration: 1 round/level (D)
Saving Throw: Nane
Spell Resistance: Yes
A melee weapon of pure force springs into existence and
artacks z designated oppenent when he provokes attacks of
opportunity, dealing 1d8 points of damage per hitwith a
crirical threat range of 19~20/ % 2. The weapon is visible
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and takes the shape of any appropriately-sized simple or
martial weapon you desire. It uses your base artack as its
atrack bonus, It strikes as a speil, not as a weapon, so, for
example, it can strike incorporeal creatures.

The weapon follows the foe you choose as fong as he
remains within range. Occupying the same area as the foe. it
makes attacks of opportunity whenever that particular foe
provokes them, but otherwise it takes no actions. Your feats
{such as Weapon Focus) or combat acrions (such as charge)
do not affect the weapon. If the weapon goes beyond the
spell's range, the spel ends. Once you've designated a foe,
you cannot choose a new opponent 1o harass with this spell.
The harassing weapen} cannos be attacked or damaged.

if an artacked crearure has spell resistance, check for
resistance the first time the harassing weagon strikes ic.
Successfully resisting the weapon dispels the spell.
Otherwise, the weapon retains its normal full effect for

the duration.

HARROC ADULESE {(HUNTER SERPENT)
Evocation

Level: Sor/Wiz 5

Components: ¥, $, M, Dragon Magic}

Casting Time: Full round

Range: Personal

Effect: One magical serpent

Duration: insiantancous

Saving Throw: None

Spell Resistanee: Yes
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The caster creates a serpent made of red energy that appears
in his talon {or hand). The caster then whispers a type of crea-
ture Chumanoid, fey, magical beast, exc.) to the hunter serpent
as a free aczion. The serpent immediately flies through the
airata speed of 9o feet toward the nearest creature of that
type. It cravels until it reaches an appropriate target, no marrer
how far it must travel, at which poinz it makes a touch atrack
with 2 +10 bonus, If successful, it inflicts 146 points of dam-
age per caster fevel (maximum 15d6) and 1d3 points of
Serength damage as well. After the attack, it disappears.

The hnter serpentf ahways goes for the closest appropriate
target, even if, as it travels toward one, the situation changes.
In such a case, it immediately switches targets. The hunter
serpent cannot travel through matter, If the nearest targer of
the named type remains within a closed area (suchasina
castle with all windows and doors shur), it waits for one
hour outside the area. If still unable to find an appropriate
rarget, it disappears. If, however, a closer appropriate and
available targer appears during thar waiting period, it feaves
to pursue that targes.

There is a drawback to using the spell. As the hunter ser-
pene strikes, it speaks. It names and describes the caster
and gives his or her general current location—even if thar
location changed since the spell’s casting. It speaks in whar-
ever language is appropriate to the target, or Common if the
target has no language. For example, the hunter serpent says,
"1 am sent by Talgorim, the Black Dragon, who wais six
miles to the south in his laiz”

Material Companent: & snake fang

HELM OF WARDING
Abjuration
Level Sor/Wiz 2
Components: V, 5, M
Casting Time: Standard actien
Range: Touch
Targen: One creature
Duration: One minute/level {D)
Saving Throw: None
Spell Resistance: No
The creature that you rouch—if the crearure has a head
but is currently not wearing a helmer, hat, headband, or
ather headgear—suddenly appears to don a golden helmer
of energy. The creature then gains a +g resistance bonus o
all saving throws against mind-affecting spells and powers.
Materfal Componeat: A small piece of metal hammered 10
near-paper thinness

HippeN OBJECT
Transmutation

Level: Sor/Wiz ¢
Components: V, §

Casting Time: Standard action

Range: Touch
Targer: One object
Durarion: Permanent (see below)
Saving Throw: None
Spell Resistance: No

As invisibility, except that the subject must be an object, [t
becomes immune to divination spells such as sce invisibiffty
or true seeing. You must designate a piece of glass no smaller
than 1 inch in diameter, through which a person can view
the object. The obiect and the piece of glass must remain
within 30 feet of each other or the spell ends. Wizards some-
times use this spell to hide their spelltbooks from ail derec-
tion; they keep the viewing glass so they may still find and
read the bock.

HYGIENE
Transmutation
Level: Adp 0, Bed o, Clr 0, Drd 0, Pal 1. Sor¥Wiz o
Components: V, S
Casting Time: Standard action
Range: Touch
Target: One creature
Duration: Instanraneous
Saving Throw: Fortitude negates
Spell Resistance: Yes

You clean one creature, ridding it of dirt, sweat, contami-
nation, foul odors, and so on. This spell not only makes irs
subject presentable for fine company; it promotes betzer
health. For 24 hours after the casting, the affected creature
gains a +1 circumstance bonus on all saves against disease.
Used frequently, this spell can help stave off tooth decay and
ather such minor maladies, although this has no in-game
effect.

IcesOLT
Evocation [Cald]
Level: Drd 2, Sor/Wiz 2
Components: V, S
Casting Time: One action
Range: Medium (100 feet + 10 {eer/level)
Target: One creature
Duratioa: Instantaneous
Saving Throw: None
Spell Resistance: Yes

A balt of razor-sharp ice launches from the palm of your
hand ar a single rarger. You must make a normal ranged
amack rolk; if you succeed, the bolt infliczs 2dé points of
piercing damage and 1d6 poinss + | point per level {maxi-
mum +10; of cold damage. If the anack roll misses, caleulate
whether it would have hit as a ranged touch attack. If so,
then the bolt strikes and inflicts enly the cold damage. If the
ranged touch attack misses, there is no effect,



ICED FIRE

Conjuration {Creation)

Level: Asn 1, Sor/Wiz 1
Components: V, §

Casting Time: Standard action
Range: Touch

Effect: A small chunk of ice
Duration: Up 1o one hour/level
Saving Throw: Reflex haif
Spell Resistance: Yes

This spell creates a chunk of ice about the size of 2 human
fist with a red, glowing center. Over the course of the dura-
tion, the ice melts. You determine the spell's exact duration
when you cast it, but it can be ro longer than one hour per
tevel and no shorter than one minute, When the duration
ends, the ice finishes melting, and the exposed center bursts
with heat and flame, inflicting 2d6 points of damage w all
within § feer. This spel proves useful as a minor sort of
“time bomb" with a potentially long duration,

Heat, however, can alter the durartion set by the caster.
Every point of fire or hear damage applied 1o the ice chunk
reduces the spell’s duration by 10 minutes. If the duration
falls to o or below, the ice’s core detonares,

IDENTIFY SCRIER

Divinarion

Level: Sor/Wiz 1

Components: V, 5, M

Casting Time: Standard action
Range: See text

Targer: Magical sensor

Duaration: One minute/level
Saving Throw: None

Spell Resistance: No (Varianu Yes)

If you become aware that you are being scried, either
through a Will save or a detect scrying spell, you can learn
the identity of the creature scrying you. You learn only
the name of the scrier, not the scrier’s location or any-
thing else about this individual. Normal proof against
divination magic (such as nondetection} protects the
scrier,

Material Component: A small mirror

ILROS0OS TOBOR (ROSES OF LiFE)
Cenjuration (Healing)

Level: Sor/Wiz 4

Components: V, 5. M, Dragon Magicf
Casting Time: 10 minutes

Range: Touch

Effect: One magical rose/level

Duration: One houy/level

Saving Throw: Will half (harmless)

Spell Resistance: Yes (harmless)
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The caster creates roses made of glisrening {positive) \ A

magical energy. Characters can usc one of these roses atany
time during the duration to heal themselves of 1d8 paints of
damage as a standard action. Thus, casters can keep the
roses they create for Jater, they can use them immediately, or
they can give them to allies. One also can use a single rose 10
make a touch attack against an undead creature that inflicts
1d8 points of damage as a standard actien.

Material Component: Crumbled rose perals and powderad
ruby worth at least 300 gp

[MBUE GUARDIAN
Transmutation
Level: Sor/Wiz §
Components: V. $
Casting Time: One hour
Range: Medium (100 feer + 10 feerlevel)
Targer: One crearure
Duration: Instantaneous (see below)
Saving Throw: None
Spell Resistance: Ne
Yeu cast this spell on  willing erearure thar has remained
in a single location {an area no bigger than a 100-foot
radius} for at least 24 heurs. From this point on, while
rernaining in this area the creature gains the following bene-
fits: +4 competence bonus 1o Spot and Listen checks, +8
bonus to Sense Motive checks, the ability of frue sesing, and
36o-degres vision. The guardian does nor need to eat or
sleep and does not age. Lastly, no effect can move an unwili-
ing guardian out of the area—the character cannot be
unwillingly teleported away, charmed, or compelied to leave,
nor physically pushed or carried out of the keyed location.
All these benefits are forever lost if the guardian freely
decides to leave.

INDUCE VULNERABILITY
Transmutation
Level: Sor/Wiz 3
Components: V, 5, M
Casting Time: Standard action
Range: Close (23 feer + 5 feer/two levels)
Targer: One creature/s levels
Duration: One minute/leve] (D)
Saving Throw: Fortitude negates
S$pell Resistance: Yes

You make the affected rargets particulatly vulnerable to an
energy type of your choosing (acid, cold, electricity, fire, or
sonic). The rargess suffer double damage from sutacks using
that energy type. If 3 creature has any sort of resistance to that
energy type, this spell nullifies the resistance for the duration
{but the creature suffers normal damage during that time, not
double), Creatures completely immune to an energy type
{inherently, not from a spell) cannot be made vulnerable to ir.
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Material Component: A small piece of leather thar has been

exposed to the energy type in question

INSTILL FAMILIAR
Transmutation

Level: Sor/Wiz 4
Components: V, 5, b

Casting Time: Standard action
Range: Touch

Target: Your familiar

Saving Throw: None
N Spell Resistance: No

Malhavoc Speaks

I'we found it incredibly useful to send my
invisible famitiart chead —into a danger ! do

| not wish to risk, myself—and command it to
o lasnch a lightning bell af 2 foe, while ! remain
b far behind. But perhaps that's just me. ! am,
| after oll, on familiar number nine.

Perfaps | shiculd research same grotective
spefls for one's fomiliorn

INVIGORATE ITEM
Transmutation

Level: Sor/ Wiz 2
Components: V, 5

Casting Time: Standard action
Range: Touch

Targer: One magic item
Duration: 1 round/level (D)
Saving Throw: None

Spell Resistance: No

Duration: Up to one hour/level or until discharged

Your familiar gains the ability to cast one 4th-level or
lower spell that you knew, once. You acrually east the spell
you are transferring into the familiar, so you lose the pre-
pared spell or the spell siot. The familiar casts the spell

when it decides to do
so, although you can
give it instructions as
narmal. It casts the spell
as if it were you, using
your level and ability
scores where applicable,
1f the spell requires
material components,
you must provide them,
If the spelf costs experi-
ence points, you must
pay.

Material Component:
An ow] feather

Cast upon a magic item thart allows a saving throw, this

the durarion.

INVISIBLE FAMILIAR
Hlusion

Level: Sor/Wiz 1

Components: V, 5, M

Casring Time: Standard action

spell increases the Pifficulty Class of the item’s powers by +1.
The affecred irem sparkles with a sudden magical luster for

Range: Touch
Target: Your familiar
Duration: One hour/level (D)
Saving Throw: None
Spell Reststances No

Your familiar is rendered invisible to sight as if you cast
imvisibifity upon it. It must remain in physical contacr with
you or it becomes visible. You cannot share this effect, and it
cannot be cast on any other creature.

Material Component: A doliop of wax

ITEM FROM BEYOND
Divination

Level: Sor/Wiz 3
Componenis: V, 5, M

Casting Time: Standard action
Range: See text

Targes: One object

Duration: Instantaneous
Saving Throw: None

Spell Resistance: No

Once you have successfully found a subject with a sciying spell
ot a device such as a cryseal bafl, this spell allows you to ransfer
an object from your location to the subject’s loeation, using the
magical sensor created by the spell or device as 2 conduit. The
irern can weigh no more than 1o Ibs. per caster level and appears
ar the scried subject’s feer. The transferred item cannot be whelly
magical (such as the glowing bead of a delayed blast firebatl) buy
it can be a magic item (such as a wand of cure serfous wotnds or
a +2 fonghow}, Creatures cannot be transferred.

If you become aware that you are being scried, eicher
through a check or a detect scrping spell, you can cast this spell to
transfer an object to the scrier’s location. You gain no informa-
tion about the scrier or her locatien through use of this spell.

Material Component: A strand of silver threads worth at least
150 gp, tied into a loop through which the object must pass

JEVICCA'S FOURFOLD OSTRACISM
Transmutation
Level: SarvWiz 7
Components: V, 5, F
Casting Time: Standard acrion
Range: Close (25 feer + § feet/two levels)
Targets: One 1o four creatures or objects
Duration: 1 round/evel
Saving Throw: Will negates
Spell Resistance: Yes

You send one to four creatures or objects into the Ethereal
Mane for a very short rime. At the end of the duration, the
subjects return to the exact location from which they left,
unless that spot is no longer safe (it has been filled with
stone, a fire has been set there, and so on); in thav case, they
appear in the nearest safe spot,



During their time on the Ethereal, the crearures can zake
whatever actions are available ro them——if they have the
power on their own, they can even return to the Material
Plane. They cannot, however, move outside the range of the
spell, nor ean they see into the real world, Unless the crea-
rures ostracized to the Ethereal take actions against each
other, however, assume they stay safe on chat plane for the
duration. The point of the spell is simply o ger rid of them
for a shart while, so thar actions can take place in their
absence.

Unartended objects gain no saving throw unless they are
magical. The object must be smaller than a 10-foot cube to
be affected. Creatures, however, can be of any size.

Due to the "fourfald” nawre of this spell, if the caster
chooses 10 affect fewer than four targets, she can force one or
more of them o make multiple saving throws. If any of the
saves fail, the speil affects the subject. For example, if the
caster affects three targets, one (caster's choice} must make
twe saving throws while the others each make one, as nor-
mal. If the spell targets two subjects, both must make two
saves, or one must make three and the other just ore. 1f this
spell is cast upen one targer, that creature or object must
make four saving throws and succeed at ali of them or suffer
the spell’s effect. A creature with spell resistance calls fora
check against the speli resistance for each save required of iz.

This spell has no effect if cast on the Ethereal Plane,

Focus: A bt of copper wire bent four times into a square

JEVICCA'S JUST REVERSAL
Abjuration
Level: Sor/Wiz 3y
Components: ¥, §
Casting Time: One minute
Range: Personal
Target: You
Duration: One minute/level
Saving Throw: None
Spell Resistance: No

When a foe casts an enchanument {charm) upon you while
vou're under the effects of Jevicea's just reversalf, make a saving
throw as normal for the charm. If you succeed, the foe must
immediately make a saving throw as if you had cast the charm
upon him {with the same DC you faced). Should the foe fail
the save, the charm takes effect as if you had cast it upon him,

J1sGUs SEpA (DISGUISE SOUL)
Necromancy

Level: Sor/Wiz 8

Components: V, §, Dragon Magict
Casting Time: Standard action

Range: Touch

Target: The caster and one creature
Duration: One year/level (D}
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Saving Throw: No
Spell Resistance: Yes

This spell makes the caster’s soul appear to be the soul of
another creature and vice versa ro all spells that targer souls.
Spells that target souls include any spells that require a cast-
erto know the name of the rarger or spells thar require
preparation shead of time regarding a specific rarger {like
binding), serying, and similar divinations, and obviously soul-
related spells fike soud bind. Thus, someone atempting to
cast binding on a target with this spell cast would bind the
wrong targer. (This happened 1o the character Nan Dur in
Skreyn's Register: The Bonds of Aagic.)

KEgP DRY
Abjuration
Level: Adp o, Brd ¢, Clr 0, Drd 0, Set/Wiz o
Compenents: V, §, M
Casting Time: Standard action
Range: Touch
Targer: One abject
Duration: Eight hours (D)
Saving Throw: None
Spell Resistance: No
You magically protect one object from getting wet. Even if
submerged underwater, the object remains dry. Objects that
normally would absorb water (cloth, paper, a spenge) under
the influence of this speil do not. Characters often cast this
spell ta protect their spetlbooks or seroils when in damp areas.
Material Component: A pinch of dust

KEEP FRESH
Abjuration
Level: Adp o, Brd o, Clr 0, Drd 0, Sor/Wiz 0
Compenents: V, 5, M
Casting Time: Standard action
Range: Touch
Targer: 1 b, of food
Duration: 24 hours
Saving Throw: Nane
Spell Resistance: No

Food under the effect of this spell does net speil, rot, or
decay in any way. It doesn't even chafige temperature (hot
food stays hot, cold food stays cold ). It remains as fresh ar
the end of the duration as iz was at the beginning,

Hlaterial Component; & pinch of salt
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KevEssa GUL {SPINES OF DEATH)

Conjuration {Creation))
Level: Sor/Wiz 3

Components: V, 5, Dragon Magic}

Casting Time: Standard actica
Range: Personal

Target: Caster

Duration: 1 round/level
Saving Throw: No (see text}
Spell Resistance: No

This spell canjures eight spines to grow on the caster's

body. The caster can hutl them like longspears (with no pro-
ficiency penalty}, up 1o six ar 2 time as a standard action,
with each spine requiring its own artack roll. The spine bear-
¢r cannot target muitiple foes in a single actack volley. Each
spine deals 1d8 points of damage (plus the casrer’s Serength
modifier) as well as poison, with venom that inflicts 1dg
Constitution/1ds Constitution. Thase hit by the spines must

make a Fortitude save to avoid the effects of the poison.

Malhavoc Speaks

When | was exploring the ruins of fesa Korel,
looking for Nerik's staff of power, ! came upon
the sudder image of Nerik himself warning me
of the terrible fate that would befall anvone
who viclated his sanctum. This use of the
iegacyt spell was interesting, impressive, and
Informutive—but ultimately it did not deter me.

In melee, the caster can
make attacks with the
spines as nonreach
weapons that be is profi-
cient with, He deals 1d8
points of damage plus his
Stength modifier no
marrer how many spines
he currenily has. Each
successful strike with a
spine in melee potentially
injects poison as well.

After throwing a spine, the caster grows a new poisoned

spine each round of the spell’s duration, or until he has

eight again (he can never have more than eight spines at

once). So if, on the first round, the ¢aster hurls six, he has
rwo left. But next round he grows another, so he has three.
He can wait 3 rounds more——perhaps making melee attacks

during that time——10 get six. and then hurl them all ar
once, or hurl three now and one each round thereafter,

and so on.

If the caster is grappled, the grappler automatically suffers

spine damage and must make a save 1o resist the poison.

KIN CURSE

Enchantment (Compulsion) {Mind-Affecting]

Level: Clr 5, Sor/Wiz 5
Components: V, 5
Casting Time: Srandard action

Range: Close (25 feet + g feet/two levels)

Targets: One creature
Duration: Permanenc (D}
Saving Throw: Will negates
Spell Resistance: Yes

The target is compelled 1o wavel 1o the location of his
nearest blood relative and kill her. This spell cannot be dis-
petled, but a remove cirse cast by a spellcaster of a higher
level than the caster of this spell rids the targer of the com-
pulsion. Once the targer “chooses” a relative, the targer con-
tinues 1o track and arrack thar relative until successful or

until someone removes the curse.

Kin LINK
Divination
Level: Clr 3, Sor/Wiz 3
Components: V, 5
Casting Time: Standard actien
Range: Close {25 teet + 5 feet/two levels)
Targets: One refative/two levels, no two of whom can be
more than 30 feet apart
Duration: 10 minutes/level
Saving Throw: None
Spell Resistance: No
You forge a mental connection among characters related to
you by blood. Each relative included in the link is linked o ali
the others. The link can be established only among willing sub-
jects, who therefore receive no saving throw or spei resistance.
The creatures can communicate meatally, sharing words,
thoughts, conceprs, and even pictures. No special influence
occurs as a result of the bond. Once the link is formed, it works
over any distance (alrthough not from one plane wo ancther).
Sometimes, very rarely, extremely £lose relatives (such as
twins) are born with this link inherendy active and permanent.

KNAVESCOUR
Abturation [Acid]

Level: Sor/Wiz 4
Components: V, 5

Casting Time: 10 minutes
Range: Touch

Targer: One object/level
Duration: One day/level (D)
Saving Throw: Reflex half
Spell Resistance: Yes

A particularly useful foil for thieves, knavescourf allows you
1o designate one objecr per fevel-{maximum 10}. You must
wouch the object(s) at the time of casting, and again once per
day to maintain the spell,

If anyone intentionally touches any of these objects with-
out your spoken permission, this spell causes it to spray
corrosive energy at the creature, dealing 1d6 points of acid
damage per caster level (maximum 10d6). After this dis-
charge, the object becomes safe for anyone to handle, and
the other oblects retain diminished protection. The second
abiect rouched without your permission deals one less die
of damage than the first. The third deals two dice fess than
the first, and so on.



LEARN HERITAGE
Divination
Level: Brd o, Ch 0, Drd o, v o
Componenis: V, §
Casting Time: Standard acion
Range: Close {235 feer 3 feet'mo lenels)
Targees: One creature
Duration: Instantaneous
Saviag Throw: Will negates
Spell Resistanee: Yes

You tearn details of the famil‘g and ancesiry of a chosen
zarget, You Jearn the race of the target as well s detecting
the presence of any othervnuseed dements {dragon blood,
foft example’. You also can mentlly check for one specific
bloodline (blood of the Acauntfimily for example; see the
“City in the Storm” section of Chapler Five) and get a yes/no
indication. To check for mor tn one bloodline, you must
cast the spell mulciple times.

LEGACY
IMusion (Figment)
Level: Sor/Wiz 2
Components: V, 5, M
Casting Time: One minux
Range: Touch
£ffect: An bmage of you
Duration: One vear/level orsmil dissharggd
Saving Throw: None
Spell Resistance: No

This illusion is meant 10fotl a0 022, Instead, this pro-
grammed visual lets you stereanimage of yourself in a Joca-
tion of your choosing, The image attivared by a visual or
audible wigger, is faing, makes 50 sound or smell, and has no
substance—thus, it'’s deadyznimige 1o afl whe see it It
looks like you and persiss krap 1 reund per level. During
this time, you can compel theimge o ke whatever actions
you wish, although it cannet meve more than 10 feer from
the spot where it's stored, Theimage cannor manipulate
objects or affect creatuses physicaly

The trigger for the effectes wappearances: Disguises
and illusions can fool i Nomildadness does not defeat a
visual wrigger, but magiol derbies orimisibilizy does. Silent
movement or magical silme drfeats a6 audible trigger. You
can key an audible triggerio gonenl gpes of noises (foot-
steps, metal clanking) or roaspecific noise or spoken word
(when a pin drops, when asyone 3ys “shracadabra™).
Actions can serve as trigaursithey are visible or audible.
The spell cannot distingeishalignmens, level, Hir Dice, or
<lass except by external gah

[tis common 1o use this sl in conjunceion with a hid-
den magic mouth so thar thelusing image has both visual
and verbal components.

Material Component: 10 gpverh of plarinum dust
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LEGACY OF ELDRITCH MIGHT
Transmusation

Level: Sov/Wiz 9 {sorcerer only)
Components: V, §, M

Casting Time: One minute

Range: Touch

Targers: One relative

Duration: Instantaneous

Saving Throw: None

Spell Resisrance: No

This strange spell is one virrually never prepared.
Instead, it is almost exclusively transcribed onto scrofls.
With the power of this spell, you rransfer a portion of your
personal arcane power and knowledge to a relative. The rel-
ative must be
younger than you.
When the spell is fin-
ished, you die—and
cannot be raised or
returned from the
dead by any means.
Your body fades away
forever.

The recipient of
the spell’s energies
instantly gains a level of sorcerer. This level gain is perma-
nent, as if the character earned the level through gaining
experience. The character’s new experience point total is 1
point above what normally would be needed o reach the
new level.

You must cast this spell of your own free will. I you cast it
as a result of semeone’s charm or compulsion effect upon
you, the spell fails, the charm or compulsion effect ends, and
the charming or controlling character gers feedback worth
1d6 points of damage per spell level of the charm or compul-
sion used upon you (no save). The subject, howevern need
not be willing or even aware of your actions.

Hatestal Component: You

LETBALITY DENIED
Enchantment (Compulsion) {Mind—Affccring}
Levek Clr 3, Sor/Wiz 2 ’
Components: V, §, M
Casting Time: Standard action
Range: Close {25 feer + 5 feet/two levels)
Targes: One creature
Duration: One minute/leve! or until triggered
Saving Throw: Will negates
Spell Resistance: Yes

The next time the target makes a melee or ranged attack
that will kill a foe by inflicting more hit points than the foe
has left, the damage becomes noniethal instead—1he atack
does not shay the fae bue merely knocks her unconscious. This

Mathavoe Speaks

i nnce discovered tegacy of eldriteh mighty
on a scrotl. { rhought about my father, o
rminor death god. | thought about my
ha!f-ar-other, an 95ses8in with

his priorities olt askew:

{ sold the scroil,
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spell does noraffect the amack roll, only the type of damage

inflicted. No more than one creature can be saved with a
single casting of this spell, regardless of the circumstances.
Material Component: A bit of carron fuff

LONG FLAME

Transmutation

Levek Adp 1, SorvWiz o
Components: V, 5

Casiing Time: Standard action
Range: Touch

Targer: One candle, lantern, or torch

Duration: See text
Saving Throw: None
Spell Resistance: No

You take one lit candle, torch, or lantern and increase the
amount of time it will burn withour consuming additional
fuel or wick by a factor of 1 + your level. Thus, a 1st-fevel
caster increases the amount of time a torch lasts—usually

an hour—by 2 (thus, three hours).

! MaGICAL PERFORMANCE
Transmuration
Level: Brd o, Clr 1, Sor/ Wiz
Components: V, §
Casting Time: Standard action
Range: Personal
Target: You
Duration: One minute/level
Saving Throw: None
Spell Resistance: No
You gain a +5 circumstance bonus to Perform checks. This
bonus applies only to checks made while attempting normal
Perform checks, not for checks thart have o do with feator
item activation or far bardic special abilities,

MAGMA BURST
Conjuration {Creation} [Fire]
Level: Drd ¢, Sor/Wiz g
Components; V, $
Casting Time: Full round
Range: Medium (100 feet + 10 feet/level}
Area: so-foor radius
Duration: Instantaneous
Saving Throw: Reflex half
Spell Resistance: Yes

You cause the earth to explode like a volcane vent, spray-
ing rock and magma up and inflicting 20d6 points of dam-
age to everything in the area of effect (half of this is fire
damage, the other is impact). From that point on, the entire
area remains a pool of lava, inflicting 20d6 points of fire
damage per round.

MANTLE OF EGREGIOUS MIGHT
Transmutation
Level: Sor/Wiz 8
Components: V, 5, AF
Casting Time: Full round
Range: Touch
Target: One creature
Duration: 10 minutes/level
Saving Throw: None (harmless)
Spell Resistance: No

You bestow upon a subject 2 scintillating aura around his
head, imbuing him with grear power. A characrer with this
mantle gains a +4 fuck bonus to Armor Class, attack rolls,
saving throws, and all ability scores.

Arcane Focus: A golden circlet worth at least 1,000 gp

MARGUL (DREADED FREEZE)
Enchantment (Compulsion)} {Mind-Affecting]
Level: Sor/Wiz 1
Components: V, Dragon Magict
Casting Time: Standard action
Range: Medium (100 feet + 10 feet/two levels)
Targer: One creature/five levels
Duration: 1 round (I}
Saving Throw: Will partiaj
Spell Resistance: Yes
The targes(s} of this spell freezes motionless, as described
in fhiold pesson. Targets who succeed at a saving throw still suf-
fer a -1 penalry ro astacks, saves, and checks for the duration.

MARK OF AIR
Evocation
Level: Drd 3, Ser/Wiz 2
Components: V, 5
Casting Time: Fuli round
Range: Touch
Targer: One creature
Duration: 10 minutes/level or uniil discharged
Saving Throw: Will negates (harmless)
Spell Resistance: Yes

The energy of this spelf creates a white, swirled mark on the
face, hand, or other prominent feature of any crearure, living
or undead, Those bearing this mark gain a +2 enhancement
bonus te Dexterity. They also possess the ability 1o conjure 2
shield of swirling air that provides a +3 deflection bonus 1o
Armor Class for 10 rounds. Using this shield of air ability is a
standard action that immediately dismisses the mark of airf,

MARK OF AIR, GREATER
Evocation
Level: Drd 5, Sor/Wiz g
As mark of afrf, except that the mark allows the subject 1o
fly with a speed of 40 feet (gaod maneuverability) for the
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spell’s duration or until the subject uses the greater shield of air abil-
ity: as under mark of air, but the wall of churning air created works
exactly like a wind wall that fasts 10 rounds.

MARK OF DEATH
Evocation [Death]
Level: Sor/Wiz 8
Components: V, S
Casting Time: Full round
Range: Touch
Targer: One creature
Durarion: One hour/level or until discharged
Seving Throw: Will negates (harmless)
Spell Resistance: Yes

The energy of this spell creates a black, siwil-shaped mark on
the face, hand, or other prominent fearure of any crearure, living
or undead. Those bearing this mark gain an immunity o all death
effects. They also possess the ability to launch a pale gray ray of
energy, which requires a ranged rouch attack te hiv the rarger.
Targe:s struck must make a Fartitude saving throw or die. Even
those who save suffer 1ds points of temporary Constitution dam-
age. Using this ray of death ability immediately dismisses the
mark of deathf.

MARK OF EARTH
Evoration
Level Drd 2, Sor/Wiz 2
Components: V, §
Casting Time: Full round
Range: Touch
Target: One creature
Durations 10 minutes/level or until discharged
Saving Throw: Will negates (harmless)
Spell Resistance: Yes

The energy of this spell creates a brown, block-shaped mark on
the face, hand, or other prominent feature of any crearure, living or
undead. Those bearing this mark pain a #2 enhancement bonus to
Strength. They also possess the ability 1o conjure and throw a large
mass of rock, which requires a normal ranged atrack roll and inflicts
5d6 points of damage to a target it hits within medium range (100
feet + 10 feer/level}. Using this mass of rock ability is a standard
action that immediately dismisses the mark of earthf.

MARK OF EARTH, GREATER
Evocatien
Level: Drd 5, Sor/Wiz 4

As marh of earth?, exceprt thar the mark grants the subject damage
reduction 10/magic for the spelfs duration ar until the spell has pro-
rected the subject from up o 10 points of damage per caster level, or
until the subject uses the greater mass of rock ability: as under mark
of earth but the 30-foot cone of earth and rock blasted from the cast-
er's hand inflicts 646 points of damage. A successful Reflex saving
throw aliows half damage.
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MARK OF FIRE
Evecation [Fire}
Level: Drd 3, Sor/Wiz 2
Components; ¥, S
Casting Time: Full round
Range: Touch
Target: One creature
Pruration: 10 minutes/level or until discharged
Saving Throw: Will negates {harmless)
Spell Resistance: Yes

The energy of this spell creates a red, Bame-shaped mark
on the face, hand, or other prominent feature of any crea-
wure, Hiving or undead. Those bearing this mark gaina +2
enthancement bonus to Dexterity. They alsa possess the abili-
ty to cast from the palm of the hand a ray of fire that inflicts
3d6 points of fire damage, if a ranged touch atrack surikes
the target within medium range (100 feet + 10 feev/level).
Using this ray of fire abiliry is a standard action that imme-
diately dismisses the marh of firef.

MARK OF FIRE, GREATER
Evocation [Fire}
Level Drd 5, Sov/Wiz g

As mark of firet, excepr thar the mark provides 20 peints
of fire resistance each round for the spell’s durztion or
until the subject uses the greater ray of fire ability: as
under mark of fire but the resulting 6d6 fireball explodes
with a 20-foot spread. A successful Reflex saving throw
allows half damage.

MARK OF FROST
Evocation {Cold]
Levelk Drd 3, Sor'Wiz 2
Components: V, §
Casting Time: Full round
Range: Touch
Target: One ereature
Duration: 10 minutes/level or until discharged
Saving Throw: Will negates (harmless)
Spell Resistance: Yes

The energy of this speli creates a biue-white, angular mark
on the face, hand, or other prominent fearure of any crea-
ture, living or undead. Those bearing this mark gain a +1
natural armor bonus due to a hard, icy coating that protects
their skin. They also possess the ability to conjute a spear of
ice, which can be thrown once as a normal shortspear {no
proficiency required) 10 inflicr 148 points of damage + 2d6
points of cold damage. Using this spear of ice ability is a
standard action that immediately dismisses the mark of
frost?.

MARK OF FROST, GREATER
Evocation [Cold]
Level: Did 5, Sor/Wiz 4

As mark of frostf, excepr that the mark provides 26 points
of cold resistance each round for the spell’s duration or until
the subject uses the greater spear of ice ability: as under mash
of frost bur the resulting 6d6 coldball explodes with a 20~
foor spread. A successful Reflex save allows hall damage.

MARK OF WATER
Eveccatian
Level: Drd 3, Sor/Wiz 2
Components: V, §
Casting Time: Full round
Range: Touch
Target: One creature
Durarion: 10 minutes/level or until discharged
Saving Throw: Will negates (harmless)
Spell Resistance: Yes

The energy of this speli creates a blue, wavy mark on the
face, hand, or other prominent feature of any crearure, liv-
ing or undead. Those bearing this mark gain a +2 enhance-
ment bonus to Constitution. They also possess the ability
to cast from the palm of the hand a stream of water, which
requires a normal ranged attack roll and inflicts 5d6 poinrs
of damage to a target it hits within medium range (100
feer + 10 feer/level). Using this stream of water ability is a
standard sction thar immediarely dismisses the mark of
waterf.

MARK OF WATER, GREATER
Evocstion
Level: Ded 5, SowrWiz 4

As mark of water}, except that the mark allows the subject
1o breathe water for the duration or until the subject uses the
grester mark's other effect: to safely teleport the caster from
any complerely submerged locarion 1o the surface of the
water directly above. If something solid occupies the space
the casver would telepost into, the character is shunted ina
random direction unril there is room for him. If the body of
water has no surface {for example, it fills an underwater
cave) the spell fails, -

MASTER CREATURE OF THE MIST
Enchantment (Compulsion) {Mind-Affecting]
Level: Clr 7 Drd 5, Sor/Wiz ¢
Components: V, §, M
Durarion: Permanent
As control creature of the mist}, except as noted above.
Material Compenent: Powdered gold worth ar least
LOGO gp



MENTAL ALARM
Divination
Level: Sor/Wiz o
Components: §
Casting Time: $tandard setion
Range: Close {235 {eetr + 5 feer/rwo levels)
Targews: One creature/level (maximum eight creazures)
Duration: One hour/level
Saving Throw: None
Spell Resistance: No

All subjects are mentally alerzed simultaneously at some
predesignated moment in time, The moment is chosen by
the caster, and must be within the durazion of the spell. This
spell is oftens used by small groups 10 coordinate actions.

MINOR LASTING IMAGE
Hiusion
Level: Brd 1, Sor/ Wiz
Components: V, 5
Casting Time: Standard zetion
Range: Close {25 feet + 5 feet/two
levels)
Aren: 1 square foor
Duration: Permanent
Saving Throw: Wil disbelief
(if interacred wich)
Spell Resistance: No
You crearz a very small,
immabile illusion of any object,
force, or creamure you visualize.
The illusion does not create
sound, smell, texture, or tempera-
ture, nor does it move. The resulting
iltusion matches your visualization
exactly, even if the image in your mind dif-
fers somehow from the real object, force, or

creature-~if such exists at all.

MINOR WARD
Abjuration
Level: Sor/Wiz ¢
Components: V, §, M
Casting Time: 30 minures
Range: Touch
“Target or Area: Object touched or up to 20 square feer
Buration: One day/level
Saving Throw: See text
Spell Resistance: Yes (object)
This inscription harms those who enter, pass, or open the
warded area or object. A minor wardf can guard a bridge or
passage, ward a portal, tap a chest or box. and so on,
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You set the conditions of the ward. Typically, any creature ‘Q“
of a specific rype or alignment violating the warded area is
subject 1o the magic it stores, Wards can be seraccording 1o
creature type, subtype, or species (such as "dark eif” or "aber-
ration”). Wards also can be ser with respect 1o good, evil, law,
or chaos, or to pass those of your religion. They cannot be
ser according to appearance, class, Hir Dice, or level. Wards
respond to invisible creanures normelly bur are not triggered
by these who travel past them ethereally. Multiple minor
wards cannot function within 30 feet of each other.

When casting the spell, you mark a clear design in paint,
chalk, blood, scrarch marks, or some other means. The ward
can conform 1o any shape up to the limitations of your total
square footage. When the spell is completed, the ward
remains quite obvious.

Wards cannot be affected or bypassed by such means as
physical or magical probing, rhough they can be dispelled.
Mislead and nondetection can fool 2 minor
ward.

Read magic allows you o identify
a minor ward with a successhul
Spelicraft check (DC 13}
Identifying the minor ward
does not discharge it, bur it
atlows you 1o kaow the
basic nature of the glyph

| (version {see below], type
i of da;nage caused, what
spell is stored).

Note: Magic traps such
as minor wards are hard o
disable. & rogue—and only a
rogue—can use Disable Device
{C 25} 1o thwart one.
Depending on the version selected,
a minor ward either blasts the intruder or

activates a spell:

Blast Ward: A blast deals 1d4 points of damage to one
target. This damage is acid, cold, electriciry, fire, or sonic
{your choice, made az time of casting). Those affected can
make Reflex saves to take half damage.

Spell Ward: You can store any harmful o-level spell that
you know. All level-dependent features of the spell are
based on your level at the time of casting. If the spell has
targets, it rargets the intruder. If the spell has an area oran
amorphous effect (such as a cloud), the area or effect cen-
ters on the intruder. All saving throws operate as normal,
except that the Difficulry Class is based on the level of the
minor ward,

Material Component: You trace the ward with paint, chalk
or some other appropriate substance
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MIRROR BLAST
Evocation
Level: Special {mirror mastert sth-level banus spell)
Components: V, 5§, M
Casting Time: Standard action
Range: Close (25 feet + 5 feet/two levels)
Area: Cone
Duration; Instantaneous
Saving Throw: Reflex half
Spell Resistance: Yes

Upon shattering a small mirror, you create a magical blast
of force energy and mirvor shards. The blast inflicts 1d6
points of damage per caster level (maximum 15463, Half the
damage is force energy, and half is slashing damage from the
glass shards.

Muatertal Component: A small mirror

MIRROR CALLING
Conjuration (Calling} [see text]
Level: Special (mirror master} Gth-level bonus spell)

Effect: Up 1016 HD worth of summaoned elementals and
outsiders, no two of which can be more than 30 feet apart
when they appear.

As lesser morror calling?, except you may call one creanure of up
to 18 HD or a number of creatures of the same rype whose
Hir Dice total no more than 16, The creatures as a group agree
to perform a rask for you and request a favor in return.

MIRROR CALLING, LESSER
Conjuration (Calling} {see tewt]
Level: Special (mirror mastert qth-level bonus spell)
Camponents: V, §, AF
Casting Time: 10 minutes
Range: Touch
Effect: One summened elemental or outsider of up to 8 HD
Duration: Instantaneous
Saving Throw: None
Spell Resistance: No
Upan casting this spell, you gaze into a mirror and view

a random location cccupied by a creature on another
plane. You call {forth an elemental or outsider {of up 1o
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8 KD} that you can see. If you know an individual crea-
ture’s name, you may request that individual by speaking
the name during the speil (though you might ger a differ-
ent creatute anyway).

You may ask the creature zo perform one task for you, and
the creature may request some service in return. The more
demanding your reques, the greater return favor the crea-
rure asks for. This bargaining takes at Jeast 1 round, so any
acrions by the creature begin in the round after it arrives. if
you agree to the service, the creature performs the tasi you
requested, reports back to you afterward (if possible), and
returns to its hame plane. You are honor bound to perform
the return faver.

A crearure may accept some form of payment, such asa
magic item, in return for its service. The crearure does with
the item whartever it pleases.

Note: & calling spell that calls an air, chaotic, earsh, evil,
fire, good, lawful, or water erearure is considered a spall of
that type. For examyple, fesser mivror calling is a five spell when
it calls a fire elemental.

Arcane Focus: A small mirror of polished silver

MIRROR PORTAL
Transmutation
Levek: Special (mirror master] yth-level bonus spell
Components: ¥, 5, AF, XP
Casting Time: 10 minutes
Range: Touch
Targets: Two mirrors
Duration: One day/level
Saving Throw: None
Spell Resistance: No

You create a one-way magic passage between any two mir-
rors. Once the spell is cast, the mirrors can be moved any
distance apart, Anyone stepping into one mirror comes out
the other. To make the passage two-way, cast the spell twice.
A creature or object must be able to pass through the mirror
physically, as if it were a doorway, so it is important that the
mirtars are big enough. If vou lock through one mirror, you
see a blurry view of whatever is reflected in the other mirror,
as well as the normal reflection.

Arcane Focus: Two fine mirrors of highly pelished silver, cach
costing at least 300 gp

AP Cost: oo X

MIRROR SHIELD

Abjuration

Level: Special (mirror master} 3rd-level boaus spell)
Components: V, 5, AF

Casting Time: Standard action

Range: Touch

Targew: One mirror

Duration: One minute/level
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g v’ing Throw: Nene
Spell Resistance: No

A useful protection against ray attacks, this spell creates a
device that automatically reflects any ray spell direcred at you
back at the caster. You make a ranged artack roll {as if you
cast the ray spelf yourself) against the caster’s Armor Class.
If you hit, you inflict damage per the original speil.

Arcane Focus: A mirror of any size, which must remain
with you for the duration of the spelt

MIRROR THEFT

Transmutation

Level: Special {mirror mastert sch-level bonus spell)
Components: V, 5, AF

Casting Time: Full round

Range: Touch

Target: One mirror

Duration: 1 round

Saving Throw: None

Spell Resistance: No

While using Mirror Sighet (see Chapter Twos Feats) on a
mirrar, vou may rzach into the mirror and grab one unar-
tended object that you can see, pulling it through 1o your
side. The abjecr must be something that you can {ift and that
will fit through the mirror.

In the location being viewed, your hands seem 1o appear -
out of nowhere, grasping the object and pulling it away into
nothingness. Crearures in that location cannet harm or
affect you, bur they can attempt to grab the object. If they
succeed, the spell ends.

Arcane Focus: A finely made mirror of highly polished
silver, which costs at least 800 gp

MIRROR TRUTH
flusien {Glamer)
Level: Special (mirror master 6th-level bonus spell)
Components: V, 5, M
Casting Time: 10 minutes
Range: Close (23 feer + 5 feer/nwo levels)
Area: One 10-foot cubeslevel ()
Durarion: Permanent
Saving Throw: None
Spell Resistance: No
This spell creates a powerful illusion that can be overcome
anly by looking through a mirror, The caster creates an illu-
sionary image over the rarges area as described in the spell
sereen. Mo amount of normal interaction with the illusion
helps characters discern the truth. However, if they look at
the area in & mirror, the reflection shows what is actually
there. Magical means of detecting or seeing through iflu-
sions, such as triee seeing, are handied as if this were a normal
ilusion. Unlike sereen, this speli does not foil scrying.
Material Component: A mirror at least 2 feer across
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MIssIvE TOKEN
Transmuzation [Language-Dependent]
Level: Clr 3, Sor/Wiz 3
Components: V, 5, M, F
Casting Time: Standard action
Range: Touch
Effect: A magical token
Duration: Until used
Saving Throw: None
Spell Resistance: Yes
You imbue a nonmagical object of Tiny size (or smaller)
with a special communication magic. Anyone possessing this
roken can contact you telepathically and send you a message
up 1o 23 words long; you are aware of the sender’s identity.
This spell does not give

Malhavoc Speaks you the power to
The spell missivet taken is indispensable. Any ?GS?Ond. nor does the
good wizard should have a network of spies, possessor of the token

agents, and lackeys. If each of them carries one

{or more) such tokens, ke can ensure that he know your location or
any detail about you

always knows immaediately when something
important heppens.

{even whether you are
alive to receive the mes-
- sage), Once used, the
object retains no special
abiliries.
Material Companent: A pinch of platinum dust worth at
least 25 gp. sprinkled on the wken
Focus: The object 1o be used as the woken

NONESS ToMa {SLIP BETWEEN SIGHT)
Hlusion (Figment)
Level: Sor/Wiz 1
Components: V, Dragon Magict
Casuing Time: Standard action
Range: Personal
Targen: You
Durarion: 1 round/level
Saving Throw: Nene
Spell Resistance: No

This illusion obscures accurate visien, The caster gains
z 5 bonus to Hide checks and does not necessarily need
somezhing 1o hide behind (but he must remain unobserved
while initially hiding). This spell negares any size penalties
as they apply 1o Hide checks.

NONESUCH SPELL
Transmuszation

Level: Sor/Wiz ¢
Components: V, 5
Casting Time: Full round
Range: Personal

Area: 50-foor radius
Duration: 1o minutes/level

Saving Throw: Nene
Spell Resisrance: Yes

You specify a spel] that you can cast of gthlevel or lower;
for the duration, no one may successfully cast that spell in the
area. Casters outside the area can still cast the spell normally,
but all wichin the area remain immune to.ks effects. The
effect is suppressed if it is brought within the nanesuch spell’st
arza. For example, if a wizard casts nonesuch spell and specifies
charm monster, no one may cast charm menster within 50 feer
of her, no creature within so feet of the wizard can be affected
by charm monster, and any creature already under the compul-
sion of charm monster coming within 50 feet of the wizard can
ignore the effects of the charm while remaining ia the area,

You may only have one nanesuch spell cast ar any time,

OBJECT LORESIGHT
Divination
Level: Ser/Wiz1
Components: 5
Casting Time: Standard action
Range: Touch
Targer: One oblect
Duration: Instantaneous
Saving Throw: Will negates (harmless)
Spell Resistance: Yes
You learn something significant abourt an object you

touch. Go through this list, in order. and the first bit of iore
you do not know, you learn through this spell:

L Age of object

2. Name of last creazure to rouch the object, if any

{other than you)
3. Race of last creanure to touch the ebject, if any {other
than you}

4. Name of the object’s creator (a nawural object, like a
rock, was created by nature}
Race of the object’s creator, if any
Object’s purpose
Marerial(s) thar makes up the object
Location of the object’s creation
Name of the most recent owner of the object, if any
1. Magical ability of the object, if any (random if more

O ooy O

than one)

Multiple castings allew you to gain multiple bits of infor-
mation. If you know alf of the above information, this spell
reaches you nothing.

ONE STEP BEYOND
Abjuratien

Level: Clr 9, SorrWiz o
Components: V, 5, M
Casting Time: 10 minures
Range: Touch
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Targer: One creature per fevel Shid

Duration: One day/level

Saving Throw: Will negates (harmiess)
Spell Resistance: Yes {harmless)

The targe:s protected by this abjuration remain completely immune
to divination spells of any level, including discern location and even a
wish or miracle spell used as 2 divination. Similar wo mind blank, this
spell provides foalproof protection against scrying and mind-reading
attempts of any kind. and the subjects cannot be seen with a speil like
arcane eye,

AMatevinf Component: A gern of any kind, worth 4t least 1,000 gp, for
each target

QOROSTER'S REVENGE
Abjuration [Force]

Level: Sor/Wiz 8
Components: V, § %
Casting Time: Standard action Malhavoe SPE"“E‘S//
Range: Perscanal Annpying clerics —and, | suppose, some
mages-have o spell colled discern lncation
Target: You that has proven the bane of many o rogue or
Duration: One minute/devel (D) arcanist, The spell one step beyendi, however,
R . is proof egainst ony kind of tocation aftempt,
Saving Throw: None Even o god would have a difficult time foding
Speii Resistance: Yes someong protected by this spefl. ! iry

_ ; nat io go anywhere without it
Any creature that atracks you

suffers magical feedback thar
inflicts 2d6 points of force energy
damage + 1 point per caster level.
Fer the purposes of this spell, an
arrack is any action that requires an artack rofl, whether or not the atack
succeeds. If you willingly allow someone to touch you {such as a cleric
casting a curative spell), ne atzack roll is needed, and thus the action
does not trigger this spell’s effect.

OVERCOME FORCE
Abjuration
Level: Sor/Wiz s
Compenents: V, 5
Casting Time: Standard acton
Range: Touch
Targer: Creature touched
Duration: 10 minutes/level or until discharged
Saving Throw: None
Spell Resistance: Yes

This spell protects a creature from damage by foree elfects, such as
nwagic missile, in 2 manner similar to protection from encrgy. When the
spell absorbs 12 points per caster level of force damage, overcome
forcet ends. The spell also provides the crearure rouched with 2 spe-
cial abilizy. The creature can move through a wall of force once, ignor-
ing it as if it were not there. I the creature uses this ability, the spell
ends immediately afterward. Overcome foree does not grant the crea-
ture the ability ro make atzacks through a wall of force, only ro move
through it.



14 4 THE COMPLETE BOOK OF ELDRITCH MIGHT

PHANTOM FCIL
Hlusion (Phantasm)
Level: Sor/Wiz s
Components: 5
Casting Time: Standard action
Range: Personal
Effect: One programmed illusion/level
Duration: 10 minures/level
Saving Throw: Will negates
Spell Resistance: Yes
This spell prepares and stores within you special pro-
grammed phantasms geared to protect you when you find
yourself caught unprepared. When a foe atrempts 1o make a
sneak arrack against you, or when anyone makes an attack
against you while you are flat-footed (even a spell cast with
you as the target}, a phantasm appears to distract the foe.
The phantasm is a disturbing image designed to momen-
tarily surprise, confuse, or otherwise distract the attacker. it
could be an image of a wounded friend, a terrible monster,a
blast of fire, or anything else (the specifics are determined by
the atracker’s subconscious, not the caster). Tt appears imme-
diately in front of the attacker. As the phantasm intersets
with the artacker directly, the amacker makes an immediate
Will saving throw, If successful, the attack proceeds normal-
ly. If not successful, the attack is prevented.
The spelt creares one programmed phantasm per level.

PIERCE
Evacation [Force]
Level: Sow'Wiz 2
Components: V, 8
Casting Time: Standard acrion
Range: Medium (100 feet + 10 feet/level)
Targer: One creature or object
Duration: Instantaneous
Saving Throw: None
Spell Resistance: Yes

The piercef spell allows you to hurl a bolt of force energy
that has two effects. You make a single attack roll when cast-
ing pierce, and if you succeed at a ranged touch atrack, you
automatically destroy (dispel) any defensive spell of 2nd
tevel or below with the force descripror (such as mage armor
or shield). It even suppresses bracers of armer for 1d4 rounds.
If your arrack roll also succeeds in hitting the rarger with a
normal ranged attack {(discounting any Armor Class banus
from a force effect or bracers of armor) you inflict 1d8 paints
of damage per twa caster Jevels (maximum 3d8).

PLAY THE FOOL
Abjuration

Level: Sor/Wiz 2
Compenents: V, 5, M

Casting Time: Standard action

Range: Touch
Target: One creature/level
Duration: 10 minutes/level
Saving Throw: None
Spell Resistance: No
The rrget fools someone who cast a spell upon her—if she
makes her saving throw, the caster instead believes she failed
i. Thus, she could convince an opposing spellcaster artempr-
ing to charm her that the spell succeeded, or thaz an answer
she gives to a compelling questionf is the truth when izis a lie.
Material Component: & short stick with a bell on the end

PLUNGE DEEP TO THE CORE
Transmutation
Level: Sor/Wiz 2
Components: V, §
Casting Time: Standard action
Range: Touch
Farget: One weapon
Puration: One hour/level (D)
Saving Throw: None
Spell Resistance: No
This spell alfows a weapen to ignore damage reduction of a
specific type (magic, good, ete.} chosen by the caster at the
time of casring.

POWER CRAFT
Transmutation *
Level: Sor/Wiz 2
Components: ¥, 5, M
Casting Time: Standard action
Range: Touch
Target: See text
Duration: 10 minutes/leve]
Saving Throw: Noge
Spell Resistance: No
You provide a source of locomotion for a cart, wagon, boat, or
ship. The vehicle can be no larger than 10 feet long + 2 feet per
fevel (a sth-leve} sarcerer can power a 20-foot-long vessel).
The vehicle can move at any speed up 1o its normal maximum
speed as if it had a natural source of locomotion. Thus, a carriage
could be made 1o move withour ahorse pulling it, up o the
speed it could normatly arrain with a horse ro pull i, Likewise,
a sailing ship moves as if powered by a favorable wind.
Prevailing conditions—wind, inclines, and so on—affect
movement normally. Thus, this spell cannot move a sailing
ship against a gale-force wind.
Material Component: A white feather

PRECISE VISION
Transmutation

Level: Sor/Wiz &
Compoenents: V, 5, M



Casting Time: Standard action
Range: Personal
Tarpet: You
Duration: 1¢ minutes/level
Saving Throw: None
Spelt Resistance: No
You can see derails, eicher small or distant, much more
clearly than normal. In addition, you gain a +§ competence
bonus to Search and Spot checks.
Material Component: An eagle feather

PRETUR AR NUaDE (HOARD WARD)
Transmutation [Teleportation]
Level: Sor/Wiz 8
Components: V, 5, M, Dragon Magict
Casting Time: 10 minutes
Range: Touch
Area: One 10-foot cube/leve] (5}
Duration: Permanent
Saving Throw: Will negates
Spell Resisrance: Yes

The caster creates a powerful protective ward throughouw
an area. If anyone enters the ward other than the caster or
those named by the caster at the time of casting, this spell
teleports the intruders to a specific location designased at the
time of casting, with none of their equipment. The equipment
remains in the ward, although intelligent magic irems are
immune and do travel with the wielder, if they so
choose,

Material Component: Gold dust worth at least i
LOOO gp
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PRI®MAL RELEASE
Transmustation
Level: Son/Wiz 8
Components: ¥, §, M
Casting Time: Standard action
Range: Close (25 feet + 5 feet/two levels)
Targer: One living creature {not you)
Durarion: 10 minutes/level
Saving Throw: Will negazes
Spell Resistance: Yes

You release the primal savage within a single creature. The
creazure gains a +16 inherent bonus o Strength and
Constimurion, a +2 inherens bonus to Dexterity, and a —§
penalty to Intelligence and Charisma, as well as 2 -z penaley
to Wisdom, The creature cannor cast spells or use spell-like
abilittes, but its base attack bonus becomes +1 per Hit Die {if
its current base attack bonus is something else). The creature
can fighs as though it had the Power Artack, Cleave, Great
Cleave, and Improved Sunder feats.

Material Compenent: A bit of raw meat

PRIVATE CONVERSATION

Transmutation

Level: Asn 1, Brd &, Sor/ Wizt

Components: V, 5

Casting Time: Standard actien

Range: Touch

Target: Two creatures + one crearure/three levels
Duration: 10 minutes/level (D)

Saving Throw: None
Spall Resistance: Yes
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The targets can converse without anyone overhearing
what they aze saying, Characters who can read lips might
stil] be able to determine what is said, buz no Listen check
can possibly alfow one 10 overhear the conversation.

While under the effect of this spell, a character can speak to
someone not affected by this spell, bur alf can hear that con-
versation normally. Only when an affected character speaks 1o
ancther affected charcter does the conversation remain private.

PROFICIENCY
Transmuzation
Level: Sor/Wiz 1
Componenys: V, §
Casting Time: Standard action
Range: Personal
Target: You
Duration: One hour/level
Saving Throw: None
Spell Resistance: No
You gain proficiency with a single weapon that you hold
in: your hand ar the time of casting. This spell gives you no
special bonus with the weapon, but you do not suffer the
nenproficiency penalty while using the weapon.

PROHIBIT KIND
Transmutation
Level Sor/Wiz o
Components: V, S, M
Casting Time: Standard action
Range: Close (25 feer + 5 feer/owo levels)
Area: 30-foor-radius spread
Duration: 1 round/iwe levels
Saving Throw: None
Spell Resistance: Yes

Developed by particularly haughty elves long age (bur
usable by all races), this strange spell aliows you to selecta
specific race or humanoid subtype, such as human, dwarf,
halfling, or goblincid, or in the case of non-humanoids, a
type, such as dragon, giant, or fey. Within the bounds of the
spell, only creatures of the specified race or type can take
actions. Al other creatures remain frozen within an energy
field—held in a stasis that does not allow them to be
harmed or affeczed in any way.

Materiai Companent: A piece of amber worth at leass 50 gp

PROROGATE DEATH

Necromancy

Level: Sot/Wiz 6

Components: V, 5, M

Casting Time: Standard action

Range: Close {23 feet + 5 feet/two levels)
Target: One living creature

Duration: 10 minutes/level

Saving Throw: None
Spell Resistance: No

With this spell active, the subject does not fall uncon-
scious at -1 hp or lower and dees not die upon reaching
—10 hp. Instead, during this time he can continue to rake
actions as normal {although at —1 to —g hp he continues o
lose 1 hp per round and has ne chance 1o stabilize without a
successful Heal check). At —1o hit points, the subject may
take only 2 single move or standard action and can live only
another round for every two of the caster’s levels. After
reaching ~10 hp, even as the speli keeps him alive, a Heal
check cannot save him—only magical healing can.

Material Component: A bir of wax and a bit of thread

PROTECT FAMILIAR
Abjuration [Force]
Level: Sor/Wix 3
Cemponents: V, §
Casting Time: Standard action
Range: Touch
Targer: Your familiar
Duration: 10 minuzes/leve!
Saving Throw: None
Spell Resistance: No
Your familiar gains a +1 armar bonus per caster level (up to
a maximum of +10). The armor is invisible and made of magi-
cal force. Ir proves usefui against incorporeal antacks, You can-
not share this effecr, nor can you cast iz on any other creasure,

QUICK RoosT
Transmutation
Level: Clr o, SorWiz o
Components: V, §
Casting Time: Standard action
Range: Touch
Target: One living creature
Duration: 1dy4 rounds {D)
Saving Throw: None
Spell Resistance: Yes
Calling up a short-lived but intense burst of positive ener-
gy, you bestow a +2 enhancement bonus 1o the Constitution,
Dexterity, or Strength score of one creature,

QUINTELEMENTAL BLAST
Evocartion

Level: Sor/Wiz 5

Components: V, §

Casting Time: Standard action

Range: Close {25 feer + 5 feet/rwo levels)
Area: Cone

Duration: Instantaneous

Saving Throw: Reflex half

Spell Resistance: Yes



4 blast of quintelemental energy shoots from your finger-
tips in a cone, inflicting 146 points of damage per level (maxi-
mum 15d6). This energy affects creatures as the energy type 1o
which they are most vulnerable, if applicable. Thus, the spell
affects a creature with resistance o fire 30 as if it were an
energy type other than fire. Crearures with a vulnerabilisy to
an energy type, such as cold crearures who suffer a —10 penal-
ty to their saving throws against fire, suffer as if exposed 1o
their vulnerability. Even if a creature has both protection and
a vulnerability ro one energy type, this spell bypasses the pro-
rection and stil] affects the vulnerability. So if a wizard cast
protection from encrgy (fire) on a frost worm, quintelemental
blastf would ignore the protection spell, and the creamure
would still suffer a ~10 penalty to its saving throw.

Creatures with resistance or immunity to ail energy ypes
have appropriate protection from the damage this spell
inflicts. A clexric carrying the effects of five different resist
enargy spells (for all five energy types—acid, cold, fire, highs-
ning, and sonic} subtracts 12 points of the damage she nos-
mally would suffer from this spell.

RECENT OCCUPANT
Divination
Level: Asn 1, Brd o, Drd 1, Rgr 1, Sor/Wiz o
Components: V, 5
Casting Time: Standard action
Range: 20 feex
Area: 20-foor radius centered around you
Duration: instantaneous
Saving Throw: None
Spell Resistance: Yes
You learn the name and race of the last creature with
Intelligence 3 or higher who occupied the area for at Jeast
1 reund. You also learn how long age this creature cccupied
ir. This spell proves very useful for rracking (or avoiding) foes.

RESIST SCRYING
Abjuration
Levek: Clr 1, Sor/Wiz:
Components: V, 5, M
Casting Time: Standard action
Range: Touch
Targer: One living creature
Duration: One hour/level {D)
Saving Throw: None
Spell Resistance: No
You add +5 to the target’s saving throws made against any
scry atcempts (spell or device). The effects of this spell stack
with those of static vailf,
Aaterial Component: A 3-ounce piece of fead
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ROBE OF REFLECTION *
Conjuration (Summoning)
Level: SowWiz g
Components: V, 5, M
Casting Time: Standard action
Range: Teuch
Turget: One creature
Duration: 1 round/level (D)
Saving Throw: None
Speli Resistance: Yes
You create a robelike aura of energy around a single sub-
jecz, then specify one energy rype {acid, cold, elevtricizy, fire, or
sanic), The wearer ignores any damage suffered fram that
energy type, from any source, whether a targeted or area
effect, The wearer can, in fact, choose to redivect the damage
to any target within 100 feet. Thus, if you wear a robe of reflec-
tionf (five) and walk through a wall of fire, you suffer no dam-~
age and can inflict the wall’s damage on anyone within 100
feex of you. The damage reflected can equal no more than 3 hp
per caster level, and the rarger gains a Reflex saving throw 1o
reduce she damage by half (DC 14 + caster’s appropriate abili-
%y score modifier).Spell resistance also applies to reflected
damage. You need not reflect the damage if you choose not 10.
Muaterial Compenent: Five threads woven around a small
mirror worth at least 20 gp

ROGUE’s 5TAB
Transmutation
Level: Asn 1, Blk 1, Brd 2, Rgr 1. Sor/Wiz 2
Components: V, 5
Casting Time: Standard action
Range: Touch
Target: One creature
Duration: 1 round/level
Saving Throw: None
Speli Resistance: Yes

The target gains the ability to make sneak attacks as a
rogue against opponents denied their Dexterity bonus or
those that are Aanked. The rarget inflicts +1d6 points of
damage making such an attack. If the rarget can already
make sneak attacks, the damage she inflicts with her sneak
arracks increases by +id6.

SAFE SEARCH

Abjuration

Level: Brd 1, Rgr 1, SorWiz:
Components: V, 5

Casting Time: Standard action
Range: Personal

Targen: You

Puration: 1 round/level
Saving Throw: None

Spell Resistance: Yes
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You can thoroughly search an object or area (within the

Himits of the spell’s duracion) without fear of personal harm.

While searching an area slowly and carefully, you will not ser

off traps, although other actions—such as steppingona

pressure plate—may still activate one, Neither will you

unleash curses or contract a disease when you performa

search, even of dangerous, trapped, or hazardous substances.

However, this spell does not influence whether characters

find what theyre searching for—they still must succeed ara

Search check.

SAMPLE

Abjuration

Level: Sor/Wiz o
Components: V,5, F
Casting Time: Full round
Range: Touch

Target 1 ounce of a liquid or solid

Duration: Instantaneous
Saving Throw: None
Spell Resistance: Yes

You gather a smalt it of seme hazardous or potentially

hazardous substance and magically place it within a crystal

flask---casting the spell transpores the sample into the

Malhavoce Speaks

Obviously, many spefls dealing with scrying are
facredibly specific, One may not need them alf
the time, Howeve), when dealing with on
oppesing mage or cleric who uses scrying
against you, they are invalugble. They are use-
ful to keep in your speltbook for fust such an
accasion, ar--if one's {alent is sorcery-having
them availobie on scrolls works just as well,

Not every spelt is as universally useful as mage
armor or fireball, but o smart arcanfst knows
the importance of the specific as well os the
generol, when determining effective defense
and offense.

SCRY BLAST

Evacation {Force]

Level: Sor/Wiz 6
Components: V, 5

Casting Time: Standard action
Range: See rext

Target: One creature being seried

Duradon: instantaneous

fask instanty. Sanplef
protects you from harm
in the process, You
don't even have to phys-
ically rouch the sub-
stance, This speli allows
you to safely handle and
store, for instance, poi-
son from a wyvern's
stinger, a small amount
of acid found in an
ancient var, or a tiny
piece of a disease-
ridden robe.

Focus: A crystal flask
worth at least 10 gp

Saving Throw: Reflex negates (see texr)

Spell Resistance: Yes

Once you have successfully found a subjecs with a sarying

spell or device such as a erpstal ball, this spell allows you 1o

channel a blast of destructive energy through the scry sensor
ar the subject, The energy inflicts 1dg points of damage per
two caster levels (maximum 10d4). Because this spell allows
you to hurl damage upon a foe from great range without put-
ring yourself at risk, many cover and fear it. However, the
wruch is, this spell does invalve a risk to yourseif, If the arger
makes a successful saving throw, the energy rebounds back
through the sery link and strikes you {you may attempt a
Reflex saving throw to negare the atrack).

In any event, a sery bastf ends a scrying attempt. You
musi cast a new scrying spell to sery the target again, or use
your crystal ball once mare.

SCRY RETALIATION
Evacation [Forcel

Lavel: Sor/Wiz 3
Components: V, §

Casting Time: Standard action
Range: See text

Targes: A creature scrving you
Duration: Instantaneous
Saving Throw: Reflex half
Spell Resistance: Yes

1f you become aware that you are being scried, either
through a Will save or a detect serying spell, you channel a
biast of destructive energy at the serier. The energy inflicts
1d6 points of damage per caster level {10d6 maximum}. This
spell does not provide any informatior about the scrier. The
damage harms only the serier, and not the means of serying
{a mirror or crystal ball}. It does not disrupt the scrying
attempt unless, of course, the scrier is killed or knocked
unconseious,

Alrernatively, rather than channeling a blast of destructive
energy, you can chanael a single-target spell effect of 3rd
fevel or lower at the scrier. Spells requiring touch or an atrack
roll cannor be channeled. Since you have no knowledge of
the scrier, you don't always know if a spell will prove effec-
tive. For example, you can channel a charm person spell, bur
the scrier might be undead or someone otherwise unaffected
by charm person. You must have the spelf currently prepared
{sorcerers must know the speill), and after channeling the
effecr, the spell slot is used.

SCRY REVERSE

Divination

Level: Sor/Wiz 5

Components: ¥V, 5, M

Casting Time: Standard action
Range: See text

Target: Magical sensor
Duration: One minute/level (D)
Saving Throw: None

Spell Resistance: No



If you become aware that you are being scried, either
through a Will save or a detect serying spell, you immediately
begin serying the scrier as if you had successfully cast serping w0
find him. This spell funcrions even if you know nothing abour
the scrier, and you can continue to scry him even if he ends
his own sery. This reversal does not end the original scry.

Material Componene: A small sitver mirror worth at leasz 50 gp

SCRYTALK
Divination
Level: Sor/Wiz 2
Components: V, §
Casting Time: Standard action
Range: See text
Targer: Magieal sensor
Duration: One minutesevel (D)
Saving Throw: None
Spell Resistance: No

Once you have successiully found a subject with a scrying
spell or device such as a erystal ball, this spell allows you to
set up a direct verbal communication with that subject,
using the magical sensor created by the spell or device as
an audio conduit. For the duration, you hear everything
the subject says, and the subject hears everything you say.
The spell ends if either the durarion runs out or the scry-
ing link is broken.

SEEK THE SOQULLESS
Necromancy
Level: Sov/Wiz 3
Components: V, 5, M
Casting Time: Standard action
Range: Close (23 feet + 5 feer/2 levels)
Area: Cone
Duration: Instantaneous
Saving Throw: Reflex half
Spell Resistance: Yes

Seek the soullesst creates a cone of strange magical energy.
Within its ares, living mortal crearures with souls {al} ¢rea-
tures other than undead, constructs, plants, or outsiders)
find themselves surrounded by 2 momentary nimbus of
light that proteces them from the spels influence, All those
not protected suffer 1d6 points of damage per caster level
{maximum :0dé). Inanimate objects suffer full damage
from this blast of energy. This speli proves useful for fight-
ing undead or other creatures wirhout worrying abour
harming your friends.

Materiaf Component: A feather dipped in lacquer

SHIELDBREAKER
Transmuiation

Level: Ser/Wiz 2
Components: V, §
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Casting Time: Standard action
Range: Touch
Targer: One weapon
Duration: Untii riggered
Saving Throw: None
Spell Resistance: No

The weapon you cast this spel upon becomes particular-
Iy useful against opponents with shields. The wielder
ignores armor and enhancement bonuses 1o a foe’s Armor
Class gained from a shield. Further, instead of making ¢
normal arzack, the weapon's wielder can make a sundering
atrack against a nonmagical shield thar avromarically
deserays the shield if the attacker wins the opposed roll.
£See the rules for aracking an object in the Player's
Handbaok.) Shields with a +3 enhancement bonus or the
equivalent in magical abilities are immune to this spell. If
used against a foe with the shield spell active, this weapon
immediately dispels the spell. The wielder may use this
shieldbreaking effect only once per casting of the spell.

SHRAPNEL GLOBE
Conjuration {Creation}
Level: Sor/Wiz 2
Components: V, 5, M
Casting Time: Standard action
Range: Touch
Affect: One meral sphere
Duration: 2 rounds/level
Saving Throw: Reflex half
Spell Resistance: Yes

You create a small metal sphere thar exists for no longer
than the duration. At any point during the duration, if you
burl or drop the glabe, it detonaces, spraying meral shards in
all directions within a 20-foot radius. The shrapnel inflicts
1d6 points of damage per two caster tevels, 10 a maximum of
5d6. Throwing or dropping the sphere where you want
requires a standard action, resolved as a grenadelike missile.
You can give the globe to another creature 1o use, but it
raquires a standard action o do so.

Material Component: 1 ounce of steel

SILENT SOUND
Evocation {Sonic)
Level: Brd 1, So/Wiz s
Componenzs: $
Casting Time: Standard action
Range: Close {25 feet +5 feet/two levels)
Targer: One crearure or object
Puration: Instantaneous
Saving Throw: None
Spell Resistance: Yes
You fire from your fingertip a focused beam {i.e., a ray) of
sonic energy 100 shrill 1o hear. To do so, make a ranged rouch
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attack roll. On a hit, you inflict 1d6 points of sanic damage

per fevel (546 maximum)}.

SLAY ILLUSION
Ilusion [Figment]
Level: SorWiz 4
Componenis: V, $
Casting Time: Standard action
Range: Medium (100 feet + 10 feer/level)
Effect: One itlusory creature
‘ Puration: ¢ round/level (D)
Saving Throw: Will negates (if interacted with)
Spell Resistance: None
You create an illusion of a harrible creature of Large size
that you choose {or design). The illusion has both visual and
audible components. This iltusion moves at a speed of 40 10
the nearest illusion within range, detecting it without possi-
bility of error. Your illusion can charge and double move, but
ot run, and its movement requires no action on your part.

As soon as it reaches the other Hllusion, it destroys itin a
visual display of illusory obliteration. The remnants of the
destroyed Hlusion fade. The next round, your illusion moves
again to the neatest illusion within range and does the same
thing, continuing the artacks until the spell ends. If there are
; no illusions within range, the illusory crearure disappears in
E a blast of illusory fire,

! For example, say you cast this spell near an illusion of 2

i dragon. You make your illusionary creature a trell. The “wroll”
i moves 1o the illusion of the dragon and tears it apart, the

| bloody dragon bits fading after a moment. The next round, the
1 “wroll” moves across the room to an dlusory wall (which you
did not even know was an ilusion} and destroys it, ripping the
| rocks and mortar apart, The rocks and mortar fade, and, with
no other illusions within range, the “roll” disappears.

Like all illusions, interaction with the ilusory creature

altows other characters a saving throw, alchough their belief
or disbelief in the illusion has no effect on its ability w seek
out and destroy other illusions.

SLEEP, GREATER
Enchanement {Compulsion)} [Mind-aAffecting]
Level: Brd 3, Sor/Wiz 3
Components: V, 5, M
Casting Time: Standard action
Range: Medium (100 feet + 10 feetfevel)
Area: Several living crearures within 2 13-foot-radius burst
Duration: One minute/level
Saving Throw: Will negates
Spell Resistance: Yes
As sheep, except that you rell 4d6 to see how many Hir
Dice of creatures are affected; no creature with move than 1o
HD is affected.
Material Component: A pinch of dust

SOUL BURST
Necromancy
Level: Sor/ Wiz 4
Components: V, $, M
Casting Time: Standard action
Range: Medium {100 feer +1c feet/level)
Area: 20-foot-radius burst
Durartien: Instantaneous
Saving Throw: Reflex half
Spell Resistance: Yes

You summon a burst of energy that harms all living crea-
wires that have a soul. Thus, inanimate objects suffer no
damage, but neither do undead, constructs, plants, or cut-
siders. Those affected sustain 1d6 peints of damage per level
{to a maximum of 15d6). This speli was developed by mages
in charge of defending the citadel of their king against
invaders-—they did not want 1o damage their own defenses
or the structure itself. Sou! burst? is also favored among
necromancers who wish to damage their enemies but not
their own undead guardians.

Material Camponent: A crushed feather

SPELLMASTER
Transmurtation
Level: Sov/Wiz 7
Components: V, S
Casting Time: Full round
Range: Personal
Targen: You
Duration: 1 round/level

You control your spells with delicacy and precision, With
this spell active, the range and duration of the spells you cast
can increase up to 50 percent (spells with range of Touch or
Personal, or durations of Instantaneous, go unaffected).
Your spell effects can be delayed up to 3 rounds. You can
shape spell areas (without changing their sizes) to the point
of excluding single targers from bursts if you desire—in
other words, creatures within spell areas are affected only if
you want them to be.

For example, 2 15th-level wizard casts spelimaster, then
firehall. He can increase the range up to an exira 500 feer,
but he cannot affect the instantaneous duration. He can
delay the explosion of the fireball up 10 3 rounds (at which
time, different creatures might be in the area} and can
choose who in the area must make a saving throw, and who
suffers no damage atall.

SPELLTRAP

Abjuration

Level: Sor/Wiz
Compeonents: V, 5, AF
Casting Time: Full round
Range: Touch



Targer: One gem

Duration: Unti triggered {(and then one minuse/level)
Saving Throw: None {see below)

Spell Resistance: Yes (object}

Spelltrap imbues a gem with the power to absorb a spell,
then release its energy. The gem becomes invisible and incor-
poreal and is tied to a specific creature, object, or 10+foot-
cube of space, designared by you. If associared with a crea-
ture or object, the gem maves when the creature or object
moves, remaining always within 1 foor.

‘The gem stays dormant until someone casts a particular
spell (any fevel}, which you specified earlier, on the creature,
object, or area. At this time the gem activates, absorbing the
spell and becoming visible and tangible. An active gem no
longer moves, even if it had been tied ro a moving creature or
object. The triggered gem floars right where ivis, defying
graviry. If anything or anyone touches the gem after it has
become active, it explodes, inflicting 2d6 points of damage
for each level of the spell it absorbed to all within a 20-foot
spread {Reflex save for haif damage),

Arcane Focus: A gems worth ar least 100 gp
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SPHERE OF DETERIORATION
Transmutation

Level: Sor/Wiz ¢

Compeoenents: ¥V, 5, M

Casting Time: Standard action

Range: Close (25 feet + 5 feet/two levels)
“Fargers: All living ereatures within range
Duration: 1 round/level (D)

Saving Throw: Fortirude negates {each round’
Spell Resistance: Yes (each round)

This porent speil affects only living creatures, causing
them to wither and crumble, eventually reducing them to
dust. On the first round of the duration, all within the
range {except you) suffer 146 points of damage. The next
round, they suffer 2d6 points of damage. The next round
deals 3d6, and so on, 10 a maximum of 10d6 points of dam-
age each round.

Characters are allowed a Forzitude save to resist the dam-
age, but they must attempt a new saving throw each round. A
saving throw is required of anyone who spends any amount
of time in the range of the spell, so that even a characrer who
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entered the area and backed out again on the same action
would still need to make a save.

The damage progression always starts at 1d6 points of
damage. So even if the spell hag been going for § rounds, a
new target entering into range suffers 1d6 points of damage
on his first round, 2d6 the next round, and so on. Exiting
and reentering the spell’s range, however, restarts the dam-
age the victim was suffering as if he had not left~—ir does not
start over. So, say a character stays in range for 4 rounds,
then leaves for 2 rounds, On his first round back in range,
he suffers 5d6 points of damage.

The spell’s effect moves as you do, since it affects everyone
in range of you.

Material Components: A brass statuette of a living crea-
ture, worth 10¢ gp, and a handful of brass dusy, worth

sogp

SPINE TENDRIL
Transmutation

Level: Sor/Wiz 5
Components: V, §

Casting Time: Standard action
Range: Personal

Targen: You

Duration: 1 round/level

This gruesome spell causes your own spine to lengthen
considerably, thrusting up from the base of your skull ro
become a prehensile weapon (or limblike tendril) under
your contzol,

Each reund, in addition to whatever actions you would
normaily make, the spine tendrilf can make either an
“unarmed" disarm or grapple artack with a reach of 1o feer,
aeither of which draws an artack of epportunity. luis rreated
as Medium and has an attack bonus of 10 + your caster level,
Its Strengzh score is your Serength + 5. While grappling,
once it achieves a hold, the spine tendril can inflict 1d6 points
of damage plus its Strength modifier, if any.

SQUAMOUS PULSE
Fransmutation
Level: Drd 8, SoryWiz o
Components: V, 5, M
Casting Time: Standard action
Range: Long {400 feer + 40 feetAevel)
Area: All creatures with natural armor within a so-foot burst
Duration: Instantanecus
Saving Throw: Fortitude half (see below)
Spell Resisrance: Yes

The bane of scaly beasts everywhere, this strange spell
turns a creature’s nararal armor against it—in fact, it causes
the creature’s hide to burst and hemorrhage, Firss, squamous
pulsef halves the subject’s natural armor for 3d6 rounds fol-

lowing the casting. In addirion, for every point of a crea-
ture’s macural armor, it suffers 146 points of damage. So,a
creature with 2 +21 natural armor bonus finds its Armor
Class reduced by 10 for 3d6 rounds and suffers 2146 points
of damage.

Material Component: A bit of flesh from a scaly creature

STATIC VEIL
Abjuration
Level: Clr 2, Sov/Wiz 2
Components: ¥, 5, F AF
Casting Time: 10 minutes
Range: o feet
Area: One r10-foot cube/level
Duration: One hour/level
Saving Throw: None
Spell Resistance: No
You creare an area that resists scrying. Anyone within
the protected area receives a +1 bonus per caster level on
the Will saving throw to resist scrying attempts, thanks to
this spell.

Arcane Focus: Alodestone



STRENGTH TO STRIKE
Transmusation
Level: Sor/Wiz g4
Componenis: V, 5, M
Casting Time: One action
Range: Touch
Targer: One weapon
Duration: : round/level
Saving Throw: None
Spell Resistance: No

You devore 2 points of your own Strength (which you sul-
fer as ability damage) 0 a weapon you touch. That weapen
inflicts +2d6 points of damage for the duration of the spell.
{Note to DMs: This spell should not become the basis fora
magic item, not should it be made permanent with & perma-
nency spell.)

Material Component: A needle

STUN ITEM
Enchantment {Compulsion) | Intelligent irem-Affecting]
Eevel: Clr 2, Sot/Wiz 2
Componenis: V, 5
Casting Time: Standard action
Range: Touch
Targen: One intelligent item
Duration: 1 round/level
Suving Throw: Will negates
Spell Resistance: Yes
You stun an intelligent item, preventing it from taking any
actions or allowing another to use its powers, A magic sword
is szill a sword, however, and can be used as such.

SUDDEN WAVE
Conjuration {Creation}
Level: Drd 6, Sor/Wiz 6
Components: V, 5, M
Casting Time: Standard action
Range: Medium (100 feet #10 feet/level)
Effect: A wave of water 20 feet high, 20 feet wide, and

3 feer thick
Duration: 1 round/vwo levels
Saving Throw: Reflex half
Spell Resistance: No

You summon a tall wave of seawater thar immediately
moves away, from you along the ground at a speed of 50 feer
{so it moves 100 feet in a given round). If part of the wave
strikes a secured object thar it does not destroy, that portion
of the wave falls away harmiessly. In other words, the wave
conforms to the shape of its surroundings. For example, if the
wave moves across a roam toward a corridor 10 feet wide
and rall, it becomes a wave 10 feet wide and all, retaining its
3-foot thickness. (lrs remaining mass splashes to the ground
and flows away wherever that much water would normally go
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in that sitwation.) If the entire wave crashes inro a solid barri-
er it cannot meve ar destroy (like a wall), the warter splashes
to the ground and the wave stops. The wave leaves a light rrail
of seawater wherever it goes. A hole or Rssure in the ground
deeper than 20 feer causes the part of the wave that moves
over it to collapse. A wave created in an area smailer than its
normal size conforms immediately to the size allowed. So a
wave cast in a 10-foor-wide corridor is never wider than 1o
feer. Casting the spell in an area narrower than 10 feet in
either height or width causes the spell 1o fail.

The wave deals 1046 peints of damage to anything it strikes
as it moves. Creatures of Large size or smaller that are struck
and fail their Reflex saving throws must also make Strength
cheeks (DC 20) or be swept along with the wave. Each round,
those swept up in the wave can attempt Swim checks (DC 20)
te break free.
Unattended, unse-
cured objects of Large
size ar smaller auto-
maticaily ger swept
along. Crearures car-
tied along suffer no
further damage unless
the wave strikes a bar-
rier. 1€ a portion of
the wave strikes such
an object—something
it cannot destroy or sweep along—while it is carrying one
or more creatures, they each suffer 3d8 points of damage
from the impact (Reflex save for half). In additon, they have
a 50 percent chance of being knocked out of the wave. If the
entire wave strikes a barrier, all within the wave suffer 5d6
points of damage {no save). Given enough room, in the right
circumstances, sudden wavel can leave a swath of destruction
unlike most other spells.

Hf the wave suffers at least 40 points of cold damage in
| round, it freezes solid, becoming a wall of ice with the sid-
den wave's dimensions. Any creatures inside at that time are
ejected. Otherwise, only spells that can stop it {such as a wall
of iron or wall of force) or completely destroy it (iike disinte-
grate) have any effect. Physical attacks of any kind sccom-
plish nothing. Fite clemental creatues suffer double damage
from this spell. The wave douses nonmagical flames that are
smakler than i

AMaterial Component: An ounce of seawarter

SUPPRESS LESSER

Enchantment {Compulsion) [Mind-Affecting]

Level: Sar/Wiz 4

Compenents: V, §

Casting Time: Standard action

Range: Medium (100 feet + 10 feet/level)

Target: One arcane spellcaster of a level lower than you

1
M

53

Mathavoe Speaks

Although very sgecific in {1s use, squamous
puiset proves invaluable ogainst creatures like
dragans, or a horde of smalter beasts like
troglodytes, Despite its name, it works well
against any creature with notural armos, not just
those with scafes. { myseif once used this spell
to good effect agoinst a rakshasa riding

a drogon turtle,
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Duration: 1 round/level
Saving Throw: Will negares
Spell Resistance: Yes

You cast this spell on another, lesser, arcane spelicaster
{aat just a crearure with spell-like abilities) to keep her from
casting spells. The affected target cannot cast spells or use
spell completion or speli-trigger magic irems. $he can use
other magic items or spell-fike abilidies.

SUSAR'S DEATH
Transmutation
Level: Sor/Wiz 6
Components: V, 5, M
Casting Time: Standard action
Range: Close {25 feet + 5 feer/two levels)
Target: One fiving creature {see text)
Duration: Instantaneous
Saving Throw: Fortitude partial
Spell Resistance: Yes

Susar of Inshabiv (sce the "Bastion of the D'Stradi” sec-
tion in Chaprer Five) creared this spell as a means of wking
down a powerful enemy quickly. It transforms the blood of a
living creature {one that has blood} to moiten lead. [f the
rarget creature fails its saving throw and has no immunit wo
fire and hear, it dies immediately. If the crearure fails its save
bur does have immunity to fire and heat, it dies in 1d3 ago-
nizing rounds: a heal spell cast during this time saves the

crearure’s life, Creatures

TELEPORT COORDINATES TRANSFER
Divination
Level: Clr 3, So/Wiz 4
Components: ¥, §
Casting Time: Standard actien
Range: Close {25 feer + 5 feet/two levels)
Target: One creatmure
Duration: instantaneous
Saving Throw: None
Spell Resistance: No

If you know a location wel, you can communicate infor-
mation about it mentally to someane else with enough accu-
racy and detail to allow the other person 10 releport o the
area as if personally familiar with the location. Alternatively,
if you learn of a lecation through a spell like discern Jocation,
teleport tracerf, or legend lore, you can use this spell to relepore
there as if you were very familiar with the locartion.

In no way does this spell provide the actual means of tele-
portation. You provide your own mode of releport,

TELEPORT REDIRECT
Evocation {Teleportation]
Level: SorrWiz 5
Components: V, §

Casting Time: S1andard action
Range: Close (25 feet + 5 feet/two levels)
Area: 20-foot-diamerer sphere
Duration: One hour/level

Malhavoc Speaks successful in their saving  Saving Throw: None

Of course, ¢ maximized ightning bolt and a throws but not immune  Spell Resistance: Yes

disintagrate spell work very well, but neither to fire and hear suifer If any teleportation subtype speli is cast within the rdius
carries quite the setisfaction essociated with o . fehi i I s th fartel
sgell like Susar's death when you are dealing 4d6 points of heatdam-  of this spell, ar if the area of the spell is the target of a tele-

with a foe you truly despise. I try not 1o It
such base emotions drive my actisns ... 6 .
But sometimes ! fail, transtormation.

Material Component: A For example, you cast teleport redivect in a king’s throne reom

age from the partial poration spell, the destination of the teleport spell is redi-

rected to a Jocation you chose when you cast teleport redivect.

small glass vial, a drop with a prison cell as a destination. Now, if 2 hamarula in the
of blood, and a small
piece of lead up in the cell.

throne room atrempts to use its greater teleport ability, It ends

TELEPORT BLOCK
Abjuration

Level: Sor/Wiz 5
Components: V, 5, M

Casting Time: Full round
Range: o feet

Area: Three 10-foot cubes/level
Duration: One hour/level
Saving Throw: None

3
;
%,

Spell Resistance: No
You create an area in which ne teleportation spell will
work, either coming in or going our.

Matevial Component: 10 gp worth of goid dust




TELEPORT TRACER
Divination
Level: Sor/Wiz 6
Components: 5
Casting Time: Standard acrion
Range: Mediem (100 feer + 10 feet/level)
Effect: One teleportation speli
Duration: Instantaneous
Saving Throw: Nene
Spell Resistance: No
You immediately know the destination of the most recent
spelt with the teleportation subtype cast within the range.
You know the location well enough to teleport o it immedi-
ately with no chance of error, although the spell confers no
ability to wleport.

TEMPORAL VENOM
Conjuration {Creation)

Level: Sor/Wiz 1

Components: V, 5, M

Casting Time: One minute
Range: Touch

Effect: One dose of venom/level
Duration: 1 round/level

Saving Throw: Fortitude aegares
Spelt Resistance: Yes

You create a number of drops of a magical “poisen” that
you can deliver by a touch artack or put on a weapon for use
against a struck foe. Rounds the venom spends on a weapon
or your hand count against the total duration. Unlike true
poisons, there is ne secondary effect a minuse later, but crea-
rures immune or with special resistances to poison gain no
benefit against chis spell.

Those afilicred with temporml venon:f find their ability to
interface with time damaged. Their movements become
erratie, and they almest seem to flicker or stutter in and ow
of reality, At the beginning of each round, roll on the foliow-
ing rable to determine the effects on the victim:

Effece
1~3 Vicrim “flickers” in time and gets no action this

2o

round. Vicrim is unaware of time passing.

5—-8 | Victim “blinks” to a random spot within 4 single
move for that character {a spot she could physi-
cally reach), although she retains no memory of
moving there (nor does anyone else).

o-10 | Victim moves slowly, getting either a standard or
a move action this round (but not both).
1:-12 | Victim can act normally but cannot sense anything
around her this round. She becomes effectively
1 blind and deaf, with no sense of smell or 1ouch.
13-14 | Vietim appears disoriented as she stutrers and

strobes through reality for a round. She suffers a
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| —4 circumsrance penalty 1o attack roils, saving

throws, and checks.

15-18

1g—20

No effect. Victim can act normally for 1 round.

Victim speeds up in time, gering an extra stan-

dard or move action this round (bur nor both),

The elven stazlight mages {see Chaprer Three) created this

spell cenruries ago. It is said o tie into the time-relazed (or

time-resistant} propetties of the stars themselves.

Materiel Components: A mirror czeared under the stars at

night, and a drop from a basin of water with 1 gp worth of

powered silver in it

THIEF OF SPELLS
Transmutation

Level: Brd 5, Sor/Wiz 4
Componenis: V, 5

Casting Time: Standard action

Range: Touch

Effect: One or more spells cast upon another crearure

Duration: 1 round/level or until used

Saving Throw: None {see text)

Spell Resistance: Yes
You touch a crea-
ture and artetnpt o
take o any or all
spell effects currentdy
active upon it
Touching the crearure
makes you immedi-
ately aware of the
highest-level spell
acrive on the target,
and you can try o
steal i, To steal it,
make a level check:a

20 roll + your caster

Malhavoe Speaks

One of the oddest spells I know, temporal
wvanamt is for more interesting fo cost than g
merg stow spelf an a victim. Qverall, it may be
no better than the more relighie slow, and it
requires a surcessful attack to succeed—still,
the spell remaing fascinating in its effects.

It makes me eager to research o higherdeve!
version of this type of powar. What would
hoppen if an areanist coutd utterly destroy
one’s gbility (o interface with time? § predict
it would result in an imprisonment-iike
soall, but even karder to undo.

level {maximum +10). The Difficulry Class for this check is 11

+ the caster Jevel of the spell in question, If you succeed, you

steal the spell, ending the spell’s effect on the creature, and

gaining the effect as if you had the spell cast upon yourself

for the remainder of its duration and effect. After a success~

fut theft, or if you did not attempt to steal the speil, you

learn of the next highest-level spell affecting the rarger. You

can then decide ro steal that one. This continues unsil you

fail in an atterapr or you've discovered all the creature’s spell

effecs. You cannat steal more spell levels than a toral equal

to your own level. The whole process happens in an inszant,

no matter how many spells you steal.

Since you can choose not to steal a spell, bur you do not

know how many spells the creature has cast on it you might

identify the spells acrive upon a creamure bue accidentally

pass on the chance to steal any. For example, if you pass up a
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chance to steal the first two spells you learn about, but the
creature only carries two spells cast upon it, your spell ends
and you have stolen nothing.

As an extended example, a gth-leval wizard casts thief of
spellsi and touches a 10th-leve! sorcerer. He learns immedi-
ately that the highest-levet spell active upon the sorcereris
stoneshin. The wizard atrempts to steal the spell, and rolls a
14 {14 + 9 = 23). The sorcerer cast the spell himself (DC 213
The wizard now has steneshin active upon himself, with
whatever duration the spell has lefe (and he keeps the hit
point torad the spefl has already prevented as well). Next, he
learns thar the sorcerer has haste cast upon him. The wizard
is already hasted, so he decides not to steal it, knowing that i
he fails, the spell ends. The next spell is cat’s grace, which the
wizard attempts ro steal, He rolls a3, getting a 12 as a result,
The spell has DC 21 just like the first one, so he fails to steal
it and the thief of spells ends.

THIEF WARD
Abjuration
Level: Sor/Wiz 2
Components: 5, M
Casting Time: Standard action
Range: Personal
Area: so-foot-diameter sphere centered on you
Duration: One minute/level
Saving Throw: None
Spell Resistance: No
Thicf ward creares an area where sounds are magnitied,
shadows Jessened, and details brightened. Al Hide and Move
Silently checks made within the area suffer a ~10 penaley.
HMateriaf Component: A small magnifying glass

THREATENING WEAPON
Evocation [Foree]
Level: See/Wiz 2
Components: V, 5
Casting Time: Standard action
Range: Medium (100 feet + 10 feer/level)
Effect: A magical weapon of force
Duration: 1 round/level (D)
Saving Throw: None
Spell Resistance: Yes
A melee weapan made of pure force springs into existence
and arracks epponents when they provake attacks of opportuni-
1y, dealing 148 points of damage per hit with a critical threat
range of 1920/ X 2. The weapon twkes the shape of any appro-
priately sized simple or martial weapon you desire. It Is visible

and takes up a 5-foot-square area, like a Medium creature, Iz uses

your base artack as its artack bonus. It strikes as a spell, notas

a weapan, 50, for example, it can strike incorporeal creatures.
The weapon threatens the 3-foot area around it and makes

atracks of opporrunity to anyone within this area that pro-

vokes them, evers you or your allies. The weapon can make one
attack of opporrunizy per level per round, bur otherwise it
takes no actions. If in a position where it is flanking an oppo-
nent with another combatant, it provides a flanking bonus
for the other atracker and gets one itselfif it has the oppor-
tunity to strike. Your feats (such as Weapon Focus) or combat
actions {such as charge) do not affect the weapon. [f the
weapon goes beyond the spell range, if it leaves your sight, or
if you are rendered helpless, it returns to you and hovers.
Each round after the first, vou can use a standard action o
move the position of the weapon to threaten a new area any-
where within range. [f you do not, the weapon remains where
it is. The threatening weaponf cannot be attacked or damaged,
1f an atracked crearure has spelt resistance, check for resist-
ance the first sime the threatening weapon striktes it If the crea-
ture successfully resists the weapon, it dispels the spell. If not,
the weapen retains its normal full effect for the spells duration.

TONGUE OF ANGELS
Transmutation [Good]

Level: Clr 0, Sor/Wiz o
Components: §

Casting Time: Standard action
Range: Personal

Target: You

Duration: 1 round/level

Ty

R
oy
i
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Saving Throw: None {harmless)
Spell Resistance: No

You can speak Celestial, allowing you 1o confer with celes-
tials and celestial beings, as well as give commands to your
summoned celestial creatures.

TONGUE OF FIENDS
Transmutation [Evil]
Level: Clr ¢, SorWiz o
Components: 5
Casting Time: Standard action
Range: Personal
Target: You
Draration: 1 round/level
Saving Throw: None {harmless)
Spell Resistance: No
You tan speak Infernal, allowing you to confer with
demons, devils, and fiendish beings, as well as give com-
mands to your summoned fiendish crearures.

TRANSCRIBE
Transmutation
Level: Brd 0, Clr 0, Sot/Wiz ¢
Components: V, 5
Casting Time: Full round
Range: Touch
Targer: One piece of paper or parchment up 1o 1 foot square
Duration: Instantaneous
Saving Throw: None
Spell Resistance: No

You fill a piece of paper or parchment up 1o 1 foot square
with nonmagical sext of your choosing. For example, if you
needed to create x message to give to a courier or leave for a
friend, you could do so instantly. You can make such a wan-
scription only in languages you know. The resukiing text
appears in your handwriring.

UNDAUNTED FIXTURE
Transmuration
Level: Sor/Wiz 2
Components: V, §
Casting Time: Standard action
Range: Touch
Targess: Two objects (see below)
Duration: Permanent
Saving Throw: None
Spell Resistance: No
You touch two objects together, one of which is no larger
than Medium size. This spell binds the objects together with
a magical force. A Strength check (DC 30} is required to
break the bond, Depending on the material of the objects
involved, the objects themselves may break first.

UNHAND
Evocation jForce]
Level: Sor/Wiz s
Components: S
Casting Time: Standard action
Range: Medium (100 feet + 10 feer/level)
Targets: One creature
Durarion: Instantaneous
Saving Throw: None
Spell Resistance: Yes

This spell allows you to attempt 1o disarm a creature with
a blast of force. You and the defender make epposed rolls,
You make a caster level check plus both your Dexterity and
vour Intelligence modifiers {dzo + caster level + Dexterity
modifier + Intelligence modifier). The defender uses his
attack bonus with the weapon in question (if the object is
nat 2 weapon, use the defender’s base artack bonus and
Strength modifier). The size of the weapon or object is irvele-
vant, If the defender uses his weapon in two hands, he gets
an additional +4 bonus. If you beat the defender’s check, the
deferder is disarmed. The obiecr falls 1o the ground at the
defender’s feet.

UTTER THRALL
Enchantment (Compuisions) {Mind-Affecting]
Level: Sor/Wiz 8
Compenenis: V, $ .
Casting Time: Standard action
Range: Medium (100 feer + 10 feer/level)
“Target: One Medium or smaller humanoid
Duration: Permanent (D)
Saving Throw: Will negates
Spell Resistance: Yes

As a more powerful version of deminate person, this spell
allows you to completely enslave any humanoid of Medium
or smaller size. You establish a telepathic link with the sub-
ject’s mind and can convey your wishes even if you share no
common language. You know what the subject Is experienc-
ing, but you do not receive direct sensory input from him.

Subjects cannot resist this conrrol and always act in the
best interests of their controller, even if not commanded to
do so. The subjects tzuly believe you are their rightful master
and serve you lovingly with ureer devotion. They carry our
even self-destructive orders—in facr, thralls wilf give their
lives willingly for the good of their controller, even if not
commanded to do so. Once the caster establishes conrol, he
can exercise it ar unlimited range. You need not see the sub-
ject te controd it

Prozection fram evil or a similar spell can prevent you from
exercising control or using the telepathic link while rhe sub-
ject is so warded, but it does not prevent the establishment
of utter thrallf ror dispel iz,
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VESSA KORNARI {STEAL HEART)
Necromancy
Level: Sor/Wiz o
Compoenenss: V, §, Dragon Magict
Casting Time: Fuli round
Range: Touch
Target: One corpse
Puration: Instantaneocus
Saving Throw: No
Spell Resistance: No
The hearr of a dead creature (or portion of the creature’s
body with similar symbolic importance} is torn from the
corpse and placed in the caster’s talon {or hand), whereupon
the caster must eat it. Thereafter, the dead creature cannot be
brought back to life until the caster dies.

VICIOUS SUMMONS
Conjuration {(Summaoning} [Evil]
Level: Sor/Wiz 3
Componentst V, 8, M
Casting Time: Full round
Range: Close {25 feet + 5 feet/rwo levels)
Effect: One fiendish dire weasel
Duration: 1 round/level {D)
Saving Throw: None
Spell Resistance: Ne
You summen a fendish dire weasel as if using a summon
monster spell. The difference is, the monster appears on top of
a creature within range {caster’s choice}, with its reeth already
sunk into the crearure as if it had made a successful bite
attack. The weasel then uses its artach and blood drain pow-
ers on subsequent rounds. If the fiendish dire weasel kilis the
target or becomes unattached, it arracks as it would under the
effects of a normal summen monster spell. Unlike other sum-
moned monsters, even if the caster speaks the creature’s lan-
guage, ir cannot receive commands ather than to arrack.
AMaterial Component: An animal’s tooth

VIVID DISCHARGE
Evacation {Electricity]
Level: Sor/Wiz 2
Components: V, §
Casting Time: Szandard action
Range: Touch
Targets: One creature
Duration: One minute/level or until discharged
Saving Throw: None
Spell Resistance: Yes
This spell wraps you in a scintillating sheath of energy.
The next time anyene strikes you in melee, the atracker suf-
fers 1d6 points of electricity damage per level {maximum
10d6}. You cannot prevent the discharge from happening—
it happens the next time you are stuck,

WALL OF FORCE, LESSER

Evocation [Force!

Level: Sor/Wiz s

Components: V, 5, M

Casting Time: Standard action

Range: Close (25 feet + 5 feet/two lovels)

Effect: A wall whose area measures up to one xo-foot
square/level

Duration: Gne minute/level (D)

Saving Throw: None

Spell Resistance: No

You crearz an invisible wall of force, The lesser wall of forcef
cannot move, [t has no hardness buz can absorb up to 16 points
of damage per caster level before being destroyed. Unlike
greater versions of this spell, it does not prove immune o dispel
magie. Disintcgrate immediately destroys it, as does a rod of can-
ceflation, a sphere of annihilation, ar Mord’s dispunction. Spells and
breath weapons cannot pass through the wall in either direc-
tion, but they may inflict damage normally upon the wall and
can potentially destroy it as easily as physical attacks. Dimension
door, teleport, and similar effects can bypass the barvier. It blocks
ethereal creatures as well as material crearures (though ethereal
creatures usually can get around the wall by floating under or
over it through material floors and ceilings).

The fesser walf of force must be continuous and unbroken
when formed. If any object or creature breaks its surface, the
speil fails,

Material Component: A pinch of pdwdered glass

WARDING GLOBES
Bvocation {Force]
Level Sor/Wizx 4
Components: V, 5, M
Casting Time: Standard action
Range: Personal
Effect: One z-inch globe/two levels {maximum six)
Durarion: One minute per level or until discharged
Saving Throw: Reflex half
Spell Resistance: Yes

You ¢reate @ number of small globes of force energy thar
float around your body within § feet of you. (The ignorant
might mistake them for joun stanes.} These globes hover pro-
tectively around you, granting a +1 defleczion bonus to your
Armor Class per globe (so a caster with three globes enjoys a
+3 bonus to Armor Class). Further, whenever a foe attempts
o make an atrack of opportunity against you, a globe inter-
cepes the artack (foiling i) and deals 246 points of force
darmage to the attacker {Reflex save for half), This action dis-
charges and destroys the globe. If the attacker makes the
assault with a reach weapon {not a natural weapon with
reach), the globe still foils the artack but inflicts ne damage:
The foe was out of its range. This actien alse discharges and
destroys the globe.
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The spell distinguishes attacks of opportunity based
on your actions: Whenever you let your guard down—
described in game terms as “provoking an atzack of oppor-
tunity” ~-the globes are there to protect you. Artackers
cannot specifically targes the globes—they unerringly
dodge such arracks.

Each time a creature with spell resistance makes an
attack of opportunity against a caster with warding globest.
the caster must make a spelf resistance check. Failure means
the creature can make the attack of opportunity as normal
that round.

Material Component: A smail glass sphere worth 10 gp for
each globe 1o be creared
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WEB SPLAT \n 2
Conjuration {Creation}
Level: Son/Wiz o
Componenis: ¥, S
Casting Time: Standard action
Range: Close {25 feet + 5 feet/vwo levels)
Area: 3 inches by 3 inches
Duration: 1 round/level or until deswroyed
Saving Throw: Reflex negates
Spell Resistance: Yes
You creare a tiny bit of spiderweb that possesses the
strength of an average person. You can use this webbing 1o
stick two objects together, stick an object 1o the floor, or
arrempt to stick a creature’s foot to the floor or its hand to an
object. You can even attempt 1o put the webbing over the
creature’s eyes to partially blind it (everything has so percent
concealment to the ereature}, The creature gets a saving
throw, and those who fail it must take a standard action and
attempt a Szrength check {DC 10) to rear the webs away.
Likewise, if you web together rwo objects, a creature can tear
them apart with a Strength check {DC 10), using a standard
action. The webbing can support about 100 lbs., which
raeans you could stick a 1oo-1b. rock to the ceiling for the
duration, if you wanted. The web splatf can be destroyed in
1 round by fire.

WEB STRAND
Conjuration (Creation)
Level: Sor/Wiz1
Components: ¥, §
Casting Time: Standard action
Range: Close {25 feer + 5 feet/two levels)
Area: A 1inch-thick strand that measures 25 feer + 3

feet/two levels long
Duration: 1 round/level
Saving Throw: Reflex negates
Spell Resistance: Yes

You create a single ropelike strand of spiderweb that pos-
sesses the strengih of an above-average person. One end of
the strand is adhesive, the rest is not. You can use the sticky
end to shoat the strand to the ceiling of a cave and swing
across a chasm on it You could even ‘atzempt 1o stick one
end o a creature so it could not ger away. In this case, the
creature gets a saving throw, and those who fail must take a
standard action to attempt a Strength check (DC 157 to rear
the strand away. The web strandf can support the weight of
about 200 Ibs. If you use it as rope {tying it to something
rather than relying on the adhesive) i proves abour twice as
strong as a normal rope. The web strand can be destroyed in
1 round by fire. The strand has a hardness of 2 and 5 hit
points.
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WELTER
Evocation {Force, Chaotic)
Level: Brd 2. Cir 1, Sov'Wiz 2
Components: V, 5, M
Casting Time: Standard action
Range: Medium {100 feet +10 feet/level)
Targets: One creature/level, all of which are within 20 feet of each other
Duration: Instantaneous
Saving Throw: None
Spell Resistance: Yes

You cause chaotic energies to violendy shake and disorient the targets of this
spell. Those affected are shaken {~2 morale penalry on artack rolls, weapon dam-
age rolls, and saving throws} for 1 round and must make Balance checks (DC 20)
or fall prone.

AMaterinl Camponent: An empry eggshell with tiny stones inside ir, forming a
rude rattle

WINDOW TO ELSEWHERE
Divinatien

Level: Sov/ Wiz 7

Components: V, 5, M

Casting Time: One hour

Range: See text

Effect: A one-way windowlike aperture
Puration: Permanent

Saving Throw: None

Spell Resistance: No

This spell creates a windowlike aperture through which you view another foca-
tion. Unlike scrying, the window aliows you o view 2 specific location, not a spe-
cific person. Thus, it uses a different means to determine success. more like sele-
potting than scrying,

The window Is a verrical oval 4 feet rall. This one-way magical hole allows you
1o fook into the desired location and observe all thar transpires there, but not
interact with or affect it normally. You cannot choose or change the position, ori-
entation, or angle of the window, but if you successfully create the window ro view
the desired locale, it always provides a good view of the place {unless new obszruc-
tions arise in the locale),

You can use any spelt that affects serying, such as sery blastf or sory retalintionf,
through a window to clsewheref just as if it were a serying spell.

Any creature in the viewed location with an intelligence of 12 or higher can
notice the window by making an Inzelligence check {DC 20), Even if the creature
notices the window, however, it remains a one-way view, s the creature cannot
look back in——he merely knows someone might
be viewing him.

When creating the windew, choose a place
known to you for the window to ook into—
somewhere you have been or had described
o you. To determine whether the window
looks out upon the place you want it to, roll
on the table on the next page.

Familiarity: “Very familiar” refers 10 a place
where you have been very often and where you
feel at home. "Studied carefully” is a place you
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Familiarity Targer Targes Area Mishayp
Very familiar o107 98-gy 100 —
Swudied carefully o194 9597 98-99 100
Seen casually 0188 89-94 95—98 59100
Viewed once 0174 2788 Bo—96 97100
Descripticn O1-352 5376 779z 93~100
False destination (:d2o+80) - — B1~g2 §3-300

knaw well, either because vou've been there often or because
you have used other mezans (such as scping) to srudy the place.
"Seen casually” is a place you have seen more than once but
with which you are not very familiar, “Viewed ance” is a place
you have scen once, possibly using magic, "Description” is a
place whose location and appearance you know through some-
one else’s description, perhaps even from a precise map.
"False destination” is a place that doesn't exist, such as if
you have mistranslated an ancient tome and rried 1o lock into
a nonexistent treasure vault that you believe you read about,
or if a traitorous guide has carefully described 2n enemy's
sanctism to you wholly inaccurately. When looking into a false
destination, roll 1d20+80 1o obtain results on the table,
rather than rolling percentile dice, since there is no real loca-
tion for you 1o hope 1o see ot even be off rarger from.
On Targer: The window looks into the place you want.
Off Targer: The window looks into a location a random dis-
tance away from the desired location in 2 random direction.
Distance off target measures 31d10 X 1d1o percent of the dis-
tance berween you and the original location. If the daor goes
to another plane, the off-target location is another plane,
Similar Area: The window looks into a location thats
visually or thernatically similar to the targer area. Generally,
you look into the closest similar place, but since the spell has
no rangé limit, you could conceivably look into somewhere
else across the globe.

Mishap: The window’s energy explodes around yeu, inflice-
ing 3d6 points of damage 1o you and all within 10 feet of you.
Material Component: An oval pane of quality glass with a

silver frame, worth at Jeast 500 gp

#-Ray VIsION
Divination
Level: Sor/Wiz 5
Components: V, 5, M
Casting Time: Standard action
Range: Personal
Target: You
Duration: 1 round/level (D)
The caster can see into and through solid matrer. Ar a range
of 20 feet, the caster can see as if she were looking at some-
thing in normal light—even if there is none. For example, if

the caster looks inte a locked chest, she can see inside even if
there’s no light within. X-ray vision can penetrate matter
based on the type of material and the caster’s feveh:

*Thickness
Per Round

Magimum
Thickness
2 fear/level

Subsrance Scanned

Organic marter (antmal} 2 feet/s levels
x fees/level
1 foot/level

1 inch/level

Organic mateer (vegetable) 1 foot/s levels

Stone G inches/s levels
ron, steel, and so on Hall-inch/s levels
Lead, gold, platinum Cannot penerrate  N/a
* Thickness penetrated per round of Xerayping

It's possible to scan an area of up to 100 square feet in
t round. For example, during 1 round you could scan a stone
wall 16 feer wide and 10 feet high. Alternatively, you could
sean an area § feet wide and 20 feer high.

You are 9o percent likely to focate secret compartments,
drawers, recesses, and doors using Xeray vision scanning,

Mazerial Component: & small piece of glass

Note: This spell replaces true seeing as the prevequisite for
the ring of X-ray vision.

YOKE

Conjuration {Summening}
Level: Sov/Wiz 2
Componenis: V, §

Casting Time: Standard action
Range: Touch

Effect: A magical tether
Duratien: 10 minutes/evel (1)
Saving Throw: None

Spell Resistance: Yes

This spell can be cast only against & helpless or dominated
foe. Tt causes a magical band of force 1o wrap around the
creature’s neck (or similar body part) and exsends a 1o-foot,
ropelike end to your hand 5o you can lead the crearure.

A subject under the effects of a yokef must move as you
do, at your speed, even if unconscious, held, incapacitated, or
bound. The spell even forces limbs to move, overriding other
magic—like hold person—and even causing rope or other
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bindings to lengthen enough ro move, However, this effect
offers the subject no special chance to escape.

A creature affecred by the yoke spell, but no longer help-
less ar dontinated, must oppose the yoke's +12 “grapple” 10
get free, either with a grappie check or an Escape Artist
check. The yoke effectively pins the subject, so 1o get free,
the affected creature
Mathavoc Speaks must succeed at two

The yoket spallis limited in its uses uniess you opposed checks. I the
are ¢ slaver, However, | have seen coses where a ked o .
caster os coplured o foe with a spell like hold yoRed creature gets par
person but then needed to move the heid figwre dally but not entirely
easiiy. Most of the t