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Introduction



About This Book



The fourth volume o f the Wizard Spell Compendium continues the work of the first three. This volume completes the alphabetical reference to wizard spells of the AD&D* game system, covering the letters Sq through Z, with appendices and spell lists. The entire series of Wizard Compendium books covers wizard spells created for the game from 1975 to 1995. For the uninitiated, this is not a book of “real” magical spells. In a fantasy game world, characters like Merlin the Magician create marvelous magical effects with a wave of the hand, This is a book of marvelous effects that can be used by the good guys (and the bad guys) in the course of a game session. The key to the game is, as always, the decisions made by the players (heroic or otherwise), and the impact those decisions have on the ongoing plot of the game. New spells are fun,but it’s even more fun figuring out unusual ways to use them. Up to this time, lists of spell effects have been keyed to spell level; that is, relative spell power. In other words, if all a gamer or Dungeon Master knew was a spell name, each level’s list of spells had to be checked. While this volume of the series includes level lists (as well as lists by race and magical specialty) the most important principle of organization used in the series as a whole is alphabetical. The material in these books is presented in the most current game format, that of the 2nd Edition rules. Some spell descriptions have been updated or combined with similar spell effects to eliminate duplication; some have been modified for better play, and a very few have been dropped entirely. Variant magical systems, such as the rune magic system detailed in our Viking setting reference book; the kingdom-level magic of the BIRTHRIGHT setting; and the very rare, pureenergy “spellfire” of the FORGOTTEN REALMS setting are beyond the scope of this book. The emphasis here is on those magical effects that any character with the ability to cast wizard spells might find useful in the course of an adventure. However, the psionics-based spells of the Dragon-Kings of the DARKSUNsetting have been included in a special appendix. Also, the original cantrips (magical effects less powerful than 1st-level spells) that were first introduced in the book, Unearthed Arcana, are in this section, as well.



The spells listed in this book are given alphabetically. Spell names that include a wizard’s name are given a primary listing under that name. For example, for Tenser Sfroating disk, the primary entry is under “T.” Another reference to the main entry will be found at the second word of the spell name; in this case, the entry would read “Floating Disk, Tenser’s:. Be aware that many s;pel1 names are irregular compound words, and tliat standard alphabetical ~ - ~ - - > -- , ~ ~ ~ .-. inus, j i r e snieia order follows complete worus. will appear before fireball. If you can’t find a spell, try Ionking for it as a compound form. Some spells will have multiple names; or the name of a spell might have been changed, either to avoid confusion with a better known spell with a similarnameortobettermatchthespelleffect.For example, intemifi, which makes natural nhenomena such as storms 2md earthquakes more sewere, was renamed intensg>nature to distinguish it fio m effects that might bE intensified by other s p:us, ~ 1__ n such as intensi~sumnrunzng. ~ s l l i l l ~ c~.-_ J.uI IC. LU Snave a short reference under the original name. Spells associated with specific campaign worlds are marked with a special symbol so they can be easily recognized. See page 871 for a summary of these symbols. Also, spells that are associated with a specific monster or nonhuman race (such as dragons, elves, and so on) are noted: the race name is separated from the spell flim e by a dash. Generally, spell names and secondary gam,e effects are italicized. For c:xample, the emofioi1 spell has a secondary effect called hope.
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How to Use This Book



Each spell in this hook is organized along the same general lines. Each is listed by its name, school, and a number of statistics that govem its use such as Level (of power), Range, Casting Time, and so on. The game powers of each spell are described, along with any special rules that govem its use, how the spell target can avoid or counter its effects, any limitations on how the spell can be used, and any special preparations or materials that needed for a successful casting. Next, the details of any reversed form the spell might have are given. Finally, a section called Notes has been appended to each spell; this deals with the spell’s recommended rarity in the campaign, and any special restrictions on who (or what) can use it.



Having covered the field briefly, a more detailed look is in order:



darkness, including the shadowstuff of the Demiplane of Shadow.



Name: This is the name by which the spell is generally known. Although we have tried to ensure unique names, this has not always been possible. For example, create shade, a useful shelter from the sun in the arahian deserts of the AL-QADIMsetting, is very different from create shade, the evil spell that turns someone into a dangerous shadow monster from the Plane of Shadows, a monster known as a shade. Where two spells have the same name, the most general version is given first, while variants cast by other races or found in specialized campaign settings are given later.



SCHOOLS OF THAUMATURGV Alchemy: Magic that uses powders and strange reagents to achieve effects. Artifice: Magic that uses items and devices to focus spell energies. Geometry: Magic that uses diagrams, symbols, and complex patterns to channel magical energy. wild M a g k Magic that shapes dangerously uncontrolled raw energies. suhiect to unmedictahle surges. UNIVERSAL SCHOOL OF MAG A special list of spells to which any wizard has access.



School: Each school governs a type of magic, according to the type of energy its spells employ and the special practices and methods used by its wizards. The basic schools are:



Reversed Form: An entry of “Reversih1e”means the spell can he cast with the opposite effect. For example, the flesh to stone spell, a petrifying attack, can be reversed as stone toflesh, providing a way to recover a character otherwise lost to a petrification attack. Usually, a wizard must memorize the exact form of the reversible spell he wants available.



SCHOOLS OF PHILOSOPHY Abjuration: Protective, warding, or banishing magics. Alteration: Magic that changes physical pmperties of an object, creature, or condition. Conjuration/Summoning:Magic that calls or brings objects or creatures from elsewhere. Divination: Magic that uncovers what is lost or hidden in the past, present, or future. Enchantment/Charm: Magic that bestows magical properties on objects or influences creatures magically. IIlusiodPhantasm: Illusions create and alter appearances; phantasms affect the mind. Invocation/Evocation: Magic that channels and shapes magical energy to create an effect or object. Necromancy: Magic that works on life energy, including the negative energy of the undead.



Level: This is the relative power level of the spell, ranging from 1st level (weakest) to 9th level (most powerful). A king’s wizard who can aeate potions, magical scrolls, and magical items with expendable charges will generally have access to a 6th-level spell, a few 5th-level spells, and an increasing number of 4th- through Istlevel spells each day. Range: The distance from the caster at which the magical effect occurs. A range of “0” means the effect is centered on the caster’s person or his location; in the latter case the effect is usually immobile. “Touch” means the effect can he used on another creature or object. Unless otherwise specified, spells are centered on a point visible to the caster and within the spell’s range; this can he a specific creature or object if desired. Most ranges are measured in yards; some are measured in feet.



Optional Schools: These include two groups of schools beyond the original eight.



THESCHOOLS OF EFFECT



Dimension: Magic that affects dimensions, or access to extradimensional areas. Elemental Magic: This is subdivided into Air, Earth, Fire, and Water specialists. Arabian and oriental cultures have similar divisions. Force: Magic that deals with fields of pure cchesive magical energies. Shadow: Magic that deals with shadow and



Components: These are the types of components that the spell requires; if the components are not present, the casting fails. “V” is verbal; that is, a spoken incantation the wizard is assumed to deliver while casting. “S” is somatic; that is, mea868



sured and precise gestures with the hands, which the wizard is assumed to make while casting. “M” is for material; that is, physical substances or objects that are annihilated hy the spell energies in the casting process. This abbreviation sometimes signifies afocus, or device that is reusable; sometimes this is a temporary focus whose premature destruction will end the spell. Often the components are merely suggestive or colorful, at other times they will be a significant restriction on how often a spell can he cast. Unless a cost for a component is given in the description (which means the component is intended as a limit), the cost is negligible and can be assumed as part of the wizard’s daily or monthly general expenses.



Casting Time: This is relative time required to cast a spell. Unless rounds, turns, or a longer casting time is specified, the casting will be completed in the same round it is started. A casting time less than one round is a modifier to the initiative roll, and is essentially the same as a weapon speed factor. A spell that takes a full round to cast comes into effect at the end of that round. Duration: This is how long the magical energy of the spell lasts. An insfantaneous duration means the spell energy comes and goes the instant the spell is cast, though the spell effect might be long lasting. A duration of permanent means the spell energy remains as long as the effect does; this means that the spell is vulnerable to a dispel magic spell. This is a n altered usage. Many spells listed in earlier sources as having a “permanent” duration (such as cure light wounds), will he altered in this series and in future puhlications to “instantaneous.” Spells with a set duration (such as 1 round per level) must be kept track of by the player; those with a variable duration are secretly rolled by the DM. Some spells can be ended by the caster at will; the caster must be in range of the center of the spell’s effect and must usually (though not always) speak words of dismissal. Area of Effect:This entry lists the creatures, dimensions, volume, weight, and so on, that the spell can affect. Some spells have areas that can he shaped by the caster; of these, no dimension can he less than IO feet unless the spell specifically allows it. Many areas are given as cubes to



make it easy to figure out areas of effect when using maps gridded into IO-foot or 5-foot squares. Three-dimensional volumes are most often needed to resolve aerial or underwater effects. Unless specifically otherwise in the description, areas of effect conform to their physical surroundings; for example, a light spell with a 60-foot radius centered in a closed room that is a 20-foot cube will light the room. It will not penetrate a solid wall to light a room beyond. Many areas are given as geometric shapes. Radius: This might yield a circle, hemisphere, or sphere, depending on the situation. Cloud: Usually given as a block of cubes for convenience, although it’s actually amorphous and hillowy. Cone: This projects outward from the caster, with the smallest end toward the caster and the largest diameter farthest from the caster. Path: This is usually a IO-foot wide line statting at the caster projecting away in a straight line to a specified length. Spells that affect the caster’s friends or enemies are based on the current perceptions of the caster.



Saving Tbmw: This entry lists whether a spell allows a saving throw, and often the effect of a successful saving throw: “Neg.” means the spell is negated and has no effect; K means that the spell inflicts damage and that a successful saving throw halves the damage taken; “None” means no saving throw is allowed to an unwilling suhject. The result of a saving throw for a reversed spell is given in the paragraph that details the reversed form. The saving throw itself is a roll on a 20-sided die; high numbers are generally good. Wisdom allows adjustments to saving throws against enchantmentkharm spells. Dexterity may provide adjustments against spells that affect a large area. Solid physical barriers may give saving throw modifiers and reduce damage. Cover and concealment may also affect saving throws. The DUNGEON MASTER Guide has more information. A creature that successfully saves against a spell without obvious physical effects often feels a hostile force or tingle, hut the exact nature of the attack cannot he deduced. Unless the spell specifies otherwise, if a character makes a saving throw, all items canied and worn are assumed to survive the attack. If the



character fails the saving throw, exposed items must make saving throws against the attack form. An item exposed by the destruction of a covering (a parchment scroll protected by a hone scroll case, for example) must also save against the attack. Unless specifically forbidden, a character can voluntarily forego a saving throw and willingly accept the spell result. A character with a special resistance to magic (for example, an elf’s resistance to a charm spell) can voluntarily suppress this if he wants.



Spell Description: This contains the details of what the spell does and how it works. Spells with multiple functions usually allow the caster to pick the desired function at the time of casting (for example, the emotion spell can createfeaq courage, hope, despai,: joy, and several other effects). Spells that give bonuses or penalties to attack rolls, damage rolls, saving throws, and so on, are usually not cumulative; only the strongest magic is effective. However, duration may he a factor, and spell effects might overlap in different ways at different times. Notes: This new section deals with the spell’s recommended rarity on the following scale: common, uncommon, rare, very rare, and unique. These are discussed in detail in the Definitions of Spell Frequency section. Spells of any rarity also may he restricted to certain races or specialty casters. Any notes on a spell’s source or origin, such as a game world or a magazine, are given here. Monster Details: Some of the spells summon or create monsters. The standard abbreviations used for monster details given later. Not all monsters will use all abbreviations, AC: Armor Class MY: Movement- FI: fly (MC) = Maneuverability Class (A to E) HD: Hit Dice #AT Number ofAttacks THACO: To Hit Armor Class 0 Dmg: Damage SA: Special Attacks SD: Special Defenses STY: Special Weaknesses MR: Magic Resistance SZ: Size ML: Morale AL: Alignment
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Spell Freq ”.



FOROOTTEN REALMSplayers and DMs should note that the definitions used here are different from those used in FORGOTTEN REALMS pmducts. These guidelines are intended for general world settings. The DM, as always, is free to alter them as needed for local campaign conditions.



Common Spell: The details and effects of a



common spell are generally known, even by wizards who may not have the spell in their books. All spells in the Player’s Handbook are common spells. Spells listed for the basic wizard class in world-specific material (such as the DARKSUN* campaign set) are common for wizards of that world, but might be rarer or even unknown elsewhere. Player characters can take common first level spells as starting spells (see Starting Spellbooks in the wirard Spell Compendium Vol. 1). Any limitation on spell selection-such as those for school, class, or kit-apply to all spells, even common ones. Note also that DMs may have their own campaign guidelines. For example, the DM might require every PC mage to have a mentor wizard, restricting any “free” spells (those not found or directly researched) to spells in the books of the mentor. A DM might rule that named spells (such as Tenser ‘sfloating disk) are uncommon spells, as well.



there is any question.



Uncommon Spell: Wizard spells found in the Tome ofMagic fall into this category. These spells are less well known, but not restricted to a race or special group (like, for example, witches, dragons, or the Red Wizards of Thay). A kit, school, or other specialty might allow some uncommon spells to be treated as common spells. Generalist mages can research uncommon spells using the normal research rules. Aplayer character cannot start with an uncommon spell or leam it in the course of normal level advancement (unless, perhaps, a wizardly mentor knows it). Such spells enter play when found on a magical scroll or in a spellhook, or when developed as a result of research. In the average AD&D campaign, finding a new common or uncommon spell is a little more common that a fighter class character finding a + I magical 870
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sword. Some uncommon spells may he restricted (see Restricted Spells).



Rare Spell: Rare spells are specialized or hiddan m.&r
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cessories. Besides spells that are just less well known, two special types of rare spells exist: 1) Spells known by a specific nonhuman race (like elven spells from the Comuleie Book of Elves); and 2) Spells of a specialty or campaign-specifii group that is not given in the Player's Handbooie (like the spells of the Red Wizards of Thay, thi
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Handbook, or spells of a wizard wh(> specialize;3 in Elemental Fire magic). Rare spells are likely t() be restricted (see Restricted Spells). As noted in the Player 5. Handbook, a specialist has bonuses to the "Chance to Learn" and spell research rolls within that specialty. The specialist treats the spells o f the specialty as common, unless other factors apply (an enchant. mentlcharm spell known only to dragons is still considered rare for a wizard specializing in en. chantmenWcharm magic.) Player characters have access to rare magics only as a result of campaign-specific conditions.



Generalist mage research of rare magics has a base -15% penalty to the "Chance to Learn" and research success rolls, unless the character has access to some sort of knowledge or resource that would offset this. Certain campaign-specific or storyline conditions might allow rare spell research at common spell chances. For example, if a human wizard's reward for an adventure on behalf of the elves is an elven spell, the DM may choose to waive some or all of the "Chance to Learn" roll, the research cost, and/or the research success roll (time requirements should not he waived under any circumstances).



Very Rare Spell: Spells that appear only in magazine articles, or are otherwise variant, should he classified as very rare. The DM should closely control very rare spells. For example, they might be available only in a single special hook or tome in which they were recorded. Many very rare spells are also restricted (see Restricted Spells). A DM who allows the spell to be researched at all rolls for the success of the research secretly and announces the result to the player. At the DM's option, the standard "Chance to Learn"
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Arabian Setting



Dragonlances Epic Romance Setting



Ravenloti" Gothic Fantasy Setting



hnghP Sen ing of Kings



Kara-TuriThe Horde Oriental Setting



Swashbuckling Fantasy Setting



Maztica AzteciNew World Setting



Savage Lands' Setting
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Dark Sun" Psionic World Settinr!



Planescape" Other Planes' Setting



Spelljammer' Fantasy Space Setting



\



might he reduced by up to 50% and the research success chances halved, or even quartered. Classifying a spell as very rare is one way for a DM to handle an experimental spell that is too powerful or one that encroaches too much on the class abilities of nonwizards. It is also possible, over time, for a spell devised by a player character to become rare, uncommon, or even common. Unique Spell: This spell is known only to its original creator and is intrinsic to the creator’s campaign function. Some spells of this type might he available only to a character holding a certain position or office. Most unique spells are of the 6th spell level or higher; the creator is nearly always of 12th level or higher. Such spells are marked with a double dagger (it). If a unique spell can he learned at all, it can he learned only from its creator (or in very rare circumstances, from the creator’s writings). Merely having a spellhook or scroll is not sufficient, though these might count as part of the creator’s “writings.” The Simbulh spell trigger is a unique spell. The acquisition of a unique spell nr the creation of one by a player character is a major campaign event, similar in campaign impact to the completion of an epic high-level quest, the opening of a fixed interplanar gate, the founding of a barony, the destruction of an artifact, and so on.



psionics are as iportant as magic. In the BIRTHRIGHT setti :, bloodline abilities augment normal mag s; scions of evil bloodlines =re mile,i nurnd ,lion m n l l thnre nf h e m i n ”.re& bloodlines are called ensheglien. In the SPELLIAMMING setting, flying ships are propelled by spellcasters using magical power sources called maior helms and minor helms. In the swashbuckling REO STEEL setting, latent magical abilities called legacies result in baneful mutations (the Red Curse) unless controlled by exposure to the rare ore cinnabryl. The depletion of this ore is cause for concern. In the RAVENLOFT setting, the Demiplane of Dread, gothic horror in form of Dark Lords, each a godlike power trapped in a private domain, keeps adventurers on the run, looking for a way out and making special fear. horror. and Ravenlofrpowers checks. The PLANESCAPE setting presents new settings from the inner (Elemental) Planes to the Outer Planes, where the gods live. Casting magic here requires special spell keys, and the denizens are divided into factions along alignment lines. I._ _1.._”1.1,.



Other Definitions Lost Spell: Rarely, a spell is mentioned for which no 2nd Edition detail exists (including a few spells deliberately withdrawn from the system). No details are given for these other than the spell name. They are “lost knowledge,” included only to confirm their one-time existence for the curiOUS.



Restricted Spell: A restricted spell is barred to generalists (that is, the mage class), and to all other wizards except those specifically allowed in the spell description or by the DM. Optionally, an independently researched spell that matches the effects of a restricted spell might he possible, hut at no less than two levels above the listed level.



J



Elemental magic in the traditional FORGOTTEN REALMS, WORLD OF GREYHAWK, DRAGONLANCE, and MYSTARA settings is based on air. earth, fire, and water. This varies in other settings: In the oriental setting, air. earth, fire, and water are joined by a fifth element, wood, and wizards are called wu jen. In the ALQADIMsetting, the four basic elements are traditional, but are called the Provinces of Flame, Sand, Sea, and Wind. Also, a special type of wizard here, the sha’ir, receives spells on demand from small elemental genies known as gen. In the Maztica setting, special craft magics exist, calledpluma (feather) and hishna (animal) magic. In the sword-and-sandal DARK SUN setting, spellcasters are preservers or defilers, depending on whether or not their magic
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Abbreviations referring to Source Material PHB = ADVANCED DUNGEONS & DRAGONS Player’s Handbook DMG = ADVANCED DUNGEONS & DRAGONS DUNGEON MASTER Guide P0:SM = Player k Option: Spells & Magic WoG = WORLD OF GREYHAWK setting
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Squaring the Circle



Furthermore, a wild mage’s spells function at his or her true level; Table 2 is not used to determine level variation. The spell affects wildstrike, wildzone, and wildwind. Notes: Restricted to wild mages; common (TOM)).



(Alteration) Level: 3 Range: 0 Components: V, S, M Casting Time: 3 Duration: 1 rd.ileve1 Area of Effect: Special Saving Throw: None



Staff of Smiting, Tenser’s See Tenser’s staff of smiting.



Staffspell



Squaring the circle allows a wizard to alter the



shapeoftheareaofeffenofonespelloflstthrough



5th level. The spell to he affected must he cast within the duration of the squaring the circle spell. Square or cubic areas of effect can be transformed into circular or spherical areas of effect. Circular or spherical areas of effect can likewise be transformed into square or cubic areas of effect. In both cases, the length of a side of a square area is equated to the diameter of a circular or spherical area. Alternatively, a square or cubic area can he transformed into a rectangle. The rectangle cannot cover more or less square footage than the standard square area of the spell. Similarly, a circular or spherical area can be mmfomed into an oval or egg shape.The area covered by the oval M egg shape cannot cover more or less square footage thanthe original area of the spell. The materialcomponent is a small pendant of any p i o u s metal with a circle fashioned inside a square. Notes: Uncommon spell (TOM).
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Stabilize* .



Level: 9 Range: 0 CompontLLL.. Casting Time: 1 turn Duration: ld4 + 1 turns Area of Effect: 30-ft. radius Saving Throw: None



Level: 3 Range: 0 Components: V, S, M Casting Time: 1 rd. Duration: 3 rds.flevel Area of Effect: Creates 1 staff Saving Throw: None This spell creates a stout staff of living electricity, 6 feet long. The staff inflicts damage as a normal quarterstaff, but for every five levels of the caster, the staff gains a +1 bonus to attack and damage rolls, to a maximum of +3 for a 15thlevel wizard or higher. The staff inflicts double damage (2d6) on water-based creatures, save those immune to electricity. The staff can he used as a light source, brightening from a dull glimmer to the equivalent of a light spell upon mental command by the caster. The staff can be used only hy an individual with a weapon proficiency in staff; it cannot he passed to others for their use. If the caster releases the staff for any reason, including spell casting, then the staffspell ends instantly. The material component is a small wooden rod 18 inches long, cut by the caster from a stout oak, and is consumed hy the spell. Notes: Very rare spell. Known to be in The Blue Book of Othyisar Du’Morde, Val. I . (Updated from DRAWNMagazine.)



Staff of Smiting, Tenser’s



See Tenser’s staff of smiting.



The stabilize spell negates the effects of wild magic regions, allowing the caster and all creahues within a 30-foot radius to cast spells and use magical items normally. The spell is centered on and mobile with the caster. Spells never cause wild surges when cast from within the stabilize spell, nor do the effects of wild surges extend into the protected area.
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(Evocation)
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Stairway



f Stairway



(Imocation/Evocation)



Lition, the caster ci within range during spell casnng, ana that 11 be magically cured of 2d4 points of damage as soon as the harp appears. Of no being is chosen, this healing power is lost; it cannot be saved for later. This power only restores lost hit points.) Once cast, the starharp spell cannot be disrupted, though it is subject to dispelling. Magical darkness of any sort m o t form or persist withii the starhaT h area of effect. Also once the spell is cast, the creator is free to fight, sleep, cast spells, and engage in other activities without affecting the starharp. If the caster is slain, the harp continues to function,but turns blood red, its tune becoming sad The material components are a tear from the caster and a tiny carved harp of wood, bone, or ivory. Notes: Common for Harper bards of the FORGOTIENREALMSsetting, rare for other Harpers; Othewise, virmally unlmown. ~



Level: 2 Range: 10 yds. Components: V, S, M Casting Time: 5 Duration: 1 turn + 1 hunnevel Area of Effect: Creates 1 stairway Saving Throw: None This spell creates a shimmering, transparent IOfoot-wide stairway that ascends or descends up to IO feet per level of the caster. The stairway can be narrower than IO feet, but not wider. Additionally, the caster can opt to have the stairway steep or gradual, the stairs can be no steeper than 60 degrees and no more gentle than 30 degrees. The stairway can support 400 pounds, plus an additional IO pounds per caster level. The stairway vanishes if its weight limit is exceeded. Otherwise, the stairway lasts for one turn, plus one turn per level of the caster, unless dispelled. The material components are a quartz crystal, powdered silver, and powdered talc. Notes: Very rare spell. (Updated from POLYHEDRON Newszine.



Starharp (Alteration, Necromancy) Level: 6 Range: 0 Components: V, S, M Casting Time: 6 Duration: 1 rd./level Area of Effect: Sphere, 2-ft.ilevel diameter Saving Throw: None This powerful spell is customarily known only by Harpers, in particular, the traveling bards among them. It creates a blue-white, glowing image of a harp, floating in the air above the caster’s head. The harp plays by itself, echoing and elaborating on whatever tune the caster sang or hummed during the casting, and emits little “stars” of twinkling radiance as it does so. All creatures within the harp’s area of effect (a sphere centered on the harp, which moves with the caster) are instantly freed from any existing natural or magical pain, nausea, charms, holds, fear, stunning, and any effects of a repulsion spell. These effects will not return after the siarharp fades away.



Aka temporal stasis.



Stasis



Stasis Clonett



(Alteration, Necromancy) Level: 9 Range: Touch Components: V, S, M Casting Time: 2 turns Duration: Special Area of Effect: Special Saving Throw: None 874
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Static Field
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This spell creates a duplicate of a human, demihuman, or humanoid creature from any scrap of bone, hair, tissue, or at least six drops of blond from that being. If the caster is not the being to be duplicated, that living creature must touch the duplicate body, as it forms, to give it life. This clone is identical to the original being in memories, skills, experience level, and appearance at the time the organic tissue was obtained. It has one less point of Constitution than the original being, and it cannot form at all if the original being has a current Constitution of 1. All other ability scores are identical. Unlike duplicates created by the 8th-level wizard spell clone, the copy of the being is not aware of the existence of the original. It remains in magical stasis and is mentally unreachable (with a sole exception noted hereafter). It does not age, decay, or need air, water, food, or other essentials that other living things require. A stasis clone can be stored in a coffin OT other confined space, and is not awakened hy handling. It can be damaged or even destroyed by weapons, fire, crushing blows, and other forces that would harm its living counterpart. Once activated, the clone cannot be dispelled OT disjoined; for all purposes, the clone is the caster’s body. A stasis clone holds the pose it was last placed in by living hands. Thus, it can be dressed and clothed to he used as a decoy or to fool others into thinking they are seeing the original being in a state of rest or sitting ahsorbed in study. Whenever the original being touches the stasis clone, the clone’s memories, skills, and experience levels are updated to match the original being’s. The clone does not mirror purely physical changes, such as aging, a wound, or an amputation suffered by the original being. The stasis is normally lifted only when the original being dies, though up to two contingency spells can be applied to any stasis clone to modify when and how it activates. (Note that a stasis clone confined in an airtight OT flooded space may perish shortly after awakening.) Multiple stasis clones can he created by repeated castings of this spell. These stasis clones can even be linked to each other by custom-devised transferal spells mated to contingency spells so that the death of the first clone awakens only the second, its death in turn activates just the third, and so on. Manshoon has used this spell both to escape a final death and to remain young. As he ages,
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he can update his stasis clone, get himself slain (usually in a reckless attack that destroys an enemy, such as a powerful Red Wizard), and return as a physically younger clone. Several wizards have offered him fantastic sums for a copy of this spell and reportedly have been refused. Others (including apprentices) have perished quite messily at Manshoon’s hands when they attempted to steal the spell. Manshoon’s stasis clones are obvious targets for those who wish him dead, permanently. Several times his enemies or his rivals in the Inner Circle of the Zhentarim have gone to a great deal of trouble to kill him and destroy all of his stasis clones, only to find that Manshoon had squirreled away one or two they had missed. One reason that Manshoon has not advanced to a higher level as a wizard is undoubtedly the cumulative loss of a great deal of experience because of the lag between newly activated clones that had not been recently updated and previous, now dead Manshoon incarnations. Notes: Unique to the wizard Manshoon in the FORGOTTEN REALMS setting. (Evocation)



Static Field



Level: 6 Range: 10 ft. Components: V, S, M Casting Time: 1 rd. Duration: 1 hr.ilevel Area of Effect: 1 object or creature Saving Throw: Special This spell creates an immobile field of electricity around a creature or object. The field acts as a wall of force, trapping any living creature or object caught within. The sphere can he created to a maximum of two feet in diameter, plus one-half foot for every two levels ofthe caster. Thus, a 12th-level wizard creates a static field 8 feet in diameter, and 20thlevel wizard can create a static field as large as 12 feet in diameter. If the wizard tries to enclose something that doesn’t fit within the maximum size, the spell fails and is lost. Casting the spell on an active creature requires a successful attack roll. The creature also receives a saving throw vs. spell at a +2 bonus to evade the static field before it is fully enclosed: failure means entrapment. A mobile object receives a saving thmw of a 20, with a +2 bonus if it is a magical
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item, plus any magical bonuses it may have. Any creature touching the static field takes two points of electrical damage per level of the caster (save vs. spell for half damage). The caster is not harmed by the spell, but cannot pass the harrier as long as it is intact. The field can be brought down by a disintegrate spell, by a successful dispel magic by a caster of higher level, or by a wish or alter reality spell. A md ofcancellation will also destroy the field, as will Mordenkainen S disjunction. This spell can be made permanent with the permanency spell. The material component is a perfectly formed glass globe, 2 to 3 inches in diameter, containing a chip from the tooth of a blue dragon. The globe is broken on the item or creature to be enclosed, shattering the globe and dissolving the tooth. Notes: Very rare spell. Known to be in The Blue Book of Ofhyisar Du’Morde, Vol. 2. (Updated from DRAWNMagazine.)



Statue (Alteration) (Ahhemy, Earfh) Level: 7 Range: Touch Components: V, S, M Casting Time: 7 Duration: 1 hr.Aevel Area of Effect: Creature touched Saving Throw: Special When astahre spell is cast, the wizard or other c r e a m is apparently turned to solid stone, along with any garments and equipment worn or carried. The initial transformation from flesh to stone requires one full round after the spell is cast. During this initial transformation, there’s a base 18% chance that the targeted creature suffers a system shock failure and dies. The creature must roll percentile dice and add its Constitution score to the roll. If the total is 18 or less, the creature dies. If the total is 19 or more, the creature survives the transformation; the creature can withstand any inspeclion and appear to be a stone statue, although a faint magic is detected from the stone if someone checks for it. Note that a creature with a Constitution of 18 or more will always survive the transformation. Despite being in this condition, the petrified individual can see, hear, and smell normally. Feeling is limited to those sensations that can



affect the granite-hard substance of the individual’s body-i.e., chipping is equal to a slight wound, but breaking off one of the statue’s arms is serious damage. The individual under the magic of a sfahre spell can return to his normal state instantly, act, and then retnrn to the statue state, if desired, as long as the spell duration is in effect. No other action is possible while in stone form, including psionics. The material components of this spell are lime, sand, and a drop of water stirred by an iron bar, such as a nail or spike. Notes: Common spell (PHB). (Alteration)



Statue -Wu Jen



Level: 3 Range: Touch Components: V, S, M Casting Time: 3 Duration: 1 h.Aevel Area of Effect: Creature touched Saving Throw: Special This spell turns the wu jen or another creature touched into solid stone in a single round. The affected being can still see, hear, and think, and can at will return to normal state almost instantaneously, and can similarly switch back to stone form, and do this repeatedly for the duration of the spell. The statue can be wounded by chipping or breaking off parts, but is as hard as granite. For the initial transformation, the creature rolls percentile dice as a system shock roll and adds its Constitution score to the roll. If the total is 18 or less, the creature dies. The material m p n e n t x are mottar, sand, and lime, mixed with water and stirred with a bar of inm. Notes: Restricted to wu jen. Common in oriental settings; otherwise, very rare. (Alteration)



Statue Form



(Artipce) Level: 8 Range: 40 yds. Components: V, S, M Casting Time: 2 Duration: 15 rds. Area of Effect: 20-A. radius Saving Throw: None



Steal Enchantment



3 When the spell is cast, up to si, creatures within a 20-foot radius of a specially prepared statue have their bodies and life forces transfemed into the statue (including a caster who is in the area and so desires). Thereafter, the statue responds each round to the commands of any of the affected creatures with regard to movement, attacks, etc. If two or more conflicting commands are given, initiative among those giving the commands is rolled to determine the controller for the round, with ties broken by rerolls. The statue has a movement rate of 12 and one attack per round. For purposes other than controlling movement and choosing the attack, all those within the statue are involved in its operation. When attacking with the statue, all inhabitants make an attack roll at their own THACO with a magical bonus of +4. The highest roll is used as the statue’s attack roll. If the attack is successful, all inhabitants roll ld6 for damage. The results are added to determine the damage inflicted by the statue’s blow. After 15 rounds (sooner if the caster desires) those within return to their normal forms and the statue crumbles to lifeless gravel. The statue has an Armor Class of 0 and can take 76 points of damage before being destroyed. It has a magic resistance of 65%. Astone toflesh spell makes the statue AC IO permanently, while a rock to mud spell breaching its magic resistance destroys it utterly. Anyone in the statue when it is destroyed is killed instantly. However, since damage short of destruction does not affect the inhabitants, everyone inside when the spell ends reforms whole and well. Before this spell can be used, a statue of a 6-fwt humanoid must be carved from pranite. The statue is sprinkled with a mixture of w o m t , wildroot, and beetrwt. Decorative writings and drawings can he added to the statue as desired. A new statue must be created for each use of the spell. Notes: Very rare spell. (Updated from POLYHEDRON Newszine).



Steady Aim,Tenser’s



See Tensor’s steady aim.



Steal Enchantment (bncnantment) (Art$&) Level: 7 Range: Touch Components: V, S,M Casting Time: 1 hr, Duration: Instantaneous Area of Effect: 1 item Saving Throw: Neg. This spell steals the enchantment from one magical item and places it within another, nonmagical item. The two items must he of the same category (blunt weapon, edged weapon, ring, amulet, shield, armor, wand, etc.). The wizard must touch both objects during casting. The enchantment can be transferred only to a nonmagical item. Only the enchantmentof one item can be transferred; it is not possible to combine two magical items into one item. The new item has all the propaties of the original magical item (including the same number of charges, if any). At the culmination of the spell, the original magical object is allowed an item saving throw vs. disintegration with all modifiers it is allowed as a magical item. Exceptionally powerful objects (such as holy swords) might automatically succeed at the DM’s discretion. (Recommended: Artifact-level items have no more than a 1% chance to he affected, at best.) If the saving throw is successful, the magical object resists the effect and the spell fails. If the roll is failed, either all powers of the original magical item are transferred to the previously nonmagical object or the powers are lost. The base chance for loss of powers is loo%, reduced by -5% per level of the caster. Thus, a 20th-level wizard has no chance of losing the magic. If the enchantment is lost, both items become nonmagical. (Recommended The chance of losing the powers of an artifact-level item should be no more than I%, regardless of the caster’s level.) The spell requires a nonmagical item that is to receive the enchantment. It must he of equal or greater value than the object to be drained. Notes: Common for incantatrixes: otherwise. uncommon (TOM)



Stealspell



Stealspell (EnchantmenVCharm) Level: 7 Range: 10 yds.flevel Components: V, S Casting Time: 7 Duration: Special Area of Effect: 1 spellcaster Saving Throw: Neg. By means of this incantation, any single spellcaster chosen by the caster must save vs. spell at -1 or suffer the theft of any one memorized spell or spell-like ability use from his or her mind. The stolen spell is determined randomly; the identity ofthe stolen spell is not revealed by its theft. If no spell is available, the stealspell is wasted. The stolen spell is transferred at the end of the round in which the stealspell is cast. A spell in the process of being cast cannot be stolen. The magic of the stealspell works in spite of all known shielding spells, save antimagic shell. A stolen spell can be cast immediately by the user of this spell, or held in mind up to 24 hours. The casting can he made without understanding or sufficient level to cast the stolen spell. Any spell cast in this fashion is cast as if by the being from whom the spell was stolen. While the spell itself has no material components, any material components required by the stolen spell and canied by the original owner are expended at the time the spell is stolen. This powerful magical spell is rarely known beyond the circles ofthe Witches of Rasheman, and how it came into the hands of Shoon is unknown. Notes: Common for Incantrixes and the Witches of Rasheman in the FORGOTTEN REALMS setting; otherwise, very rare. (Alteration)



Stealth



(Shadow)



Level: 2 Range: Touch Components: V, S, M Casting Time: 2 Duration: 1 tudlevel Area of Effect: 1 creature Saving Throw: None This spell mutes sounds made by a creature’s equipment or movement, giving an 80% chance



to move silently regardless of equipment carried, terrain, or other factors. It does not hinder normal communication or spellcasting in any way. It provides no protection against alarms or noisy traps triggered by the affected creature. (For this purpose, a “nightingale floor” is considered a trap). The chance for silent movement is not cumulative with other magic, natural abilities, or special devices; only the highest chance applies. Thus, the spell is useless to a thief with a 90% chance for silent movement, or to an individual wearing boots of elvenkind. The material component is a small piece of soft leather. Notes: Rare spell. (Updated from POLY~~EDRON Newszine.)



Stealweb



(Alteration, Evocation)



Level: 5 Range: 0 Components: V, S, M Casting Time: 5 Duration: 1 activation/level Area of Effect: Special Saving Throw: !4 This spell is cast on an archway, portal, doorframe, window, or other solidly defined opening-though this can be as crude as the space between two standing stones or boulders. Like a magic mouth spell, it waits, radiating only a faint dweomer until its specific trigger conditions are met, and then lashing out. (Its usual trigger condition is “when any nongood-aligned wizard passes through.”) A bright web of glowing white force-lines a p pears, washes over the affected victim (a creature passing through the opening), and then vanishes. The creature suffers 4d4 points of damage from a



>



Steaming Sphere, Otiluke’s



blast of raw spell energy (save vs. spell for half damage). However, a creature affected by a stealweb is forever immune to that particular stealweb, nor does the web activate at the being’s repeat passage, though its conditions are otherwise unchanged. A stealweb activates whenever its conditions are met, and activates once per level of its caster. It is destroyed by destruction of its opening or by a successful dispel magic spell. The caster of a stealweb cannot be harmed by her own spell, even if she meets the conditions for its activation as stated during casting. The material components are a piece of phosphorous, a flint, and a scrap of cobweb. The name of this spell comes from an earlier variant (now lost) from ancient Netheril that stole spells from the minds of those who activated it. The current spell is most often used to protect wizards’ strongholds. Notes: Rare in the FOROOTTBN REALMSsetting; virtually unknown elsewhere.



Steam Blast (Evocation) (water) Level: 3 Range: 0 Components: V, S, M Casting Time: 3 Duration: 3 to 5 rds. Area of Effect: Special Saving Throw: !4



(Evocation)



Steam Breath



Level: 3 Range: 0 Components: V, S, M Casting Time: 1 rd. Duration: Instantaneous Area of Effect: 3 0 4 . long x 20 ft. wide cone Saving Throw: K The wu jen expels a powerful breath of superheated steam that billows forth from the caster’s mouth instantly filling a cone 30 feet long and 20 feet wide at the far end with scalding clouds of mist. The steam inflicts Id6 points of damage per level of the caster, to a maximum of 10d6. A saving throw vs. breath weapon is allowed for half damage. Creatures from the Elemental Plane of Water take half damage (save for none). Creatures from the Elemental Plane of Fire take one additional point of damage for every die of damage. Further, normal fires in the area of effect are extinguished and magical fires are 50% likely to he extinguished, although those that can be rekindled are not permanently affected. The steam clouds dissipate instantly once the spell is cast. The material component for this spell is a glowing piece of charcoal doused with water. Notes: Common in oriental settings; otherwise, very rare.



The steam blast spell creates a billowing cloud of scalding water vapor. The blast forms a cone 40 feet long and 10 feet wide at its terminus. The vapor surges forward from the open arms of the caster and fills the entire area of effect instantly. It remains for 1 round per two levels of the caster (round up), to a maximum of 5 rounds. Creatures composed of mist or fog (crimson deaths, crystalmists, vampiric mists, etc.) are immune to the spell. Otherwise, the scalding vapors immediately inflict I d 6 points of damage per level of the caster, to a maximum of 10d6 (save vs. spell for half damage). Elemental creatures based on water or air take only half damage (save for one-quarter). In addition, air-breathing creatures must save vs. breath weapon or pass out for 3d4 rounds from choking, taking one additional point of
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drowning damage per round until revived or removed from the area of effect. Those who successfully save are blinded for as long as they remain in the vapor and for ld2+1 rounds after leaving it. The steam also causes heat and water damage to exposed items. Items carried by a creature making a successful saving throw are unaffected; otherwise, a saving throw vs. normal fire determines if they are ruined. Underwater, the steam dissipates immediately after inflicting its first damage. The material components of this spell are two tea leaves and a pinch of wet, powdered sulphur or a drop of mist dragon spittle. Notes: Very rare spell. (Updated from DRAGON Magazine.)



Steaming Sphere, Otiluke’s See Otiluke’s steaming sphere.
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Steady Aim, Tenser’s
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Steady Aim, Tenser’s



tion among those caught within it. A successful saving throw vs. paralyzation allows a creature to remain within the stench, unaffected. Those who fail their rolls are overcome by the smell, double over, and remain unable to cast spells or fight. However, they can flee the a ~ e aof effect. Once outside of the stench, an affected creature requires a round ofbreathing fresh air before resuming normal activities.As the effect is Strictly magical, no wind will blow it away, hut it can be dispelled. The material component of this spell is a rotted body organ. Notes: Common in oriental settings; otherwise, very rare.



See Tenser’s steady aim.



Steeldance (Evocation) (Artifce) Level: 3 Range: IO fi.Aevel Components: V, S, M Casting Time: 3 Duration: 2 rds. Area of Effect: 60-ft.-radius sphere Saving Throw: None



Stern Reproof, Nybor’s



This spell causes four whirling long swords or scimitars to appear out of thin air and fly ahout inside the area of effect at MV 18 (A), striking at foes for two rounds before vanishing again. Each blade strikes with a THACO of 6 and inflicts 6 points of damage per successful attack. For determining what they can hit, the swords are considered +4 magical weapons, hut they give no bonuses to THACO and damage. Each blade is AC -3 and has 12 hit points. If a foe hits a blade for more than that amount of damage in a single attack during its brief existence, it winks out immediately. The blades are subject to spell damage if magic is used against them. Each blade strikes at a target chosen by the caster, hut the spell’s area of effect is stationary. If the target or targets flee out of the spell’s reach, the blades cannot follow. The steeldance spell requires four bladed weapons of any size, from as long as the caster’s forearm to tiny replicas. Knives or daggers are commonly used. The blades are not consumed and can be reused. Notes: Rare in the F O R G O ~ EREALMS N setting; virtually unknown elsewhere.



See Nybor’s stem reproof.



Still Water (Alteration) Reversible Level: 1 Range: 10 yds.ilevel Components: V, S, M Casting Time: 1 rd. Duration: 5 rds./level Area of Effect: 100 sq. ft.Aevel Saving Throw: Special



This spell allows the wu jen tn calm even the most turbulent waters except those of tsunami force, rendering them placid and still for the duration of the spell. Upon casting the spell, all water in the area of effect becomes calm and settled stormy oceans become smooth, raging rapids subside, flood waters flow calmly. The spell changes the rate of flow of the water and the force with which it moves to a gentle flow. Thus, the whirlpools and turbulence of rapids become a gentle stream easily negotiated. The spell does not alter the amount of water passing through the area, only the force it camies. If cast on a water elemental or other creature from the Elemental Plane of Water (or a aeature of watery substance), the creature is allowed a saving throw vs. spell. If the save is successful, the spell has no effect. If the saving throw is failed, the creature becomes incapable of directly hostile actions, although it can still cause harm indirectly. If such a becalmed creature is attacked, the spell effect is instantly negated. The material component for this spell is a tiny flask of whale oil.



Stench of Death (Necromancy) Level: 3 Range: 30 yds. Components: V, S, M Casting Time: 1 rd. Duration: 1 hr. Area of Effect: 50-fi.radius Saving Throw: Neg.



Q



This spell allows the wu jen to fill the area of effect with a smell so foul as to cause complete disorienta-
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The reverse of this spell, turbulence, increases the choppiness of water. Still water becomes white-capped and choppy, white-capped waves become strong waves capable of capsizing canoes and small boats. Stormy ocean water becomes huge mounting waves capable of swamping small ships. If it is cast on water elementals or similar creatures, they become hostile and belligerent. The material component required is a small ornamental fan. Notes: Common in oriental settings; otberwise, very rare.



Sting, Morgannaver’s



See Morgannaver’s sting.



Stinking Cloud (Evocation) (Air, Alchemy) Level: 2 Range: 30 yds. Components: V, S, M Casting Time: 2 Duration: 1 rd./level Area of Effect: 20-A. cube Saving Throw: Special When a stinking cloud is cast, the wizard creates a billowing mass of nauseous vapors up to 30 yards away from his position. Any creature caught within the cloud must roll a successful saving throw YS.poison or be reeling and unable to attack because of nausea for ld4+1 rounds afler leaving the cloud. Those who make successful saving throws can leave the cloud without suffering any ill effects, although those remaining in the cloud must continue to save each round. These poisonous effects can be slowed or neutralized by appropriate magic. The cloud duration is halved in a moderate breeze (8-18 m.p.h.) and is dispersed in one round by a stronger breeze. The material component of the spell is a rotten egg or several skunk cabbage leaves. Notes: Common spell (PHB).



Level: 6 Range: 30 yds. Components: S Casting Time: 6 Duration: 13 rds. Area of Effect: Special Saving Throw: Special



Upon casting this spell, the galeh duhr m a t e s a wall of flying stones that whirls around a fixed point. The plane of rotation of the wall can he horizontal, vertical, or in between. Any creature attempting to pass this barrier takes 8d8 points of damage, plus 1 point for each Hit Die the galeh duhr possesses. Creatures in the area of the harrier when it is created are allowed a saving throw vs. spell; if successful, the stones are avoided, no damage is taken by the creature, and it escapes the area of the harrier by the shortest possible route. The wall lasts 13 rounds. The galeh duhr can make the wall as small as 5 feet square to as large as 60 f e t square. This spell is 5% likely to he hown by a galeb duhr for each 500 years of age over a base age of 2,000 years Notes: Restricted to galeb duhr; rare. (Updated from DRAGON Magazine.)



Stone Drill



(lnvocation/Evocation) @afih)



Level: 5 Range: 30 yds. Components: V, S, M Casting Time: 4 Duration: 1 rd./level Area of Effect: 5 fl.-diam. cylindrical tunnel Saving Throw: Special The stone drill spell is a form of the dig spell that allows the caster to bore tunnels through both hard and sol? rock. It cannot move earth, sand, mud, 01 soflermaterials,which will collapse. The spell drills through stone at a rate of l f w t per round, removing about 20 cubic feet of material per round. The removed material is crushed into fine gravel as well. Tunnels: Tunneling is possible with stone drill as long as there is enough space available for the removed material to pile up (other spells or hued help are needed to clean up the debris). The chance for a tunnel to collapse is IO%, checked



where 1; 1s created and is generally not disturbed by minor effects. If dispersed hy a strong breeze, gust of wind spell, or even winds of humcane force, the vapors return one round after the wind passes.
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Stone Barrier -Galeb Duhr



(Evocation)
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Stone Feet
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for each 5-foot section unless the area is supported or braced. Pits: A tunnel can he drilled vertically, hut a pit, similar to one made hy the dig spell, has a 5% chance per 5-foot section of collapsing in on itself. The spell is not fast enough to dig pits in front of creatures moving toward the caster. However, creatures within 10 feet of the drilling area will be pelted hy gravel and stones cast out by the stone drill, taking 2d4 points of damage. A saving throw vs. spell is allowed for half damage. Creatures of earth and rock are unaffected. If used in combat against creatures of earth and rock, the caster must attack with the spell for two consecutiverounds before inflicting damage, due to the slow speed of the drilling. The spell inflicts 5d6 points of damage on creatures of earth and rock. A successful saving throw vs. spell reduces this damage by half. The material components are a twisted bar of iron or steel and 500 gp worth of diamond chips. These are expended in the casting. Notes: Rare for Earth mages; otherwise, very rare. (Updated from D ~ ~ o ~ M a g a ~ i n e . )



Stone Feet



Reversed form, see fleet feet.



(Alteration) (Province: Sea)



Stone Hull



V



Level: 3 Range: 10 yds. + I0yds.Aevel Components: V, S, M Casting Time: 3 Duration: 1 turn + 1 hun/level Area of Effect: 1 vessel up to 150 ft. long Saving Throw: None



(Alteration)



Stone Shape



@arW



Level: 5 Range: Touch Components:V, S, M Casting Time: 1 rd. Duration: Permanent Area of Effect: 1 cu. ft./level Saving Throw: None By means of this spell, the wizard can form an existing piece of stone into a shape that suits his purposes. For example, the wizard can make a stone weapon, a special trapdoor, or an idol, etc. This spell can also enable the spellcaster to reshape a stone door to escape imprisonment, providing the volume of stone involved is within the limits of the area of effect. While the caster can thus create stone doors and coffers, the fineness of detail is not great. If the construction involves small moving parts, there is a 30% chance they do not function. The material component of this spell is soft clay that must he worked into roughly the desired shape of the stone object and then touched to the stone when the spell is uttered. Notes: Common spell (PHB).



Stone Sleep



The stone hull spell reinforces a ship’s hull with a magical aura, helping it withstand monster attacks, hidden shoals and reefs, and ramming attacks by other ships. It also counters the effects of spells such as warp wood and turn wood, but not fue. The seaworthiness of the craft under these conditions improves by 20% (see Table 77 in Chapter 14 of the DMG). The ship gains no improvement for situations other than those listed. For example, in storms or on extended voyages, the ship has its original seaworthiness. However, the moment stone hull is cast, the ship’s base movement per hour is halved, before any other modifiers are applied. The same is true
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of its emergency movement. In addition, the protected hull radiates a dweomer of alteration magic. The caster can dispel stone hull at will, if within range of the ship. The material component of this spell is a hit of pumice (a volcanic rock light enough to float on water). The pumice is consumed in the casting of the spell. Notes: Common for spellcasters from an arahian setting; otherwise, very rare



(EnchantmenUCharm) @ah)



Level: 2 Range: 30 yds. Components: V, S, M Casting Time: 2 Duration: 2d4 + 1 rds. Area of Effect: 1 creature Saving Throw: Neg. When this spell is cast, the wizard forces one



rreature made of earth and stone (or any from the
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Stoneflight-Pluma



\ Elemental Plane of Earth), into a state of dormancy The caster uses a tuning fork to create a deep, resonating tone over which he speaks the verbal components. Once the spell has taken effect, the creature simply stops in its tracks, moving and attacking no further. The creature is still aware of everything around it, but has been momentarily soothed by the tone of the tuning fork. The caster can move at only half normal movement while concentrating and must keep the tuning fork pointed toward the affected creature.Any attack against the creature breaks the spell instantly. This spell affects such creatures as earth elementals, clay and stone golems, galeb duhr, mud men, sandlings, and xom. The DM may rule that other creatures related to the earth or having power over it (such as basilisks, stone giants, medusae, and rust monsters) are affected as well. The spell requires a platinum tuning fork of at least 500 gp value and of the finest craftsmanship, and a smooth stone on which to strike it. These can be reused. Notes: Rare for Earth mages; otherwise, very rare. (Updated from DRAGON Magazine.)



Stone Tell



The Red W u hof Thay are rumored to have a 7thlevel version of this p r i m spell, in which a face is drawn on the stone with chalk and conwrsed with.



Stone to Flesh (Alteration) (Alchemy, Earth)



Reversible
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upon



stone, the wizard can create a cylinder of fleshy material fmm one to three feet in diameter and up to 10 feet long, allowing a passage to be made. The material components are a pinch of earth and a drop of blood. The reverse,flesh to stone, turns flesh of any sort to stone. All possessions on the person of the creature likewise turn to stone. The intended subject of the spell receives a saving throw vs. spell to avoid the effect. If a statue created by this spell is subjected to breakage or weathering, the being (if ever returned to his original, fleshy state) will have similar damage, deformities, etc. The DM may allow such damage to be repaired by various high-level clerical spells, such as regenerate. The material components of the spell are lime, water, and earth. Notes: Common spell (PHB).



Stonecase Thb lost spell reputedly encased the victim in a large rectangular block of stone until the magic was dispelled or the duration expired. Its casting required at leastfive spellcasters in combination, and its duration even then was 50 turns. The spell could be madepermanent ifthe casters ringed the victim h stone and then use the spell on themselves. Myth has that this creates a permanent ring ofstones that maintains the original spell until the ring is broken, at which point the imprisoned creature would be released.



Stoneflight-Pluma



Level: 6 Range: IO yds./level Components: V, S, M Casting Time: 6 Duration: Instantaneous Area of Effect: 1 creature Saving Throw: Special



(Alteration)



Level: 1 Range: 30 yds. Components: V, S, M Casting Time: 1 6 rds. Duration: 3 tums/level Area of Effect: 3 slingedlevel Saving Throw: None



The stone toflesh spell turns any sort of stone into flesh. If the recipient stone object was formerly living, this spell restores life (and goods), although the survival of the creature is subject to the usual system shock s w i v a l roll. Any formerly living creature, regardless of size, can be thus returned to flesh. Ordinary stone can be turned to flesh in a volume of nine cubic feet per experience level of the spellcaster. Such flesh is inert, lacking a vital life force, unless a life force or magical energy is available (for example, this spell would
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turn a stone golem into a fles nary statue would become a



A



This spell benefits slingers, allowing them to cast their missiles to double normal range, and to inflict an extra hit point of damage per hit. Three slingers per caster level, up to a maximum of 30 slingers can be affected. The material component is a tiny ball of dried bird guano. Notes: Restricted to practitioners of pluma magic (the Maztica setting); common.
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stoneiron



Stoneiron (Enehsntment) Level: 3 Range: Touch Components: V, S, M Casting Time: 1 Duration: 5 rds.ilevel Area of Effect: Weapon(s) touched Saving Thmw: None This weaker version of the enchanted weapon spell causes stone weapons (flint, obsidian, etc.) to attack and damage as common steel weapons, eliminating all penalties and chances of breakage. One large or two small weapons are affected hy a single casting. Missiles affected by this spell lose its effect as soon as the missile strikes its target. The only way to make the spell permanent is to use enchant an item andpermanency spells as well; repeated castings do not improve the weapon’s abilities any further. The material component is a small chunk of stone, of the same type as the weapon to be enchanted. Notes: Uncommon for spellcasters from the DARKSm setting, rare for Savage mages; otherwise, very rare. (Updated from DRAGON Magazine.)



Stoneskin (Alteration) (Eanh)



Level: 4 Range: Touch Components: V, S, M Casting Time: 1 Duration: Special (24 hr maximum) Area of Effect: 1 creature Saving Throw: None When this spell is cast, the affected creature gains a virtual immunity to any attack by cut, blow, projectile, or the like. Even a sword of sharpness cannot affect a creature protected by stoneskin, nor can a rock hurled by a giant, a snake’s strike, etc. However, magical attacks from such spells asfireball, magic missile, lightning bolt, and so forth have their normal effects. The spell’s effects are not cumulative with multiple castings. The spell blocks ld4 attacks plus one attack



per two levels of experience the caster has achieved. This limit applies regardless of attack rolls and regardless of whether the attack was physical or magical. For example, a stoneskin spell cast by a 9th-level wizard would protect against from five to eight attacks. An attacking griffon would reduce the protection hy three each round; four magic missiles would count as four attacks in addition to inflicting their normal damage. If not ended hy attacks, the stoneskin spell lasts for 24 hours. The material components ofthe spell are granite and diamond dust sprinkled on the recipient’s skin. Notes: Common spell (PHB).



Stony Grasp, Maximillian’s See Maximillian’s stony grasp.



Stony Hands



Aka Manshoon’s xorn talons.



stop Aka hover.



Storm (Alteration) Level: 8 Range: 10 miles Components: V, S, M Casting Time: 1 turn Duration: 1 hr.ileve1 Area of Effect: 2-mile radius Saving Throw: Special



By casting this spell, the wizard causes a horrendous thunderstorm to break in any vicinity he so chooses. After the casting of the spell, it takes one turn for the clouds to gather, regardless of the current weather conditions. Another turn after this, the storm breaks, rain pounds down, and lightning bolts strike all over the area of effect at random. The caster must concentrate for the entire duration; any disturbance during this time negates the storm, causing the rain to cease and the clouds to disperse in one turn. The rains fall at the rate of %inch per how. The wizard can direct one lightning bolt every five rounds, at the cost of shortening the spell’s duration by one hour each. The caster can direct only as many lightning bolts (directed bolts are treated as the 3rd-level spell, righming bolt) as he has levels minus two. Thus, a 20th-level wizard can direct a total of eighteen bolts, shortening the spell’s dura-
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Storm’s Spell Thrust



tion or performance of the other. tion to only two hours (at one bolt every five Afmzen moment cannot coexist with a feathrounds, it would take a minimum of one and a half erfall spell. It negates any existing featherfull hours to direct all eighteen lightning bolts.) magics, and prevents such spells or magical item A bolt cannot be directed by the wizard if abilities from functioning on the same being the doing so would negate the hour of duration in frozen moment was cast upon for one turn after which the attempt is made. For instance, if a thefrozen moment ends, unless a dispel magic is 16th-levelwizard cast a storm spell and let it rage cast on the being to remove this prohibition. In for fifteen hours without directing any bolts, he other words, a non-flying being who receives could not direct one in the last hour of the spell as &Zen moment falls after the spell ends unless rethat bolt would negate the hour of the spell that strained by a rope, handhold, or other means; and was already taking place. These bolts cause 6d6 takes normal falling damage, even if already propoints of damage (save vs. spell for half damage) tected by afeatherfall. and strike in a 5-foot diameter column. Notes: Restricted to the Seven Sisters, their apThis spell can be cast through a crystal bull. prentices, and select Harpers; uncommon or rare. The material component of this spell is a used (previously stricken) lightning rod, which Stom’s Snell Thrust the caster hurls at the sky to cause the clouds to (EnehantmentICharm) gather. The rod flies straight up into the clouds, where it is consumed in a brilliant lightning Level 5 flash. Range: 0 Notes: Common for Storm mages, uncomComponents: 7 mon for Weather mages; otherwise, very rare. Casting Time: Believed to be in The Blue Book of Othyisar Du’Morde, Vol. 3. (Updated from DRAGON Duration: 2 rds. Area of Effect: Special Magazine.) Saving Throw: None ~~



Storm’s Frozen Moment



(Alteration)



Level 1 Range: 10 ft./level Components: V, S Casting Time: 1 Duration: 1 rd. Area of Effect: 1 being Saving Throw: Special



This spell enables the caster to temporarily intertupt the movement of a being through the air, including a fall, jumpincluding magical jump-and natural or magical flying. If the spell recipient is unwillin& a saving throw vs. spell applies; but if the caster is able to touch the being as the spell is cast, the saving throw is made at a -5 penalty. Storm’s fizen moment causes the recipient to halt and hover in midair for one round. During this time, the being is held stable, so that a quick spell can be cast, a knot can be tied, a lock opened, or other complex but swift task performed. This spell is often used to allow falling beings to tie a rope around a projection. The magic temporarily removes the need for a winged creature to beat its wings, but does not affectfly spells in any way; the magics coexist, neither one affecting the dura-



This spell causes up to two hostlle spell manifestations (one per round of its existence) to rebound back instantly at their source. Thus, a lightning bolt would leap back whence it came, the blast of an expandingfirebull would be directed back at its source in a long jet of flame, and so on.Each spell rebounds toward its source, up to 10 yards per level of the spell thrust caster. Creatures at a rebounded spell’s source are allowed whatever saving throws the returned spell normally allows. If multiple spell manifestations occur in a round, the spellcaster chooses which one is thrust back at its source. The caster of the spell thrust need not be able to see the source of a spell to rebound it. Some spells, by their nature, cannot be made to rebound; Storm ‘s spell thrust has no effect on them. A spell thrust has no visible manifestation f o warn enemy spellcasters that it is operating. The material component is a small, curved piece of polished metal or glass. Notes: Restricted to the Seven Sisters, their apprentices, and select Harpers; rare or very rare.
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Storm’s swardtire



Storm’s Swordfire (Alteration,Evocation) Level: 3 Range: 0 Components: V, S, M Casting Time: 3 Duration: 1 rd.ilevel Area of Effect: 1 weapon Saving Throw: None This spell causes any one metal bladed weapon touched by the caster during spellcasting to erupt in flames. These magical flames persist for the spell duration, racing up and down the blade without harming it or affecting its temper. A weapon exhibiting swordfire is considered a +2 magical weapon for purposes of what beings it can hit, but does not gain any attack bonuses or damage bonuses. The flames inflict an additional 2d4 points of damage atop the physical damage normally done by the weapon to any creature struck. If a creature struck is undead, it suffers an additional l d l 2 points of damage on top of the flame damage. The flames also ignite all flammables (such as paper, cloth, and oils), and force item saving throws vs. magical fire on all objects touched by them. The caster can by act of will alone cause her own swonifrre to instantly die, hut once it is gone, it cannot be recalled. Another swordfire spell is needed to evoke the effect again. The material components are a lodestone or magnetized piece of metal and a lump of saltpeter as large as the caster’s mouth. The weapon is not consumed by the magic, hut the lodestone and the saltpeter are. Notes: Restricted tothe Seven Sisters, their apprentices, and select Harpers;unmmon or rare.



Strahd’s Baneful Attractor



(Evocation) Reversible



4



Level: 2 Range: 60 yds. Components: V, S, M Casting Time: 2 Duration: 2 rds.Aevel Area of Effect: 1 creature, 15-ft.radius Saving Throw: Neg.



This spell is the reverse of Hornungk baneful deflector. Of course, the vampire Count chose to
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name it after himself rather than credit the upstart Homung. It can be cast upon any creature within 60 yards. A successful saving throw vs. spell negates the spell’s effect. Otherwise, the spell forms a hemispherical shell identical in form to the shell of Hornungk baneful deflector Instead of deflecting spells directed at the target, however, it attracts them. Any spell targeted at an individual within 15 feet of a creature afflicted by Sfrahd k baneful attractor are redirected to the afflicted creature. Area-effect and touch spells are not affected. Ifthe redirection causes the spell to exceed its range, then it travels the full distance and fizzles out at the edge of its range. The material component is a few bits of broken glass. Notes: Common in the RAVENLOFT setting; very rare elsewhere. This spell can he researched only on the Demiplane of Dread.



Strahd’s Frightful Joining



(Necromancy) Reversible



Level: 7 Range: Touch Components: V, S Casting Time: 7 Duration: 2 rds.Aevel Area of Effect: Creature touched Saving Throw: Neg. and special



4



This spell is the reverse ofBloodstonekfrightfuljoining. The original spell enables the caster to merge his mind with the body of an undead creature. This spell enables an undead creature, such as a vampire or lich, to merge its mind with the body of a living person. Since Strand Von Zarovich is a vampire, this variation is much more useful to him than Bloodstone’s original spell. The target of the spell must be a living, intelligent humanoid. A target creature that is not a human or demihuman (such as a goblin, ogre, or werewolf) receives a +2 bonus to its saving throw. If the saving throw vs. spell succeeds, the undead wizard is forced hack into its original body. No system shock roll is necessary. If the target creature’s saving throw fails, the undead wizard joins its mind to the creature’s body. While in the creature’s body, the caster can use all of the creature’s special abilities except memorized spells. Meanwhile, the wizard’s undead body remains lifeless and is wlnerahle to attack. Once in the body, the wizard can travel
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Strahd’sMalefic Meld



any distance, so long as the wizard remains in the same domain as his or her true body. Once in the body, the undead caster fills the target creature’s mind with ghastly thoughts. At the beginning of each hour during the joining,the target creature must roll a madness check. Failure means that the undead caster’s mind overcomes that of its victim. No fruther checks are necessary and the undead wizard can remain in control of its mortal victim effortlessly for the duration of the spell. A successful madness check means that the undead wizard must make a successful saving throw vs. death magic to remain in the body. A successful saving throw means the mental battle goes on. Failure means the undead wizard‘s mind is cast from the body and the victim regains control. However, a creature that successfully ejects the undead wizard from its body must still roll a horror check. One interesting side effect of Strahdbfrighrful joining is that while in the mortal body, the caster can do things that he cannot do in his own undead body. For example, a vampiric caster can walk in the sunlight and see his reflection in a mirror. For Strahd, this spell can have very potent ramifications. Of course, the victim is likely to he a raving lunatic when the darklord is through with him, hut Strahd cares little about that. Notes: Common in the RAVENLOFT setting; very rare elsewhere. This spell can be researched only on the Demiplane of Dread.



Strahd’s Malefic Meld (Necromancy) Level: 5 Range: Touch Components: v, S , M Casting Time: 5 Duration: P e m n e n t Area of Effect: Creatures melded Saving Throw: None This spell enables the necromancer to create an undead, golemlike monster composed of up to three dead bodies. These parts can he from any selection of dead animals, humanoids, or monsters, as long as they span no more than two size categories. For example, a dog and an elf could he melded since one is size S and the other size M. However, a house cat and an elf could not he melded since the cat is size T, more than one s u e category different from the elf. Similarly, a dog, an elf and an ogre could not be melded since they are sizes S , M, and L, respectively. None of the
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creatures melded together can have more than 5 Hit Dice. The advantage of the meld is that the caster can use various attributes from whichever of the original creatures used them hest, though the monster will always have animal Intelligence. Most attributes are associated with a particular piece of the creature’s body, which must he used in the meld. At least one attribute must he taken from each creature in the meld. The created monster will always loyally serve its creator. The created monster inherits four attributes from the original creatures: Hit Dice, Armor Class, movement rate, and attacks. The monster’s Hit Dice determines its THACO, saving throws, and resistance to turning undead anempts. The caster cam derive the monster’s movement rates from multiple creatures, so long as only one movement rate per creature per medium is selected running, swimming, flying, burrowing, etc. The caster must choose the number of attacks per mund from a single creature, hut can give the creation attack forms from any or all of the creatures in the meld. The creature can have more attack forms that it has attacks per round. Of course, the appropriate body part for the attack form must exist in the meld. Most physical attacks can be retained, including poison, paralysis, web spinning, and breath weapons. Magical or mental powers do not survive the transition into undeath. This includes gaze attacks, spellcasting, magic resistance, immunity to nonmagical weapons, spell-like abilities, a lycanthmpe’s cursed bite, etc. However, for each creature in the meld that has a magical or mental power, the undead creation gets one special undead power. These powers are cumulative and granted in order.



* +I or hener magical weapon needed to hit; * Life energy drain (1 level) by touch; and 10% magic resistance.



-



The caster must assign the level drain to a single attack form, such a s the claws of a claw/clawhite sequence. Notice that only a meld of three creatures that all had magical or mental powers creates a monster with magic resistance. Among player character classes, only spellcasters and psionicists qualify as having special powers for this purpose. Other classes that can cast spells at higher levels, such as ranger or hard, do not qualify. One of Strahd’s favorite melds is a werewolf,



Streaking Maears, Sylunt‘s



a large spider, and a gargoyle. This foul creature uses the gargoyle’s flying movement and the spider’s ground movement. (Although a werewolf is faster than the spider, he can only pick the legs of one of them, and therefore cannot have web movement if he uses the lycanthrope’s legs.) The Hit Dice are drawn from the werewolf, which has 4+3 Hit Dice. The Armor Class of 5 is taken from the gargoyle, as is the number of attacks (4). The creature gets the werewolf’s bite and the spider’s poison and web-spinning ability. Because both the gargoyle and the werewolf had magical abilities, the melded creature has the first two undead abilities: + I or better magical weapon needed to hit and a life-level-draining horn attack. Visually, the abomination bas a spider’s legs, a werewolf‘s body and head, and a gargoyle’s wings and arms. In the summary below, its attacks are clawiclawhitehom. The material component for this spell is a pinch powdered doppleganger hone. Casting this spell is cause for a Ravenloft powers check. Notes: Common in the RAVENLOFT setting; very rare elsewhere. This spell can he researched only on the Demiplane of Dread.



Class Priest Rogue Warrior Wizard



Strength Gain Id6 points Id6 points Id8 points Id4 points



If a warrior has an 18 Strength already, from 10% to 80% is added to his extraordinary Strength roll. The spell cannot confer a Strength of 19 or more, nor is it cumulative with other magic that adds to Strength. Beings without Strength scores (koholds, lizard men, etc.) receive a +I to attack and damage rolls. The material component of this spell is a few hairs, or a pinch of dung, from a particularly strong animal-ape, hear, ox, etc. Notes: Common spell (PHB).



StrengthenWater Creature (Alteration) (Province: Sea) Reversible



V



Level: 4 Range: 10 yds.ilevel Components: V, S, M Casting Time: 4 Duration: Id4 rds. + 1 rd./level Area of Effect: 1 creature + 1 creatureilevel Saving Throw: Neg.



AC 5; MV 6, F1 15 (C), Wb 15; THACO 15; #AT 4; Dmg ld311d312d411d4; SApoison bite, webs, level drain hom; SD + 1 or better magical weapon to hit; SZ M; ML special; X P 3,000.



Streaking Meteors, Sylunk’s See Sylun6’s streaking meteors.



This spell physically enhances creatures that live in or breathe while in water, as well as those from the Elemental Plane of Water. Examples include water weirds, water elementals, sea monoliths, fish, ocean-going mammals such as whales and dolphins, and native ocean races including locathah and sahuagin. The spell has no effect on beings that breathe underwater by artificial or magical means. Nor does it affect those who merely use water-based spells, including wizards and priests. Because most effects of this spell are beneticial, many recipients waive their saving throw. All recipients gain a + I bonus to attack and damage rolls. If the damage inflicted by a creature is measured by a number of dice, then +1 is added to each die before any other modification is made. Nonoffensive statistics are boosted, too, Creatures from the Elemental Plane of Water im-



Strength (Alteration) Level: 2 Range: Touch Components: V, S, M Casting Time: 1 turn Duration: 1 hr./level Area of Effect: Person touched Saving Throw: None Application of this spell increases the Strength of the character by a number of point-r tenths of points after 18 Strength is attained (only if the character is a warrior). Benefits of the strength spell last for the duration of the magic. The amount of added Strength depends upon the spell



J



recipient’s group and is subject to all restrictions on Strength due to race and class. Multi-class characters use the best die.
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mediately gain 1 hit point per Hit Die. Any damage suffered by these creatures is subtracted from the bonus hit points fist. In addition, creatures that ordinarily need water to survive can survive without it for the duration of this spell. When the spell ends, however, their need for water immediately returns. A thin, bluish sheen coats the bodies of all recipients, radiating strong alteration magic. Otherwise, no visual change occurs. The reverse of this spell is weaken wafer creature. Instead of a +1 bonus to attack and damage rolls, targets suffer a -1 penalty. Creatures from the Elemental Plane of Water lose 1 hit point from each Hit Die they have, reduced immediately. The same bluish sheen coats the recipients, radiating a strong aura of alteration magic. A successful saving thmw negates the effects of this spell. The material component of both spells is a glass of water. The caster throws it toward the target creatures to provide Strength, and pours it on the ground to cause weakness. Notes: Common for spellcasters from an arabian setting; otherwise, very rare. items worn and carried are instantly transported to the abode of the wizard. No other creatures can be affected. The reversed application of the spell transports the wizard to the immediate vicinity of the possessor of the spelled item, when it is broken and the command word said. The wizard will have a general idea of the location and situation of the item possessor, hut has no choice whether or not to go (making this a rare casting indeed!). The material components used include gemstones totaling not less than 5,000 gp value: whether it is a faceted gem or not is immaterial. The components can be enchanted only once per month (usually on a night of a clear, full moan). At that time, the object is set for the type ofsuccor and its fnal destination (either the location of the spellcasting or an area well known to the wizard). Notes: Common spell (PHB).



Strike of Doom



Reversedform, see elude blow.



Succor



(Alteration, Enchantment) (Artifice) Reversible Level: 9 Range: Touch Components: V, S, M Casting Time: 1 to 4 days Duration: Special Area of Effect: 1 individual Saving Thmw: None



By casting this spell, the wizard creates a powerful magic in some specially prepared object-a statuette, a jeweled rod, a gem, etc. This object radiates magic, for it contains the power to instantaneously transport its possessor to the abode of the wizard who created it. Once the item is enchanted, the wizard must give it willingly to an individual, at the same time informing him of a command word to he spoken when the item is to be used. To make use of the item, the recipient must speak the command word at the same time that he or she rends or breaks the item. When this is done, the individual and all
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Suffocate



Suffocate [Alteration, Necromancy) (Air)



Level: 7 Range: 30 yds. IComponents: V, S, M Casting Time: 7 Duration: 1 rd.flevel k e a of Effect: IO-%radius circle Saving Throw: Neg. The suffocate spell draws the breath out of allI -rmo+snr-Q L..,%..".*"
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saving throw vs. spell. Their breath is placed within a small silk hag held by the caster. Each round, a victim of this spell must attempt a Constitution check. If failed, the creature suffers 2d4 points of damage. If successful, the suhject has taken in enough air to reduce the damage t o ld4. (A creature vvithout a Constitution score Inakes a saving thronr vs. paralyzation instead.) As they struggle illId gasp for air, affected creat,.7,1-a --.,e ."A I l t t n r k at half their normal rates, have a 4Armor Class penalty, an attack penalty of 4, and lose all Dexterity combat bonuses. Effects of this spell continue each round regardless of whether the victims remain in the original area of effect. The damage accumulates until the spell expires, the silk bag is opened, or a successful dispel magic spell is cast upon the bag. The penalties to combat remain in effect for ld3 rounds after the spell ends. The spell requires a small silk bag studded with black opals worth no less than 5,000 g p total. The bag is not destroyed during casting, but becomes useless for future castings if a successful dispel magic spell is used on it. Notes: Uncommon spell (TOM).
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Suggestion



(EnchanImenUCharm) (Mentalism, Song)



Level: 3 Range: 30 yds. Components: V, M Casting Time: 3 Duration: 1 hr. + 1 hr.flevel Area of Effect: 1 creature Saving Throw: Neg.



Summon Cats (ConjurationlSummoning) Level: 2 Range: Special Components: V, S, M Casting Time: 2 Duration: Instantaneous Area of Effect: 30 ft. radius Saving Throw: None



This spell teleports the two largest cats within 20 miles to fight for the caster. Normal, giantsized, and magical cats can be affected, but not feline crossbreeds (for example, an elven cat might appear, hut a manticore would not). Only living cats are affected, and the caster has no control over what cats appear. The cats protect or fight for the wizard for up to one round per caster level. They are not controlled by the wizard, but generally cooperate



When this spell is cast by the wizard, he or she influences the actions of the chosen recipient hy the
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utterance of a few words-phrases or a Sentence or tw-ggesting a course of action desirable to the spellcaster. The creature to be influenced must, of come, be able to undetstand the wizard's suggesti-it must be spoken in a language that the spell recipient understands. 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, immolate itself, or do some other obviously harmful act automatically negates the effect of the spell. However, a suggestion that a pool of acid was actuallypure water and that a quick dip would be refresbing is annther matter. Urging a red dragon to stop attacking the wizard's party so that the dragon and party couldjointly loot arich treasure elsewhere is likewise a reasonable use ofthe spell's power. The course of action of a suggesrion can continue in effect for a considerable duration, such as in the case of the red dragon mentioned above. Conditions that will trigger a special actioncan also be specified; if the condition is not met before the spell expires then the action will not be performed If the subject successfully rolls its saving h w , the spell has no effect. Note that a very reasonable suggestioncam the saving throw to be made with a penalty (such as -1, -2, etc.) at the discretion of the Dungeon Master. Undead are not subject to suggestion. The material components of this spell are a snake's tongue and either a bit of honeycomb or a drop of sweet oil. Notes: Common spell (PHB).
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Summon Darssan



(though cooperation may not extend to the caster’s allies). At the end ofthe duration, the cats either leave or cease to cooperate. If slain, they are dead. The material component is a cat’s whisker, freely given. Notes:Known to the wizard Delsenora, of the Crystalmist Mountains mthe WORLDOF GRM(AWK setting. (Updatedfmm POLYHEDRON Newszine.)



Summon Cosmic Storm



(Evocation)



Level: 9 Range: Special Components:V, S, M Casting Time: 9 Duration: Special Area of Effect: Special Saving Throw: None



---.



Summon Darsson



(Sommoning)



Level: 5 Range: 10 yds. Components: V, S, M Casting Time: 5 Duration: Special Area ofEffect: Damson (only) Saving Throw: Neg.



Whensummon Darsson is cag it opens a line of anrrmunication wall that mage, waking him if need



This spell calls into existence that strange phenomenon known as the “cosmic storm.” Some sages theorize that the cosmic storm is actually one end of a “wormhole” in space, and anything sucked in at one end is ejected through the other somewhere (or even somewhen) else. It can only he cast in wildspace, more than 100 miles from the nearest planet-sized object. The storm appears in 1-10 turns, at a distance of 1-20 hexes (500 ft.ibex) from the spellcaster’s current position, in a random direction. Once it has been summoned. the storm cannot be conbrolled by the caster or by anyone else. Each turn, the storm moves 1 4 hexes in a
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Summon Daemon/Demon/Devil



See summon fiend. This howledge is highlydangeraur and typically pursued only by evil NPCs.
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before they make their own movement, all ships within 20 hexes of the storm are moved 4 hexes directly toward it. This movement does not change the ships’ headings. Any ship that manages to move more than 20 hexes away from the storm is free of its influence. Any ship that enters the same hex as the storm has been engulfed by it. The cosmic storm is a gateway to other pam of the space-time continuum; any ship absorbed hy the storm can be deposited anywhere in the universe. The storm remains in existence until the distance between it and the spellcaster exceeds 20 hexes, or until the spellcaster is absorbed by the storm. The material components for the spell are a piece of lodestone and a piece of mithral, both of which are consumed in the casting. Notes: Common for spellcasters from a spelljamming culture; otherwise, very rare.



be(tho~thespellisineffecdveifcastwhen~n is UI1COIISCioUS). An image of Darsson’s head appears before the person who castthe spell; D m n can see, hear, and speakthrough the image. Spells canna be cast through the image m either direction.The image provides enough information for psionic contact to work, hut normal range modifiers stiU apply; Damon is not consideredto be within lineof-sigh



summon swarm



Modifier +5% +5% +IO% None -5% -10% -15%



-20% -30% -50% -25% None +lo% +25%



+lo% -10%



The material components for this spell are a stick of incense and an offering appropriate to the nature and power of the spirit summoned. Notes: Uncommon for other necromancers.



Condition Caster IS a necromancer Caster has sprnt lore proficiency Caster’s kit IS Witch Subject dead for up to 1 week Subject dead for up tn 1 month Subject dead up to 1 year Subject dead up to 10 years Subject dead up to 100 years Subject dead up to 1,000 years Subject dead over 1,000years Spell cast by day Spell cast by night Spell cast at full moon Spell cast on a holy day associated with the dead Subject’s relative at summoning Spirit previously summoned within one month



Summon Swarm



(CnnjuntiodSummoning) (Son@



Level: 2 Range: 60 yds. Components: V, S,M Casting Time: 2 Duration: Special Area of Effect: 10-fl. cube Saving Throw: Neg. The swarm of small animals (roll on following table to determine type, or the DM can assign an appropriate creature) drawn by the summon swarm spell will viciously attack all creatures in the area chosen by the caster. Creatures actively defending against the swarm to the exclusion of other activities suffer 1 point of damage for each round spent in the swarm. Those taking other actions, including leaving the swarm, receive damage equal to ld4 points + 1 point per three levels of the caster, every round. Note that spellcasting within the swarm is impossible.



Summon Spirit -Wu Jen



(ConjnntionISnmmoning, Necromancy) Level: 9 Range: 0 Components: V, S, M Casting Time: 1 turn Duration: 1 turn Area of Effect: Summons one spirit Saving Throw: Neg.



Dice Roll 0140 41-70 71-80 8 1-90 9140



This spell allows the wu jen to summon any type of spirit. The caster must have a particular spirit in mind when the spell is cast and the spirit is allowed a saving throw vs. spell to avoid the effect. The spirit can be the ghost of a long dead ancestor, a spirit of nature, or any greater spirit that occupies the Prime Material Plane. Once summoned, the spirit appears hefnre the caster, remaining for one turn. It is cooperative and friendly, considering the caster to he a helpful or needy person. However, aside from appearing and remaining for the tum,it is not under any obligation to the caster. It freely answers questions, provides guidance, and assists the caster within the scope of its abilities at that moment. The DM may adjust or disallow the spirit’s saving throw based on the material components used, the urgency with which the spirit might consider the matter, or campaign plot considerations.
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Swam me



Rats



Bats Spiders Centipedesheetles Flying insects



The swarm cannot he fought effectively with weapons, hut fire and area effects can force it to disperse by inflicting damage. The swarm disperses when it has taken a total of 2 points of damage per caster level from these attacks. Apmfecfionfrom evil spell keeps the swarm at bay, and certain area effect spells, such as gust of wind and stinking cloud, disperse a swarm immediately, if appropriate to the swarm summoned (e.g., only flyers are affected by a gurf ofwind). The caster must remain stationary and undisturbed to control the swarm; if his concentration lapses or is broken, the swarm disperses in two rounds. The swarm is stationary once conjured. The material component is a square of red cloth. Notes: Common spell (PHB).
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Undead



~



Red Wizard



Summon Undead -Red Wizard (Conjuration, Necromancy) Level: 1 Range: 0 Components: V, S, M Casting Time: 1 turn Duration: 1-8 turns + 1 turdlevel Area of Effect: 100 ft. radiudlevel Saving Throw: None The nearest 2-12 undead of Hit Dice equal to or less than the level of the caster, and within 100 feet per level of the wizard, travel to the summoner at normal pace. The summoned undead are not hostile, nor are they under the control of the summoner. They may act as they wish. Once they have reached the summoner, the undead may turn around and go hack where they came from, attack anyone in their way, talk to the summoner, or perform any other action that seems reasonable to them. Unthinking undead (such as zombies and skeletons) with a purpose immediately r e m to their station. Wandering unthinking undead stay and wait for orders (for which the caster needs charm undead, a potion of undead contml. or something similar) unless there are obvious foes besides the summoner to attack. The material component is hone dust, which is scattered to the wind during the casting. Notes: Common for necromancers of the Red Wizards of Thay, hut not taught to conjurers.



Summon Wind (CnnjuratindSummoning) (Air, ArtiJice) Level 7 Range: Special Components: V, S, M Casting Time: 1 turn Duration: Special Area of Effect: 1 ship Saving Throw: None With this spell, the wizard calls up a steady wind to fill the sails and blow a ship in the desired direction. The wind never blows harder than required for a moderate rate of travel, but is completely reliable for as long as it lasts. It is unaffected by prevailing winds. To cast this spell, the wizard must know the true name of a wind elemental, whose help he calls upon to direct the magical winds. If the same elemental has been



/



called previously, there is a 5% cumulative chance per summoning that the elemental refuses to serve. If this happens, the elemental arrives, hut is uncontrollable. Once the suell is successfullv cast. the duratiion of the resulting wind must be determined. T'he wizard makes an Intelligence check. Failure nleans the wind blows for one hour and then dies
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dismissed by the wizard. At the end of each day of sailing, another Intelligence check must he made. When the check fails, the wind ceases. The wizard can cast other spells while the wind blows. but once it stom it does not start aeain Unless magically summoned once more. The material component is a flask of air captlired and sealed in a bottle on the Elemental Plane of Air. The spell takes effect when the h onle is opened and the air released. L
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for air mages and artificers; otherwise, very rare. (Updated from DRAGON Magazine.)



Summon Wind Dragons (Evocation) (Province: mnd) Level: 6 Range: 10 yds.llevel Comoonents: V.. S.. M Casting Time: 6 Duration: 1 rd./level Area of Effect: Special Saving Throw: K



V



Despite its name, this spell does not summon any sort of creature. Instead, it enables the caster to create 1 to 10 small whirlwinds or vortices, duhhed "wind dragons."These whirling, shadowy presences measure 6 feet in diameter, and move according to the mental direction of the caster. They dissipate harmlessly if the caster is struck in combat or ceases to concentrate on them. Wind dragons whirl through the air at 210 feet per round, with maneuverability class A. They strike targets as directed by the caster, with a THACO of 10. Each whirlwind can strike once per round, inflicting 4d4 points of damage. The target creature is allowed a saving throw vs. spell; success halves the damage. The caster can direct each whirlwind against a different target, hut no more than two can attack any single creature at once. Although the wind dragons cannot actually lift or move solid objects, they can rake and shake



words or less. This mess ny creature or creatures. Th_. _.I._-.---..iat can be contacted is 10 times the level of the caster. The specific identity of each creature need not be known, hut some type of common identifier must he provided. This musf be more mcific than the creature’s race or character class. It must he sofne identifier of the position of the creature or crf :aL . I_.____ tures called. The wu jen coulu1 SZI~U.LUC IILC>>~&Cto the soldiers of his palace guard or to the governors of all the provinces of a single land. The message is delivered on a gentle breeze, whispering its secrets into the ears of those it is intended for. The spell does not compel the receiver to respond or act. It only informs them of the message sent. This spell is commonly used to rally troops, send wamings, or disseminate proclamations. Notes: Common in oriental settings; otherwise, vety rare.
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Summons,Alyssindra’s See Alyssindra’s summons.



living (and undead) bodies effectively. A spellcaster stmck by a whirlwind cannot cast spells the same round, though his or her fighting ability is otherwise unaffected. The material component of this spell is a cup of any sort. When casting, the wizard must blow into the cup while twirling it. The spell fails if cast in a place without air (for example, it won’t work underwater). Notes: Common for spellcasters fmm an arabian setting; otherwise, very rare.



Range: 5 yds./level Comnonents: V., S., M Casting Time: 7 Duration: 2 rds. Area of Effect: Special Saving Throw: Special A small stone, held in the sunlight by the caster, becomes a magical incendiary missile when this spell is cast upon it. The sun stone becomes so hot that it glows fiery red, hut the caster can handle it safely. It must be thrown the same mund the spell is cast or it loses its power. Like a magic missile, a sun stone must he aimed at a target that the caster can see or detect. Its range is 5 yards per experience level. The stone streaks through the air, swooping around corners as needed to follow a moving target. The stone strikes with a THACO of 9, and is considered a +3 magical weapon for purposes of what it can hit. The stone bums its way into whatever it strikes, setting flammable items afire. The target creature suffers 4d4 points of lire damage, with no saving throw allowed. After that, the stone returns to normal. If a stone that misses its target-that is, if its attack roll fails-it falls to the ground. Beings



Summon Yugoloth (Least)



See summon least yugolotb.



Summoning Wind



(ConjnrationISnmmoning) Level: 8 Range: 0 Components: V. S Casting Time: 1 tum Duration: Instantaneous Area of Effect: Special Saving Throw: None



Q



This spell causes a magical wind to cany an urgent message to one or more creatures. When cast, the wu jen can phrase any message of 25
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Sunbolt -Elf



touching the stone in the round after casting take half damage. A successful saving throw vs. spell reduces the damage to 1 hit point (per stone). After that, the stone retums to its original state and becomes harmless. A wizard can evoke one stone for every three levels of experience. (Hence, a 15th-level wizard can cast five stones simultaneously.) Each stone has its own target--either the same individual or a different one, as desired by the caster. Notes: Common for spellcasters from an arabian setting; otherwise, very rare.



Sunbolt -Elf



within the area of effect suffer 6d6 damage with



no saving throw. Other creatures in the area of effect, or those outside the flash but looking in that direction, must make a successful saving throw vs. spell or be blinded for one full round. Creatures without eves are immune to this effect. The sunburst also negates any darkness spelI within the area of effect, if the caster of the sun. L. :.- 0 1 ._L:I._, .... I &L.- .L. . ~ oum LS UI =quai ur rngner i e v u man m c crraror of the darkness effect. The material component is a sunflower seed. N nta.. v**., I"rP cn-11 (Updated from POLYHEDRON Newszine.)
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(InvocatiodEvocation) yvocation) Level: 4 Range: 10 yds. + IO yds./level Components: V, S, M Casting Time: 4 Duration: Instantaneous Area of Effect: 30-ft.radius Saving Throw: Special This spell creates a blinding discharge of sunlight energy, which strikes living targets for Id4 points of damage per level of the caster. The target creature, and all that observe the sunbolt except the caster, must successfully save vs. spell or be blinded for 2d4 rounds. The sunbolt is most effective against undead creatures. Damage against the undead is doubled, with no saving throw. Self-willed undead, such as liches, vampires, or mummies must successfully save vs. death magic or he blinded for 2d4 t u m s . The blinding effect is not effective against mindless undead such as skeletons and zombies. The material component is a small sunstone, worth at least 25 gp. Notes: Known to the elves of Evermeet in the FORGOTTEN REALMSsetting; uncommon.



Sunburst (InvocatiodEvoeation) Level: 4 Range: 120 yds. Components:V, S, M Casting Time: 4 Duration: Instantaneous Area of Effect: 40-A. diameter sphere Saving Throw: Special This spell creates a brilliant flash of greenisbwhite light with blazing golden rays. Undead
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Sunburst



Level: E iange: 0 2omponents: V, S, M Zasting Time: 4 hration: Instantaneous k e a of Effect: 10-ft./level radius saving Throw: Special The sunburst snell causes a elobe of radiance to explode silently from the caster's form, instantaneously reaching its limit of 10 feet per level of the caster. The sunburst has the following effects (use the greatest effect that applies). Most Creatures: Creatures looking at the caster and within the area of effect must successfully save vs. spell or he blinded for Id3 rounds. Creatures Mth Infavision: All creatures Iwking at the caster and within the area of effect that use infravision must successfully save vs. spell or he blinded for 2d4 rounds. Creaiums To which Sunlight Is Hannzl: All creatures in the area to which sunlight is harmful must make a saving throw vs. spell. Success blinds them for 2d6 rounds; other' wise, they are blinded for id100 days. Undead Creatures: Undead within the radius, including vampires, suffer Ed6 points of damage. Those making a successful saving throw vs. spell take half damage. Fungoid Life: All fungoid life within the radius takes Ed6 points of damage from the light with no saving throw. The material components of this spell are a piece of sunstone and a naked flame. Notes: Rare spell, originally from the FORGOTTEN REALMS setting. Known to be in the tome Against the Undead. ~
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Sunflare



Sunc



(Evocation) (Province: Flame) Level: 2 Range: IO yds./level Components: V, S, M Casting Time: 2 Duration: Instantaneous Area of Effect: 15-A. radius area, 1 targetilevel Saving Throw: Neg.



OF



--



This spell can he cast only in full daylight, or in the presence of other magics that mimic full daylight, such as sunray or continual light. Its casting causes small, multi-colored spheres to appear and dance about, striking at the eyes of targets. The effects match those of the 2nd-level spell blindness for 2d4 rounds. A blinded target suffers a 4 attack roll penalty, and opponents gain a +4 bonus to attack rolls against him. The caster can target one creature per experience level. All target creatures must he within a 15-foot radius area of effect. There is no bonus for using sundazzle to attack a single target rather than multiple targets. Sundazzle only affects creatures that see normally. It doesn’t affect blind creatures, nor does it harm those that rely primarily on other senses or forms of detection. Against undead, sundazzle causes the itching associated with the 2nd-level spell irritation. Thus, an affected undead creature’s h o r Class is worsened by 4 points and its attack rolls have a -2 penalty for 2d4 rounds. The material component of this spell is a small glob of sweet gum, which is destroyed in the process of casting. Notes: Common for spellcasters from an arahian setting; otherwise, very rare.



Sunfire (At’ar’s Fire) (Evocation) province: FIame)



Components:V, S, M Casting Time: 4 Duration: Instantaneous Area of Effect: Sphere with 20-A. radius Saving Throw: K This spell creates a deadly and explosive hall of flame, said to he harnessed from the sun. Creatures killed by the sunfire are typically



J



. Damage equals those of a fireball: causes lab points of damaee Der level of the caster, up to a maximum lbd6. Creature S within the radius of the sp#heresuffer only ha1f damage if they make a su(:cessful saving throvV vs. spells. Further, sunfire.^C ^Y _U D^U Z U ~ D VI _^,I UX~NS flammable items in its area of effect (items are still allowed a saving throw vs. magical fire). Yet, there is one key difference between this spell and aprebull. The wizard who casts sunfire is immune to the spell effects. So are all nonliving items that he carries or wears. The caster can even center the spell on himself and still escape h m . The material component of this spell is a ball of sticky gum. Notes: Common for spellcasten from an arahian setting or from the Anauroch Desert in the FORCOTTEN REALMS setting; othi:mise, very rare It
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Sunflare (Conjuration, Evocation)



-



Level: 8 Range: 10 yds.ilevel Components: V, S Casting Time: 9 Duration: Instantaneous Area of Effect: 1 spelljamming vessel Saving Throw: Special



This spell envelops an opposing spelljamming vessel in flames that appear to erupt directly from Firefall. The effect is very brief, but devastating. The spell will damage all the ship’s rigging and sails, reducing its Maneuver Class and SR by 1. Non-wooden ships do not hum as readily as other types, and will have only rigging or sails burnt by a casting of this spell, not both. External weapons will also he damaged, with a 1 in 6 chance that any such weapon is destroyed. Wooden ships may also burst into flame. On a roll of 1 or 2 on ld6, the ship’s hull and deck have caught fire and will suffer 1 Hull Point of damage per round, and will suffer the appropriate deterioration of its air quality. The spell itself causes ld4 points of Hull Damage. Creatures within the area of effect take 5d6 points of fire damage, with a saving throw vs. spell allowed for half damage. No normal or magical effects (other than wishes) will reduce the amount of fire damage. Creatures are stunned for Id4 rounds by the sudden combustion of the air and all flammable materials. The helmsman is allowed a saving throw for



L



sungate



f



the ship and its inanimate contents. If successful, the ship will not lose its rigging or catch fire, but will still suffer 2 points of Hull Damage. This spell cannot he cast if the wizard and the target ship are farther from Firefall than the orbital paths of the Antilan flatworlds. The wizard must be standing in full sunlight to cast this spell. Notes: Known to the Sun Mages of the Astromundi Cluster and usable only in that setting.



Sungate (Alteration) Level 9 Range: Touch Components: V, S, M Casting Time: 1 monthI9 Duration: Special Area of Effect: 1 crystal portal Saving Throw: None The sungate is a powerful teleportation device used hy the Sun Mages to achieve secret movement fmm one point in the Astromundi Cluster to another. The spell must be cast upon a crystal portal, usually in the shape of a door. The portal can he no more than 5 feet x 5 feet x 5 feet in sue, and must be worth at least 5,000 gold bars. The spell takes one month of preparation to cast, and, once cast, lasts for one year for each level ofthe caster. Once a sungafe has been created, its magic works without fail so long as it is kept in the light of the sun, Firefall. Sungates that are not illuminated hy the rays ofthat sun do not function; the portal requires that sun’s energy in conjunction with the magic of this spell to power it. Wizards can pass from one sungafe to another that they are aware of, anywhere within the sphere. There is no chance for failure, the wizard always arrives at the desired portal, as long as that portal is functioning. If it is not functioning, . the wizard will remain at the starting point. The wizard must he standing in full sunlight to cast this spell. Notes: Known to the Sun Mages of the Astromundi Cluster and usable only in that setting.
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Sunscorch (Evocation) (Province: Flame)



Level 3 Range: 5 yds.ilevel Components: V. S Casting Time: 3 Duration: Instantaneous Area ofEffect: 1 creature Saving Throw: H



V



When a wizard casts this spell, an intense blast of heat emanates from his hand, forming a narrow beam that curves around obstacles and moves to follow its target, striking as unerringly as a magic missile spell. The beam bakes the target with 6d4 points of heat damageplus an additional 2d4 if the creature is wearing armor or physically touching any metal weapon or item larger than a sword, including a shield. The sunscorch spell does not require sun, heat, or even warm surroundings to work. However, a wizard cannot cast it underwater or through water, including rain or fog. The magical heat of this spell affects living flesh only. Undead or nonliving objects are immune, even ifthey’re highly flammable or wlnerahle to sunlight. Thus, a warrior carrying a skin of goat’s milk can he cooked to death while the milk remains cool and unspoiled. Notes: Common for spellcasters from an ambian setting; otherwise, very rare.



Sunscream (Evocation)



i



Level: 9 1 Range: Special Components: V, S. M Casting Time: 4 Duration: Instantaneous Area of Effect: Special (The Astromundi Cluster) Saving Throw: None This spell provides a means hy which a Sun Mage near death can contact his or her peers. It creates a magical shout that can he heard by all Sun Mages within the Astromundi Cluster, and directs these mages to the one who cast the sunscream. In casting this spell, the Sun Mage permanently loses IO hit points due to its powerful effect on the caster.
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Sunstrike



The main effect of this spell is focused on sending this sound throughout the Astromundi Cluster, and thus anyone within one mile of the caster’s location is affected as per the deafening effects of a shouf spell. In addition, creatures within a five mile radius see a radiant, fiery image that resembles the caster’s masked features expanding from the spell’s point of origin. This image is immaterial and does not radiate heat, and swiftly expands into nothingness. Sun Mages rarely ignore this call, as it is only used in times of direst emergency, when a Sun Mage is about to fall. A side effect of the spell is the identification of the mage in trouble. If a mage cries wolf, it is very likely that he or she will he ignored in the future, or at the very least response to the call will he slow. The mage must he standing m full sunlight to cast this spell. Notes: Known t o the Sun Mages of the Astromundi Cluster and usable only in that setting.



Sunshield



(Abjuration, Evocation)



Level: 9 Range: Touch Components: V, S, M Casting Time: 1 day Duration: Until triggered Area of Effect: Self, special Saving Throw: X



stone. These flames are extremely hot, and seem to explode from the caster, enveloping everyone within a 30-foot radius. With the exception of the Sun Mage who activated the spell, those caught in the expanding flames suffer 10d6 points of fire damage; victims can attempt a saving throw vs. spell for half damage. As with all offensive sun magic spells, no natural or magical resistance to fire has any effect against the sunshield. The mage must he standing in full sunlight to cast this spell. Notes: Known t o the Sun Mages of the Astromundi Cluster and usable only in that setting. (Evocation: Level: 8 Range:40I% Components:V, S Casting Time: 9 Duration: 1 rd. Area of Effect: 1 creature or object Saving Throw: X The sunsnike spell is one of the Sun Mag,ZS’ .. ” most deadly attacks. It causes a new line or maeicalot,, shoot from the hand df the caster to a designated single target within visual range. This line is 1 foot wide and can go around corners, through windows and cloors, over walls, and under or around any ohstacb2s between the caster and the target. This spell hits any one creature the wizard desires, inflicting 8d8 points of damage (save vs. spell for half). Like sunflare, normal or magical flame protection does not defend against this spell. The sunsmike causes any flammable items to burst into flame on contac are allowed a saving throw). This spell is a favorite a ~ ~ ~ ~ ~ g - rWt ~~~tVaGlI O , who channel the spell through their soulblades for an additional Id8 of damage (9d8 total). The mage must he standing in full sunlight to cast this spell, Notes: Known t o the Sun Mages of the Astromundi Cluster and usable only in that setting. I



This is the most fearsome of the defensive spells used by Sun Mages. It is cast into a specially prepared shadowstone gem of at least 1,000 gp value. This gem is worn at all times by the mage casting the spell. At the time of the casting, the Sun Mage establishes a command word that will activate the gem’s power. The first effect of the sunshield is to enhance the wearer’s AC by 3 points, lowering an AC of 9 to an AC of 6, for example. This effect is permanent and always accessible, regardless of the status of the secondary effects; the wearer does not need to speak the command word to keep this power active. This gem’s Armor Class bonuses can operate with both bracers of defense and rings of protecfion. However, after the secondary effects of the spell have been activated, the gem shatters into useless shards. The second, and by far more dangerous effect, is the sudden explosion of flame that engulfs the Sun Mage wearing the sunshield 905








Transforming Tune



KNOWNTRANSFORMING TUNEEFFECTS Known transforming iune effects include the following (roll 2d12 for random determination).
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Breaks charms, holds, wizard /ocks, and all known psionic controls. Breaks any one chosen lock, chain, or weapon (of metal only; all enspelled materials, regardless of bonuses, get the creator’s normal saving throw vs. spell, without the -3 penalty). Breaks apolymorph or shapechange spell or condition (on one item or being only). Call woodland beings. Change any one not-yet-triggered spell (such as a magic mouth) cast on an area or object only, to another spell. The new spell is random, not chosen by releaser. The triggering conditions of the original spell are not changed (for example, enter a certain room or area, spill blood, change shape, cast a spell, etc.). The nature of the original spell need not he known. The precise nature of the new spell is known to the releaser. Dimension door (chosen recipient can be releaser). Dispe/ magic Instantly shatters all entangle and Evardk black tentacles spell effects in area (including not-yet-triggered ones, whether their precise existence and location is known or not). Levitate. Polymorph other. Polymorph self(releaser, andlor instrument that is the source of the tune, as the releaser desires). Remove curse (releaser can be recipient). Repulsion (effective against undead and all beings of Intelligence 6 or less). Stills any sbriekers (in area), scrambles all harpy songs in area (songs can still be heard, but have no effect), and negates the effects of banshee wails, sphinx roars, and other auditory attacks in the area. Stone tell. Stone tofresh (turns hack to original shape, free of all magical constraints and enchantments). Strength (releaser can be recipient). Telekinesis. Tenser k transformation (chosen recipient can be releaser). True seeing (chosen recipient can he releaser). Lays a weird on any one chosen being (if being’s saving throw fails). The weird can’t he removed by remove curse, dispel magic, or any other means known at present. All the weird does is warn the tune releaser when the weirded being does a single specified thmg (e.g., uses a magical item, casts a spell, goes to sleep, wakes up, kills, eats, and so on). The warning comes in the f m of a snatch of the tune, heard faintly only by the releaser, as the weirded being does the specified act. A weird lasts one day per level of the tune caster (not releaser), and the releaser can change the specified act that it warns for once per day. Only one act can be warned against at a time. Restores any one lost (cast or discharged) spell or magical item charge (for one being only); the loss must have occurred within one turn per level of the tune caster; releaser is made aware if lost magic cannot he recovered and need not waste the time on a vain use of this effect. Heal any one being. This also prevents the target taking any damage for the next two rounds (no hit point losses, energy drain level losses, system shock survival rolls, or anything of the sort). This does not mean the affected being will prevail in all attacks or other actions, just that he can’t he directly harmed during this time,
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Transmute Bone to Steel



Transfuse



(Alteration, Necromancy) Reversible



L O S I S ~ ~reputed I I , to allow the tramfm of an abiliiy score, class abili& orprwjciencyfmm another individual, with the recipient’sgain the donor’s loss.



Level: 6 Range: 30 yds. Components: V, S, M Casting Time: 1 rd. Duration: Permanent Area of Effect: 1 creature or object Saving Throw: Special



Translocation Shift (Abjuration, Alteration) (Dimension) Level: 7 Range: 0 Components: V, S, M Casting Time: 1 turn Duration: IO daysflevel Area of Effect: 1 fi.flevel diameter sphere Saving Throw: Special



This spell creates a stationary, invisible field of protection that guards against beings arriving via di-



mension door, gate, plane ship, telepon, teleport without ermc phase shifting (into or out of the Ethereal Plane), or psionics within its confines. All beings attempting to enter the area by such means (and other translocation spells, magical items, and psionic powers) are redirected to a different destination on the same plane, chosen by the caster of the tramlocationshift at the time of casting. The chosen site must be safe, but it may imprison the traveler or it may be surrounded by waiting dangers. A tramlocationshift field is unaffected by dispel magi? and all other priest and wizard spells of less than seventh level. The shift has no effect on the caster, those speaking a verbal password chosen during casting, or beings bearing a pass token (any inorganic item) chosen and touched during casting. A shift field need not be linked to a password or token, but nevm exclude s its caster. The spell’s saving throw begins with an Intelligence check for incoming magic- or psionicusing beings redirected by the shift field. If the check fails, the spell has its normal effect. If the check succeeds, the being realizes that something is awry. It may try to alter its destination, resulting in safe arrival (that is, not into a solid object) in a random destination on the same p l a n e n o t the one to which the field was set. A successful saving throw vs. spell results in a random destination se lected hy the DM; failure indicates arrival in a spot near where the shift field tried to send them. The material components are a handful of diamond dust (crushed diamonds worth 7,000 gp or more) and a bit of mbber or tree gum. Notes: Rare for dimensionists; otherwise, very rare. (Updated from DRAGONMagazine.)
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A wizard casting this spell makes any object made of bone, including a skeleton, as strong as steel. The spell can be cast only upon dead, inanimate bones; afier they have been transmuted, the hones can now be animated by the usual means. Despite their increased strength, the bones do not change in appearance, and they retain their original weight. Bone objects make all future saving throws as if they were hard metal. Transmuted skeletons have AC 3 and take half the usual damage from physical attacks. However, these skeletons still take normal damage fmm holy water and magical attacks and are also subject to spells afSecting metal (for example, transmute metal to wood or heat metal) and the attacks of creatures that especially af€ect metal, such as rust monsters. The reverse of this spell, transmute steel to bone, weakens any metal by making it as brittle as dry hone (altering all saving throws appropriately). Each non-living recipient of this spell (including iron golems) must make an item saving throw vs. disintegration. If failed, the former metal item makes all future saves as if it were fashioned from hone. Metal armor loses its effectiveness, becoming AC 7. Whenever a successful hit is made by or upon the item, the transmuted object must make a save vs. crushing blow to remain intact and functional. Magical items weakened by this spell remain magical, with any bonuses applied to their saving throws. Weapons affected by this spell inflict -2 points per die of damage (and must save to avoid breakage whenever they hit a target). Physical attacks against transmuted metal creatures inflict +2 points per die of damage. The material components (for both versions of the spell) are steel filings and powdered bone. Notes: Uncommon for necromancers; otherwise, very rare.



Transmute Mud to Rock



Rwersedform, see transmute rock to mud.
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Transmute Pebble to Boulder



A h turn pebble to boulder.



Transmute Rock to Mud



(Alteration) (Earth, Water) Reversible



Level: 5 Range: IO yds.ileve1 Components: V, S, M Casting Time: 5 Duration: Special Area of Effect: One 20-A. cubeilevel Saving Throw: None



This spell turns natural rock of any sort into an equal volume of mud. The depth of the mud cannot exceed one-half its length or breadth. If it is cast upon a rock, for example, the rock affected collapses into mud. Creatures unable to levitate, fly, or otherwise free themselves from the mud sink at the rate of ten feet per round and suffocate, except for light-weight creatures that could normally pass across such ground. Brush thrown atop the mud can support creaturesable to climb on top of it, with the amount of brush required subject to the DM's discretion. The mud remains until a dispel magic spell or a reverse of this spell, mud to rock, restores its s u b s t a n c 4 u t not necessarily its form. Evaporation tums the mud to normal dirt, at the rate of Id6 days per ten cubic feet. The reverse, mud to rock, can harden normal mud into soft stone (sandstone or similar mineral) permanently unless magically changed. The material components for the spell are clay and water (or sand, lime, and water for the reverse). Notes: Common spell (PHB).
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Transmute Snow to Stone



(Alteration) Reversible



Level: 5 Range: IO yds.ilevel Coiponents: v, S, M Casting Time: 5 Duration: Special Area of Effect: One 20-ft.cubeilevel Saving Throw: None



Transmute Sand to Stone



(Alteration) Reversible



Level: 4 Range: 10 yds./level Components: V, S, M Casting Time: 4 Duration: 2d6 days Area of Effect: One 104. cubeilevel Saving Throw: None



This spell functions much like transmute mud to rock. Any naturally occurring snow can be transformed into relatively solid rock resembling porous white marhle. The depth of the rock cannot exceed one-half its length or breadth. The rock can be chipped with a hammer or chisel, but small fragments revert to snow immediately. Stone created with this spell can be cut or quarried like



This spell turns a volume of sand into an equal volume of sandstone. The caster can shape the sandstone into any simple form as desired (no



J



great definition is possible), provided no single portion is smaller than one cubic foot and none of the shape exceeds the range. The created sandstone occupies the same space as the sand it replaces occupied at the time of casting. Creatures standing with their feet buried in the sand at the time of casting are allowed a saving throw vs. paralyzation to jump free (if possible), those trapped will have to break free. The fact that an area of sand has been turne,d to sandstone cannot 1readily be seen after the spelll is cast (the DM may require an Intelligence cbec!k r^..."lo\ TI....,.":.-"ll.. a." LLLa6Lua..J to notice this, for exanlvL*,. ated sandstone breaks down into sand particles over a period of 2d6 days. The material component for the spell is sand ground between two pebbles. The reverse of this spell, transmute stone to sand, allows the caster to change any type of unworked stone to sand (sandstone, granite, gems, etc.). Solid rock turned to !sand may cause those standing on it to lose thseir balance anii fall (Dexterity check to avoicI).This spell h,as no tn - nr .+A. effect on constructionsmad,P nf oI. Vn.. ,,.ielike material, or upon composite materials such as clay bricks or concrete. Golems of stone or gem material suffer a -2 penalty to their attack rolls and Armor Class. The material component for the reverse is sand from an hourglass. Notes: Common for spellcasters from the DARKSUN setting; otherwise, very rare. (Updated from original publication.)
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Transmute Steel to Bone



f as the actual water content is concerned, except that potions containingwater are rendered useless. Living creatures are unaffected, except for those native to the Elemental Plane of Water. Such creatures are allowed saving throws vs. spell. Failure inflicts ld6 points of damage per caster level upon the subject, while success means the creature receives but half damage. Only one such creature can he affected by any single casting of this spell, regardless of the creature’s size or the size of the spell’s area of effect. The material components of the spell are diamond dust (at least 500 g p value) and a hit of seashell. The revme of the spell is simply a vely highpowered create water spell. It requires a pinch of normal dust as an additional material component. Notes: Common spell (PHB).



normal stone for purposes of construction. Buildings and other items created of snow can be transformed to stone, retaining their shape. Creatures standing on the stone when it reverts to snow sink initially to a depth of Id6 feet. They do not sink farther on subsequent rounds. Stone created through this spell can he changed hack to snow through a dispel magic or fronsmufestone to snow spell. The stone suffers the effects of heat as if it were actually marble. The material components are a chip of white marble, a pinch of salt, and a teardrop. The reverse of the spell, transmute stone to snow, aansforms unworked, natural stone to snow. Notes: Common in the RAVBNLOFT setting; very rare elsewhere. On the Demiplane of Dread, a Domain Lord can affect worked stone within his domain with this spell.



Transport



Transmute Steel to Bone



A4th-level spell from the Forgotten Realms setting before the Time of Troubles. Reputed to transport a target creature into a prepared cell. Aside fmm the fact it was known to a mage named Cyndre, few details of the spell have been confirmed.



Reversed form, see transmute bone to steel.



Transmute Stone to Sand Reversedform. see transmute hone to steel.



Transmute Stone to Snow



Transport



Reversedform, see transmute snow to stone. (Alteration) (Dimension)



Transmute Water to Dust



(Alteration) (Earth, Water) Reversible



Level: 8 Range: IO A. Casting Time: 1 Components: V, S, M Duration: Until triggc Area of Effect: 1 crea Saving Throw: Neg.



Level: 6 Range: 60 yds. Components: V, S, M Casting Time: 6 Duration: Permanent Area of Effect: One 10-A. cuheilevel Saving Throw: None (special)



The wizard must prepare a cell for the target creature ahead of time, and cast part of the spell then. This takes one full turn. The rest of the spell stays in the caster’s mind (taking up the space of one 8th-level spell) until the spell is completed. The final incantation has a casting time of 1. When the spell is cast, multicolored streamers immediately burst from the caster’s hand and engulf the creature. The creature must make an immediate, successful saving throw vs. spell or grow hluny and be banished to the prepared cell. A single creature of up to Huge s u e can he affected by the spell. The target creature must he within 1 mile per caster level of the prepared cell. If not, or if there is not room for the target creature to tit into the



When this spell is cast, the subject area instantly undergoes a change from liquid to powdery dust. Note that ifthe water is already muddy, the area of effect is doubled, while if wet mud is being transmuted, the area of effect is quadrupled. If water remains in contact with the transmuted dust, the former quickly soaks the latter, turning the dust into silty mud, if a sufficient quantity of water exists to do so, otherwise soaking or dampening the dust accordingly. Only liquid actually in the area of effect at the moment of spellcasting is affected. Liquids that are only partially water are affected only insofar
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Trap the Soul



\



destination cell, then the spell fails. The cell is ofien specially warded against escapes by teleportatiou or other magics, and may include a confining circle if the creature to be confined is of extraplanar origin. Notes: Very rare spell. There is rumored to be a 9th-level version of this spell that separates the creature from its magical items, weapons, and other equipment, sending these to a second holding area.



I



level of the caster (to a Niaximum of 5d6) on ._ .-. anyone other than the caster .W..IL.N upnm (he trapped book. The spell does no damage to the book itself and renews itself upon closing. The wizard can voluntarily remove the runes; otherwise, they can only be removed with a dispel magic or similar means. Notes: Restricted to the Red Wizards of Tha)I and those trained by them; common. _I__
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Trap the Soul



(ConjorationlSummoning) spell-might be keyed to an item or a portal. Handling the item or entering the portal would trigger the spell. Focusing the spell in this way means the wizard need not continuously devote an 8th-level spell slot to the spell before it iri cast. If combined with a permanency spell, thc
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Setting up a permanent transport effect requires special preparations taking at least 8 weeks and costing not less than 20,000 gp.



Level: 8 Range: IO yds. Components: V, S, M Casting Time: Spel Duration: Permane Area of Effect: 1 CI Saving Throw: Spf



TIhis spell forces the creature's life force (ancI its m iaterial body) into a special prison gem en. ,-A. . . I +lr- ""AI-""+TL- cLcIlluLc. "I L A chant-, np'cLlc'wL=L. llluJl "6 seen by the caster when the final word is uttered. The spell can be higgemi in one of two ways. First,the final word of the spell can be spoken when the creature is within spell range. This allows magic resistance (if any) and a saving throw vs. spell to LLl



Transpose



Lost spell, reputed to allow the caster to transfer a quality of an object or person to another object or person.



Trap, Leomund's



See Leomund's trap.



Trap Spellbook -Red Wizard



(Alteration)



Level: 3 Range: Touch Components: V, S Casting Time: 3 Duration: 1 dayilevel Area of Effect: 1 book Saving Throw: None or !4 P a p spellbook is a special form of explosive runes. As its name implies, the spell is used by the Red Wizards primarily to protect their spellbooks, but can he placed on a book of any sort. As with explosive runes, a reader has only a 5% chance per level of magic use detect the trap, and thieves have only a 5% chance. Trap detection by spell or magical device always detects this spell. This spell inflicts Id6 points of damage per



avoid the effect Ifthe creature's real name is spoken



as well, any magic resistance is ignored and the



This spell, specially designed by Thyri Snome for the Watch, allows watch-wizards to blow their horns at fleeing suspects and anach magical tracers to them that allow the watch to easily fmd them in crowds. When cast, the wizard must blow a watch horn and point at the target or targets in the area of effect. Target individuals must be at least partially in sight for the spell to be effective. The magic remains inactive until triggered by a watch horn. When a watch member with a watch horn (not limited to the caster) approaches within 30 feet of an affected individual, the spell activates. A glowing, sounding horn appears 1 foot above the individual and is easily heard. This audible image grows brighter and louder as the watch approaches. It fades afier two rounds, hut creatures can he caught by then. If affected individuals evade the watch for one hour after casting, the spell ends without activating. Waterdhavians are familiar with this snell, -r (n?en stopping people who have this cast upon1 them, should they hide in their midst. Notes: Restricted to the Watch-Wizards GuildI



saving throw vs. spell suffers a penalty of -2. If the saving throw is successful, the prison gem shattm. The second method is far more insidious, for it tricks the victim into accepting a trigger object inscribed with the final spell word, automatically placing the creature's soul into the trap. To use this methcd, both the creature's tlue name and the trig. ger word must be inscribed on the trigger item when the gem is enchanted. Asymparhy spell can also be placed on the trigger item. As soon as the subject creature picks up or accepts the trigger item, its life force is automatically tiansferred to the gem, without the benefit of magic resistance or saving throw. The gem prison will hold the trapped entity indefinitely, or until the gem is broken and the life force is released, allowing the material body to reform. If the creature trapped is a powerful creature from another plane (and this could actually mean a character trapped by some inhabitant of another plane of existence when the character is not on the Prime Material Plane), it can be required to perform a service immediately upon being freed. Otherwise the creature can go free once the gem imprisoning it is broken. Triad Gem Before the actual casting of the hap the soul (Alteration) spell, the wizard must prepare the prison, a gem of at least 1,000gp value for every Hit Die or level of Level: 9 experience possessed hy the creature to be trapped Range: Touch (e.g.. it requires a gem of 10,000 gp value to trap a Components: V, S, M IO Hit Die or 10th-levelcreature). Ifthe gem is not Casting Time: 1 turn valuable enough, it shatters when the entrapment Duration: Special is attempted. (Note that while characters have no Area of Effect: 1 specially enchanted ruby concept of level as such, the value of the gem Saving Throw: None needed to trap an individual can be researched. Remember that this value can c h m e e O V P ~time 1~ .~~~ ..._ ___I This spell is used to store other spells in a specharacters advance.) cially prepared gemstone spell matrix. The spellCreating the prison gem requires an enchani an caster casts hind gem on a ruby, and in the turn item spell and the placement of a maze spell into immediately following, personally casts any three the gem, therehy forming the prison to contain the other spells of his or her choosing directly into the life force. gems. Normal casting times, material components, Notes: Common spell (PHB). and the like apply; ohviously the caster must possess these magics, be able to cast them,and have them alTrembling Horn ready memorized and their combined casting times (Evocation) cannot exceed one turn A "Tiadgembegins to evaporate after three days, Level: 1 silently and without spell effects occurring, losing Range: 50 yds. + 5 yds./level one (randomly selected) spell on the fourth day and IComponents: V, S, M each day thereafter, until it vanishes on the sixth day. Casting Time: 2 h y being can call forth the magics before they fade IDuration: 1 hr. away, either by breaking the gem (this can occur unintentionally) or by holding it and uttering a secret word (set by the caster during the casting of the &.ad I
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Tmllish Fortitude



3 gem spell). Only the caster can control the spells is-



suing h the gem; othenuise, they erupt wildly, visiting their effects on random targets and areas. If controlled hy the caster, the spell take place either all at once, or in a succession chosen hy the caster, one per round for three rounds. The caster decidestheorderofreleaseatthetimethespellslueunleashed. The caster need only designate targets or precise effects hy an instant of silent concenhation (and thus can wield the stored spells while bound, fighting, feigning slumber, or otherwise mentally or physically preoccupied). The material component is a ruby of any sue worth at least 500 gp, upon which the caster has cast either an enchant an item or an eternalflame spell. This requirement for the gem cannot hy eliminated hy any means, including spells or items engineered to allow the casting of other spells with no material component. N O W Known to Sammaster of the FORGO~W REALMS. Uncommon for i n c a n t a ~ e and s members of the Cult of the Dragon; otherwise very rare. (For the curious, the eternalflame spell is detailed in #9535 Yolo k Guide to AN Things Magical, and missed the Compendiumr hy a matter of months.)



Trick -Old Empire



(Alteration, Illusion)



Level: 7 Range: 80 yds. + 10 yds.Aevel Components: V, S, M Casting Time: 7 Duration: 1 tum/level Area of Effect: The caster and one individual Saving Throw: None



This powerful illusion enables the wizard to exchange his appearance and position with that of any target creature within range. The wizard and the target individual are teleported to each other’s positions. To others, the individual and the caster each seem to have the voice and physical appearance of the other; in effect, none b o w s that a switch occurs unless the caster has warned them beforehand. A true seeing spell will detect the switch. Note that the teleportation is not without mor, and thus this spell entails some risk on the part of the caster and the target. At the end of the duration, or upon a successful dispel magic or dispel illusion spell upon either of the affected individuals, the switch is reversed. The material component for this spell is a hall of wax.



Notes: Uncommon spell. As a FORGOTTEN



REALMSOld Empire spell, initial exposure re-



quires a mentor or a readSouthern magic spell. Probability of Teleporting: Destinationis: Veryfamiliar Studied carefully Seen casually Viewedonce Never seen (Evocation) (Alchemy)



High 01-02 01-04 0148 01-16 01-32



On



Target 03-99 05-98 09-96 17-92 33-84



Low



00 99-00 97-00 9340 85-00



Troll Repellent



Level: 1 Range: 10 yds.Aevel Components: V, S, M Casting Time: 2 Duration: 1 turn + 1 rd.Aevel Area of Effect: 20-A. radius Saving Throw: Neg. This spell creates a thin, greasy, stationary greenish mist that carries a potent odor. While this odor is unpleasant to most c r e a m s , it is horrible to trolls. Trolls failing to make a successful saving throw vs. spell at a 1-4 bonus leave the area of the mist for the duration of the spell, refusing to enter again until it is gone. The mist is easily dispersed, making it useless in even a light breeze. The spellcaster must concentrate during the duration of the spell, or the mist instantly disperses. The material components are a hit of ragweed, some troll dung, and an open flame. Notes: Common for orc witch-doctors; otherwise, very rare. Optionally rare for alchemists. Originally from the Goblin Marches in the FORGOTTEN REALMSsetting.



vllish Fortitude Level: 6 Range: 0 Components: V, S, M Casting Time: 6 Dmtion: 1 rd./level Area of Effect: The caster Saving Throw: None



This powerful spell imbues the cast& with the physical fortitude and resilience of a troll. While the spell is in effect, the caster regenerates 3 hit points per round until he reaches his normal maximum, He also gains a troll’s ability to ignore dismemberment, decapitation, and other horrible injuries that would normally incapacitate or slay outright (although losing a limb may prevent the caster from taking certain actions, such as running, climbing, and other activities). Bleeding, wounding, being reduced to negative hit points, and other effects that cause a creature to lose hit points from round to round are ignored-the caster instead regains 3 hit points per round, up to his or her normal maximum. A caster reduced to less than 0 hit points is incapacitated, but only until restored to 1 hit point or more; the wizard can move, fight, and cast spells again as swn as the hit point total is positive. TmNish fortiiude provides no defense against lethal poison, disease, and other effects that don’t cause a loss of hit points. Fire and acid damage cannot be regenerated. In addition, hit points from Hit Dice lost through level draining cannot be regenerated. While the spell is in effect, the caster can rejoin severed limbs simply by holding them in place, but if the spell ends while a limb is still separated, then the caster immediately suffers the full effects of the injury. The material component for this spell is a shred of dried flesh from a troll’s heart, pulverized into dust, which is then sprinkled on the caster. Notes: Uncommon spell (P0:SP). Aka shroud of flame.



True Bearing



Level: 2 Range: Special Comnonents: V., S., M Casting Time: 2 Duration: 1 turn Area of Effect: 1 creature Saving Throw: None



V



When this spell is cast, the recipient experiences a vivid dream relevant to whatever thoughts be held just before sleeping. The dream reveals, however obliquely, the answer to one question or problem, as long as the DM decides that the answer can come from the dreamer’s own suhconscious, even through a wildly illogical leap, For instance, if the dreamer wishes to divine the identity of the person who sent him a blackmail note, and the DM decides that the dreamer could intuitively guess that the villain is a merchant who eyed his heavy pouch of gold coins early last month.



The frue bearing spell, used primarily by mariners of the Land of Fate, allows the recipient to pinpoint the direction in which a familiar landmark or geographical site lies. For one turn, he has a



J



l h e Dream



(Divination, EnchantmentXharm) Level: 4 Range: 10 yds./level Components: V, S, M Casting Time: 4 Duration: 1 hr.ilevel Area of Effect: 1 sleeping creature Saving Throw: Neg.



Trollkiller



(Divination) (Province: Sea)



mental compass reading for a particular city, town, significant land feature, or the like. He must have visited this place before, even if it occurred by means of teleport or a magical gate. Further, the site sought by true bearing must be on the same plane of existence as the recipient. Its distance is irrelevant; the spell still reveals the proper directioG though not how far away it lies. If the site is hidden by magic (that is, concealed from magical detection), the spell fails. It also fails if the site no longer exists (for example, an oasis that has dried up or a town that has been completely razed). The spell will not guide the recipient toward a living thing. Nor can it locate a portable item, such as a gem or a magical item, even if the item is currently stationary In order to cast this spell, the wizard seeldng a lnre bearing must have water at least 10 feet deep beneath his feet. This, coupled with the “beeline” nature of the spell, makes it most useful to mariners far from land Yet stories are told of one Habib AI-Anzaro, nicknamed “The Squishy,” who made great stilts out of hollow tubes and tilled them with water. Habib was last seen galloping across the opendesert like a crazed stork in pursuit of some mins he had visited as a child. The material cnmponent of thii spell is a pinch of iron filings, swallowedhy the caster. Notes: Common for spellcastersfrom an arabian setting; otherwise, very rare.
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The spellcaster is not privy to the results of the dream unless he also casts a successful enter dEam spell to observe its effects. Willing recipients of this spell can attempt to compose their thoughts on a particular subject by making a successful Wisdom check. Success indicates that the dream imagery will address the intended question; failure means that the recipient still experiences a dream, but that it is not relevant to the question. This spell can bring forth a previously forgotten or blocked memory, revealing through dream imagery an important event, conversation, or even a single word important to the dreamer. The exact nature of this recovered knowledge is at the discretion of the DM, who may determine that no such useful knowledge exists for a particula~ subject. In this case, the DM may devise some colorful but irrelevant vision for the affected character. As an example, a dreamer may experience this spell while thinking of his brother, who died as a child. The true dream could reveal the previously repressed memory of his father killing his brother in a sudden fit of anger. The material components are a pinch of ground dreamwillow bark and a small amount of silver filings (1 gp value). In addition, the caster requires an item valued by the dreamer as a focus (the monetary value is irrelevant). Notes: Common for Dream mages, rare for diviners and enchanters; otherwise, very m.



Multiple Suggestion: The verses can contain from 1 to 4 suggestions, just as if each were the 3rd-level wizard spell. Each verse (suggestion) requires a casting time of 1 to recite. Thus, the maximum n u m h of 4 suggestions have a casting time of I , including the time for the initial recitation. Weakness and Surrender: Each verse recited



(up to seven) causes the loss of 1 point of Strength. Each verse has a casting time of 1. A subject reduced to 0 Strength falls to the ground, helpless. In addition to the Strength loss, the subject must make a successful saving throw vs. paralyzation or meekly surrender, with a penalty of -1 for each point of Strength lost. Strength loss is recovered 2d4 rounds after the recitation ceases, and with this the subject regains its will to resist. Polymorph: The verses change the subject inbR -7":..^* ^^ it-" ^^I ..I^- L ^*I.^I-." had been cast. No system shock roll is required. The number of vems (and thus the casting time) depends on the degree of change. mineral to animal mineral to vegetable vegetable to animal monster to normal monster to monster other to human animal to animal vegetahle to vegetable mineral to mineral



True Name



(Alteration, Enchantment) (son@



Level: 7 Range: 30 A. Components: V, S Casting Time: Special Duration: Special Area of Effect: 1 creature Saving Throw: Neg.



= =



IO verses



9verses 8verses 7verses 6verses = 5 verses = 4verses = 3 verses = 2 verses = = =



I he subject r e m to Its natural form in time. The duration is 6 turns per level of the spellcaster minus I turn for every verse required to effect the change. The subject thinks and behaves exactly as a nonpolymorphed creature of the same type, but has its original hit points.



True name grants a wizard great power over any living thing that has a true name, generic or individual, known to the spellcaster. Naturally, most true names are not known, even by the creatures themselves, far the common names of most things are not their true and secret names. True names are discovered through hard work, spying, extensive use of legend lore and sagecraft at the most exacting levels. The casting of a true name spell requires the wizard to call out the true name of the



J



subject and then begin a recitation of verse that encompasses the nature and/or history of the subject. The initial verse has a casting time of 3. Thereafter, in rhyming verse, the caster describes the desired result ofthe spell. The results are variable and have varying casting times as noted below.



Transport: The subject is teleported without error to some other place. The number of verses required depends on the destination. The subject is altered, enabling it to physically survive the normal conditions ofthe place to which it is sent.



955



L



-



Tme Name - Savant



I



TrueName-



Same planell00 mile range = 4 verses Same plane = 5 verses One planelworld removed = 6 verses Two planedworlds removed = 7 verses Three planeslworlds removed = 8 verses Greater distances are not possible.



Level: 6 Range: 30 yds. Components: V, S, M Casting Time: 1 rd. Duration: Instantaneous Area of Effect: 1 creature or object Saving Throw: Special



Domination: The subject is allowed a single saving throw vs. spell. If unsuccessful, the subject must serve the caster to the best of its ability for a single day. If required to perform an act highly against its code of ethics (for example, a paladin being forced to slay a village of innocents), another saving throw may be allowed. A dominated creature is aware of what it is doing, hut is helpless to stop. Acts committed under the influence of domination will not force an alignment change, provided they are promptly and properly atoned fm. Willing subjects receive no saving throw or benefit of magic resistance. If the caster is interrupted at any time during the recitation of the spell, the magic fails and the spell is lost. Notes: Rare spell.



TNe name magic is a force of order, opposing the school of wild magic Since they defme the essence of the being named, they contain great power for those who know bow to exolon them Learning hue names is an arduous process, I10 one source will have catalogued more than a tiandful. If a true name can he discovered at all, the search can be expected to take 2 to 12 months ~
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access to libraries and sages, and who has the ability to travel to far-flung places and even other planes. The more powerful the intended subject, . . . ~. the more tune is required for the search. The Powers of the planes have no true names, so far as is known, True names are most often used to summon fiends, and to bind them, using such spells as cocofiend, ensnarement, and spiritwrack Even a chaotic fiend must keep a bargain with a wizard who knows its true name. ~
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(Divination)



This spell allows a savant to discover the true name of a creature that fails a saving throw vs. spell providing the savant has some personal item of the target creature to act as a focus. The spell can be used to discover the command word of a device (no saving throw allowed), provided the savant properly holds, hears, or wears the object. In the case of artifacts and relics, the DM decides what, if anything, is learned. The DM may restrict the casting of this spell to once per week. The material component is a potion of ESf: which must he consumed by the caster. Notes: Restricted to savants (generally NF'Cs); common.



True Nightmare



(Enchantment/Charm) ~



Level: 4 Range: IO yds.ilevel Components: V, S, M Casting Time: 1 turn Duration: 1 hrAevel Area of Effect: 1 sleeping creature Saving Throw: Neg. ~



When this spell is cast, the subject suffers nightmares-not illusions, hut genuine terrors from the subconscious. The subject remains asleep, but upon waking remains exhausted, enjoying no natural healing from rest. Until sleeping undisturhed hy nightmares, the subject suffers a 1-point penalty to surprise and initiative rolls, and a temporary reduction in all ability scores of 1 point. These penalties are cumulative for each night spent in the throes of a true nighnore, hut even one night of undisturbed sleep (at least six hours) cancels the ill effects. Spellcasters who suffer from a true nighmare cannot refresh their spells until they have had a night's undisturbed sleep. The material components of this spell are a pinch of ground dreamwillow hark and a small



>



Tsunami



amount of iron filings(1 gp value). Notes: Common for Dream mages, rare for enchanters; otherwise, very rare.



(Divination)



True Seeing



Level: 6 Range: Touch Components: V, S, M Casting Time: 1 rd. Duration: 1 rd.ileve1 Area of Effect: 60-ft.light range Saving Throw: None When the wizard employs this spell, he confers upon the recipient the abilily to see all things as they actually are. The spell penetrates normal and magical darlmess. Secret doors become plain. The exact location of displaced things is obvious. Invisible things become visible. Illusions and apparitions are seen through. Polymorphed, changed, or enchanted objects are apparent. (The real form appears translucently superimposed on the apparent form: a gold dragon polymorphed to human form would appear human with a ghostly dragon looming over the human form.) Unlike the clerical version of this spell, the recipient



cannot determine alignment. The recipient can focus his vision to see into the Ethereal Plane or the bordering areas of adjacent planes. The range of vision conferred is 60 feet. True seeing does not penetrate solid objects; it in no way confers X-ray vision or its equivalent. Furthermore, the spell effects cannot be enhanced with magic. The spell requires an ointment for the eyes that is made from a very rare mushroom powder, saffron, and fat. It costs no less than 300 gp per use and must be aged for ld6 months. Notes: Common spell (PHB).



(Evocation)



Tsunami



Q



Level: 9 Range: 1 mile Components: V, S, M Casting Time: 1 tun 2tuns Area of Effect: Wave 5 ft. high & 10 ft. long/level SavingThrow: K



This spell allows the wu jen to create a tsunami or tidal wave. It can only be cast on seas, oceans, or similar large bodies of water. Upon finishingthe spell, the sea begins to rock and chum, gradually



Tulm’s Tracer



f



building in intensity. After two turns, a tsunami roils up and begins moving in the direction indicated hy the caster. The wave moves at a speed of 48. Each round it travels, the height of the wave drops hy 10 feet. Ships caught in the wave have a percentage chance equal to the cment height of the wave to he capsized and crushed to splinters. Non-water dwelling creatures caught in the wave suffer damage equal to the current height of the wave, although a successful saving throw vs. death reduces the damage to half. Upon striking land, the wave continues to surge ashore at the same rate, however dropping in height 20 feet per round. Wooden buildings suffer the same fate as ships, while stone buildings have 114 this chance ofbeing destroyed. People on land suffer the same fate as those at sea. The material component for this spell is the scale of a dragon turtle or tun mi lung and water taken from a water elemental. Notes: Common in oriental settings; otherwise, very rare.



Tulrun’s Tracer



(Alteration, Divination)



not activate magic upon contact, nor does it distort magical or physical phenomena passing through it. Poltiom of the revealed path can be destroyed or concealed by dispel magi?, continual darkness, and the like, hut the pathway cannot he physically d i c iurhed (for example, a gust of wind won’t shift it). The path ends when the target creature is reached, the spell duration expires, or at any place from which the target creature telepotted, left the plane of the caster, or embarked upon a conveyance such as a cart, ship, or carper offlying. In the case of teleportation or plane shifing, the caster, upon reaching the path’s end, receives a clear mental picture of the creature’s destination. If the creature took a conveyance, the mental picture is only of that act and not of the eventual destination. When the spell expires, the path slowly fades into nothingness; if it has not reached the target creature, there is no mental picture of the tarpet’s destination. The material component is a pinch of phosphoIUS or a glowing life form such as a fungus or glowworms over which the caster verbally describes the creature to be traced. Notes: Very rare spell. Known to he in The Kzardk Workbook



Level: 4 Rangc.



”



may encounter identical creatures (due to magical doubling, dopplegangen, and so on). If two or more identical creatures are indicated, the caster must focus on one path within a round or the tracer will follow all paths, with a propomonate decrease m spell duration.



Components: V, S, M Casting Time: 4 Duration: 4 rds.ilevel Area of Effect: Special Saving Throw: None When this spell is cast, a continuous, luminescent pathway comes into being within 10 feet of the caster. It shows the most recent path of any single creature described hy the caster. If the creature hasn’t been in the initial 10-foot radius within one day per caster level, the spell fails. The tracer shoots a luminous line at a rate of 60 feet per round along the route taken by the creature. Once beyond the initial 10-foot radius, the tracer only shows the path of the creature where the creature remained in physical contact with the ground or rode a living mount that remained in contact with the ground. Pass without trace and similar spells of 4th level or less do not confuse the tracer, and it will follow the creature’s route though physical barriers and across gaps of up to 15 feet. It will not otherwise show aerial travel, hut it will trace into and under water. The tracer is intangible-it can he passed through or traveled within without harm. It does
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Tumble -Old Empire



(EnchantmenUCharm)



Level: 2 Range: 10 yds.ilevel Components: V, S, M Casting Time: 2 Duration: 3 rds. + 1 rd./level Area of Effect: 1 creature Saving Throw: Neg.



This spell causes a single creature to trip and fall to the ground unless a successful saving throw vs. spell is made. If not, the creature continues to tumble and roll about for the duration of the spell, making a saving throw each round until the spell is broken or its duration ends. The creature cannot attack or cast spells while under the influence of
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Turn Pebble to Boulder



3 this spell, but retains any Dexterity bonuses to Armor Class. The material component for this spell is a pinch of grease, which is consumed in the casting. Notes: Uncommon spell. As a FORGOTTEN REALMSOld Empire spell, initial exposure requires a mentor or a read Southern magic spell.



Turn Pebble to Boulder (Alteration) (Elrrth)



Reversible



Level: 4 Range: Touch Components: V, S , M Casting Time: 4 Tune, Transforming Duration: 1 rd./pebble enchanted See transforming tune. Area of Effect: 1 or more pebbles Saving Throw: None Tunnel Vision At the culmination of this spell, the caster hurls (IUosionPhantasm) a pebble that grows and increases in speed, becom(Shadow) ing a deadly boulder that inflicts 3d6 + 8 points of damage if it shikes the target. (The rules for boulLevel: 2 ders as missile weapons apply as described in the Range: 10 yds. DMG.) The caster's THACO is used to determine Components: V, S success, with the caster considered proficient. The Casting Time: 2 thrown pebble receives no penalty for range. The Duration: 3 turns maximum range of attack is equal to 50 feet plus Area of Effect: 1 creature 10 feet per level of the caster. Only the caster can Saving Throw: Neg. throw the pebbles affected by this spell. This spell reduces the recipient creature's field The wizard can enchant one stone at 7th level and gams one stone per three levels of experience of vision to the area that is directly in front of it, an thereafter (two stones at 10th level, three at 13th arc 60" wide. All peripheral vision is replaced with a gray shading. Against attacks from outside this level, etc.). Only one pebble can he thrown per arc,the creature's Armor Class is reduced by 4, and round, and pebbles must be hurled in consecutive saving throws are reduced by 2. The funnel virion rounds. The spell lasts a number of rounds equal to the number of pebbles enchanted. Each pebble spell allows back-stabbing attacks from the side, requires a separate attack roll. Pebbles can be and may increase the affected creature's chance of thrown at different targets within range. being surprised, depending on the situation. Various cure spells cannot remove this effect; if The material components are pebbles, which revert to normal size when the spell expires. the creature fails its initial saving throw vs. spell, then only a dispel magic or dispel illusion can The reverse of this spell, turn boulder to remove the effect before the spell's expiration. pefifile, shri&s a boulder to the size of a pebble. Notes! Vely rare spell. (Updated from DRAGON It affects only unworked rock and cannot be used to shrink a statue or a cut gemstone. Magazine.) The number of rocks that can be affected is equal to the number of experience levels of the Tunnel Vision caster. Boulders cannot exceed one cubic foot per Reversed form, see insect sight. level of the caster. Thus, a 10th-level wizard Turbulence could shrink IO rocks, each of which is equal to Reversedfonn, see still water. or less than IO cubic feet in size. All rocks are affected in the same round the spell is cast. Though Turn Magic -Red Wizard they need not be touched, the boulders must be See spell turning. within 50 feet of the caster. Boulders that have been shrunk remain so until the magic is disTurn Boulder to Pebble pelled. Reversedform, see turn pebble to boulder. Notes: Uncommon spell (Tow.
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Turn Undead -Savant



(Abjuration)



Level: 4 Range: 40 yds. Components:V, S, M Casting Time: 3 Duration: 1 rd.fleve1 Area of Effect: 1 undead creahueflevel Saving Throw: Neg. This spell allows a mage savant to approximate the priestly undead turning ability by means of a spell. If an undead creame chosen by the savant fails its saving throw vs. spell, then it departs from the area as though it had actually been turned. This magic does not bring undead into the service of an evil savant. The material component is a cleric’s holy symbol. Notes: Restricted to savants, uncommon.



Turnshadow (Abjuration) (Shadow) Level: 6 Range: 60 yds. Components: V, S Casting Time: 1 Duration: 1 rd./level Area of Effect: 40-ft. by 40-ft. square or one creature Saving Throw: Nonemeg. This spell empowers the wizard to turn creatures created by the shadow monsters, demishadow monsters, or shades spells, causing them to flee in panic for the duration of the spell (they can return later if they are able). The affected creatures will flee at maximum possible speed. The spell has no effect on truly undead creatures, including the monstrous shadows. Alternately, this spell can be targeted at a single shadow-monster (created by one of the above spells) to wrest control from its original caster and cause it to attack the creature of the controller’s choice. The attack will continue until the spell’s duration has elapsed, at which point the shadow-monster will return to its plane of origin. The turnshadow spell was developed by specialist abjuration wizards (abjurers) to deal with shadow creatures brought about by illusionist



spells, which abjurers cannot use. Notes: Rare spell. Known to be in SelvarS Ineffable Conjurations, Magic and Phantasms.



Turtle Soup (Alteration, Evocation) (Alchemy) Level: 1 Range: 0 Components: V, S, M Casting Time: 1 Duration: 3 turns Area of Effect: Special Saving Throw: None The spell calls into being a bowl of thick, green, peppery turtle soup, as large in volume as the caster’s head. Just the soup is summoned. It is held in a howl shape by the spell dweomer without benefit of an actual bowl. This “bowl” appears in one of the caster’s hands when spell casting is complete. Soup can he sipped, drunk, or ladled out of its flat top, which is the only face soup can spill from. The soup remains in existence after the spell duration is over; however, it no longer holds its “bowl” shape. The soup is nourishing, and it arrives at the temperature the caster desires, from frozen hard to boiling. The “howl” does not transmit the temperature of the soup to the caster’s hand. If hurled at a creature, the soup leaves its “bowl” shape in midair and strikes with the caster’s THACO as a grenade-like missile. A direct hit causes I d 3 points of damage if the soup is warm, ld6 if it is frozen hard, and 2d4 if it is scalding hot. If dumped over a creature, the soup inflicts 2d4 points of damage only if it is scalding hot. Turtles, tortoises, and related beings cannot be harmed by any contact with this spell. This was the first spell Alustriel developed on her own. She is still fond of it, though her sisters have made it known that they do not share quite the verve of her liking for turtle soup. Over the years, Alustriel and her apprentices have discovered many inventive uses for this spell. The material components are three drops of water and a piece of !utle shell or skin of any size. Alustriel uses a tiny fragment from a score or more she canies in a tiny belt pouch. Notes: Known to Alustriel and her apprentices in the FORGO^ REALMS setting.
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Tvmessull’s Planar Pacifier



TymessuU’s Cerulean Traverse



powdered emerald for each subject, to be sprinkled in a circle enclosing the subjects. The chain is not consumed by the spell, hut the powdered emerald is. Notes: Very rare spell. Known to he in Tmessulk Enchiridion of Travel. (Updated from D~~w~Magzine.)



(Alteration, Enchantment) (Artifice, Dimension) Level: 9 Range: Touch Components: V, S, M Casting Time: 3 rds. Duration: 1 dayilevel Area of Effect: The caster + special Saving Throw: None



nmessull’s Planar Pacifier



(Alteration, Enchantment)



This powerful enchantment enables a wizard and a few companions to journey through space and across planar boundaries. The caster can affect one companion for every six levels he possesses, in addition to himself (rounded down). For example, a 23rd-level mage could cast the spell upon himself and three companions. The companions must hold hands as part of a circle that includes the caster. Any interruption of the circle during casting ruins the spell. Although there is no saving throw, the spell will not work on an unwilling or unconscious subject; if this is tried, the entire spell is ruined for all. Once the dweomer is cast, those affected by the spell can separate, though they must rejoin the circle to cross planar boundaries. The prime function of the fraverse is to allow the mage and companions to move to other planes, as if they had a small, personalized gate. Each planar boundary is crossed by all in unison; this requires one round of complete concentration. Each planar boundary crossed reduces the duration of the spell by one day. Furthermore, while under this spell, no person can cross a planar boundary by any means other than the @averse, including wish, gafe, a well of the worlds, 01 even by an artifact. The spell grants certain lesser powers that can he used by the recipients, with no need to stay in a circle. These include the ability to fry, at will, as the 3rd-level wizard spell, and the the ability to assume gaseous form up to thrice per day (with the general effects of the potion of gaseous form, except for duration, which is at will). The use of this spell in no way guarantees the safety of its users, either during their journey or once they reach their destination. The spell requires a circular platinum chain large enough to be grasped by all to he affected by the spell. This must cost a minimum of 10,000 gp for each being the spellcaster will transport. The material component is at least 1,000 gp of
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Level: 7 Range: Touch Components: V, S, M Casting Time: l/item Duration: 1 dayAevel Area of Effect: Special Saving Throw: None The casting of a planar pacifier hy a wizard enables some types of magical items to operate normally while being used on a foreign plane. The magical items aplanarpacifier can affect include only those items that have “pluses”-for example, swords, shields, armor, luckstones, rings and cloak ofprotection @ut not bracers of defense), and so on, according to the table. Caster Lwei Penally Cancelled 14th 1 18th 2 24th 3 30th 4 inus, nr 14m level, an item mom me rnme Material Plane functions normally on the Ethereal, Inner, and Astral Planes. At 18th level, the item functions normally on the Outer Planes as well. At 30th level, an item functions at its full bonus anywhere in the planes. The spellcaster loses 1 hit point for each item protected with aplanarpacifec investing this hit point as a hit of energy from the plane on which the spell is cast, in order to surround the object and simulate those planar conditions for the object. The wizard can protect half as many items as he has Constitution points with a single casting of this spell (round up). This number is also the ahsolute upper limit on the total number of items the caster can protect at any one time, regardless of how often the pacifier is cast. The wizard can regain hit points lost to this spell simply by touching the enspelled items within one day of the end of the dweomer. The caster can also,
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with a word and touch, ahsorb his hit point from an item, but this ends the enchantment on that item. The pacifier can be dispelled only hy a spellcaster 4 or more levels above the caster. If the magic is dispelled or othetwise removed from an item (for example, hy means of Mom'enkainen 's disjunction or a rod of cancellation), the caster's hit point is permanently lost, and can be regained only by means of a wish, If the item is destroyed, the wizard can m v e r its hit point from the item's shattered remains, if any, provided this is done within one turn. This spell can he made permanent if a full wish and 5,000 gp more diamond dust are used in combination with this spell upon a single item. At this point, tbe hit point loss is permanent and the item no longer counts against the caster's Constitution limit. The material components of this spell are a drop of the caster's blood and 500 g p of powdered diamond for each plus of the items to be protected. Both substances are consumed when the spell is cast. Notes: Very rare spell. Known to he in 7)messulk Enchiridion of Travel. (Updated from Dragon Magazine.)
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'Qmessull's Improved Planar Pacifier



A 9th-level version of the base spell is rumored to exist. It does not require a hit point investedper item and its eflects apply at 18th, 24th. 30th. and 36th levels, respectively. This effect can be made permanent only by a
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complex process, in which the item is partially unmade and remade, with a minimal additional cost af 10,000 gp. A hit paint is given up in the process, although this can be from the item k owner. Failure might destroy the item (any chance of this is decided the OM).



'Qranteyes



(Alteration, Evocation, Necromancy) Level 9 Range: 0 Components: V, S, M Casting Time: 1 rd. Duration: 1 hynilevel Area of Effect: Special Saving Throw: None



This spell allows the caster to h a n s f m herself into a beholder until the spell expires or until she wills the magic to end when this spell is cast, the caster vanishes and is transpomd to an extradimensional space, where she remains for one round while the spell f m s a beholder body. During this round, she can cast any spell she has memorized, possesses the material components for, and can weave within one round. Typically, a defensive magic is wmught. A round after vanishing, the caster reappears as a beholder m the same spot she occupied when she disappeared. Her own body remains m the extradimensional space, unreachable by anyone. If the caster is slain in beholder-form, she is forever dead unless a contingency spell saves her. The contingency (as typically set up) causes the caster to reappear m her own body where the beholder was slain (this is not necessarily the same location from which the caster disappeared). As a beholder, the caster has 69 hit pomts. is AC OW7, moves at M V F13 (B), and is in all other B spects a normal beholder, with all the usual eyestalk powers. The caster's form correspondsm all respects to a living eye tyrant. Beholders are described fully m the M o m o w MMAL Tome. Damage suffered to the beholder body does not harm the caster's own body. If she ends the spell before it dies, she regains her own body with no damage at all. Once the caster decides to end the spell, the beholder disappears. In the following round, the caster reappears m the lccation she vanished from. The material component of this spell is part of a once living beholder. Notes: Very rare spell from the FORGOTTEN REALMS setting; virtually unknownelsewhere.
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Ultravision (Alteration) Level: 4 Range: Touch Components: V, S, M Casting Time: 1 rd. Duration: 2 hrs. + 1 hr./level Area of Effect: Creature touched Saving Throw: None An improved version of the infravision spell, ultravision allows the spell recipient to see perfectly in normal darkness, starlight, or moonlight to the full range of his unubscured daylight vision. In underground settings, the spell enables the recipient to see up to 90 feet in nonmagical darkness. Magical darkness, fog, or smoke is less effective than normal against a character using ultravision; the spell permits the recipient to see at least 30 feet in magical darkness, and at least 10 feet in any kind of vaporous, foggy, or smoky atmosphere. Ultravision does not permit the recipient to spot invisible creatures, and it does not function in the presence of strong light sources (lanterns, torches, and so on). The material component for this spell is a black agate worth at least 50 gold pieces. Notes: Uncommon spell (P0:SP).



Ultimate Circle, Tobian’s See Tobian’s ultimate circle.



Unbinding (Abjuration) Level: 9 Range: 0 Components: V, S, M Casting Time: 1 rd. Duration: 3 rds. Area of Effect: 20-A.radius sphere Saving Throw: None When an unbinding spell is cast, a sphere of magical force comes into being, centered on and mobile with the caster. The sphere magically destroys any spells that contain, constrain, or seal, with the exceptions noted below. The unbinding negates charm and hold spells of all types, wizard loch and similar closures, spells that create physical or magical barriers, guards and wards, temporal stasis,slow, and time stop spells, among others.The effects of a statue
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spell are ended, and ,,.YS.C,U, -..attered-forever destroyed, and the life force within snuffed out. Even an imprisoned creature beneath the caster’s feet emerges as though afreedom spell had been cast.,and so forth. In addition, any spell tf iat holds magical effects, including other spells, irnmediately releases them at a range of 0 (includiing magic mouth, Rary ’s ..L... ~~.,..,~.:_l .-.,, mnemonic enhancer, imvue unueuu w i m spur abilig, contingenq, and so on). Protective spells such as protection from evil, shield, minor globe of invulnerabilify,globe of inwlnerabili@,and similar spells are not affected by an unbindingPetrified cmtures are neither revealed nor restored. Individuals bound to service are not k e d (including creatures such as familiars, invisible stalkers, genies, and elementals). An antimagic shell is not affected,nor will the effects of unbinding penetrate one. Pmtective circles and similar confining runic cunshuctions are not affected unless they nmently hold a Creature imprisoned, in which case, they are erased, of ifthat is physically impossible, become ineffective as other than decorations. Curses, quest, andgeas spells are negated only if the wizard casting the unbinding spell is of a level equal to or greater than that of the original caster. The interaction of this suell with artifacts and relics is adjudicated b: Ithe DM. These effects occur regcardless of the caster’s wishes. Spell effects on the:person of the caster or ...:.lllllLL Lo- Irll.LI1lL being carried or worn b, undisturbed, hut any others are affected, even those of allies. The opening of locks or other closures triggers any alarms or traps attached to them; any released creature may or may not be friendly to the caster. The caster cannot shorten this spell, save by dispelling it. The material components are a lodestone and a pinch of saltpeter. Notes: Restricted to incanta~xes;common. ~
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Unburn (Abjuntion,Alteration) Level: 4 Range: 10 yds. Components: V, S, M Casting Time: 4 Duration: Permanent Area of Effect: Special Saving Throw: None This rather odd spell reverses the effects of a fire. The unburn spell calls into existence a re-



,Uncontmllable



Hideous Laughter, Tasha’s



versed form of fire, one with a black flanie that radiates cold and shadow rather than heat 01rlight. -.-Le, While a normal fire requires flammable marcrrar for fuel, the black fire created by unburn feeds on the ashes and charred remains of normal fire. The most common use for unburn is to revme the flame effects on something the caster wants such as an important scroll, a painting, or a home. When casting the spell, the caster chooses a point for the black flame to start; the initial manifestation is ahout the size of a human hand. From this place, the black fire spreads to other humt materials, similar to the way normal fire spreads to flammables. The black fire spreads to all burned materials it touches and continues to restore all such materials for up to a full day, or until it can no longer reach burned materials. At that time, the black fire goes out, though the effects of its passage are permanent and cannot he reversed hy such spells as dispel magic. There are some restrictions to this spell. The results of a recent fire are relatively easy to undo because all the ashes and other materials are still there. Unbum can also he used on older fms, hut there is a risk that some of the raw material has been carried off or blown away in the wind. The magic of unburn does not cause’most of those materials to return to the scene, though it will call hack minor amounts of ash that were wafted away hy the hot air of the normal fire. The exact amount of material left unrestored is up to the DM and should he based on the size of the original fire and how long ago it happened. Unburn is effective only on burned materials. It will not prevent a fire, restore hit points lost to a fire-based attack, or restore to life a creature slain by fire. (It will, however, restore a dead body that was consumed hy flames.) Since rust (and other tarnish) is produced hy oxidation, and fire is a form of rapid oxidation, the black fire of unburn will also undo the effects of rust or tarnish on metal, removing corrosion and stains. The material component for this spell is a small vial of water. Notes: Very rare spell. Known to he in Doltim ’s Tome ofFire.



Uncontrollable Hideous Laughter, Tasha’s



See Tasha’s uncontrollable hideous laughter.
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Undead Aides



Level: 8 Range: IO yds. Components: V, S, M Casting Time: 8 Duration: Permanent Area of Effect: Special Saving Throw: None When a wizard casts this spell, he imhues animated skeletons and zombies with limited Intelligence. The spell gives these undead the ability to speak, in order to answer questions, respond to certain situations, shout warnings if under amck, or make introductions. This spell affects a maximum of one skeleton or zombie for each experience level of the caster, though the exact number of undead affected depends upon the number of tasks that each servant is to perform. For example, a 30th-level wizard can affect 30 undead creatures, each able to perform one task-ar one undead servant that could perform 30 different tasks. A task can he as simple as opening a door when visitors amve or as complex as cooking a specific dish, each task taking no more than an hour to perform. The tasks are short routines that are performed either daily, when a certain situation arises, or when the proper commands are given. The undead staff have low intelligence for determining what they know and how they will react. They retain their immunities to spells such as charm, hold, sleep, and so on. It takes one turn for this spell to affect each creature. Once the spell is cast, the undead servants need no monitoring except for any commands required to start specific tasks. The material components are human bone fragments and a dragon’s brain. Notes: Restricted to necromancers, rare.



Undead Control



(Necromancy)



Level: 3 Range: 20 yds. Components: V, S, M Casting Time: 1 Duration: Special Area of Effect: Special Saving Throw: Special



With this spell, the caster can control any undead creatures within range as if an evil priest four levels lower in experience (thus, a 5th-level wizard can affect undead as though he were a 1stlevel evil cleric). While casting the spell, the wizard rolls ld20 and consults Turning Undead table to determine whether or not the monsters are commanded (a " D result is treated as a "T'). The wizard can make only one attempt to control the undead; whether or not the attempt succeeds, the spell is used. Any encountered group (not type) of undead that resists the control of the wizard can never be commanded by his use of this spell. When confronting a variety of undead, the wizard affects the weakest type of creatures iirst. Multiple castings of the spell may be required to exert control over the more powerful members of an undead horde. The spell permits the wizard to wrest control of the monsters from another evil priest or from another wizard employing this magic. Note that anyone of good alignment must, of course, use the spell only after careful consideration. (See the DMG for more information regarding the influence of evil priests over undead creatures.) The material component is an evil priest's unholy symbol or some other properly cursed talisman forcefully presented to the affected monsters. The component is not lost in the casting and may be subsequentlyreused. Notes: Restricted to necromancers (uncommon) and Deathmasters (common). Known to be in the Cryptikronos (the Book of Horror).



Undead Familiar



be created with a single casting of this spell. The undead creature conforms to the statistics and abilities of its type in all ways, including Hit Dice and alignment. The individual (usually human) upon which the spell is cast is allowed a saving throw vs. spell to negate the effect. If the individual's level is the same as the intended undead creature's Hit Dice, then this saving throw is made as if the individual was 1st level. Regardless of the outcome, the individual must survive a system shock check or perish (this renders the body is useless for further necromantic manipulation). If the castin!5 is intenupted, th en the caster must make a suci:essful system shock check or be blasted to dust. The dweomer does not g. influence or control over the resulting undead creature;this must be achieved by other means. Once successful, the maeic cannot be reversed by any means short of a. fuiwish. The caster must plac,e his hand on the subject's forehead while casting 1his spell from a scroll. n--.L.-""."-" ---c-_ Notes: Common fa YCIIUIIIIII~LL~LS, L U C IVL' other necromancers. (Updated from DRAGON Magazine.)
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into a campaign area. The DM might further limit this spell to specifie casting trmes (such as once per month, or only tial configuration, and so on)



Undead Drain



Reversedform, see undead regeneration.



Undead Familiar



(Necromancy)



d for a necromancer to turn a living indindual into one of the rarer undead creatures. Typical creatures include, among others: adherers, apparitions, coffer corpses, heucuva, penanggalan, sheet phantoms, and so on. Only one undead, regardless of Hit Dice, can



Level 5 Range: Touch Components: V, S, M Casting Time: 1 turn Duration: Permanent Area of Effect: 1 corpse or skeleton Saving Throw: None Using this spell, an evil wizard animates a corpse to act as his familiar. The "subject" can be in any stage of decay to the point of being nothing more than a skeleton. Any human, demibuman, or humanoid corpse can be animated.



,Undead



Master



The resulting zombie or skeleton has the same abilities and immunities as a normal undead creature of its type, but has Id3 points of Intelligence. The wizard has an empathic link with the familiar and can issue mental commands at a distance of up to one mile. Empathic responses from the familiar are basic and unemotional, and such a familiar is unlikely to be distracted from its task. If separated from the caster, the familiar loses 1 bit point each day, and is destroyed when reduced to 0 hit points. When the familiar is in physical contact with the wizard, it gains the wizard‘s saving throw against special attacks; it suffers damage as normal, according to whether or not it makes its saving throw. If the familiar is destroyed, the caster must immediately make a successful system shock check or die. Even if he survives this check, the wizard loses 1 point from his Constitution when the familiar is destroyed. An undead familiar can be turned normally, hut cannot he destroyed by turning. If within sight of its master, it is tumed as a wight. A wizard can have only one familiar of any type at any time. An undead familiar accepts more abuse than would a normal familiar. The spell requires a corpse or skeleton and a silver ring that is placed on one of the familiar’s f ingers. Notes: Very rare spell. Known to he in tlhe tl>me,Kyristan’s Mysteries.



Undead Master



Necromancy)



Level: Y Range: 0 Components: V, S, M Casting Time: 2 Duration: Special Area of Effect: IO ft./level radius Saving Throw: Neg.



This spell enables the caster to control undead creatures perfectly and precisely. Controlled undead can perform tasks such as climbing, sorting, locking and unlocking closures, binding wounds, and the like, hut cannot cast spells or perform other class abilities, When an undead master spell is cast, the caster is instantly aware of all undead within the area of effect. At any time within the next 2 tums, the caster can try to bring all undead within the area under direct control. All must save vs. spell at a 4 penalty to avoid being affected. Those affected



H



obey the mental commands of the caster. The undead, unlike charmed living creatures, are not freed of control by being directed to do things harmful to them. The destruction, departure, or mental suppression of the caster will end the spell. Undead of semi-intelligence or better have a 5% per Hit Die chance per day of escaping the master’s control. Often these creatures will stay and serve by choice. Notes: Restricted to undead spellcastem, rare. Updated from Lords ofDarkness.



Undead Mastery



See master undead.



Undead Monster Summoning See undead summoning.
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Undesd Servant



Undead Mount



ITnrlearl Renoneratinn



(Necromancy) Reversible



(Necromancy)



Level 2 Range: 10 yds. Components: V, S, M Casting Time: 2 Duration: 2 hrs. + I hr./level Area of Effect: 1 mount Saving Throw: None



evel: 6 ange: Touch omponents: V, S asting Time: 6 Buration: Instantaneous



By means of this spell, a wizard can animate a dead horse or similar creature or assemble a magical mount from the bones of such creatures The mount created by this spell is under the conbol of tbe caster. It can carry up to 300 Ibs. of riders and equipment. Exceeding the 300-lb. limit destroys the spell and reduces the mount to its original (dead) form. An undead mounf is usually a horse (dead horses are easy to come by) but also can be a griffon, camel, hippogriff, or other beast of burden. Flying creatures that are turned into undead mounts cannot fly but they can move along the ground. Creatures that had some special ability while alive do not retain that ability in their undead state The undead mount is unintelligent and cannot fight. It responds only to simple verbal commands, and cannot be affected by enchanhnentlcharm magic. The undead mount has a movement rate of 18 and moves silently. It has ld4 hit points plus one additional hit point per level of the caster. Undead mounts can be turned as skeletons if they are primarily bones or as zombies otherwise. Undead mounts ridden by more powerful undead cannot be turned separately but ifthe rider is hmed so is the mount. The caster can choose, when creating the undeadmounf,to make it glow very faintly with a yellow green or red hue. The material components of this spell are a dmp of water, a human hair, and a pinch of powdered hoof. The bones or body of the animal that will serve as the mount also are needed. Notes: Uncommon for necromancers; otberwise, very rare. Known to be in Tidings of Conflict and Woe.



This spell enables the caster to touch an undead creature and restore a number of hit points to it equal to the caster’s level, plus ld6. Even gaseous and noncorporeal undead can be restored by use of this spell. The spell has no effect on creatures other than undead. The reverse of this spell, undead drain, requires a successful attack roll. The touch inflicts damage equal to the caster’s level plus Id6 points of damage. This damage is not gained as extra hit points by the caster. Only an undead creature can be affected. Notes: Restricted to nec



Undead Sc



(Necromancy)



Level: 1 Range: 10 yds. Components: V, S, M Casting Time: 1 turn Duration: 1 hr. + 1 turdlevel Area ofEffect: 1 body ‘ ‘ Saving Throw: None LnLLpvL’ullJ atThis spell allows the wl-u imate the body or bones of a dead human, demihuman, or humanoid creature of man-size or smaller. The animated creature is treated as a zombie o r skeleton, as appropriate; see the MONSTROUS MANUAL tome. The undead servant obeys simple commands until destroyed, dispelled, or the spell duration expires. The material component is a pinch of graveyard dirt. Notes: Restricted to necromancers, rare. (Updated from POLYHEDRON Newszine.)



Undead Production



Aka undead creation.



#AT 1; Dmg ld6 (weapon); SD Halfdamage
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leep, charm, hold and fear; S Z M.
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Zumbie. AC 8 ; MV 6; HD 2; THACO 19; I . , n..u m g .loa, DU immune IO sleep, cnarm. hold, death magic, poison, and cold-based spells; SZ M, stnkes last in melee round. I.....
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Undead Servants



See undead aides.



Undead Summoning I



(Necromancy)



Level: 3 Range: 30 yds. Components: V, S , M Casting Time: 3 Duration: 2 rds. + 1 rd.ilevel Area of Effect: Special Saving Throw: None Within one round of completing this spell, the necromancer conjures 2d4 skeletons or 3d4 animal skeletons (50% chance of each) to a point within the spell’s range. The undead attack the caster’s enemies to the best of their ability until he commands the attack to cease, the spell duration expires, or they are defeated or turned. The undead summoned by this spell vanish when slain. If no enemy is present for the undead to engage, they follow any other commands or undertake simple tasks as the wizard directs. The material component is a hit of bone taken from a ghoul, wight, nr ghast. Notes: Restricted to necromancers; rare.



Undead Summoning I1



(Necromancy)



Level: 4 Range: 40 yds. Components: V, S, M Casting Time: 4 Duration: 3 rds. + 1 rd.ilevel Area of Effect: Special Saving Throw: None



An improvement of the 3rd-level spell undead summoning4 this spell resembles its weakerrelation, except that undead summoning II conjures



2d4 zombies (75% chance) or Zd3 heucuvas (25% chance). The monsters attack the caster’s enemies to the best of their ability until he commands the attack to cease, the spell duration expires, or the monsters are defeated or turned. The undead summoned by this spell vanish when slain. If no enemy is present for the undead to engage, they follow any other commands or undertake simple tasks as the wizard directs. The material component is a hit of bone taken from a wight, ghast, or mummy. Notes: Restricted to necromancers; rare.



Undead Summoning 111



(Necromancy)



Level: 5 Range: 50 yds. Components: V, S, M Casting Time: 5 Duration: 4 rds. + 1 rd./level Area of Effect: Special Saving Throw: None The next spell in the series of undead summonings, this spell brings Zd4 ghouls (50% chance) or 2d4 monster zombies (50% chance) to the caster’s aid. The monsters attack the caster’s enemies to the hest of their ability until he commands the attack to cease, the spell duration expires, or the monsters are defeated or turned. The undead summoned by this spell vanish when slain. If no enemy is present for the undead to engage, they follow any other commands or undertake simple tasks as the wizard directs. The material component is a bit of hone taken from a wight, ghast, or mummy, Notes: Restricted to necromancers, rare.



Undead Summoning IV



(Necromancy)



Level: 6 Range: 60 yds. Components: V, S, M Casting Time: 6 Duration: 5 rds. + 1 rd.Aevel Area of Effect: Special Saving Throw: None Simply a more powerful version of the earlier undead summonings, this spell conjures 2d4 ghasts (40% chance), 2d4 shadows (20% chance), or 2d4 jnjo zombies (40% chance) to the



-



Universal Taster, Thundrael’s



caster’s aid. The monsters attack the caster’s enemies to the best of their ability until he commands the attack to cease, the spell duration expires, or the monsters are defeated or turned. The undead summoned by this spell vanish when slain. If no enemy is present for the undead to engage, they follow any other commands or undertake simple tasks as the wizard directs. The material component is a bit of bone taken from a mummy, vampire, or lich. Notes: Restricted to necromancers, rare.



-



monsters attack the cast their ability until he commanos me anacK IO cease, the spell duration expires, or the monsters are defeated or turned. The undead summoned by this spell vanish when slain. If no enemy is present for the undead to engage, they follow any other commands or undertake simple tasks as the wizard directs. The material component is a bit of bone taken from a vampire or lich. Notes: Restricted to necromancers, rare.



Undead Summoning Vn



Undead SummoningV (Necromancy)



(Necromancy)



Level: 7 Range: 70 yds. Components: V, S, M Casting Time: 7 Duration: 6 rds. + 1 rd.ilevel Area of Effect: Special Saving Throw: None



Level: 9 Range: 90 yds. Components: V, S, M Casting Time: 9 Duration: 8 rds. + 1 rd.flevel Area of Effect: Special Saving Throw: None



This spell resembles monster summoning K except that it conjures 3d4 ghasts (40% chance), 2d3 giant skeletons (40% chance), or ld3+1 banshees (20% chance) to the caster’s aid. The monsters attack the caster’s enemies to the best of their ability until he commands the attack to cease, the spell duration expires, or the monsters are defeated or turned. The undead summoned by this spell vanish when slain. If no enemy is present for the undead to engage, they follow any other commands or undertake simple tasks as the wizard directs. The material component is a bit of hone taken from a mummy, vampire, or lich. Notes: Restricted to necromancers, rare.



The most powerful version of the undead summonings, this spell conjures I&+l spectres (50% chance), l d 3 vampires (40% chance), or 1 revenant (10% chance) to the caster’s aid. The monsters attack the caster’s enemies to the best of their ability until he commands the attack to cease, the spell duration expires, or the monsters are defeated or turned. If this spell happens to summon a revenant, the monster selects an opponent designated by the caster as its hated nemesis and attacks the selected victim single-mindedly. The undead summoned by this spell vanish when slain. If no enemy is present for the undead to engage, they follow any other commands or undertake simple tasks as the wizard directs. The material component is a hit of bone taken from a lich. Notes: Restricted to necromancers, very rare,



Undead Summoning VI



(Necromancy)



Undetectable Alignment



Level: 8 Range: 80 yds. Components: V, S, M Casting Time: 8 Duration: 7 rds. + 1 rd.ileve1 Area of Effect: Special Saving Throw: None



Reversed form, see know alignment.



Undetectable Charm



Reversedform, see detect cham.



Unholy Blessing, Morphail’s



The necrnmancer’s version of monster summoning VI, this spell summons ld3+1 mummies (40% chance), ld4+1 wraiths (40% chance), or 2d4 wights (20% chance) to the caster’s aid. The
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See Morphail’s unholy blessing.



Universal Taster, Thundrael’s See Thundrael’s universal taster.
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Unleash Monolith



f



Unleash Monolith



(ConjuratiodSummoning) (Provinces: Flame, Sand, Sea, wind)



Casting Time: 1 day Duration: 1 hmilevel Area of Effect: Special Saving Throw: None A form of elemental summoning, this spell brings a barely sentient creature made of elemental matter to the Prime Material Plane. The creature, called an elemental monolith, is composed of either elemental fire, water, air, or earth-in accordance with the caster’s calling. It proceeds to destroy evexything and anything that stands in its way. It is stronger and less intelligent than an ordinary elemental of its type-and is therefore much more dangerous. Ordinary elementals are detailed in the MONSTROUS CoMpENDIuM TOME. The same statistics apply to monoliths, with the following changes: All monoliths have 30 Hit Dice. They are nonintelligent, and inflict twice as many damage dice as ordinary elementals. (The wind monolith inflicts 4d10, sand monolith, 8d8; flame monolith, 6d8; and the sea monolith, 10d6.) It is not easy to open an interplanar gate to one of these creatures. A wizard must mend a full dav of careful meditation and chanting to cast the spell. During that time he may n d rest, sleep, or eat, else the preparation is ruined. Any disturbance during that time also disrupts his casting, ruining the spell. When the day ends, the caster must make a successful Constitution check to see if he has performed the spell correctly. If he has unleashed a monolith, he must make an immediate system shock roll. Bringing such creatures into this plane is stressful. If the system shock roll fails, the caster dies. The monolith is uncontrolled upon arrival. Magic that normally brings elementals to “heel” has no effect on elemental monoliths, The creature sets about to destroy as much of the surrounding countryside as possible before the end of the spell’s duration. When the spell expires, the monolith fades out, returning to its native land (provided it was not destroyed or banished earlier). Given the time and risk involved, wizards tend
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to reserve this spell for a special occasion. If he intends to survive, the caster should plan an escape route of some type-e.g., a teleport or other gate. In that way, he can avoid the vengeance of the monolith, as well as that of any surviving citizenry. The material component for this spell varies according to the type of monolith being summoned: A sand monolith requires a huge amount of loose sand or dust. A stretch of beach or desert is sufficient; the material in a dusty, abandoned mom or on a dusty street is not. The sand monolith resembles a huge, 30 foot-tall humanoid made of dripping sand. Its eyes are yellow and glowing. Its maw is wide, open, and lipless. Aflame monolith requires a great amount of fm.The flame from a burning building (or another fire this size) is sufficient. The fire does not have to he burning during the entire casting time, but it must he present for the conclusion of the spell. The flame monolith appears as a 30-footlong serpent with jade-green eyes and ivory fangs, which drip hot magma. A wind monolith requires a huge amount of moving air, such as that of a storm front, hunicane, or tornado. Such conditions are not required throughout the entire casting time, though they are required at its conclusion. The storm can he magically created by someone other than the monolith’s caster. The wind monolith is a 30foot-tall thunderhead with a humanoid shane. Its eyes appear as lighming bolts all over its body. A sea monolith requires at the very least a small lake, and more likely a good-sized chunk of ocean. Anything less causes the spell to fail. Once conjured, the sea monolith appears as a 30-foottall humanoid mass of water with wide, thick limbs. Sea creatures may he seen swimming within the monolith’s body. The monolith’s eyes are a hellish red. Notes: Common for spellcasters from an arahian setting; otherwise, very rare.
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Unlife -Red Wizard



(Necromancy)



Level: 8 Range: Touch Components: V, S, M Casting T i e : 8 Duration: Permanent Area of Effect: Creature touched Saving Throw: Neg.



\



Unpickable Lock



\ Used only by evil wizards, this spell enables the caster to transform a single victim into an undead creature under his or her control. The caster touches the subject, who must then save vs. death magic. Ifthe save fails, the subject instantly dies and is transformed into an undead creature under the control of the caster. The exact type of undead depends upon the level of the victim. Individuals of levels 1-3 become skeletons (50%) or zombies (50%). Those of levels 4-6 become ghouls, those of levels 7-8 become wights, and those of level 9 or ... i"ugner *Decorne wraiu~s. Using this spell, the caster can control a lumber of undead creatures equal to his or her evel. The material component of this spell is dirt tom a freshly dug grave.
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Level: 4 Range: 10 yds. Components:V, S, M Casting Time: 4 Duration: 2d10 rds. Area of Effect: 1 creature Saving Throw: Neg.



Unmask



(Alteration, Divinstion) (Artijke)



Level: 3 Range: 10 ft.ilevel Components: V, S, M Casting Time: 3 Duration: 1 rd.ilevel Area of Effect: 3 0 4 . cube Saving Throw: None This spell creates a stationaty area in which the caster can see all creatures as they truly are. The spell affects all those within a 30-foot cube, except the caster. The spell overcomes disguises, including the effects ofpolymorph spells, change self; illusions, and appearances caused by items such as a hat ofdzflmnce. Only the caster sees the target creatures' hue appearances. Others see the creatures as their illusions or spells show them to he. (However, certain magics creating a lasting and permanent change are not subject to this effect.) The caster can center the unmask spell UD to IO feet away Ifor each level of experience (for ex ample, a 5th-1'eve1 caster can center the spell up t(1 50 feet away) The materi,. .,* oyu.a u.a.,~ piece of cloth with two eyeholes cut in it. Notes: Rare spell (WoG). Believed to have originated in the Valley of the Mage. -YL..yY..u..G



With this spell, the wild mage creates a negative pattern in the random forces surroundingone creature. The creature is allowed a saving throw; if successful, the spell fails. If the saving throw is failed, random chance falls into an unlucky pattern. Any action involving random chance (that is, any time a die roll affects the creature) performed hy the victim during the next 2-20 rounds requires two separate attempts; the worse result is applied. (The victim rolls twice for attacks, damage, saving throws, and so on, always using the worse die roll.) A luckstone or similar magical device will negate unluck. Doing so, however, prevents the magical item from functioning normally for 2d10 rounds. The material component is a piece of a broken mirror Notes: Restricted to wild mages, common.
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(Alteration) (Altifiee)



Unpickable Lock



Level: 2 Range: Touch Components: V, S, M Casting Tune: 2 Duration: Id3 + 1 months Area of Effect: 1 lock Saving Throw: None



This spell can be cast on any lock (key or combination) and lasts for 2 to 4 months. Any character attempting to pick the lock suffers a -25% penalty to his Open Locks score. This spell can he keyed to a single individual (not necessarily the spellcaster) who can open the ensorcelled lock freely, even without the proper key or combination. The material componentofthis spell is a sliver ofhone. Notes: Rare spell
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Unreadable Magic



Unreadable Magic



Reversed form,see read magic.



Unseal Gate



Reversed form, see gate seal.



Unseen Butler, Nimodes’



See Nimodes’ unseen butler.



Unseen Servant



(ConjuratiodSummoning) Level: 1 Range: 0 Components:V, S, M Casting Time: 1 Duration: 1 hr + 1 d e v e l Area of Effect: 30-ft. radius Saving Throw: None



The unseen servant is a non-visible, mindless, and shapeless force, used to step and fetch, open unstuck doors, and hold chairs, as well as to clean and mend. It is not strong, but unfailingly obeys the command of the wizard. It can carry out only one activity at a time and can move only lightweight items, carry a maximum of 20 pounds, or push or pull 40 pounds across a smooth surface. It



f can open only normal doors, drawers, lids, etc. The unseen servant cannot fight, nor can it be killed, as it is a force rather than a creature. It can he magically dispelled, or eliminated after receiving 6 points of damage from area-effect spells, breath weapons, or similar attacks. If the caster attempts to send it beyond the allowed radius, the spell ends immediately. The material components of the spell are a piece of string and a bit of wood. Notes: Common spell (PHB).



‘sensesor powers of reason. It is incapable of any action except foltowing its instnrctions to the letter. Thus, while it can be sent to the bottom of a pool to grab whatever objects it encounters, it cannot be directed to grab any gems or corns it might find. Apermanent unseen servant always hovers ulthin 30 feet of the caster. If destroyed, it reforms in 2dt0-d



Urgent Utterance, Rary’s



See Rary‘s urgent utterance.



(Alteration, IllusioniPhantasm) Level: 4 Range: 10 yds.Aevel Components:V, S, M Casting Tune: 4 Duration: 1 hr.Aevel Area of Effect: IO-& radidevel Saving Throw: None When a vacancy spell is cast, the wizard causes an area to appear to be vacant, neglected, and unused. Those who behold the area see dust on the floor, cobwebs, dirt, and other conditions typical of a long abandoned place. If they pass through the area of effect, they seem to leave tracks, tear away cobwebs, and so on. Unless they actually contact some object cloaked by the spell, the place appears empty. Merely brushing an invisible object does not cause the vacancy spell to he disturbed: Only forceful contact grants a chance to note that all is not as it seems. If forceful contact with a cloaked object occurs, those creatures subject to the spell can penetrate the spell only if they discover several items that they cannot see; each being is then allowed a saving throw vs. spell. Failure means they believe that the objects are invisible. A



dispel magic spell cancels this spell so that the true area is seen. A true seeing spell, a gem of seeing, and similar effects can penetrate the deception, but a detect invisibility spell cannot. This spell is a powerful cnnbinationofinvisi-



bhtyandihsion,butitcancl&odydivingthings. Living+hingsarenotmdendeimisihle,mdoesfheirp RLce om& dislulbthe spell. The wizard must have a square of the finest black silk to cast this spell. This material component must be worth at least 100 g p and is used up



during spellcasting. Notes: Common spell (PHB).



Valiancy



(Alteration)



Level: 5 Range: 30 yds. Components: v, s Casting Time: 2 Duration: 1 rd. Area of Effect: 1 mature Saving Throw: None



This pow& spell enahles the caster (or a m a ture seen hy the caster and within range) to gain an extra attack at the end of the round following the casting of the valiancy (that is, in addition to the normal attacks the being can make during that round). The spell recipient can elect to u n w e an additional activity (fleein&readying a weapon, etc.) rather than snacking, but the spell does not aid the mind M speed up mapic, so the extra activity cannot be the casting of another spell or the triggering of a magical item. This spell has no aging or other harmful effect on the recipient, and has only a minor effect on movement speed (a bonus 2; for example, from M V I2toMV 14). Notes: Very rare spell. (Updated from DRAWN Magazine.)



Vampire Dagger OVerrommy)



Level 6



Range:0



Components: V, S, M Casting Time: 6 Duration: 1 rb/level Area of Effect:1 dagger Saving Throw: Neg.



Vampire Prcduction ~



By casting this spell on a special1 nonmagical dagger, the wizard is able points from other creahues and hesto points on himself. The wizard must attack the creature normally with the dagger. If the hit is successful, the creature takes normal damage from the dagger, and must make a saving throw vs. death magic. Failure means the creature taks one additional point of damage for every two levels of the caster, which the wizard gains as curative hit points. The wizard cannot gain hit points above his normal hit point total; extra hit points are lost. Also, the wizard cannot gain more hit points than the creature struck has remaining after taking damage from the dagger blow itself. This spell is ineffective against creatures that can be harmed only by magical weapons and creatures that have no blood. Further, if the dagger strikes an undead creature, the wizard must save vs. death magic or die himself, the undead only takes damage from the dagger. The spell requires a special dagger that has a channel inside it running from the tip through to the handle. The dagger must be forged from an alloy of silver and steel that has been mixed with the crushed hone of a vampire. The minimum cost of such a dagger is 2,000 gp. Blood from the dagger's wound must travel through the channel and touch the bare flesh of the wizard's hand for the hit points to he transferred. The effects of this spell do not protect the caster from any unusual effects of the victim's blood. The other material component of this spell is the claw of a vampire, which disappears after the spell is cast. Notes: Very rare spell. (Updated from DUGON magazine.)



Vampire Production



Lost spell, rumored fo be known by a rare type of necromancer, the Deathmaster.



(ConJuration) (Alchemy)



~



his spell, the wizard causes a pale cloud of



apor to form at any desired spot within a idius. The vapor billows, shifts, and ap pears almost sentient, even though it is not truly alive. It moves at a rate of 30 feet per round, seeking out and enveloping the nearest life form within reach of its gaseous tendrils (possihly attacking the spellcasterif he does not take precautions). Once the spell is cast, the wizard doff not need to concentrate upon the magic in order for its effects to persist. The vapor can flow over 10-foot high walls and can seep through even the smallest openings and cracks;.It cannot pass thmugh airtight harriers (such as a wallofforre or a hermetically sealed door), nor can the mist move across an area of fire. The gas avoids open flames, so a character could conceivably keep the vapor at bay with a torch. The mist drams hlwd from any creature caught within its area of effect, inflicting Id8 points of damage per round. The enveloped creature must make a saving throw vs. death magic during the first round of damage or else fall down incapacitated, unable to leave the gaseous cloud without help. As the vampire mist feeds, it tnms dull red and can drain up to 48 points of damage before being completely satiated (i.e., inactive) for the remainder of the spell duration. A creature does not need to breathe the vapors in order for their effects to work. The mist cannot harm an individual protected by an antimagii shell, and a gust of wind repels the vapor without disnersim it. Violent winds (such as those created by an air elemental) completely oblit. erate this gaseous horror, as do extremely hot fire!3 LA^^ . . . . L.. .P...L-.1 .~ n - ~.~~: ,~~ ~ \ (such a UWG srravju oy apmwrr or~iurnesnxe,. Vampire mist does not harm fire-based creatures, undead, or monsters from a plane other than the Prime Material. When the duration of the spell expires, the cloud simply thins into nothingness. Notes: Very rare spell. Known to be in the Cryptikronos (the Book of Horror). (Updated .. . . FTom OMGDN Magazine.)
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Vampiric Lash -Phaerimm



Vampire Mist



Evucation, Nmmancy) me16



Level: 4 Range: Special



b g e :0 2omponents:V, S, M



components:v, s



2asting Time: 6 hation: 6 rds. h a of Effect: Creates 1 lash, 80 ft. long Saving Throw: Special



Casting Time: 4 Duration: 1 rd./level. Area ofEffect:6-ftdiametercloud Saving Throw: Special
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Vampiric Youthfulness



\ This spell is a more powerful version of the farcelash. It creates a whip of shimmering force, projecting from the limb or protrusion of the phaerimm's choice to the limits of spell range. Controlled by the caster's will, this crackling hand of force can strike one creature per round. It penetrates magical hamers of 5th level or less, and always hits the target creature, inflicting 6d6 points of damage. A shuck creature makes two saving throws vs. spell. The first, if successful, reduces the damage by half; the second govems the target's mobility. If successful, the creature can move and act normally; if it fails, the creature is rooted to the spot, body convulsed with the energy discharge of the vampiric lash. This lessens Armor Class by 2 points and denies Dexterity Armor Class adjustmen ts; prevents the creature from moving, launi:hing attacks, aiming, or readying items; and ruins, ^-.."..~...-*~A .,LLcLLLpLcy .pellcasting that round. The DM may require a Dexterity check to see if a convulsing creature drops items. Fragile items dropped on hard surfaces might require their own saving throws vs. crushing blow. The lash wielder has the ootion to kern a creature immobilized with the lash instead of striking with it; the whip and limb wielding it cannot he ~ ~ ~. . 1 . c. ~ ~ ~ -~~ . .~~, .useu lor omer acnons. An inuinuudi wno tries to h e a convulsing creature by seizing the lash immediately takes 3d6 points of damage, hut the convulsing creature is instantly freed. This does not end the spell; the wielder is free to use the lash against any target on the next round. Unlike theforcelarh, damage inflicted by the vampiric lash is transferred to the phaerimm as bonus hit points. A phaerimm at full normal hit points can acquire up to 2 bonus hit points per level from energy drained by the lash. These hit points are retained for up to 24 hours before fading away; any damage suffered by the phaerimm is taken first from these. Additional hit points drained by the lash add to the bonus, up to the pbaerimm's maximum. Hit points drained by the lash above the phaerimm's maximum bonus are lost. Notes: Restricted topcommon.
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Vampiric Touch oV=mrney) Level: 3 Range: 0 Components: V, S Casting Time: 3 Duration: 1touch Area of Effect: T k caster Saving Thrmv:None When the caster touches an opponent in melee with a successful attack roll, the opponent loses Id6 hit points for every two caster levels, to a maximum drain of 6d6 for a 12th-level caster. The spell is expended when a successful touch is made or one turn passes. The hit points are added to the caster's total, with any hit points over the caster's normal total treated as temporary additional hit points. Any damage to the caster is subtracted from the temporary hit points first. After one hour, any extra hit points above the caster's normal total are lost. The creature originally losing hit points through this spell can regain them by maeical or normal healing. Undead creatures are unaffected by this spell. N o k Common spell (PHB). I



Vampiric Youthfulness



(Necromancy,Alteralion) Level: 9 Range: Touch Components: V, S Casting Time: 9 Duration: Special Area of Effect: Caster a Saving Throw: Neg.



With this spell, the caster makes himself younger by leeching the life energy out of another creature. The victim must have Hit Dice or levels at least equal to the caster's level, and must be at full hit points at the time the spell is cast. Undead, extraplanar beings (such as elementals), and noncorporeal creatures cannot he affected by this spell. A charmed creature will not willingly submit to this spell, though a creature under the effects of a domination spell will; even a willing victim is allowed a saving throw to negate this spell. The caster and the victim must be touching for the entire casting time of the spell; any interruption negates it.



\



Once cast, the subject creature ages 10 years immediately. A creature aging beyond its normal life span, dies; otherwise, it remains unconscious for 24 hours. The CreaNre suffers any aging effects upon regaining consciousness. The caster becomes one year younger. Present damage is not healed, nor are cnrses or diseases removed. The caster retains all memories and experience. Performing this spell on an unwilling victim is definitely an evil act and m o t k und&en by a good character, even against an evil victim. However, a good character might use this spell when a subject creature is willing and has plenty of years to spare. Notes: Uncommon for spellcasters from the DARKSUNsetting; virtually uthown elsewhere.



(Alteration)



Vaporize -Witch



Level: 9 Range: 30 yds. Components: V, S, M CastingTime: 9 Duration: 1rdilevel Area of Effect: 40 X 20 X 20 A. Saving Throw: None



Vanish (Altera4ion) (Dimemion)



Level: 7 Range: Touch Components: V Casting Time: 2 Duration: 1 object Area of Effect: Special Saving T h w : None When the wizard employs this spell, be causes an object to vanish (i.e., to be teleported as if by a teleport spell) if it weighs no more than 50 pounds per caster level. Thus a 14th-level caster can vanish, and cause to reappear at a desired location, an object up to 700 pounds in weight. The maximum volume of material that can he affected is three cubic feet per level of experience. Thus, both weight and volume limit the spell. An object that exceeds either limitation is unaffected and the spell fails. If desired, a vanished object can he placed deep within the Ethereal Plane. In this case, the point from which the object vanished remains faintly magical until the item is retrieved. A successful dispel magic spell cast on the point will bring the vanished item hack from the Ethereal Plane. Note that creatures and magical forces cannot be made to vanish. There is a 1% chance that a vanished item will be disintegrated instead. There is also a 1% chance that a creature from the Ethereal Plane is able to gain access to the Prime Material Plane through the vanished item’s connection. Notes: Common spell (PHB).
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Any rock, earth, mud, stone, metal, crystals, or other mineral matter in the area of effect is instantly transformed into dense, billowing fog. Creatures of living stone or animated metal sustain 5d10 points of damage each round they remain in the area of effect. Magical materials or items are allowed a saving throw vs. disintegration to resist vaporization, but common items are turned into a wet, clinging fog that slowly dissipates at the spell’s end. Living creatures are not harmed by entering the area of effect, but their arms and equipment might he destroyed. The witch can vaporize the base of a cliff, the ceiling of a cavern, or the lower levels of a building in order to create a catastrophic collapse. She could also choose to excavate a pit hy causing part of the ground to vaporize. The DM can assign
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Venom Bile -Neogi



damage for collapses or excavation as desired. This spell ages the caster 3 years. The material components for this spell are a bit of ash and spittle. Nom: Restricted to witches, common



(IUnsionlphsntasm)



Veil



Level 6 Range: IO yds.Aevel Components: V, S Casting Time: 6 Duration: 1 nUnnevel Area of Effect:204. cubeilevel Saving Throw: None The veil spell enables the wizard to instantly change the appearance of his surroundings and party M to create hallucinatory tenain so as to fool even the most clever creatum unless they have the h e seeing spell, a gem ofseeing, or similar magical aid. The veil can make a sumptuous mom seem a filthy den and even tactile impressions conform to the visual illusion. Likewise, a party might be made to resemble a mixed hand of brownies, pixies, and faeries led hy a treant If hallucinatow tenain is created, touch does not cause it to vanish. Notes: Common spell (PHB).



(Invocation)



Vengeance



h e k4 Range: 0 Components: V Casting Time: 1 rd Duratiin: 1 rdilevel Area of Effect: The caster Saving Throw: None



Q



This powerful spell is only used by t h e w jen in the face of impendug death. When cast,it allows the wu jen to take one final act of twenge even though he has been killed. When the caster is slain,his spirit remains for one round to carry out whatever final thought the wu jen had fixed in his mind at the moment of death. If a spell is to be used,the specific spell must he clearly stated. This final actionmust be a deed that could be accomplished hy the wu jen in one mund at the moment he died Thus,the wu jen could not cast a spell he did not have memorized, had memorized and already cast,or which q u i d more than m e round to cast. If there is confusion
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concerning what the finalthoughtofthe caster was, a savingthmw vs. death should be made. If succffsful, the player is allowed to choose the deed; otherwise, it must be adjudicated by the DM. The wngeance is directed at the thing or person that caused the caster’s death.The vengeful spirit has no regard for the lives of others and carries out its final deed even if it imperils or harms the lives of iiiends M innocents. If it is possible, the deed ofvengeancemust be carried out; it m o t be rehacted once announced. In the next round the deed is performed. The spirit, through the energies sustaining it, automatically gains the initiative over all other parties. If the body is present, the spirit reanimates it to accomplish the vengeance. If the body is not available, the spirit appears in ghostly form to perform its deed. This action is subject to all the normal rules of attack and saving throws, and thus may not be successful in its stated goal. However, success or failure is not the key issue. Only the o p portunity to perfom the deed is granted by the spell. Once the deed is done the spirit vanishes and is at rest. Notes: Common in oriental settings; otherwise, Very rare.



Venom Bite -Neogi



(Emtion)



Level 2 Range: 5 yds. + 5 yds.Aevel. Components: V, S Casting Time: 1 Duratiox Instantaneous Area of Effect:IO R square Saving Throw: Special



This spell is the neogi version of a magic missile spell. Wben cast, the spell brings into being a small set ofpointed teeth that are fired outward finm the aster’s body. One set of teeth is created for every twolevelsofeencebeyondthe lstpossessedby the caster (for example, a 3rd-level neogi would create two sets of teeth) to m i m m of four sets of teeth The teeth strike as 5 HD monsters; any neature struck by a set of teeth must save vs. spells or be slowed fM ld4 munds. The caster can divide the sets ofteeth among as many opponents as desired so long as they are all within a IO-foot square selected as the focus for the spell. Hits finm multiple sets of teeth require multiple saving throws. Further bites finm this spell have no effect once the victim has already heen slowed. Notes: Restricted to neogi,common.
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-Venom



Bolt -Drow



/



Venom Bolt -Drow



and rendered harmless by a successful casting of dispel magic or neufralize poison. The dragon can negate the dust, making it harmless, at will. Dragons frequently use venomdust to protect the most precious parts of their hoards. Notes: Restricted to dragons, uncommon. Known to be in the Draconomicon.



(Eweation) Level: 3 Range: 30 yds. Components:V, S, M Casting Time: 3 Duration: Instantaneous Area of Effect: 1 creature Saving Throw: !4



Ventriloquism



(FIlusionlPhantasm)



This spell creates a burst of black, apparently blazing liquid from the caster’s mouth. It gouts towards a target creature chosen by the caster; to hit the desired target with a venom bolt, the caster must make a successful attack roll at a +4 bonus. If the roll fails, the bolt fades; it cannot affect non-living flesh or harm an unintended being. A venom bolt is corrosive. It is not a flame, and can bypass armor or obstacles by acting as a gas or mist of droplets. Its touch deals any living (not undead) creature 464 points of damage. The material components of this spell are at least six drops of any type of poison, and any source of spark or flame (extinguished in the spellcasting). Notes: Restricted to drow, uncommon.



Venomdust -Dragon



(InvocationlEvoeatinn)



Level: 3 Range: 0 Components:V, S Casting Time: 1 rd. Duration: 1 monthilevel Area of Effect: Special Saving Throw: Special



Level: 1 Range: 10 yds.nevel, maximum 90 yds. Components: V, M Casting Time: 1 Duration: 4 rds. + 1 rd.nevel Area of Effect: 1 creature or object Saving Throw: Special This spell enables the wizard to make his voice or someone else’s voice or a similar sound seem to issue from someplace else, such as from another creature, a statue, from behind a door, down a passage, etc. The spellcaster can speak in any language that he knows, or make any sound that he can normally make. With respect to such voices and sounds, anyone rolling a successful saving throw vs. spell with a -2 penalty detects the ruse. If cast in conjunction with other illusions, the DM may rule greater penalties or disallow an independent saving throw against this spell in consideration of its contribution to the total effect of the combined illusion. The material component of this spell is a parchment rolled up into a small cone. Notes: Common spell (PHB). (Conjuration)



The venomdust spell enables the dragon to create small amounts of highly toxic poisonous dust. The dust can then be sprinkled onto objects, where it adheres. Anyone touching an object so treated with bare skin must roll a successful saving throw vs. poison or die in one round. Even on a successful saving throw, the victim suffers 2dlO points of damage. The casting dragon is immune to the toxicity of its own dust. For each effective level of the dragon, the spell creates enough dust to cover an area of one square foot. Thus a red wyrm, which is a 20thlevel spellcaster, can create enough venomdust to cover a 4-foot by 5-foot area. Venomdust can be detected by detect magic



J



Vessel



Level: 6 Range: 20 yds. Components: V, S, M Casting Time: 1 turn Duration: 2 tums/level+ Id3tums Area of Effect: Special Saving Throw: None



Q



This spell allows the wu jen to create a seaworthy vessel from a single sheet ofpaper. Use of the spell requires the origami proficiency. The wu jen takes the sheet of paper and, while casting the spell, folds it into the shape of a smalljunk. Upon completion, he utters the final words of the spell 978



\



vipergout



\ and blows on the paper boat. In one round, it grows into a full-sized sailing vessel. The ship is large enough to carry the wu jen and four passengers for every four levels of experience the caster has. A 16th-level caster could create a small junk capable of carrying up to 17 man-sized individuals, while a 24th-level caster could create a medium-sizedjunk able to hold as many as 25 people. For the purposes of cargo, one horse equals four humans, assuming a normal amount of clothing and gear camed hy each person. Furthermore, the vessel has no need for crew, magically moving under its own power at a rate of 15. At the end of the spell, the ship shrinks to its original size. Notes: Common in oriental settings; otherwise, very rare.



would he 25 points. (Naturally, this is damage above and beyond any caused hy the weapon that injects the poison.) Success me ans the victim still sustains a lesser amount of dar"age, as shown in the second figure. Instead of creating an insinL (one that is introduced to the body through a cut), the wizard can instead conjure the venom as a contact poison. A surface of about one-half sauare foot pNer caster level can he affected. One square foot i!3 enough to coat a doorknob, a sword hilt, the handle or clasp of a chest, or an object of similar si.ze. , hoe +ha ""~ 4.Th---:-.+-"..,.uyIIIpvL yvlDyLL LIx= CLlrrln insinuative venom, hut the victim gains a +2 bonus on his saving throws. The contact poison's toxicity fades at the end of the spell's duration. The material comnonent is B ~ m s l vinl l. .-.o f. c. p. ti .~~.~~~ ~. . . pent venom. Notes: Uncommon spell (POSP).
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Vile Venom (AIchemy, Water)



12th 15th 18th+



Onset Time 2-12rounds 2-5rnunds 1-2rounds Immediate



Vipergout



(ConjurstionlSummoning)



Strength 20/ld3 25/2d4 30/2d6 deatM.20



If a weapon coated with vile venom successfully hits a creature, the victim must make a saving throw vs. poison or suffer the first damage figure-if the caster was a 12th-levelwizard, this
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See SylOne's viper.



By casting this inherently evil spell, the wizard conjures a small amount of deadly poison directly onto any weapon blades or other surface within the area of effect. The spell creates one dose per caster level; a single dose is sufficient to coat one size S weapon such as a dagger or an arrowhead, three doses can coat a size M weapon, and five doses can coat a size L weapon. The venom remains potent for up to one hour per caster level, although an envenomed blade remains so for only ld3 successful attacks before the poison has been worn off.The potency of the venom varies hy the caster level (see tahle).
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Viper, Syliink's



Level: 5 Range: 30 yds. Components: V, S, M Casting Time: 5 Duration: 1 hr./level Area of Effect: Special Saving Throw: Special



Level
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Level: I Range: 0 Components: V, S, M Casting Time: I Duration: 5 rds. + 1 rd./level Area of Effect: The caster Saving Throw: None By means of this magic, the casting of which involves a piece of snakeskin (or a portion of a dead snake) which is consumed by the magic, the caster instantly teleports snakes to his or her location. These living snakes appear in the caster's mouth, and are vomited forth. They do not choke or otherwise harm the caster, and never attack him. Until the spell expires, they serve the caster, fighting to the death. The snakes are of normal varieties, 2 to IO feet long, and are 50% likely to he venomous. The first round, 4d6 snakes appear, and for the next 1-3 rounds another l d 6 snakes appear in each round. While the spell is in effect, speech, spellcasting, or pronunciation of magical item activation words on the caster's part is impossible. The caster can breathe and swallow normally, and can freely engage in movement and combat.



L



6 Poisonous Constrictors: AC 8; MV 9; HD 1+2; bite ld2, constrict for ld4+1; SA Type A, B, or C poison' *ljpe A: onset 1&30 min., 1510; ljpe B: onset 2d6 min., 20/ld3; Type C: onset 266 min., 30/2d6; the damage is for a faildsuccessfd saving throw. Notes: Very rare spell from the FORGOTTEN RBALMSsetting. Known to he in Vaerendmonk Ineffable Enchanhents.



Virus Charm @nehantmenffCharm) Level: 9 Range: ToucWSpecial Compents: V, S, M Casting Time: 1 rd. Duration: Special Area of Effect: Special Saving Thmw: Neg.



E m charm is a particularly nasty version of mass charm that has a specialized means of spreading The initial virus charm is cast on a single individual who must make a saving throw vs. spell at -2 to avoid being charmed. The charmed individual, (monster or person) must have fewer hit points than the wizard who cast the spell for this spell to operate. If the charmed individual has greater or equal hit points, the spell functions as a simple charm person or charm monster Once charmed, the target individual can now charm others (person or monster) by touch. These latter individuals are considered charmed by the original spellcaster. Each new target individual must make a saving throw vs. spell Those with more hit points than the original caster save at +2 to their die roll. These charmed individuals can then in turn charm others in the same manner The v i m charm can affect up to three times the original caster's experience level in individuals (not levels or Hit Dice). Individuals under the effect of the virus charm behave the same as someone who was charmed normally, with all of the charm spell's limitations and requirements. Each charao kr's Intelligence determines how long the charm will last before a second saving throw is permitted If the caster attacks an individual under a virus charm, all individuals under the vim charm m permitted saving throws. Similarly a dkpei magic cast successfully on an individual under the charm affects all individuals under that virus charm. Creatures that are immune to enchantmedcharm spells are unaffected by the v i m charm.



Summoned snakes vary in size, coloration, and species, but the DM should roll secretly for the type of snakes that appear, or make up similar types (see table). While the spell lasts, the caster's control ofthe snakes cannot be broken by any means except slaying the caster or the snakes4ispel magic and charms do not end or overcome the caster's control of the reptiles. Controlled snakes attack or not as the caster wills, switch targets if desired, constrict without harming (or biting), use their coils and jaws to gnaw ropes or turn keys, carry wands to the caster or move other small objects about, and engage in other noncombat activities. However, a vipe-out spell does not empower a snake with special powers, with increased Dexterity or Intelligence, and it cannot force a snake to attack itself. 1 Camhictors: AC 6; MV 9; HD 2+2;con-



strict for ld4+1.



2 Constrictors: AC 7;MV 15; HD 1-1; con-



strict for ld4. 3 Constrictors: AC 8; MV 12; HD 1+2; constrict for ld4+1. 4 Poisonous: AC 9; MV 15; HD 1-1; bite 1, Type A, B, or C poison' 5 Poisonous: AC 7; MV 9; HD 1+1; bite 1-2, Type A, B, or C poison'
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H m chams are commonly used by wizards to rouse a crowd of followers quickly, or to send an unknown charmed agent in to meet with an otherwise reclusive foe. The material component is a thin web of finely spun cQpper wire, worth about 100 gp. The components are used only for the initial spell-after the initial cham, the spell is passed on by touch. Notes: Very rare spell from the FORGOTTEN REALMSsetting. Known to be in Tidings of Conflict and Woe.



Vision



@ivination) Level: 7



Range:0



Components:V, S,M Casting Time: Duration: Special Area of Effect: The caster Saving h w : None



vants;rare.



/?



(Divination)



Vision Stone



(artijice)



When the wizard wishes to gain supernatural guidance, he casts a vision spell, calling upon whatever power be desires aid from, and asking the question for which a vision is to he given in answer. Two six-sided dice are rolled. If they total 2 to 6, the power is annoyed and will cause the wizard, by an ultra-powerful geas or quest, to do some service, and no questions are answered. If the dice total 7 to 9, the power is indifferent, and some minor vision, possibly unrelated to the question, is given. A score of 10 or better indicates that the vision is granted. The material component ofthe spell is the sacrifice of something valued by the spellcaster or by the power supplicated. The more precious the sacrifice, the better the chance of the spell’s success. A very precious item gants a bonus of + I on the dice, one that is extremely precious adds t2, and a priceless item adds +3. Notes: Common spell (PHB). ~~



Vision Crystal



(Enchantment, Divination) Level: 7 Range: Touch Eomponents: V, S,M Easting Time: 1 turn Duration: 1 turn + 1 dilevel h a of Effect: 1 object Saving Throw: None



J



The &ion c y t a l spell turns any transparent or reflective object into a crystal ball with the power of clairaudience, as described in the DMG. The spell functions on any suitable o b j e c t 4 small minor, a gemstone, even a piece of clear glass-with a minimum of preparation. %ion crysfal also lasts one full turn plus one round per caster level. The caster can cast comprehmd languaga, read magiic. tongues, infravision, and ultravision through the virion crystal, and has a 5% chance per level of SUG cessfully casting detect magic, detect evil or g d , and message through the crystal if the spells are memorized when the ctystal is activated. No other spells can he cast through the nystal. The nystal or reflective object is unharmed by the casting and can be used repeatedly. Notes: Restricted to diviners, witches, and sa-
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Level: 4 Range: Special Components: V, S,M Casting Time: 4 Duration: Special Area of Effect: 1 gem or itemlevel Saving Throw: None This spell enables the caster to enclose a telepathic message in a gem or other object. The caster is able to set the conditions under which the message will be revealed. These conditions may be as generic or as specific as the caster desires, following the criteria for the magic mouth spell. When a designated creature holds the object, it glows and pulses, and the message is delivered mentally to the creature. The message remains in the object until the conditions for delivery are met. The spell enables the caster to place a 50-word message or a one-minute vision into the designated object. When the conditions of the delivery of the message are met, the message is delivered mentally to the recipient-no one else can hear the message. The vision stone cannot deliver magical spells or activate devices with command words. The caster can create one vision stone per level of spell ability, as long as all objects are imbued with the same message and the same criteria for delivery of the message. Thus, a 10th-level caster



L



Vitmlic Sphere can imbue ten objects with the m e message with only one spell. If the 10th-level mage desires to imbue ten objects with ten different messages, ten spells are required. The object on which the vision sfone spell is placed disintegrates immediately aAer the message is delivered. Wizards below 15th level of ability can enchant only gems and objects worth 100 gp or more. Wizards of 15th level and above can enchant gemstones of any value and fabricated items of any value. Thus, a 15th-levelmage could not enchant a broken tree branch, hut he could a small wreath woven out of tree branches. The material components are the item to he enchanted, and an eyelash and a tooth from any creature. Notes: Uncommon for diviners and artificers; otherwise, rare.



f Vitriolic Sphere



(ConjuratiodSummoning) (Alchemy, Water) Level: 4 Range: 150 yds. Components: V, S, M Casting Time: 4 Duration: Special Area of Effect: 5-A. radius Saving Throw: X



This spell conjures a one-foot sphere of glowing emerald acid that the caster can direct to strike any target within range. When it reaches its target, the sphere explodes and drenches the victim in potent acid. The victim suffers ld4 points of damage per caster level (to a maximum damage of 12d4) and may attempt a saving throw vs. spell for half damage. A victim failing the saving throw continues to suffer acid damage in the following rounds, sustaining two less dice of



>



Volley



damage each round. For example, an 8th-level wizard inflicts 8d4 damage with this spell on the first round, 6d4 on the second round, 4d4 on the third round, 2d4 on the fourth round, and the spell ends in the fifth round. Each round, the subject is allows to a saving throw-the spell ends when the creature succeeds, or when the acid damage runs its course. The acid can also be neutralized with soda, ash, lye, charcoal, or removed with a large quantity of water. The vitriolic sphere also splashes acid in a 5foot radius around the primary target. Any creatures within the splash radius must make a successiid saving throw vs. paralyzation or suffer a splash hit that inflicts ld4 points of damage per five caster levels. Splash hits do not cause continuing damage. The material component for this spell is a drop of giant slug bile. Notes: Uncommon spell (P0:SP) (Alteration)



Vocalize



Level: 2 Range: Touch Components: S, M Casting Time: 2 Duration: 5 rds. Area of Effect: 1 spellcasting creature Saving Throw: None



Volcanic Circle -Witch



(ConjuntiodSummoning) Level: 9 Range: 5 yds./level Components: V, S, M Casting Time: 1 rd. Duration: 3 rds. Area of Effect: Special Saving Throw: None



This spell causes a gout of red-hot lava to well forth from the ground, creating a pool 10 feet across and about 5 feet deep in the round in which the spell is cast. In the next three rounds, lava continues to pour out fmm the ground, causing the pool to expand 30 feet Der round in all directions to a final radius 01 F 100 feet. Any creature that comes into contact with the hot lava suffers 8d10 L . :_:L.., points of damage. Gncc .me initial casting 1s completed, the flow cannot be stopped by dispel magic and similar means. Just like water, lava m s downhill, so if this spell is cast on a slope the pool may only grow at the rate of 5 feet per round on the uphill side while running downhill at the rate of 40 feet per round. Trenches or hillocks can naturallv channel the expanding lava pool, possibly creating safe areas or trapping unwary creatures. The caster cannot be harmed by lava she summons, and she -- ,_. n can easily walk over its -..-c--DUIMGG VL IC-, I I MW around her without injury, After three rounds, the volcanic circle reaches its maximum extent and begins to cool. Each round thereafter, the damage for coming into contact with the molten rmk is lessened by ld10. For example, five rounds after the volcanic circle ceases to grow, a creature attempting to cross the pool would only suffer 3d10 points of damage. The lava remains as a permanent area of black volcanic rock over the ground, averaging five feet in thickness. The material component is a shard of obsidian. Notes: Restricted to witches, uncommon. ~~
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The recipient of this spell can cast spells with a verbal component without having to make any noise, so long as the casting takes place entirely within the duration of the vocalize spell. Only the verbal requirement of spells is deleted. This spell has no effect on other noises or speech it simply removes a spell’s verbal component. This spell is of great use when quiet is desired in spellcasting, or when the individual has been magically silenced. The vocalize spell does not negate the magical silence, it merely allows the wizard to cast spells without verbal components. The material component of this spell is a bell with no clapper. Notes: Uncommon spell.



Volley



Lost spell. See spell turning.



Void, Murlynd’s



See Murlynd’s void.
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Von Gasik's Refusal



f



Von Gasik's Refusal



Vortex* (Evocation)



(Abjuration) (Geom-)



WW



Level: 5 Range: 10 yds./level Components:V, S, M Casting Time: 5 Duration: 1 hr,/level Area of Effect: 20-ft. squareilevel Saving Throw: None



Level: 5 Range: 30 yds. Components:V, S, M Casting Time: 5 Duration: 1 rd.ilevel + Id4 rds. Area of Effect: S-ft.-diameter circle Saving Throw: %



This powerful spell is designed to prevent unauthorized spellcasters from entering a hallway, doorway, window, or other point of entry. The spell creates an invisible barrier that blocks the targeted area. Any non-spellcasters and those spellcasters specifically named by the caster may pass freely. All other spellcasters collide with the invisible barrier. Members of classes with lesser spellcasting abilities (paladins, rangers, and bards) are blocked only if the character is of sufficient level to cast spells. The wizard is able to ward one area up to 20 feet square for each level of his experience. Thus, a 12th-level wizard may protect a square area 240 feet on a side. The area of effect may be divided among several smaller portals as long as the total area does not exceed the caster's limit. Each portal must be in range and sight of the caster at the time the spell is cast. The barriers exist for one hour per level of the caster unless they are dismissed hy the caster or dispelled by a dispel magic spell. A disintegrafe spell immediately destroys a barrier, as does a rod of cancellation or a sphere of annihilation. The invisible walls are not affected hy physical blows, cold, heat, or electricity. Thrown and projected weapons (both magical and mundane) are not repelled by the barrier and may pass through the area normally. Spells can be cast through the barrier. Dimension doo,: teleporf,and similar effects can bypass the bamers. The material component is a pinch of dust from any wizard's tomb. Notes: Uncommon or rare spell (TOM).



A vortex is a swirling mass of magical energy, barely controllable by the caster. On the round of casting, a small sparkle of lights fills the air at the desired position. On the second round, a 7-foot tall, multicolored tornado appears. From this moment on, the caster must maintain concentration in order for the vortex to remain. Each round, the caster can move the vortex 60 feet. However, control of direction is not perfect. The caster has complete control over distance, but can only suggest the desired direction. The caster has a 50% chance of moving the vorfex in the direction he desires; if the die roll indicates failure, the vortex moves according to the scatter diagram for grenade-like missiles. Thus, the vortex usually moves in the general direction desired, but on occasion, it may move to either side or directly toward the caster. The vortex cannot pass through objects larger than its area of effect (it could move through a sapling but not an ancient oak tree) and will he redirected by these, rebounding along the general line of movement. For example, if cast in a narrow hallway, the vortex might ricochet down the hall, bouncing from side to side. The vortex is composed of raw magical energy. Nonmagical creatures struck by the vortex suffer Id4 points of damage per level of the caster. Magical creatures and spellcasters suffer Id6 points of damage per level of the caster. Creatures struck are allowed a saving throw vs. spell to suffer only half damage. Each time a creature is struck, there is a 5% chance that the vortex will explode in a wild surge. Use Table 2 to determine the results of any wild surge. If the vortex causes a wild surge, the spell ends immediately. The material components are a silk streamer and a handful of straw. Notes: Restricted to wild mages, common.
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Wail of the Banshee



the effect of a sleep spell on one creature. If a sleep spell is cast on a creature protected bv this soell, a saving throw vs. spell with a +ibonus is allowed to-negate the effect. The material component for this spell is a tiny glass hell. The reverse, drowsiness, imposes a -2 penalty to the target creature’s attack rolls and saving throws for 1 turn per level of the caster. Each full turn rested reduces the duration by two turns, shorter rest periods do not. A successful saving throw vs. spell negates the spell, and spells such as dispel magic can counter it. The material component of the reversed spell is a pinch of sand. Notes: Uncommon for spellcasters from the DARKSUNsetting; otherwise, very rare.



(Necromancy) Level: 9 Range: 0 Components: V, S, M Casting Time: 9 Duration: Instantaneous Area of Effect: 30-A.-radius Saving Throw: Neg. At the culmination of this dreadful spell, the wizard screams like a banshee (groaning spirit). For each level of the caster, one listener within 30 feet hears the wail. Those who fail a saving throw vs. death magic die instantly. The caster is not affected by the spell, but cannot choose who will be affected. If there are more potential victims than the level of the caster, the DM randomly determines which creatures are affected. Creatures who cannot hear (due to ear plugs, deafness, etc.) may be targets, hut cannot he affected and are considered to automatically make their saving throws. The material component is a lock of hair from an evil female elf. Notes: Uncommon spell (TOM).



Wall Against Noise (Alteration) (Province: wind)



V



Level 2 Range: IO yds.flevel Components: V, S, M Casting Time: 2 Duration: 1 hr.ilevel Area of Effect: 30 ft. X 30 ft, 1 in. thick Saving Throw: None



Wakefulness



(EnchanlmentJCharm) Reversible



This spell creates a thin wall of air that prevents all sound and sound-based attacks from passing through it. The operative word is through; a sound made on one side of the wall is still audible and effective on that side (and even within the wall itself). The wall against noise blocks any soundbased attack (such as a harpy’s song or a power word); anyone on the opposite side is immune to the attack. Those on the same side as the attacker or somehow within the wall are still vulnerable. An attack that partially contacts the wall, or overlaps the end of it, only shields those who are directly behind the wall. A spell such asfireball, which has a verbal component hut isn’t sound based, is not stopped by the wall. The caster can still summon the energies needed by speaking on one side of the wall, and then send the spell through it. Magical devices activated by words are also unaffected by the wall against noise. The wall still blocks sound, however. Hence, aPreball can penetrate it and explode on the far side, but the explosion



Level 2 Range: 30 yds. Components: V, S , M Casting Time: 2 Duration: 8 hrs. Area of Effect: 1 creature Saving Throw: Neg. With this spell, the recipient is able to postpone sleep. For the duration of the spell, the creature feels wide awake and energetic, but immediately becomes exhausted when the spell effects wear off. A creature cannot naturally doze off while under the influence of this spell. When the spell does wear off, the creature suffers a -2 penalty to its attack rolls and saving throws until it has slept for eight hours. A spellcaster who has not fully rested cannot recover spells cast. Multiple wakefulness spells extend both the time awake and the sleeping time required afterward. The wakfulness spell can be cast to counter 985



-



Wall ofAsh



isn't audible on the side from which it was cast. A wall against noise is most commonly used ^*" ^ ^ to secure an entrance against listening ear, well as to protect the sultan's chambers and harem from unwanted disturbances. It also negates errant sounds caused by the sand whisper spell, and blocks the spell clairaudience. In old tales, great cities ruled by marids used walls against noise to protect their citadels from the effects of horns of blasting and drums ofpanic. The material component of this spell is a white feather, blown into the air. The feather disintegrates as it dries downward, activating the spell. Notes: Common for spellcasters from an arahian setting; otherwise, very rare.



Wall of Ash Athasian Dragon King magic: psionic component renders the spell uncasatable by wizads.



Wall of Bones



(Conjuration, Necromancy)



Level: 5 Range: 60 yds. Components:V, S, M Casting Time: 1 rd. Duration: 1 turn Area of Effect: 10-A. square/level; 6-inch thicknessflevel Saving Thmw: None



This spell causes a wall ofbones to erupt fromthe



earth in whatever shape the caster desires witbin the



limitsof the area of effect. The wall is a random urn-



shuction ofbones From many types of creatures. The



wall need not be vatical, hut it must rest upon a foundation or it will collapse. Since the wall has many small openings and gaps, it pmvides only 50% wver. Missiles can easily be fmd fmm behind the wall, and creams of small size (less than4 feet tall) can wriggle thmugh openings in the wall at the rate of 10 feet per round. However, the wall has many sharp edges and c r e a m s wriggling thmugh it d e r Id8 points of damage per 10 feet traveled. If the spell is cast m an a m occupied by creatures, the wall of bones appears everywhere except where the matures stand. Creatures in the affected a!ra suffer an immediate 2d8 paints of damage when the wall appears. The wall can be smashed by m a tures with Strengths of I8 or greater that wield blunt



weaporIS.Every 10 points of damage c a w s a 5 by 5 hyx-faat section of the wall to collapse. The wall of L."""; unaffected hy the animate dead spell. -,'-. The material component for this spell is the branch of a withered treetaken from a cemetay Notex Common for wu jen and necmmancers; otherwise, very rare. (Evocation)



Wall of Evil



Level: 4 Range: 30 yds. Components: V, S Casting Time: 4 Duration: Concentration + Id4 rds Area of Effect: Special Saving Throw: None



The wall ofwil spell creates an iwisible, immobile wall of sheer diaholical evil. This harrier is a vertical cmta&+~p to one 10-foot square per level of the caster Paladii and other good-aligned creames that pass thmugh the wall feel distinctly unwelcome. A natural animal, unless unusually loyal, will shy at the harrier and will not cross if a saving throw vs. spell is failed. Undead creatures cannot be W e d by a priest separated from them by this barrier. Further, any spell cast by a good-aligned m t u r e passing through this barrier is weakened-target creatures and objece receive a +2 bonus to their saving throws. If subjected to a defeci evil spell or ability, the wall ofevil bursts into sigh



warp stone



Wards of Defense -Witch



(Abjuration)



Level: 6 Range: 0 Components: V, S, M Casting Time: 6 Duration: lrd./2 levels Area of Effect: 20-A. radius Saving Throw: None This potent abjuration creates a stationary force field at a range of 20 feet from the witch, shielding her from any magical attack or physical missile that must pass through the wards. The witch can cast spells of 3rd level or less and fire or throw missiles through her own wards, but no other individual inside or outside the protected area can do so. The spell is stationary, but as long as the witch does not leave the area of effect, she can move ahout Seely. The wards of defense spell does not hinder or deter the movement of creatures, so an enemy can advance through the ward and then attack the witch once inside. The spell ends when its duration runs out, when it is successfully dispelled, or when the witch leaves the protected area. The material component is a piece of tortoise shell. Notes: Restricted to witches, common.



Warmth -Pluma (Abjuration) Level: 1 Range: Touch Components: V, S, M Casting Time: 1 turn Duration: 4 hrs./level Area of Effect: 1 i n d i v i d d e v e l Saving Throw: None



This spell allows the caster to stave off the effects of dangerous cold, on himself or other individual(s). The spell can negate the effects of extreme weather conditions, preventing hypthermia and frostbite. It reduces the damage inflicted by magical cold attacks by -1 per die of damage. The material component for the spell is a tiny fragment of goose down. Notes: Restricted to practitioners ofpluma magic (the Maztica setting); common.



(Divination) (Dimension)



Warp Sense



Level: 2 Range: Touch Components: Casting Time: 3 Duration: 1 rd./level Area of Effect: 60 A. X 10 A. path Saving Throw: Special The w a v sense spell finds and analyzes the gates and poaals of the planes. When cast, it allows the creature touched to sense any gate or portal, active or not, along a 60-foot path, dead ahead. Scanning in a single direction (out of four in a complete circle) takes one full round, so the creature can shift directions while scanning. However, the individual m o t move in any other way without disrupting the spell; full conclentration is required. Once a poaal is detected, the creature can try to deduce a) where the other enid discharges, and b) ..;-ne the key required to use the poi+-I_.,ifo-., E-.& I.,u.. pL--u of information quires a separate saving throw vs. spell. If either is failed, nothing further can be learned about that portal (the individual decides which question is answered fmt). If the individual has actually seen the portal in operation, a +2 bonus is applied to the saving throws. Notes: Uncommon for extraplanar spellcasters and dimensionists; otherwise, rare.



..



(Alteration)



Warp Stone



Level: 6 Range: 120 yds. Components: V, S, M Casting Time: 1 rd. Duration: Permanent Area of Effect: X cubic A./level Saving Throw: None



Q



This spell causes stone to bend as if it was soft plastic. Walls can he made to buckle, stone doors burst their fittings, pillars bend, and stone statues twist. The exact effect of the spell is determined by the DM based on the type of structure and amount of stone buckled. If used on magical items or enchanted objects, it only succeeds if the caster is a higher level than the spell on the door or object, and then only has a 20% chance of success per level of difference.



warp wood



f Notes: Restricted to evil spellcasters, very



The material component for this spell is a piece of clay, twisted in the caster’s hands. Notes: Common in oriental settings; otherwise, very rare.



rare. (Updated fromDmmv Magazine.)



Watchful Eye



(Divination, Enchantment)



Warp Wood



Level: 7 Range: Special Components: V, S, M Casting Time: 1 rdJohject (1 hr. minimum) Duration: 12 hrs.ilevel Area of Effect: Special Saving Throw: None



(Alteration) Level: 1 Range: IO yds./level Components:V, S, M Casting Time: 4 Duration: Permanent Area of Effect: Special Saving Throw: None This spell causes wood to bend and warp. The area of effect is equal to 15 inches of 1 inch-diameter wood per level, which is approximately a hand axe handle or four crossbow bolts. The spell can he used against the hoards of a ship or a bolted door. If used on magical items or enchanted objects, it succeeds only if the caster is of higher level than the level of the spell on the door or object, and then only has a 20% chance of success per level of difference. The material component of this spell is a green twig, which is bent as the spell is cast. Notes: Common in oriental settings; otherwise, very rare. (Necromancy)



Wasting



Level: 8 Range: Touch Components:V, S, M Casting Time: 8 Duration: 1 turn maximum Area of Effect: Creature touched Saving Throw: Neg. With a touch of a hand, the caster causes the creature to age IOdlO years in the space of a single round. Creahxes of at least semi-intelligence (2+), or those of 8 Hit Dice or more, are allowed a saving throw vs. spell; other creatures are affected with no saving throw. The caster must make a successful attack roll-any effects from aging take effect immediately. The wasting spell is active until a touch is scored or for one tum, whichever occurs first. The material component is earth from the grave of a ghost.
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The spellcaster enchants a number of identical, easily portable objects so that the caster@) can scry through them. The objects together undergo an elaborate “curing” process that somewhat resembles the metapsionic method of empowering an item. This takes the spellcaster at least one hour per day for one month. If the spellcaster skips a day, the process must start again fromscratch. Each spell enchants up to 100 identical items. The spellcaster must touch each item during casting. A spellcaster who wished to enchant more than 100 items at a time can cast watchful eye consecutively, so long as the curing process continues daily. Any number of spellcasters may attend. When the caster finishes with the fmal item, the spell activates for all items at once. The items appear unchanged hut now detect as magical for the duration of the spell. Thereafier,those who attended all the castings can select and tune in on any item enchanted with this spell up to 100 miles away, as described above. This takes l d 6 rounds. (Note: the clairsentience effect works normally, independent of circumstances:for instance, it works even if the item is concealed. The DM may assign negative modifiers for extreme range, presence of interfering magic, and so on.) The watchful eye carriers only become aware of this magical sensing if they would ordinarily detect magic used in their presence. Detect scrying identities the item, hut nothing can trace the clairsentience hack to its source. This spell requires a conventional magical scrying device as a focus, such as a crystal ball, which is not expended in the process. Alliance leaders find the watchful eye enchantment expensive and time-consuming, hut effective. They guard its secret closely, and most
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Watchware, 30' Radius



other spellcasters have never heard of it. Some monarchs know of the spell, but not the procedure. They would pay a fortune for it. Notes: Rare for Alliance spellcasters in the D A ~ SUN K setting; otherwise virtually unknown.



Watchware



(Evocation) (Amjice, MentaIism) Level: 4 Range: Touch Components: V, S, M Casting Time: 1 rd. Duration: Special Area of Effect: 1 item Saving Throw: None



The wizard can place a watchware on any single nonliving, intimate object usually a hook, staff, door, or item of treasure. If that item is disturbed or moved at any later time, the caster is alerted. This alert occurs even if the caster is asleep or unconscious, hut not if the caster is tumed to stone or otherwise unable to think. The original caster receives a mental image when the watchware is activated. This mental image is of the item and all items and creatures within IO feet of it at the time of activation. The mental image generated hy the watchware hosts only a single round and does not include any sound. The image interrupts concentration and disrupts spellcasting in progress, but does not disturb the caster in any other way. The watchware is activated when the item is disturbed for any reason, whether someone touches it, pokes it with a pole, a cat walks on it, or an earthquake knocks it over. The item protected by the watchware spell radiates a faint aura of magic. If a dispel magic is cast upon the warchware, it activates. The watchware functions only once, then the spell is spent. A wizard can have as many active watchwares as he bas levels, hut in practice most wizards keep only one or two to avoid the hassles of accidental activation, The material components of this spell are a spider web, a small brass or silver bell, and a shard of glass. Notes: Very rare spell from the FORGOTTEN REALMS setting. Known to he in The Spell Book ofDaimos.
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Watchware, 30' Radius (Evocation) (Amjice, MentaIism) Level: 6 Range: Touch Components: V, S, M Casting Time: 1 rd. Duration: Special Area of Effect: 30-fi. radius Saving Throw: None The wizard can place this improved version of the watchware spell on any fixed location chosen hy the caster. If that area is entered or disturbed at a later time, the caster is alerted. This alert occurs even if the caster is asleep or unconscious, hut not if the caster is tumed to stone or otherwise unable to think. The original caster will receive a mental impression when the watchware is activated. This mental image gives some hint of the nature of the disturbance within it at the time of activation. The impression lasts only a single round and does not include any sound. It i n t m p t s concentration and disrupts spellcasting in progress, but does not disturb the wizard in any other way. The ward is activated when the area is disturbed for any reason, whether someone enters the sphere, pokes into it with a pole, a cat walks on it, or an earthquake shakes it. The area protected hy the warchware, 30Tt. radius radiates a faint aura of magic. If a dispel magic is cast upon the watchware, it will activate. The watchware functions only once, then the spell is spent. A wizard can have as many active warchwares of all types as he has levels, hut in practice most keep only one or two to avoid the hassles of accidental activation. The material components of this spell are a spider web, a small brass or silver bell, and powdered glass, which is sprinkled in a circle about the caster. Notes: Very rare spell from the FORGOTTEN REALMS setting.
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Water Blast



longer than one round before hurling it (after this time, the water runs through his fingers and is lost). The wizard can release the hall upon himself, soaking himself and creating a two inches of water in a 15-foot radius around himself. The water is nonmagical and is pure and drinkable. The material component is a small, glass bead. Notes: Rare spell (WoG).



Water Blast (Evocation)



(Province:Sea)



Level: 5 Range: I O yds.ilevel Components: V, S, M Casting Time: 5 Duration: Instantaneous Area of Effect: 1 creature Saving Throw: Special
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Water Breathing (Alteration) (Air, Water) Reversible



A small, stoppered bonle (or vial) of water hecomes an impressive weapon when this spell is cast. The wizard simply opens the bottle and aims. The waterjets from the mouth, seeking out its target (one individual) much as would a magic missile. The water blast always strikes the target’s face if possible. Damage is 2d6. If the face is snuck, the target also must make a saving thmu vs. spell or he blinded (as the 2nd-level wizard spell) for Id6 rounds. Sightless creatures are unaffccted by the hlinding anack. The water i n the bonle determines what kind of water makes up the blast-fresh. salt. muddy, or holy, for example. Against undead ereawes, holy water inflicts additional damage-twice what a normal vial would cause (at least 4d6), in addition to blinding. If the honle contains other liquids-for example. acid or poison --the spell won’t work. Notes: Common for spellcasters from an arahian sening: otherwise, very rare.



Level: 3 Range: Touch Components: V, S, M Casting Time: 3 Duration: 1 bdlevel + Id4 hrs. Area of Effect: Creature touched Saving Throw: None The recipient of a water breathing spell is able to hrcathe water freely for the duration of the



spell. The caster can touch more than one crcature with a single casting; in this case the duration is divided hy the numher of creatures touched. The reverse, air hreurhing. enables water-breathing creatures to comfortably survive in the ahnosp h m for an equal duration. The matcrinl compnncnt of thc spell IS a short reed or piece ofstraw. Notes: Common spell (PIfB).



Water Elemental Guide



Water Bomb



See clemental guide.



(Coni uratiodSurnrnoning) Water)



(Alteration) (Province: sea)



Level: 5 Range: IO yds./levcl Components: V, M Casting Time: I rd. Duration: I rd. Area of Effect: 15-R. radius Saving Throw: None This spell enables a wizard to call to hand a grapefruit-sized hall of water. which can he hurled a great distance. At the specified location, the ball explodes intn a quantity of water that covcrs a IS-foot radius circle to a depth of 2 inches. The wizard can hold the ball of water for no



J



Water Form



Lcvel: 7 Range: Touch Components: V, S, M Casting Time: 7 Duration: 1 tum + I rd.ilevel Area of Effect: Creature touched Saving Throw: Neg. This spell transforms the recipient into a senttent creature made of elemental water, enabling him to flow as a liquid. Only the creature’s phy+ ical abilities change; its mind remains the same. Thc creature no longer needs to eat or breathe. At
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Water Summonine -Pluma



will, it can seep into cracks and crevices, as well as uphill and around corners. The waterform is cohesive, and the recipient can shape itself as desired-ven retaining its original shape. When submerged in a lake or other watery environment, it does not dissipate, hut does become invisible. The creature can end the effects of this spell whenever it wishes. The creature takes half damage from all slashing and piercing weapons-normal or magical. Blunt weapons of all types inflict full damage. Full sunlight inflicts 1 point of damage per round, due to evaporation. Poison and gas-based attacks do nothing; the creature is immune. Most magic affects the creature, although some spells have greater or lesser effects. All firebased magics inflict -1 point per die of damage. Electrical attacks such as lighming bolt inflict +1 point per die of damage. If targeted hy a spell that affects water, the creature can make a saving throw vs. spell. Spells that transmute water into another substance (such as transmute water to dust) cause the water form to end prematurely. The creature returns to its original state-provided there’s enough room. If the creature is in a tight spot when this spell e n d s f o r example, in a pipe or a sealed b o t t l e then it automatically returns to normal form the first moment the surrounding space allows. Ifpart of the waterform has been lost, or somehow separated from the whole, then the largest remaining amount transforms back into the individual. The material component of this spell is an eyedropper, which is broken during the spellcasting. Notes: Common for spellcasters from an arabian setting; otherwise, very rare.



Water Move -Pluma



(Alteration)



Level: 4 Range: Touch Components: V, S, M Casting Time: 1 day Duration: Permanent Area of Effect: 100-A. length of pipe Saving Throw: None



wherever the pipe is laid. If it has a steady source of water, such as a pool or spring, it will continue to pump the water indefinitely. Thus, flowing water can be brought to houses, even to the tops of pyramids and other low places. The material component is the foot of a duck or goose. Notes: Restricted to practitioners of pluma magic (the Maztica setting); common. (Alteration)



Water Protection



Level: 1 Range: Touch Components: V, S, M Casting Time: 1 rd. Duration: I tum/level+ turns Area of Effect: Creature touched Saving Throw: None This spell protects the Creature from drowning and its equipment from water damage. The creature can breathe normally underwater for the duration of the spell. Furthermore, the creature and its equipment do not become wet. Torches held in hand can bum underwater and words can be spoken normally. The spell does not give the character the ahility to swim, and movement (including combat) is still slowed by the resistance of the water. Potions cannot be drunk, since the liquid mixes with water upon opening, unless a special container has been previously prepared. The spell does not affect the creature’s ability to breathe air normally. The spell requires is a small golden statuette of a fish, held by the recipient. If it is released, the spell ends immediately. Notes: Common in oriental settings; otherwise, very rare.



Water Summoning -Pluma



(Summoning)



The water move spell allows the caster to redirect the flowing of water, counteracting the force of gravity. The spell must be cast on an enclosed body of water (that is, a pipe, tunnel, or cave; not a stream or river on the surface). For the length of the enchanted area, the pipe will direct the water
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Level 3 Range: 0 Components: V,S Casting Time: 1 turn Duration: 1 t u d e v e l Area of Effect: Special Saving Throw: None This spell can be used to draw water from apparently parched ground. It creates a small
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Water to Poison



f The poison can be diluted up to 50% its normal strength, the amount of damage being caused reduced accordingly. If diluted greater than this, the poison has no effect other than to make those who drink it slightly ill. The spell requires the fang of a poisonous snake, which dissolvesin the liquid to be poisoned. The reverse of this spell, poison 10 wafer. allows the wu jen to change poisonous liquid or venom into water. This spell has no effect on poisons in a creature’s system, and has no effect on creatures that have been poisoned. Notes: Common in oriental settings; otherwise, very rare.



(Abjuration)



Waterbane



Casting Time: 1 Duration: 1 day or 1 dayilevel Area of Effect: 1 creature or object touched Saving Throw: None stream, spouting about 4 feet into the air before splashing hack to the earth. It will continue for the duration of the spell, so that a high level caster can soak a portion of ground 1,000 yards square, or can generate enough water to quench the thirst of five thousand people for a day. Notes: Restricted to practitioners of pluma magic (the Maztica setting); common.



(Alteration) Reversible



Water to Poison



Level: 5 Range: Touch Components: V, S, M Castine Time: 1 rd. Duration: 3 turns Area of Effect: 1 cu. in.ilevel Saving Throw: None I



This spell allows the wu jen to change any water (or drinkable liquid) to an ingestive poison. This poison inflicts ld4 points of damage per level of the caster. If a saving throw vs. poison is made, the damage taken is reduced by half. A single swallow is sufficient to cause this damage. Those smelling the liquid have a 1% chance per level of experience of noticing the poison.



This spell keeps a creature or an object from getting wet. It protects against water in liquid form-saltwater as well as fresh. When cast on a creature, it keeps the creature and its personal gear dry for one day. The creature can walk through pouring rain, dive into a pool, or stand beneath a waterfall, and still emerge with dry clothing and every hair in place. When cast upon an object, waterbane renders it completely watertight for a period of one day per level of the caster. For instance, a grain barrel protected with waferbane can be cast into the sea, and then wash ashore several days later with its contents completely dry. The spell does not prevent drowning. Nor does it enable a creature to breathe underwater or swim if it could not do so before. The spell provides no protection against corrosive acids or poisons, even when these are diluted in water. The spell has no effect upon creatures from the Elemental Plane of Water. The material components of this spell are a bit of wax and some paper. Notes: Common for spellcasten from an arabian setting; otherwise, very rare.



Waterproof, Talon’s



See Talon’s watelproof.
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Watery Form



Waterspout (ConjnntiodSummoning) (Water) Level: 8 Range: 100 yds. + 10 yds.ilevel Components: V, S Casting Time: 6 Duration: 1 turn + ltumilevel Area of Effect: 10 yd. radius Saving Throw: None When this spell is cast, a tornado forms at the surface of the water. The resulting waterspout is I O feet high for every level of the caster. If the spellcaster wishes, the waterspout can he shorter than this maximum, decreasing in increments of I O feet. The waterspout travels wherever the caster directs it at a speed of 12, up to the maximum range of the spell. It attacks as a monster with as many Hit Dice as the caster’s level. If the waterspout engulfs objects on sea or in the air, it inflicts Id6 points of damage for every 10 feet of its height. A waterspout is not affected by dispel magic, but can be countered by wind elementals or other winds of magical origin (like summon wind), blowing in a direction counter to the waterspout’s rotation. Each level of the opposing wind reduces the waterspout by I O feet; thus, a 210foot waterspout could be completely countered by Seven gust of wind or three summon wind spells. Notes: Common for Sea or Storm mages, uncommon for water mages; otherwise, very rare. (Updated from DMCON Magazine).



Watery Double



(ConjnrationlSnmmoning, Enchantment) (Water) Level: 3 Range: Touch Components:V, S Casting Time: 3 Duration: Special Area of Effect: 1 body of liquid Saving Throw: Neg.



Watery Form (Alteration) (Water)



Tbis spell can be cast on any body of liquid, as large as an ocean or as small as a glass of wine. The iirst creature whose reflection is cast on the surface of the liquid releases the spell. When the spell is triggered, the liquid immediately forms an exact three-dimensional image of the reflected creature. If mnre than one creature casts a reflection simulta-
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neously, only one waiery double forms. Each creature has an equal chance of being the subject of the spell (roll randomly). The sue of the watery double is resbicted hy the volume of fluid available. If the spell is cast on a full mug of ale, the double forms from the ale, becoming a mug-sized duplicate of the subject. The watery double never exceeds the actual s u e of the subject regardless of the size of the body of liquid. When cast on the liquid, the spell’s duration is permanent until the power is released by a creature’s reflection. The liquid will not evaporate until the spell is triggered. When the watery double forms, it remains animated for 1 round per experience level of the caster. The watery double attempts to touch the creature it has duplicated. It can affect only the c r e a m that it resembles. It has the same THACO and CUIrent hit points as the creamre it duplicates, hut cannot cast spells or use any of the creature’s magical items or special abilities. The watery double is AC 6 and its movement rate is double that of the subject It can seep under doors and through cracks. If the watery double succeeds in touching the c r e a m , it merges with the individual, covering the creature’s entire body in a skin of liquid. The subject must attempt a saving throw vs. spell. If successful, the creature has resisted the spell’s effect and the watery double dies, becoming normal fluid (and soaking the creature in the process). If the saving throw is failed, the watery double begins forcing its way into the subject’s bodily openings, inflicting Id8 points of damage per round until it is deslsoyed. The watery double dissipates if reduced to zero hit points or when the spell’s duration expires. Striking the watery double while it is wrapped around its subject causes an equal amount of damage to the subject. Parj w a t q lower water: and transmute water to dust spells instantly destroy a watery double. Notes: Uncommon spell (TOM).



Level: 3 Range: 0 Components: V, S Casting Time: 8 Duration: I humlevel Area of Effect: Caster only Saving Throw: None
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When affected by this spell, the caster and anything worn t u n s into what appears to he a puddle of water. This form cannot he absorbed or divided into smaller parts. It has the same hit points and strength as the caster and moves at half the caster’s movement rate on land or in the water. While in this form, the caster blends undetectahly with a body of water, wet spots on deck, etc. The form does not drown in water and can swim at any depth the caster chooses. If desired, the form can flow out of the ocean, up the side of a ship, and onto the deck. This is as exhausting to the spellcaster as if he had climbed that distance in his regular shape. If the form is attacked, it remains in one piece, hut the spellcaster suffers damage. Weapons and spells inflict normal damage, and other objects injure as determined by the DM. Notes: Uncommon in Sea of Fallen Stars region of the FORGOTTEN REALMS setting, rare for Water mages; otherwise, very rare.



Wave of Death (Necromancy) Level: 8 Range: 0 Comoonents: V.. S.. M Casting Time: 5 rds. Duration: 2 rds. Area of Effect: 1-mi. radius Saving Throw: None When a lich casts this dreadful spell, all vegetable matter within the area of effect withers and dies over a two-round period. Plant-based creatures are allowed a saving throw vs. death at a 4 penalty to avoid perishing also. The death is irreversible and unpreventahle, and is quite a shocking event to behold, requiring a Horror check for all who see it. Druids and rangers make their checks with a 4penalty, The material components for this spell are a flower and a drop of poison. Notes: Restricted to undead spellcasters, rare. This spell can he researched only on the Demiplane of Dread.
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Waveform* (Alteration)



WW



Level: 5 Range: 40 yds. Components: S, M Casting Time: 5 Duration: ldlO rds. Area of Effect: lO-ft.-cubeflevel Saving Throw: X By means of this spell, the wild mage is able to shape and direct the patterns of water currents, allowing him to mold liquids into a variety of forms. The spell affects a quantity of liquid no larger than the area of effect. If cast onto a larger body, such as an ocean or large lake, the spell affects only the water within the area of effect. AAer casting wuvefoim, the wizard can form the water into any desired shape. The spell does not bmd the liquid together in any fashion; it is still l i ited by its fluid properties and pravity. Thus, a mage could not use waveform to create a humanoid creature with m s and legs and direct it to walk across land. He could however, create a roughly human shape with flowing arms that rises out of the water, crashes forward in a huge splash, then rises and repeats the process. Other possible shapes include gigantic waves, geysers, whirlpools, and troughs. The shape takes one round to form, afler which it can be maintained hy concentration. The shape can be directedto move in any direction at the rate of 90 feet per round. If the waveform moves into or thmugh a body of water, the form loses no intensity. However, if the wave is moved over dry ground, it loses one die of damage for every IO feet crossed. If propelled against a target, the waveform causes ld4 points of damage per level of the caster to any creature in its path. The wavefoim can be directed against matures on the surface or underwater. Those smck are allowed a saving throw vs. spell for half damage. If the victims are in or on a body of water, the shape will sweep them along. Creatures of small size are carried with the form, moving at its speed. Medium- and large-sized creatures are swept along at half the water’s speed. Creatures larger than this resist the movement. Those caught in the current can make a Shmgth check each round to swim free ofthe current. Boats and ships are particularly vulnerable to the woveform. If the wavefoim is twice the sue of the vessel or more, the ship must make a seawo&iness
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Weaken Webs



check(asdescriWinTab1e 77oftheDMG)Avessels passing the check suffers damage as described above, reducing its seaworthiness ratings for fum checks by 2d6 points until repairs are made. Alternatively, this spell can be cast directly at a single water-based creawater weird, water elemental, or other creature from the Elemental Plane of Water. In this case, the spell causes ld6 points of damage per level ofthe caster. The effect is instantaneousand the spell ends immediately after the attack is made. The material component is a small, carved oar decorated with aquamarines worth at least 500 gp. The oar disintegrates when the spell is cast. Notes: Restricted to wild mages, common (TOM).



The waves of sand spell causes the sand beneath the affected vehicle to gently undulate, creating waves that carry the vehicle along. The vehicle affected in this way cannot be pulled hy horses, camels, or other beasts of burden, as the waves beneath the vehicle offer no solid footing. The craft moves along at a steady rate of three miles per hour and is steered by a thought from the caster of the spell or a designated pilot. If the vehicle stops for more than one round, the spell expires and must be recast. Notes: Common for spellcasters from an arabian setting; otherwise, very rare.



Waves of Weariness



(EnchanhnenUCharm)



Waves of Sand



Level 2 Range: 40 yds. Components:V, S, M Casting Time: 2 Duration: 1 rd. Area of Effect: 1 creature Saving Throw: Special



(Alteration) (Province: Sand) Level 5 Range: Touch



Upon casting this spell on a creature, that creature is suddenly overcome with dizziness and exhaustion. A successful saving throw vs. spell negates this effect. A creature of less than 12 Intelligence and Wisdom that fails this saving throw immediately collapses for that round. It can rise next round with no further ill effects. A creature of 12 or greater Intelligence or Wisdom that fails the saving throw vs. spell is delayed in its actions. It attacks last automatically the next round it has an action or attack. This spell has no effect against a creature that does not sleep, such as an undead. The material component is a small hook of poetry, which is read aloud (a personal favorite is Translationsfrom Kara-Tur Haiku by Lhaeo of Shadowdale). Notes: Rare spell from the FORGOTTEN REALMSsetting. Known to be in Jaluster S Orizon.



Area of Effect: 1 wagon or similar conveyance no more than 5 fi. wide and 10 ft. long Saving Throw: None



I



Weaken Water Creature



Reversed form, see strengthenwater creature.



Weaken Webs



Reversedform, see spider strand.
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Weakness -Witch



/



Weakness -Witch



split among different individuals. Because the spell only grants a nominal degree of skill with a weapon, it cannot be used to augment the abilities of an individual who is already proficient with a weapon. Thus, a fighter who can already use a long sword cannot have his skill with the weapon improved to specialization or mastery by this spell. The material components for the proficiency spell are a bit of fleece and a miniature bronze weapon or weapons of the type that the spell’s recipient will gain proficiency in. Notes: Very rare spell. Known to be in The Book of N u . (Updated from DRAGON Magazine.)



(Necromancy) Level: 5 Range: Touch Components: V, S, M Casting Time: 5 Duration: 1 tum/level Area of Effect: Creature touched Saving Throw: None This spell creates a temporary palsy of feebleness that reduces the creature touched to a Strength of 3. For human or humanoid creatures, this results in an attack penalty of -3 and a damage penalty of -1 with handheld or thrown weapons. Monsters instead suffer an attack penalty of -3 and reduce each die of damage inflicted by 1 point. Regardless of this penalty, any successful attack inflicts at least 1 point of damage. Note that characters in armor of almost any kind will certainly become moderately or heavily encumbered by the effects of this spell, with additional movement, attack, and defense penalties-see “Effects of Encumbrance,” in Chapter Six of the Player’s Handbook The material component is a drop of lotus extract Notes: Restricted to witches, common.



Weapon Return



(EnchantmentKharm)



Level: 6 Range: Touch Components: V, S Casting Time: 6 Duration: 2 rds./level Area of Effect: 1 weapon Saving Throw: None This enchantment allows a single thrown weapon, or any item that can he used as a thrown weapon, to fly through the air and return to the thrower’s hand immediately after it strikes a target. If the caster is being charged, it returns quickly enough to allow a melee attack or parry in the same round. The weapon need not belong to or be thrown by the caster. The weapon’s range is not altered. If the weapon misses, it continues on its path out to the weapon’s maximum range before curving around and returning at the end of the round. The spell has no effect on missiles that must be fired by devices. Notes: Rare spell.



Weapon Proficiency (Alteration) Level: 3 Range: Touch Components: V, S, M Casting Time: 3 Duration: 5 turnsflevel Area of Effect: Creature touched Saving Throw: None Upon casting this spell, the wizard magically empowers himself or another individual to use one or more weapons with which he is not proficient. It does not allow the use of weapons barred to the individual by class or kit restrictions, or negate penalties due to the physical construction of the weapon (saurial blades, for example). The creature can use the weapon in combat without the standard nonproficiency penalty. Higher level casters can give proficiencies with multiple weapon-ne extra proficiency can be bestowed for every five levels over 5th; that is, two proficiencies can be bestowed at 10th level, three at 15th, and so on. Proficiencies cannot be
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Weathertell



Level: 1 Range: 0 Components: V, S, M Casting Time: 3 rds. Duration: Instantaneous Area of Effect: Special Saving Throw: None This spell enables the caster (who must be able to see the sky and listen to the winds) to pre-
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diet the general weather conditions for the upcoming 1 hour per level of the caster. These are the natural weather conditions at the caster’s cwrent location, assuming no magical manipulation occurs. Thus, this spell could predict the natural rain shower that will be coming in three hours, but could not predict the magically created storm tomorrow morning. Upon casting this spell, the caster discoven the general wind speed and prevailing direction of the wind that will be extant for the indicated time period. Specific timing of gusts and wind shifts is not possible, however. Similarly, the caster discovers whether it will he raining (or snowing), and approximately how hard any precipitation will be. Exceptional weather patterns (such as tornadoes) are revealed to the caster, but the exact path cannot be predicted with any accuracy. Notes: Common for Sea, Weather, and Storm mages and for those from the Sea of Fallen Stars region of the FORGOTTEN REALMSsetting; otherwise, very rare.



Web [Evocation) Level: 2 Range: 5 yds.ilevel 2omponents: V, S, M Zasting Time: 2 Duration: 2 tumsilevel k e a of Effect: Special :Savinz- Throw: Neg. or !4



A web spell creates a many-layered mass of strong, sticky strands similar to spider weds but far larger and tougher. These masses must be anchored to two or more solid and diametrically opposed points, floor and ceiling, opposite walls, etc., or the web collapses upon itself and disappears. The web spell covers a maximum area of eight 1OX IOX IO-foot cubes and the webs must be at least 10 feet thick, so a mass 40 feet high, 20 feet wide, and 10 feet deep may he cast. Creatures caught within webs, or simply touching them, become stuck among the gluey fibers. Anyone in the area when the spell is cast must Weave Mythal roll a saving throw vs. spell with a -2 penalty. If the saving throw is successful, two things may (Alteration) have occurred. If the creature has room to escape the area, then it is assumed to have jumped free. Level: 4 If there is no room to escape, then the webs are Range: 60 yds. Components: V, S only half strength. Creatures with less than 13 Strength (7if the webs are half strength) are stuck Casting Time: 4 Duration: 1 tum until freed by another or until the spell wears off. Missile fire is generally ineffective against creaArea of Effect: 3O-ft.-radius sphere or special Saving Throw: None tures trapped in webs. Creatures with Strengths between 13 and 17 This spell renders magic wielded by the caster, can break through one foot of webs per round. Creatures with 18 or greater Strength can break or another chosen being (wherever the magic takes effect, and regardless of the movements of through two feet of webs per round. If the webs the caster or chosen being), or all magic cast in a are at half strength, these rates are doubled. specific 30-foot-radius sphere to be free of (Great mass equates to great strength in this case, mythal influence for the spell duration. In other and creatures of large mass hardly notice webs.) words, the magic is free of mythal prohibitions, Strong and huge creatures can break through 10 wild magic, power fluctuations, and augmentafeet of webs per round. tions (see appendix: “The Mythal”). Furthermore, the strands of a web spell are If a dispel magic is cast on the caster or afflammable. A magical flaming sword can slash fected being, or cast in the area in which the them away as easily as a hand btushes away cobweaving has taken effect (even if the dispel is not webs. Any f i e t o r c h , flaming oil, flaming sword, specifically directed at this spell), the weave e t c . 4 set them alight and bum them away in a mythal effects immediately end, and a random single round. All creatures within flaming webs wild magic effect occurs, even if no magic is CU-I suffer 2d4 points of damage from the flames, but rently operating or being cast. those free of the strands are not hanned. Notes: Rare spell from the FORGOTTEN The material component of this spell is a hit of REALMSsetting; virtually unknown elsewhere. spider web. Notes: Common spell (PHB). f m mfol~owsl
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Web of Shadows -Drow



(ConjnratiodSummoning)



iency spell remains where it was created, and



will reform iftom or destroyed. Its webbing im-



Level: 9
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Components: V, S,M Casting Time: 1 rd. Duration: 1 hr./level Area of Effect: 4-A. radiusilevel Saving Throw: Special



one round later Permanent webbing taken from the web spell area dissolves in seconds, but in all other ways, apermanent web funchons as a web created by the web spell



This spell fills an area with shadowy gray strands of force, resembling a giant spider web. The strands are not solid, and need not be an(Alteration, Evocation) chored to anything. Once created, they are stationary, and can be destroyed or moved only by Level: 8 spells; gusts of wind (even magical ones) and Range: 40 yds. + 10 yds.ilevel Components: V, S, M physical attacks do not affect them. Casting Time: :8 A creature in the area in which a web of shadows is forming is allowed a saving throw to get Duration: Instantaneous Area of Effect: Special out. If successful, the creature takes only Id4 Saving Throw: H points of chill damage, and escapes the web. Failure means the creature suffers full contact effects. The caster is immune to the effects of his This 8th-level wizard spell causes the simultaneous discharge of six lightning bolts. Identical in own web. properties to those bolls created by a lightning Contact with a web of shadows causes a creabolt spell, these bolts inflict 7d6 points of damage ture to be slowed (as the 3rd-level wizard spell) while in the web, and for the rest of any round in each and manifest in one or two ways. A) Starburst: This is widely used on battlewhich it leaves. fields: a starburst of six bolts radiating out from a In each round in which contact with the web single point visualized or chosen directly by the occurs, a creature is chilled, taking Zd41-1 points caster, who need not see its location. Four bolts of damage and losing 1 Strength point (lost spring out in the cardinal directions (forming an Strength points return 2d4 rounds after leaving equal-armed cross), and two additional bolts leap the web). A creature losing all its strength colout in two of the diagonals, in quadrants chosen lapses helplessly, losing consciousness; if this occurs before it reaches zero hit points, the web by the caster. B) Web: The other manifestation of the spell is stops draining it at that point. a ricocheting web within a 60-foot-diameter If a spark, fire spell, or open flame of any sort sphere. The sphere can be altered to fill a 30-by comes into contact with a web ofshadows, it does 30-foot room or smaller area, but not increased in not harm the wet-but does race all over it: The volume. Compressing it does not affect damage entire web blazes for Id4 rounds before the fire or other spell properties. This effect is oAen fit vanishes. During this time, all creatures in coninto a single doorway, with the bolts leaping from tact with the web take Zd4 points of fire damage the frame as an intmder steps through. per round (save throw vs. breath weapon for In either manifestation, target beings must half). This damage is in addition to the web's make saving throws individually against all six usual chilling damage, which is not impaired. bolts. They save against fewer bolts if the path of A web of shadows vanishes at the death, una bolt leaves them out of harm's way, as in most consciousness, or deliberate will of the caster uses of the starburst. (who need not concenhate, remain present or reThe material components of this spell are four frain from spellcasting to maintain it). Its materlodestones or a bit of fur, and a small, smooth rod ial component is a piece of spider web, collected of amber, crystal, or glass. in shadow or darkness. Notes: Very rare spell from the FORGOTTEN Notes: Restricted to drow, common. REALMSsetting.
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Weirdshield - Phaerimm



Weight Concentration -Witch (Alteration) Reversible Level: 9 Range: 120 yds. Components:V, S, M Casting Time: 1 rd. Duration: 1 hr. Area of Effect: Up to 10 creatures or objects Saving Throw: Neg. When this spell is cast, the witch cursesup to ten



creased weight. Flying creatures are grounded. Living creatures are severely encumbered this reduces their movement to 1, penalizes their attack rolls hy 4, and penaliis their AC hy 3. A successful saving throw vs. spell negates the effect. The DM decides the effect of the spell on ohjects: buildings or furniture could he severely damaged by having very heavy items suddenly crushing them, wagons or war engines may become too heavy to move, etc. A dispel magic spell has no effect on this spell, hut a remove curse can counter it. The reverse of this spell is weight dilution. Up to ten creatures or objects in the area of effect can be reduced to one-tenth of their normal weight. Strong winds and other forces can easily sweep away affected creatures or objects. A successful saving throw vs. spell negates the effect. The material component is a miniature set of scales. Notes: Restricted to witches, uncommon.



Weight Dilution



Reversedform, see weight concentration



Weird



(Illosion/Pbantasm)



Level: 9 Range: 30 yds. Components: V, S Casting Time: 9 Duration: Concentration Area of Effect: 20-A. radius Saving Throw: Special This spell confronts those affected hy it with phantasmal images of their most feared enemies, forcing an imaginary combat that seems real, but actually occurs in the blink of an eye.
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When this spell is cast, the wizard must he able to converse with the victims to bring the spell into being. During the casting, the wizard must call out to the creatures to he affected, informing one or all that their final fate, indeed their doom, is now upon them. The force of the magic is such that even if the creatures make their saving throws vs. spell, fear - - ~ >&~ L.-.-.~ ~ :,. , will paralyze them for a iuii rouna, m ~u rney w ~ i i lose ld4 Strength points from this fear (the lost Strength will return in one turn). Failure to save vs. spell causes the creature or creatures to face their nemeses, the opponents most feared and inimical to them. Actual combat must then take place, for no magical means of escape is possible. The foe fought is real for all intents and purposes. Affected creatures that lose. die. If a creature’s phantasmal mmesis from the weird spell is slain, then the creature emerges with no damage, --:..-I.. .uscu ..- > : - .L- ---L-& no loss of items senmugly 111 tnc WIIIU~LL, and no loss of spells likewise seemingly expended. Experience for defeating the weird is gained if applicable. Although each round of combat seems normal, it takes hut 1/10 of a round. During the course of the spell, the caster must concentrate fully upon maintaining it. If the combat goes beyond ten rounds, those who saved against the spell can take action. If the caster is disturbed, the weird spell ends immediately. Creatures attacked while paralyzed with fear are free of the paralysis immediately. Notes: Common spell (PHB). L ~ , .



c r e a m 01objects within the area of effect with in-
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Weirdshield -Phaerimm (Evocation) Level: 7 Range: 10 yds. Components: V,S, M Casting Time: 7 Duration: 5 rds./level Area of Effect: Special Saving Throw: Special This spell creates a shimmering, translucent magical barrier that appears at a location of the phaerimm’s choosing, floating in midair. It is shaped like a triangular shield, point down, fringed with many tentacles that end in humanlike hands. This ghostly shield can be moved a b u t by the phaerimm’s will at M V 26. The weirdshield irresistibly attracts any magically-conjured bladed weapons (such as a
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Wesley’s Delayed Damage



I



TI



Mordenkainen k sword or blade of doom) within 60 feet of it, and negates them on contact (which occurs one round after the shield is formed within range of such conjured blades, or they come within its range). It also irresistibly attracts any swords of dancing within the same range and at the same rate, causing them to fall lifeless to the ground, temporarily becoming +I weapons under no being’s control. If the weirdshield is within 20 feet of its caster, it automatically intercepts any magical attack of 4th level or lower that is directed at the caster, and reflects it hack at its source. If the distance between the weirdshield and caster is greater, or if the caster tries to move the shield to protect another being, object, or area (blocking a doorway, for example), then the caster must make a successful saving throw vs. spell for the shield to intmcept a magical attack and hurl it hack at its source. Otherwise, the attack gets through unaltered. The shield can make an infinite number of such interceptions in a round-and is itself destroyed only by dispel magic, the death of the casting phaerimm, contact with a magical barrier of 5th level or less (the shield and the barrier will destroy each other harmlessly but usually with spectacular light and sound discharges), or if specifically put out of existence hy a limited wish or wish spell. A weirdshield can also he directed to intercept any one being, even noncorporeal or semireal beings such as gaseous undead or shadow monsters. While doing so, it cannot intercept spell or magical item discharge attacks, which automatically pass it unless it blocks a doorway through which they must pass (whereupon a caster saving throw vs. spell determines the shield’s success, as above). When directed to intercept a being, the shield moves to block its path, and its many arms grapple with the being (even if noncorporeal). The being must make a saving throw vs. spell at a -3 penalty to get past the barrier. If it succeeds, that specific weirdshield can never again affect that specific being, or magical attacks launched by it; the being can pass through the shield as if it does not exist. If the saving throw fails, the being is halted at the spot where the shield met with it, and cannot move away from that spot. The being can cast spells, ready items, and the like, but cannot launch spells or items at the caster, or move horizontally, until it successfully saves against the shield’s magic. The being is allowed another saving throw vs. spell at -3 every round (whether



it struggles against the shield or not), and as soon as it makes a successful throw, it is free of that particular weirdshieldk ’ effects forever. A weirdshield can affect only one being in this way; unless it blocks a narrow passage or opening by trapping a being there, it cannot prevent other beings from freely passing it. Others cannot aid a trapped being against the weirdshield by purely physical means (pulling, for instance, or attacking the shield); attempts to do so only harm the trapped being. A weirdshield cannot he struck by physical attacks or affected by magical attacks except as noted above. Magical harriers of 6th level or greater block its passage, hut do not affect it; magical attacks of 5th level or greater pass it as if it does not exist, hut do not affect it. Its tentaclearms cannot grasp, wield, deflect, or pluck at weapons or other objects, only at beings. If the phaerimm successfully uses a weirdshield to block and trap one being, and then moves it to block another being (for instance, stops one charging warrior, but another slips past and closes with the phaerimm, who frantically switches the shield to deal with this new threat), the trapped being is freed forever from the effects of that weirdshield, hut the newly selected target being encountem and must overcome the shield in the usual fashion (saving throw vs. spell at -3). Note that the shield’s movement is fast enough to overtake almost any known creature within the same round as it looses the first being, in most situations. The material components of this spell are a drop of the caster’s saliva or spittle, a miniature shield or scrap of armor plate, and an arm (either whittled of wood or formed of clay, or the actual arm of any creature, from mouse to man-size). Notes: Restricted to phaerimm, common.



Wesley’s Delayed Damage



(Chronomancy)



Level: I Range: 0 Components: V, S Casting Time: 7 Duration: 1 turn+ ldlOrds. Area of Effect: The caster Saving Throw: None This spell creates a field of temporal flux about the caster. This field intercepts physical attacks and shifts all or part of the effects into the future, allowing the chronomancer time to pre-



Whip



\ pare. The magnitude of the shift depends on the type of attack. If the attack inflicts physical damage, half the damage is applied immediately, and the other half is put off for the duration of the spell. This delays the need for healing, but chronomancersare cautioned not to lose track of the time since casting. After the first turn, the spell could expire at any moment, and all deferred damage is then applied at once. This could easily kill the caster. Healing potions and spells are applied first to received damage, then to deferred damage. If the attack produces a spell effect (imprisonment and energy drain inflict no physical damage but require a touch), then the spell's effect is delayed for half the remainder of the spell's duration. Any preventative action taken (the chnomancer castingfreedom before the imprisonment takes effect, for instance) negates the upcoming effect. This spell cannot be used in conjunction with any contingency spells. Any spell of this nature placed on the chronomancer dispels Wesleyi delayed damage automatically. Notes: Restricted to chnomancers, common or uncommon.



Wesley's Temporal Disjunction (Chronomaney)



disjunction who attempts to cast a time-affecting spell automatically fails. A native creature of Demiplane of Time also loses any time-related abilities and suffers Id6 points of damage, plus 1 point for every two levels of the caster. In both cases, any ability (natural or spell effect) to slip between reality and Demiplane of Time is lost. The time dimensional is the hardest hit by the femporal disjunction. In addition to the above penalties, it loses the ability to slip in more copies of itself. Notes: Restricted to chnomancers, common or uncommon.



@vocation)



Whip



Level: 2 Components: V, S, M Range: 70 yds. Casting Time: 2 Duration: 1 rd.il~ :vel Area of Effect: S:pecial Saving Throw: Special This spell allows w jen to conjure a whip of mystical force that may be used to strike at opponents. The crack of tht:whip keeps normal animals at bay unless the)i make a successful1 saving throw vs. spell. If a~n animal is struck, il I ..."L" takes no damage, but musk Llla_nr a Jucb.TDuIuL saving throw vs. spell at -1 to 4or slink away. The whip can be used in melee combat, also. A successful hit has a chance (13 or better on a 20sided die for edged weapons, 6 or better for nonedged weapons) of pulling a weapon from an opponent's hand (the opponent receives a saving throw vs. spell to avoid this). A full round is generally required to recover a weapon after being disarmed. The material componentof this spell is a small silken whip. Notes: Common in oriental settings, uncommon in the WORLDOF GREYHAWK setting; otherwise, very rare.



-



Level: 4 Range: 60 yds. Components: V, S Casting Time: 1 rd. Duration: 5 days + Id10 days Area of Effect: 1 creature Saving Throw: Neg. When this spell is cast, the affected c r e a m loses any sense of time. It is perpetually late, unable to function under any time restraints. This spell is merely an annoyance unless accurate timing is crucial. Creatures afflicted by this spell automatically lose initiative and are always surprised if attacked fmm stealth. In combat, creatures with multiple attacks automatically lose one attack, and leaders are unable to follow a battle plan that requires accurate timing. A saving throw vs. spell negates the spell. Chronomancers and Demiplane of Time creatures gain a +I bonus to their saving throws. Against a chronomancer or creature of the Demiplane of Time, this spell is particularly effective. Any chronomancer under the temporal
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Whip of Pain



Level: 3 Components: V, S, M Range: 0 Casting Time: 3 Duration: 1 rd./level. Area of Effect: Special Saving Throw: Special This spell creates a whiplike, flexible line of force, emanating from the fingertips of the caster’s hand. This crackling, coiling line of purple sparks can be wielded as a lash in battle and strikes opponents up to I O feet distant. The whip ofpain functions as a +2 magical weapon. If the wielder successfully strikes a target, there is a loud snapping sound, and the target must make a saving throw vs. spell and a Constitution check. If the saving throw fails, the target creahue suffers 4d4 points of damage. If it succeeds, the creature takes only half damage. If the Constitution check succeeds, the creature feels only enough pain to suffer a -1 penalty to its next attack roll. Failure wracks the creature with pain until the end of the next round, lowering its Armor Class by one, imposing a -2 penalty to its attack rolls, and making spellcasting impossible. Spellcastingby the whip wielder, the successful application of dispel magic, or the unconsciousness of the wielder causes the whip ofpain to disappear, ending the spell. (The wielder can trigger magical items like wands with his other hand without ending this spell.) The material components of this spell are a drop of the caster’s blood and one of the caster’s hairs. Notes: Very rare spell. (Updated from DRAGON Magazine.)



Whirling Blade (Evocation) (Force)



Level: 2 Components: V, S Range: 0 Casting Time: 2 Duration: 1 rd./level Area of Effect: Special Saving Throw: None This spell creates a shimmering, translucent silver blade of force equal in dimensions and damage to a long sword. It orbits one of the caster’s hands and strikes once per round as a magical weapon (+I to attack and damage rolls). The blade is weightless, and passes through metallic things as though they did not exist, without affecting them. Metal armor is discounted when determining Armor Class against blade attacks; i.e. targets receive Dexterity and magical bonuses, but not metal shield and mail protection. Beings wearing leather armor have a base Armor Class of 8, studded leather also counting as AC8 against blade attacks; creatures with naturally tough hides or natural “armor plating” have their usual Armor Classes. A whirling blade also passes through the body of its caster without harm-the caster is never imperiled by his own weapon. The blade cannot break, hut is destroyed instantly by contact with a wall of force, anfimagic shell, or dispel magic spell. A whirling blade emits a continuous, highpitched shrieking noise-vibrations of magical force that cannot he magically silenced-and therefore cannot he used with any measure of stealth. Note that the caster can hold or carry normal weapons and other inorganic objects in the hand wielding the whirling blade without hampering its functioning, unless the carried ohjects are so large as to obstruct the caster’s view of foes, or so heavy (IO pounds or more) as to hamper or significantly slow arm movement. This magical weapon exists for the duration given or until the caster concentrates on casting another spell, whereupon it vanishes. Wielding and actively using a weapon also disrupts the spell, canceling its effects prematurely. Notes: Very rare spell from the FORGOTTEN REALMS setting; virtually unknown elsewhere.
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Whirlwind



I



Whirlpool (Alteration) (water) Level: 7 Components: V, S, M Range: I O yds./level Casting Time: 1 turn Duration: 1 turdlevel Area of Effect: 25 A. radiusllevel Saving Throw: None This spell creates a swirling region of water that can consume ships and swimmers. The area has a minimum radius of 350 feet if the caster is 14th level, plus 25 feet per additional level. Any swimming creature within the area of effect takes Id6 damage each round from the buffeting effect of the water, and must make a successll saving throw vs. spell or be drawn 30 feet toward the center of the whirlpool, in addition to other movement. Creatures reaching the center of a whirlpool must make a saving throw vs. death or be sucked beneath the waves, never to return. Ships are also affected by a whirlpool. Each ship within a whirlpool must make a successful seaworthiness check every turn to avoid capsizing and sinking. Also, every ship moves 1 0 4 0 feet toward the center of the whirlpool, and 10-60 feet counterclockwise around the whirlpool, in addition to its other movement each round. Creatures and ships outside the area of effect of the whirlpool are not affected. The material components for this spell are a cup of sea water and a jeweled stick (worth at least 5,000 gp). The stick is swirled in the cup while the spell is chanted, and then broken in half and tossed into the sea to start the whirlpool. Notes: Rare spell from the Sea ofFallen Stars region of the FORGOTTEN REALMSsetting, also known to some Sea and Water mages.



Whirlwind



(ConjurstiodSumrnoning)



Q



Level: 8 Components: V, S, M Range: 480 yds. Castinz - Time: 1 turn Duration: 2-7 rds. Area of Effect: Cone 360 ft. tall, 120-R. wide Saving Throw: H



This spell allows the wu jen to summon a



J



powerful tornado anywhere within the spell’s range. A column of whirling air touches down at the point indicated by the caster. The tip has a 10foot diameter. Thereafter, if the wu jen continues to concentrate on the spell, he can attempt to move it in any direction desired at a rate of 15. To do this, the wu jen must make a successful saving throw vs. paralysis. If the save is failed, the wu jen has lost control of the whirlwind for the duration of the spell. There after, each round the whirlwind moves its full movement in a random direction. Wooden buildings struck by the whirlwind have a 75% chance of being destroyed. If not destroyed, the building, although suffering damage, remains standing and can be repaired. Stone buildings collapse only 15% of the time and damage suffered hy those still standing is relatively minor. Trees are uprooted 80% of the time and those not ripped out are battered and broken. All creatures caught within the whirlwind suffer 6d10 points of damage (save vs. death for half damage). However, on a roll of a natural 20, the creature-through some freak of MhlIe--iS totally unscathed by the whirlwind even if all about him is destroyed. The whirlwind always fills the area of effect. If cast underground or in a confined area, it almost certainly affects the caster as well. A confrol weather spell can be used to
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weaken the whirlwind and two such spells cast with the same purpose cause it to disappear. Once the whirlwind has heen created, it remains for the full duration; the caster cannot voluntarily end it. The material component for this spell is a C
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This spell creates a translucent, shadowy, weightless area of magical force extending from the fingers of one of the caster’s hands. This silent construct is blade-shaped. Its cutting edges inflict damage just as those of a real long sword do. The caster wields the whisper blade as if proficient in its use. A whisper blade counts as a +I magical long sword for purposes of what it can hit (though it does not gain an attack or damage bonus). It never breaks, rusts, or grows dull. It is nonmetallic, nonmagnetic, and does not reflect light or conduct electrical energy. A whisper blade cannot he dropped or tom from the caster’s grasp, hut it vanishes instantly if the caster desires. The spell’s name comes from the hahit many mages who employ it have of whispering the spell’s verbal component, so as to surprise enemies. Notes: Rare in the FORGOTTEN REALMSsetting; virtually unknown elsewhere.



Whispering Sand



(Alteration, Phantasm) (Province: Sand) Level: 3 Components: V, S, M Range: Touch Casing Time: 3 Duration: Special Area of Effect: Special Saving Throw: None
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Whispering sand imbues a handful of sand with the ability to relate a message from the caster, aloud. At the time of casting, the caster must choose the sand that will “speak” (for example, a cupful in the bottom of a particular urn, or a small patch before an abandoned gate). He must also determine the conditions that will bigger the message-such as “when the one-armed barber appears before the gate” or ‘’when the name of the sun-god is spoken before the urn.(In this way, the spell resembles magic mouth.) The triggering event must occur within 30 yards of the talking sand. Finally, when casting the spell, the wizard must voice the message that the sand will repeat verbatim. The message may he up to five words for every level of the caster. When the conditions are met, the sand “speaks.” Anyone within 20 feet can hear the words clearly. The voice of the sand is hoarse and throaty, either male or female (caster’s choice). It resembles no one’s voice in particular, although it mimics the pronunciation and tone that the wizard used during casting. Unlike magic mouth, no lips (or other visual features) appear to accompany the message. Besides a simple spoken message, whispering sand can deliver a spell that has only a verbal component, provided the caster has that spell in his repertoire. For example, one of the power word spells can replace the message. When the conditions triggering the whispering sand occur, the power word will he cast. The effects of such spells are centered on the sand that speaks. Whispering sand in no way enables a wizard to cast spells that he could not otherwise use. Normal saving throws apply for spells released hy the whispering sand. Until the whispering sand is triggered, the sand enchanted by the wizard radiates a dim aura of alteration and phantasm magic. If a spell has been placed within the sand, the aura is extremely strong. In addition, the aura matches the school of magic to which the implanted spell belongs. Moving the sand (including moving the container that holds it, or unduly disturbing the dust) destroys any spell placed within the whispering sand, though a normal message remains effective. Notes: Common for spellcasters from an arahian setting; otherwise, very rare.
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Wildfire'



\ Whispering Tide



The wizard can prepare the spell to bear a message of up to 25 words, cause the spell to deliver other sounds for one round, or merely have the whispering wind seem to be a faint stirring of the air that has a susurrant sound. He can likewise cause the whispering wind to move as slowly as a mile per hour or as quickly as a mile every turn. When the spell reaches its objective, it swirls and remains until the message is delivered. As with the magic mouth spell, no spells may be cast via the whispering wind. Notes: Common spell (PHB).



(Alteration, Phantasm) (Water) Level: 2 Components: V, S Range: 1 mi.ileve1 Casting Time: 1 Duration: Special Area of Effect: 2-A. radius Saving Throw: None



A nautical variation of the spell whispering w i d , this spell enables the w i d to send a message or cause some desired sound effect in a specific location within range that is familiar to the wizard. The whispering tide can travel over or under the surface of any body of water. It is no more than a mere ripple or gentle current, and usually unnoticed by anyone until it reaches the designated location. It then delivers its message, regardless or whether or not anyone is there to hear it, and dissipates. The wizard may dictate a message of up to 25 words or instead cause the whispering tide to seem to be a faint ripple OI splashing sound. The tide can move as slowly as 1 mile per hour, or as quickly as 1 mile per tum. No other spells may be cast through the whispering tide. Notes: Uncommon for Water and Sea mages; otherwise, very rare.



Whispering Wind (Alteration, Phantasm) (Air) Level: 2 Components: V, S Range: 1 mileilevel Casting Time: 1 Duration: Special Area of Effect: 2-A. radius Saving Throw: None By means of this spell, the wizard is able to either send a message or cause some desired sound effect. The whispering wind can travel as many miles above ground as the spellcaster has levels of experience, to a specific location within range that is familiar to the wizard. The wind is as gentle and unnoticed as a zephyr until it reaches the location. It then delivers its whisper-quiet message or other sound. Note that the message is delivered regardless of whether anyone is present to hear it. The wind then dissipates.
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Wight Production



Lost spell, rumored cast by the Deathmaster: a rare type of necmmancez



Wildfire*



(lnvocatiodEvocation)



WWJ Level: 9 Components: Range: 0 Casting Time: 1 Duration: Variable Area of Effect: Variable Saving Throw: Variable By means of this spell, the wild mage is able to channel raw magical energy through himself, shaping it into any form or effect he desires. The energy is similar in many ways to a wish spell, hut has unique differences. tKldfire allows the caster to create the effect of any wizard spell of 8th level or lower. He need only have general knowledge of the spell and its effects: the spell does not need to be in his own spellhwks. Any normal saving throws vs. the spell effects are made at a -2 penalty. Wildfire can also be used in the creation of magical items. The energy created by the spell may be used to generate effects that are not created by known spells. wildfire can also be used to create items out of nothing. The magical energy can be shaped and hardened to form solid objects. These objects have a greenish, glowing tinge and radiate magic. These objects are stronger than steel yet have almost no weight. They are immune to fue,cold, electricity, and all forms of magical attack except dispel magic and wish spells. Even if they are suhjected to these spells, a saving throw is allowed



1015



L



Wildmagic Tempest



f



(equal to the creator's saving throw vs. spell). when creating objects, the c a s e is limited only by his own skill and the dimensions of the object. Items larger than a 10-foot-radius sphere cannot be fashioned. Creating the object requires only one round,regadless of size.Thus, a wizard could make an impeuemble dome or a small boat with this spell. Objects made of wildfire are neither stable nor permanent. Since the object is made of magic separated from the magical continuum, the material gradually deteriorates until the magical bonds become too weak to hold the wildfire in the chosen form. This decay takes Id6 + 4 hours. Notes: Restricted to wild mages, common



simply ceases to function. However, if the wildshield is struck by more spell levels than it can absorb, it explodes in a wild surge. The spell that triggered the surge is completely negated, its energy instead transformed into a wild surge (see Table 2). Since the shield no longer functions, the formerly protected wizard is subject to full effects of this wild surge. The material component is a small sponge. Notes: Restricted to wild mages, common (TOM).



Wildstrike*



(ConjuratiodSummoning)



WW



(TOM).



Wildmagic Tempest Level: 6 Lost spell. Mythal magic from the FORGOTTEN Components: V, S, M REALMS sefting, taken away by the gods. Range: 30 yds. Casting Time: 6 Wildshield' Duration: 2d4 rds. (Alteration) Area of Effect: 1 creature Saving Throw: Neg. WW Level: 6 Components:V, S, M Range: 0 Casting Time: 1 rd. Duration: Special Area of Effect: The caster Saving Throw: None This spell cloaks the caster in a whirling band of scintillating colors, providing complete concealment. The caster is able to see normally within and outside the shield. The wildshield protects the caster from the effects of spells and magical items. The shield can completely absorb 2d6 spell levels (that is, if the roll of 2d6 results in IO, the shield could absorb ten 1st-level spells, two 5th-level spells, or any similar combination), thereby negating their effects on the caster. Both area effect spells and those individually targeted at the wild mage are absorbed. In the case of area-effect spells, the wildshield protects only the mage. All others in the area of effect suffer normal effects fiom the spell. Widshield also protects against wild surges, whether caused by the caster's magic or by an outside source. Each wild surge is considered equal to ld6 spell levels. The spell remains in effect until either the caster cancels it or it reaches its spell level capacity. If the capacity is met exactly, the wildshield
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This spell is used primarily against hostile spellcasters. It distorts all attempts at spellcasting, converting spell energy into wild surges. The target of a wildsm'ke is allowed a saving throw; if successful, the spell has no effect. If the saving throw is failed, the creature is enclosed within a field of wild magic. If the creature casts spells or uses a charge from a magical item, a wild surge is automatically created (refer to Table 2). When determining the effects of this surge, the true level of the wild mage who cast the wildstrike is subtracted h m the die roll, making the effects of the wild surge more likely to affect the victim. The material component is a small glass tube that is shattered in the casting. Notes: Restricted to wild mages, common (TOM).



Wildwind*



(CnnjumtiodSummoning)



WW



Level: 9 Components: V, S Range: 100 yds. Casting Time: 8 Duration: ld3 t u m s Area of Effect: Special Saving Throw: None
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This spell is similar in effect to wildstrike and wildzone. When cast, a wall of faint, multicolored lights springs into existence at the point indicated by the caster. These lights form a line 150 feet long. After the first round of the spell, the wizard can move the wall of lights. Each round, the caster can move the wall in the same direction or as much as 45 degrees to either side. Once the wall is set in motion. it cannot he stopped unless the spell is cancelled or dispelled. The lights can nove 60 feet per round. The wildwind has two significant effects. ::-"a "11 "C. I-...., cLcLlluLcu by the magical lights suffer 2d6 points of damage. Second, any spellcaster struck while attempting to cast a spell automatically triggers a wild surge (use Table 2). Magical items that expend charges that touch the wall of lights automatically release one charge, also resultine in a wild s w e . Notes: R&cted to wild--, common (TOM)).



hammered silver worth no less than 2,000 gp. Notes: Restricted to wild mages, common



(TOW.



Wind Blade (Evocation) province: Wnd)



"-""...--"



Wildzone* (ConjuntionISummoning) Wid)



Level: 8 Components: V, S , M Range: 0 Casting Time: Id6 rds. Duration: 2d6 turns Area of Effect: 300-A. X 300-A. square Saving Throw: None



This powerful spell creates a disruption in magical forces similar to the conditions found in wild magic regions (areas where the effects of magic have been permanently altered). This spell has only a temporary effect, although the effects of w'ldzone could possibly be rendered permanent. The spell creates a wild magic region centered on the caster. The area of effect cannot he shaped in any way; it is always a square 300 feet long on each side (90,000 square feet). Within the wildzone, wild magic reigns. Any spell cast in the area of effect is automatically a wild surge (see Table 2). Effects from magical items that expend charges are also treated as wild surges when used in the area. Other magical items function normally. Spells cast into the wildzone fium outside the area of effect function namally, hut spells cannot be cast nut of the areaof effect without triggeringa wild surge. The material components are several pots of paint, which must be spilled across a sheet of
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Level: 4 Components: V, S Range: 0 Casting Time: 4 Duration: 1 rdAevel Area of Effect: 1 item Saving Throw: None



This spell creates an invisible sword made of wind, which the caster can instantly extend fronR his hand at will and retract iust as easily. He does --. noru ~- 1,1 some~~... n't actually grasp the blade, so ,ne~can thing else while the spell is in use. If he's already using another weapon, however, he cannot wield the wind blade simultaneously. Though the wind blade can't be seen, it can be heard as a roaring wind. It doesn't disturb the air around it, however. It hatters targets instead of cutting, dealing 4d4 points of bludgeoning damage per round. It has a speed factor of 2. The blade strikes all visible, nonflying targets as if the caster was attacking a target of AC 10. Targets that are invisible or flying retain their normal Armor Class. The wind blade is considered a normal, medium-sized weapon. It won't affect creatures that can only be shuck with magic. The blade is destroyed if the wizard begins spellcasting, hut not if he simply activates a magical item. If the caster falls unconscious. the wind blade is also destroyed. Notes: ( bian setting ~~



(Evocation (Air) Level: 4 Components: V, S, M Range: 0 Casting Time: 1 rd. Duration: Instantaneous Area of Effect: Cone, 60 yds. long x 30 yds. wide Saving Throw: K
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Whd Breath -Wu Jen



A variation of gust ofwind, this spell allows the caster to fill his lungs with air and expel a powerful wind. The strength of this wind is about 5 miles per hour for every level of the caster. Those outside the area of effect do not notice the tremendous winds, though objects may be blown out of the spell’s area into their path. The DM should determine the precise effects of the wind breath using the following parameters as guidelines. If the wind breath is 30-50 miles per hour, there is a 10% chance that small boats capsize, a 1% chance that ships capsize, and a 10% chance that a man is knocked down. There is a 20% chance that branches snap, light articles are blown away, and tents and sails tear. Creatures caught in the cone of the wind breath suffer 1 point of damage from blown sand and grit. If the wind breath is 50-70 miles per hour, there is a 70% chance that small boats capsize, a 20% chance that ships capsize, and a 50% chance that a man is knocked down. Trees bend and there is a 70% chance that branches snap, and a 20% chance that a trunk snaps. Medinmsized articles are blown away, and there is a 50% chance that tents and sails are tom, and a 40% chance that shacks are blown down. Creatures caught in the cone of the wind breath suffer ld4 points of damage from sand and grit. Flying creatures are blown back 10-40 (1Od4) feet.) If the wind breath is 70 miles per hour or more, there is a 100% chance that small boats capsize, a 70% chance that ships capsize, and a 70% chance that a man is knocked down and blown 10-40 (10d4) feet to suffer Id6 points of damage per 10 feet blown. There is a 70% chance that tree trunks snap, and a 100% chance that branches are ripped from trees. Heavy articles are blown away, medium articles are ripped from fastenings, and tents and sails have a 70% chance of being destroyed. There is a 20% chance that common buildings are blown down and a 60% chance that shacks are flattened. Creatures caught in the cone of the wind breath suffer Id8 points of damage from blown objects. Flying creatures are blown hack 50-100 (40 + 10d6) feet. The material component for this spell is a handmade silk fan with a value of at least 1 gp. Notes: Uncommon spell.
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Wind Breath -Wu Jen As the 4th- level spell exact!9,except the wujen version is Znd-level, with a casting time of 2.



(Alteration)



Q



Wind Carpet



(Province: Wnd)



Level: 5 Components: V, S, M Range: Touch Casting Time: 5 Duration: 1 tum/level+ Id8 tums Area of Effect: Being touched Saving Thmw: None When this spell is cast, the recipient becomes the commander of a wondrous flying carpet, woven iivm a glowing magical force. The carpet measures 1 square foot per level of the caster, with rectangular dimensions. Though it’s wafer thii it can cany up to 100 pounds per level of the caster. The wind carper moves at a rate of 30 (Maneuverability Class A). In combat, the carpet can be destroyed by a successful dispel magic, or by physical or magical damage.The carpet has 5 hit points per level of the
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Wind s m t



caster,Amor Class 8, and makes saving throws as a leather object. The being touched is fully in control of the carpet It flies smoothly and with stability, enabling the heing to recline, castspells, study, or paform intricate tasks while floating along. In fact, the being cannot accidentally fall from the carpet, no matter what movements either makes. Even if they fly upside down, the being mains on the caqxt, level and stahle. However, items that the being is not carrying or wearing may fall (and they will if he’s upside down). Wind alone can never whisk cargo off the carpet. The being can command the windcarper to hover in one place or guide it with deft precision m u n d obstacles and through gaps. The carpet can even tilt sideways or roll upside down to dump off inbudem. The pilot remains in place, although other passengers and cargo are vulnerable to falling, as usual. Only the being touched hy the caster can command the carpet. While magics can destroy it, they can never wrest wntrol of the carpet from this individual. Nor can anyone hamper its flight by p t s o f w i n d or even natural storms. Subject to its weight limits, the carpet can cany more than one living creature, but it is linked to only one. If the being is killed or knocked unconscious, the Wind carpet fades immediately (possibly stranding its riders in midair). The wind carpet does not confer any protection against creature, spell, or weapon attacks, hut its shelter against winds exten& above it in an invisible bubble as tall as the pilot. A wizard on a wind carpet, for example, is vulnerahle to air elemental attacks or arrows, but can fly right through a tornado and emerge unshaken, or even stay in the funnel cloud to study a spell. The material component ofthis spelt is a scrap of woven cloth, of any size. The cloth is consumed hy the spell’s casting. Notes: Common for spellcasters from an arahian setting; otherwise, very rare.



(Alteration’ (Province:



Wind Compass



-



Level: 1 Components: V, S, i V Range: 0 Casting Time: 1 Duration: 1 hr.flevel Area of Effect:The c Saving Throw: None By casting this sp, moaning wind that ~ V U L Um ~ nib L.U alone. ICS steady tone is anchored to a single compass direction chosen by the caster. When his ear is turned toward that direction, the tone is correct. When the caster turns aside from that direction, moving his ear to the right or left, the tone rises or falls accordingly. Returning to the proper course restores the proper hum. Loud noises may drown out the hum, but ordinary conversation does not. The wind compass spell is most useful on overcast nights and in blinding sandstorms, when visibility is greatly reduced. The spell allows the caster to travel unerringly in a chosen direction. It cannot guide him along a complex or circuitous route, however, nor can it help him find landmarks. It only reveals his heading (that is, “oorthwest”). The caster can choose to end this spell before its duration expires. Maintaining the spell does not require concentration, so the wizard can cast other spells while the wind compass operates. The material component of this spell is a hit of earth mixed with spittle, cast into the air. Notes: Common for spellcasters from an arahian set



(Conju (Provin Level: I Compoi Range: Casting Time: 1 turn Duration: 1 tum/level+ ld6 turns Area of Effect: Summons 1 creature Saving Throw: Special This spell conjures a weak form of air elemental. This creature is incapable of entering combat, as it has no effective attacks against corporeal creatures, nor can it be affected hy normal
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,Wind



Shadow



(nomagical) weapons. The creature’s only power is to generate a strong wind over a localized area. A wind servant can make one of the following changes: Change Wind Speed: The creature can increase or decrease wind speed by one category (for example, from light breeze to favorable wind, or from gale to starm). Change Wind Direction: The servant can change the wind direction by one “step” (for example, from north to northeast, or from northeast to east). Any such effect on the wind applies to only one vessel. The wind servant is too small to create widespread weather effects, instead changing the weather by filling the sails of the affected vessel with its own essence. The caster can order the wind servant to do more than one of the above tasks, hut at a cost. For each round that an additional task is ordered (that is, changing the wind direction by two points, or affecting wind speed and wind direction), the number of rounds which the wind servant stays is decreased by one. Thus, for example, a wizard ordering a northerly breeze when the current winds are southerly reduces the wind servantk tenure hy three rounds for each round of such activity. Wind servants are lazy and disobedient, although not hostile. The caster must give the wind servant continual guidance or the creature allows normal wind conditions to resume. On the other hand, the caster may change his direction to the wind servant at any time, and the wind servant will respond in 1-3 rounds. (For the purposes of the naval game, such a shift takes effect at the stari of the next turn.) Although wind servants cannot be struck by normal weaponry, they can be affected by magic. A wind servant who takes more than 30 points of magical damage flees back to the Elemental Plane ofAir, abandoning the caster. The material component of this spell is a lit block of incense worth at least 50 gp. Notes: Common for spellcasters from an arahian setting; otherwise, very rare.
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Wind Shadow



(Alteration) (Province: Wnd)



Levei: 3 Components: V, S, M Range: Touch Casting Time: 3 Duration: 9 rds. Area of Effect: Creature touched Saving Throw: None



Oi 7



The recipient of wind shadow takes on a translucent and almost weightless form, gliding silently upon a magical breeze. All items that the creature carries and wears undergo the same change, provided they are not living. The breeze trails behind the creature; no scent or air current precedes it to betray its movement. Nor does any footprint, track, or magical path mark its passage. The magical breeze enables the creature to float at its normal movement rate, in whatever horizontal direction it wishes. Although the creature typically hovers just above the ground, it can also ascend or descend up to 70 feet per round by force of will. Against a strong natural or magical gale, the creature moves at half normal rate. The creature retains its original Armor Clasis. Its THACO remains the sarne with one exception: .. c r e a m suners when making missile attaws, me a -1 attack roll penalty. The creature cannot speak aloud while in transit, nor cast spells; the movement is not stable enou,gh. . ~ e L ct Because of these drawt,,,,, .h,..* .--PO+..-u.Io.y.I often chooses to end the spell prematurely. This spell is most useful for those who wish to bridge a chasm, or to sneak across a small distance undetected (such as from cover to cover). Silent and translucent, the creature has a 65% chance of escaping detection by those that are not expecting or watching for it. When the creature is passing humans--or passing those unable to smell more acutely than humans-its chance increases to 75%. However, it is only 40% likely to escape the notice of alert, watchful beings. If the creature enters a well-guarded position such as an enclosure, bridge, or doorway, its chance to remain undetected drops to 10%. The material component of this spell is a piece of silk or gossamer. Notes: Common for spellcasters from an arabian setting; otherwise, very rare.
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The material components are a tiny fan and a feather of exotic origin. Notes: Common spell (PHB).



Wind Wall (Alteration)



(Air)



Windridei



Level: 3 Components: V, S, M Range: IO yds./level Casting Time: 3 Duration: 1 rd.ilevel Area ofEffect: 10-ft.wide X 5 4 . high areailevel Saving Throw: Special



(Alteration) Level: 3 Components:V, S, M Range: 104. radiusilevi Casting Time: 1 turn Duration: 1 hr.ilevel Area of Effect: 1 craft Saving Throw: None



...”



.” -....,



The windrider spell a..v.lll --l.l. move an object on water or air. An airborne object must be held aloft by some force of its own; this spell does not levitate. However, items floating on pluma cushions, such as caused bv the elevate I and II spells, can be moved, as can canoes and raft-and possibly e>e n larger vessels. The caster must ke ep the entire object in range ..- d - JLII-LCVCI C.L I I : . . for the spell to work. -LUUJ, M>LGL, 111 the center of a ship 100 feet long, could employ this spell to move the vessel. It can progress at a movement rate of up to 120 feet per round. However, the spell does not cancel natural weather conditions, so gusty winds can override its effects. The material component of the soell is a tinv bit of vulture’s feather. Notes: Restricted tci practitioners of pluma magic (the Maaica setting); common.



This spell brings forth an invisible vertical curtain of wind two feet thick and of considerable strength-a strong breeze sufficient to blow away any bird smaller than an eagle or to tear papers and like materials from unsuspecting hands. (if in doubt, a saving throw vs. spell determines whether a subject maintains its grasp.) Normal insects cannot pass such a harrier. Loose materials, even cloth garments, fly upward when caught in a wind wall. Arrows and bolts are deflected upward and miss, while sling stones and other missiles under two pounds in weight receive a 4 penalty to a first shot and -2 penalties thereafter. Gases, most breath weapons, and creatures in gaseous form cannot pass this wall, although it is no barrier to noncorporeal creatures.
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Components: V, S, M Ranee: - 5 vdsAevel . Casting Time: 9 Duration: Permanent Area of Effect: 1 item or individual Saving Throw: Special The casting of this spell creates a virtually impenetrable wall of wind around a person, place, or object. The windy barrier encircles the item and arcs over the top, preventing all entry. It can extend itself into a sphere, thwarting all attempts to dig under the barrier and gain entrance from below. Even if all the material
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around it is removed, the windtomb remains firmly in place. A windtomb can entxap one target as small as a dog (roughly 3 feet across) or as large as a keep (roughly 100 yards across). If the target is a building, all those within it are trapped. Living creatures at the heart of a windtomb are placed in a state of suspended animation (see the 8th-level wizard spell, temporal stasis). The caster has three options when casting the windtomb. First, he must decide whether the swirling hamer of wind will howl and moan, or he silent as death. Second, he must decide whether the tomb will appear as a swirling mass of color, or whether it will be invisible. In the former case, the contents will he blurred. In the latter, the contents will he as invisible as the barrier itself. Lastly, the caster must choose whether divination magic will reveal the contents of the windtomb, or whether the contents will remain secret. If creatures try to breach the wall from without, they're picked up, battered for a round, then tossed outside the area of effect, suffering 4d10 points of damage. Those who attempt to escape from within suffer the same fate, landing hack inside the tomb. Even creatures in gaseous form, water-form, or a similar state are battered and tossed if they attempt to breach the tomb. Creatures that partially or wholly shift into another dimension will escape damage when attempting to cmss the harrier, but still fail. This applies to creatures out of phase, as well as those in the Astral or Ethereal Plane. The windtomb scatters magic. Attempts to feleporfor dimension door into or out of the tomb fail miserably; the individual attempting the act is randomly shunted to another location on the same side of the tomb. Similarly, other spells (including dispel magic and destroy magic) are bounced off in random directions. Only the power of a full wish or similar spell can bring down the walls of a windtomb. The windtomb serves as the ultimate prison for dangerous creatures, unpopular royal relatives, perilous artifacts, and priceless treasures. Some haggard old wizards, weary of heroic interlopers, use the tomb as bait. An adventurer should always try to ascertain what exists at the heart of the storm before breaching the windtomb. The material component of this spell is a small crystalline or glass figure of the item, perso& or place to he entombed. This is custom work, performed by a glassmaker, and costs about 700 gp. The replica must he perfect (something a profi-
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ciency check can determine). If the replica is imperfect, a saving throw is allowed for the targetor for all those within the target. Otherwise, only a creature with inherent magic resistance can possibly escape entrapment in the windtomb. Notes: Common for spellcasters from an arahian setting; Otherwise, very rare.



Windwar (lnvocation/Evocation) (Air) Level: 9 Ilomponents: V, S IRange: 0 



Wingbind -hagon



bolts inflict 3d6 points of damage to one target creature each, save vs. spell for half damage. Targets are selected randomly by the DM. In addition, thunderclaps sound every time the lightning bolts strike. All targets in the air must save vs. paralyzation or he stunned for one round by the deafening thunder. Those affected are stunned and unable to act for the round. Flying creatures with less than 8 HD also must make a second save vs. paralyzation to remain aloft, otherwise plummeting to earth. The heavy, swirling rains in the area reduce visibility to one-half but cause no damage,' except to those creatures affected by water. (As a general rule, such creatures take ld6 points of damage per round in the area of effect.) The caster must he airhome for the spell to work, and it will cease to function if its area of effect ever contacts the ground. The caster is not affected by the spell, save for the reduction in visibility, nor is the caster's mount, if any. The spell is centered on and moves with the caster, continuing to affect other creatures in the area regardless of the caster's wishes. Notes: Uncommon for Weather mages, rare for Air mages; otherwise very rare. (Updated from DRAGON Magazine.)



(Evocation)



Wingbind



Level: 9 Components: V Range: 40 ft./level Casting Time: 9 Duration: 1 rd.ilevel Area of Effect: 1 dragon Saving Throw: Special Wingbind is a highly effective combat spell hown to very few non-dragons. When the spell is cast. it creates a web or net of force that entaugles the dragon. This force net bas the sanle effect as a grappling attack the dragon is unah le to fly and plummets toward the ground. TI.^ .,-"A _^^^Z -- :-:.:., L U G L U ~ G L U L ~ ~ ICLGIVC-S W au lnl~ralsaving throw vs. spell to avoid the effects of the spell. At the end of each subsequent round, it receives another saving throw vs. spell, but with a cumulative -3 penalty. A successful saving throw means that the dragon has broken free from the net of force, The wingbind spell remains in effect until either the duration expires, the dragon successfully saves, the caster is slain or rendered uncon-



scious, the caster purposely releases the spell, or the dragon slams into the ground. The rules for grappling apply to wingbind as well. A wingbound dragon falls at 125 feet per second, or 7,500 feet per round. After the wingbind spell is terminated-for whatever reasonthe dragon continues to fall for another 2d10 seconds (250-2,500 feet). If it strikes the ground during this time, it suffers ld6 points of damage per 10 feet fallen, up to a maximum of 20d6. Notes: Very rare spell in the FORGOTTEN REALMS setting; virtually unknown elsewhere.



Wingbind -Dragon



(Evocation)



Level: 4 Components: V Range: 40 ft./level Casting Time: 3 Duration: 1 rd.llevel Area of Effect: 1 dragon Saving Throw: Special Wingbind is a highly effective combat spell known to very few dragons. It creates a web or net of force that entangles the target, which must he a dragon. This force net has the same effect as a grappling attack the dragon is unable to fly and plummets toward the ground. The target dragon receives an initial saving throw vs. spell to avoid the effects of the spell. At the end of each subsequent round, it receives another saving throw vs. spell, hut with a cumulative -3 penalty. A successful saving throw means that the dragon has broken free from the net of force. The wingbind spell remains in effect until either the duration expires, the dragon successfully saves, the caster is slain or rendered unconscious, the caster purposely releases the spell, or the dragon slams into the ground. The rules for grappling apply to uses of wingbind as well. A wingbound dragon falls at 125 feet per second, or 7,500 feet per round. Afier the wingbind spell is terminated-for whatever reason-the target dragon continues to fall for another 2d10 seconds (250-2,500 feet). If it strikes the ground during this time, it suffers ld6 points of damage per ten feet fallen, up to a maximum of 20d6. Notes: Restricted to dragons, very rare. Known to he in the Draconomicon.
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Wonder Spell



Wingless Wonder Spell See wonderform. (Alteration) (Air)



Wing Gifting



Level: 7 Components: V, S Range: 30 yds. + 10 ydsAevel Casting Time: 3 Duration: H hr./level Area of Effect: 1 creature Saving Throw: Neg. This spell allows the caster to gift a creature otherwise unable to fly with a pair of usable wings, which sprout from the creature’s hack. The spell gives the creature full knowledge and proficiency with the wings. The creature must have a clearly definable hack for the spell to take effect. The creatuIe cannot have wings already. Only one casting of this spell is effective on a creature at any time, although wings from a previously cast spell previously can be replaced by a new wing type. The wings are comparable to the size of the creature. The caster chooses the desued wing type from the following: Butterfly: M V 24 (MC C); flutter Dragon: M v 30 ( M C C); wing buffet Dragonfly: M V 36 (MC: B); hover, dart Eagle: MV 48 (MC: D); dive Hummingbird: MV 36 (MC: A); hover



Once the spell has been cast, the subject creature must pass a system shock roll. Failure indicates that its body has rejected the wings, which fail to appear; however, the creature is otherwise unharmed. Unwilling creatures receive a saving throw vs. spell to avoid the wings as well. This spell has no effect on polymorphed creatures. Finally, those affected by a wing gifting spell are subject to all the applicable rules of aerial combat (see the DMG). The above wing types all impart advantages beyond flying movement. The rules for these abilities are as follows: Dart: A dragonfly-winged creature can, after hovering for one round, completely change direction and move one-and-a-half times its normal flying speed the next round (round fractions up). This ability cannot be used more frequently than every three roundsand can be used only from hovering.
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Dive: An eagle-winged creature that dives can double its flying speed for the distanced dived (thus a dive at MV 6 can cany the creature a distance equal to MV 12). At the end of the dive, the creature can attack at a +2 attack bonus for double normal damage. Flutter: A butterfly-winged creature moves in such an erratic fashion that opponents trying to strike it have a -2 penalty to their attack rolls. The winged creature moves and anacks normally, hut never receives bonus movement when it loses altitude (it does not dive). Hover: A dragonfly- or hummingbird-winged creature can hover in place for one round and change direction completely in the next round. The creature also has some versatility in performing tasks such as retrieving or placing stationary objects, attacking slow-moving aerial targets, or surveying the ground below. The creature can anack normally while hovering as well. Wing Buffet: A dragon-winged creature can use its wings to buffet opponents to its front with a short burst of air. The creature using this ability must he on the ground, not flying, and cannot otherwise attack. The buffeting has no effect on a creature larger than the winged creature. Buffets inflict no damage, hut opponents within 5 feet may he are knocked prone (use a Dexterity check with a penalty of +2 on the ld20 roll, or a saving throw vs. paralysis at -2 for creatures not rated for Dexterity). The wings vanish at the end of the spell’s



duration. However, creatures that are airborne when the spell ends are affected for ld2 rounds by afeatherfall spell. This small safeguard allows time to cast a new spell to maintain flight, select the best place for a landing, or make other preparations for the fall. Once the feather fall wears off, a non-flying creature plummets to the ground, taking normal falling damage. Notes: Very rare spell. (Updated from DRAGON Magazine.)



Wings A 7th-level spell, aka wing gifting



Wings (Alteration, Evocation) Level: 2 Components: V, S, M Range: 10 A./level Casting Time: 2 Duration: 3 rds. Area of Effect: 1 creature Saving Throw: Neg.



This spell causes the caster, or a creature visible during casting, to instantly acquire wings. The wings spmut from the shoulders ofthe spell recipient, and are of any appearance desired by the caster, from giant feathered avian wings, to diaphanous insect wings, to the hat-like wings of baatezu and tanar'ri. The latter wing type is sometimes used to impress onlookers with the caster's magical power or fool them into thinking she is a powerful being from another plane. An unwilling creature receives a saving throw vs. spell to avoid the effect. The wings created by this spell last for three rounds,and cannot he banisbed earlier. If made sufficiently large they encumber a waking being not used to them. The maximum wingspan is thrice the height of the recipient. The wings are only under the rough control of the spell recipient. Only those who are normally winged can use them without penalty at MV 21 (B). All other beings must make a successful Dexterity ability check each round to keep h m tumbling headfirst as they lose all balance or the wings become entangled. Room for the wings to heat unencumbered must he available or all aerial movement attempts fail. The wings can he used to I@, glide, or brake. Only one of these actions can be performed per round, but switching between actions from round to round is possible. Lip: This is accomplished by h t i c a l l y heating



J



the wings. A successful Strength ability check is required. If successfd, the creature can s o a ~upward to a height of 10+2d8 feet. (This is useful to reach a balcony, ledge, or window, or grasp something overhead.) This action can he used to strike a single blow at an opponent aloft, at the winged creature's normal THACO. After the attack roll is made, the winged creature undergoes a helpless 1-round hmhle back to the ground, taking 2d4 points of falling damage. The creature might also use the attack to grasp the opponent, inilicting no damage hut clinging on to shike in later rounds. Glide: This can be a deliberate leap, or used after the wings spell is cast from afar on an alreadyfalling being. The mere presence of the wings enables the creature to control the general direction (north, northeast, east,and so on) of its descent. A successful Intelligence ability check is required to aim the glide more precisely, so that all side-slipping action is avoided and the gliding being stays level (instead of falling into a m h l e or flipping upsidedown). A falling winged creature that successfully makes both a Dexterity and an Intelligence check can successfully aim for a window, archway, door, or trapdoor, and pass thmugh it. If the opening is too narrow to permit the wings to pass through, they are smashed flat, and cannot he used on the folllowing round. The gliding being can choose to sloar descent or speed it into a dive, hut influence over qxed is very slight. Ai& ,. Brake: This action can slow * C"11 ,. 61Lyu, descent after a lift, but cannot be attempted by a tumbling being. It consists of a frantic flurry of wingbeats, and the winged being must successfully make a Dexterity, a Strength, and an Intelligence check for the maneuver to work If all three succeed, the being lands without any damage h m a descent of 60 feet or less, and suffers only Id6 points of damage for greater descents. If one or all of the checksfail, only Id6 points of damage are removed from the normal falling damage suffered by the winged being. When the spell ends, the wings rapidly fade may. The matRial component of the spell is a fragment of a wine fium anv sort of insect or a father CIf any type. Notes: Rare in the FORWITENREALMS setting; irtUally unknown elsewhere.
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Strength or Dexterity, the DM can assign a saving throw based on the difficulty of the attempted maneuver.
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W i n g s Dragon Knight



Wings -Dragon



f Witch’s Banishment



Knight



(Alteration)



(Abjuration)



Level: 3 Components: V, S, M Range: Touch Casting Time: 3 Duration: 1 humlevel + Id6 turns Area of Effect: Creature touched Saving Throw: None



Level: 9 Range: IO yds.flevel Components: V, S, M Casting Time: 2 rds. Duration: Instantaneous Area of Effect: 1 creature or 1 object of up to 8,000 cu. A. Saving Throw: Special



This spell causes the creature to sprout a set of wings resembling those of a dragon. The creature can then fly at a rate of 18 (maneuverability class C). The wings spring from the character’s shoulder blades. They do not appear if armor. clothing, or other restricting material is in the way. Notes: Known to the Dragon Knights of the DRAGONLANCE setting, common.



Wish



(ConjorationISnmmoning) Level: 9 Components: V Range: Unlimited Casting Time: Special Duration: Special Area of Effect: Special Saving Throw: Special The wish spell is a more potent version of a limited wish. If it is used to alter reality with respect to damage sustained hy a party, to bring a dead creature to life, or to escape from a difficult situation by lifting the spellcaster (and his party) from one place to another, it will not cause the wizard any disability. Other forms of wishes, however, cause the spellcaster to weaken (-3 on Strength) and require 2d4 days of bed rest due to the stresses the wish places upon time, space, and his body. Regardless of what is wished for, the exact terminology of the wish spell is likely to be carried out. Casting a wish spell ages the caster five years. Discretionary power of the DM is necessary in order to maintain game balance. As wishing another creature dead would be grossly unfair, for example, your DM might well advance the spellcaster to a fuNre period in which the CreaNre is no longer alive, effectively putting the wishing character out of the campaign. Notes: Common spell (PHB).



One of the most potent abjurations known, witches’banishinstantly hurls a single creature or object to a randomly determined Lower Plane. The spell is nearly infallible; magic resistance is completely useless against it, and the only creatures who can resist its effects are those whose levels or Hit Dice equal or exceed the caster’s own. Even these suffer a -8 penalty to the saving throw vs. spell. Instead of employing this spell against an enemy, the caster can choose to banish a single object of up to 8,000 cubic feet (for example, a 20-foot cube) in size. To strip an item from an individual, a lock of the individual’s hair or equivalent is required. An object is worn OI carried by a creature is allowed its owner’s saving throw. For example, a vorpal sword carried by a 14th-level ranger could he banished with no saving throw, since its owner is of lower level than the 18thlevel wizard required to cast this spell. When this spell clashes with other effects of equal strength or potency: powers of demigod level, artifacts, spells or devices providing complete and absolute protection, the results are unpredictable. The DM adjudicates such conflicts. The plane the creature or item is sent to is determined by a roll on the chart. Lower Planes Des” ’. Id8 Plane 1 Acheron 2 Baator 3 Gehenn; 4 TheGrayWaste 5 Carceri 6 TheAhyss 7 Pandemonium 8 Limbo or Mechanus (50% chance of each) The creature or object is transported to a random location in a random layer of the plane
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Witchweed - Old Empile



I



3 indicated; the witch has no idea where the banished person or item may go. The spell is permanent in that the subject won’t return to the Prime Material Plane through the action of this spell, although the plane of banishment can he lei? by whatever other means prove expedient. The material component is a brass key, set with a ruby worth at least 500 gp. The witch discards the key as the spell is cast-it is annihilated by the casting of the spell. The spell must be cast hy a circle of witches (at least seven), and the level of the abjuration is the level of the circle leader. Notes: Restricted to witch covens, common. Might optionally be available to specialist ahjurers, who also require a supporting circle of wizards. (Updated from DRAGON Magazine)



Witch’s Death Spell



(Necromancy)



Level: 8 Range: 120 yds. Components: V, S, M Casting Time: 8 Duration: Special Area of Effect: 1 or more creatlves in a 40-ft. cube Saving Throw: Special This spell is used by witches to slay their enemies. Undead, nonliving, and extraplanar creatures are immune to the effects of this spell. The victims can be raised or resurrected by any expedient means. The spell can he cast in one of two ways: A) One Creature: A single creature of 7+1 or more Hit Dice or levels, can be struck dead. A creature making a successful saving throw vs. death at a -2 penalty takes 2d6 points of damage instead. B) Gmup af Creatures: A group of individuals of 7 Hit Dice or levels, can he slain. The creatures must be within a 40-foot cube and 2d8 creatures chosen by the caster might he affected. Those with 4+3 Hit Dice or less are slain instantly, those with more are each allowed a saving throw vs. death magic at a 4 penalty, taking 2d6 points of damage even if they survive. A creature fatally affected by this spell CNIIIples to the ground immediately and perishes in the space of a turn. If the death spell is cancelled, successhlly dispelled, or rendered inert through antimagic during this time, the creature regains consciousness in Idlo rounds.
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This potent dweomer ages the caster one year per victim. If cast by a circle of witches, the circle members split the aging, with the principal caster unaffected. Notes: Restricted to witches; common.



Witch’s Glamor -Witch



(nlosion/€‘hantasm)



Level: 2 Range: 0 Components: V, S, M Casting Time: 2 Duration: Special Area of Effect: The caster Saving Throw: Special This spell is usually cast hy ugly, evil witches in combination with one of the seduction spells. The witch k glamor creates a ravishing beauty directly opposite the witch’s m e appearance. Any negative Charisma-based reaction adjustment hecomes positive; thus, a hag with a Charisma of 4 (adjustment -5) has an effective Charisma of 17 while under the influence of this spell. This would change a +5 saving throw bonus against a seduction spell to a -5 penalty. The glamor lasts 5 rounds per level unless cast while a seduction spell is operating. In this case, it ends with the seduction spell. This occurs even if the seduction spell is broken prematurely. Also, the glamor ends instantly as soon as the witch attacks in any manner, except with an enchantmenucharm spell. When the spell ends, anv creature chrmed hv the witch must make arI immediate saving throw vs. spell as soon as it sei3 her hue features, with a dI^ :._ penalty equal to her Charrarrm LC~GLIVO ~ U J U S U I ~ C ~ L Failure means the creature staips in horror and loses its next initiative roll (going I;%stin the mund). Notes: Restricted to witclhes, uncommon. _^__



Witchweed



(Evocation)



.,:~~-__.



-Old Empire



Level: 3 Components: V, S, M Range: 50 yds. + 10 yds.ilevel Casting Time: 3 Duration: 1 rd./level Area of Effect: 40-ft. radius Saving Throw: None
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This spell creates a cloud of smoke that is ut-



i



-Wither



terly inhospitable to wizards. All wizards caught in this cloud cannot cast spells; they also suffer 2 points of damage per round they remain in the cloud. The cloud is stationq; once in place, it can be moved only by a gust of wind spell or equivalent. The material component for this spell is burning tobacco (or some other noxious, fume-producing plant). Notes: Uncommon spell. As a FORGOTTEN REALMS Old Empire spell, initial exposure requires a mentor or a read Southern magic spell.



Wither



Reversedform, see regenerate.



(Evocation)



Level: 7



Withering Palm



Components: V, S Range: Touch Casting Time: 4 Duration: Instantaneous Area of Effect: Creature touched SavingThrow: !4



Q



This spell acts as a s w o f withering. Upon casting the spell, the wu jen must touch the victim, If a successful attack mll is made,the creaturesuffers3d6 points of damage and must make a successfulsaving throw vs. spell to avoid the withering effect. If the saving throw is failed, one limb of the creature (either the l i b touched or one randomly determined) ixcomes shriveled and useless. m e head is not considered a l i b . ) If the saving throw is successful, the mature still suffers damage but does not undergo withering. If an ann is w i t h 4 the character can still fighf though two-handed weapons cannot be used Spells q u i r h g somatic components can be cast 75% ofthe h e . If a leg is withered, the chatacters movement rate is reducedto one-fourth normal.Armor Class decreases by 3 and the character suffers a4penalty to his chance to hit. Awithered limb can be restored by the use of the heal, limited wisk or wish spell. Notes: Common in oriental settings; otherwise, very rare.
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(Alteration)



Wizard Eye



Level: 4 Components: V, S,M Range: 0 Casting Time: 1 turn Duration: 1 rd./level Area of Effect: Creates 1 eye Saving Throw: None When this spell is employed, the wizard creates an invisible sensory organ that sends him visual information. The wizard eye travels at 30 feet per round if viewing an area ahead as a human would (Le., primarily looking at the floor), or 10 feet per round if examining the ceiling and walls as well as the floor ahead. The wizard eye can see with infravision up to 10 feet, and with normal vision up to 60 feet away in brightly lit areas. The wizardeye can travel in any direction as long as the spell lasts. It has substance and a form that can be detected (by a defect invisibility spell, for instance). Solid baniers prevent the passage of a wizard eye, although it can pass through a space no smaller than a small mouse hole (one inch in diameter). Using the eye requires the wizard to concentrate. However, if his concentration is broken the spell does not end-the eye merely becomes inert until the wizard again concentrates, subject to the duration of the spell. The powers of the eye cannot be enhanced by other spells or items. The caster is subject to any gaze attack met by the eye. A successful dispel cast on the wizard or eye ends the spell. With respect to blindness, magical darkness, and so on, the wizard eye is considered an independent sensory organ of the caster. The material component of the spell is a bit of bat fur. Notes: Common spell (PHB). (Alteradon) (Universal)



Wizard Lock



Level: 2 Components: V, S Range: Touch Casting Time: 2 Duration: Permanent Area of Effect: 30 sq. ft.nevel Saving Throw: None
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WizardSeal



A wizard lock spell cast upon a door, chest, or



Wizard Seal



portal magically locks it. The caster can k l y pass



(Abjuration, Alteration)



his own lock without affecting it; otherwise, the &ani locked door or object can be opened only hy breaking in, a successful dispel magic, or knock spell, or by a wizard four or more levels higber than the one casting the spell. Nde that the last two metbcds do not remove the wizani lock they only negate it for a brief dumtion, ahout one tun.Creatures from other planes cannot burst a W r d lock as they can a held portal (see the bldponal spell). Notes: Common spell (fHB).



(Geomew)



Wizard Mark (Alteration) (Universao Level: 1 Components: V, S, M Range: Touch Casting Time: 1 Duration: Permanent Area of Effect: Up to 1 square ft. Saving Throw: None When this spell is cast, the wizard is able to inscribe, visibly or invisibly, his personal rune or mark, as well as up to six additional characters of smaller size. A wizard mark spell enables the caster to etch the rune upon stone, metal, or any softer substance without harm to the material upon which the mark is placed. If an invisible mark is made, a detect magic spell will cause it to glow and be visible (though not necessarily understandable). Detect invisibility, m e seeing, a gem of seeing, or a rube ofeyes will likewise expose an invisible wizard mark. Aread magic spell will reveal the maker’s words, if any. The mark cannot he dispelled, but it can be removed hy the caster or hy an erue spell. If cast on a living being, normal wear gradually causes the mark to fade. The material components for this spell are a pinch of diamond dust (ahnut 100 gp worth) and a pigment or pigments for the coloration of the mark. If the mark is to be invisible, the pigments are still used, hut the caster uses a stylus of some sort rather than his finger. Notes: Common spell (fHB).



-



Level: 6 Components: V, S, M Ranee: Touch Casting Time: 8 hrs. Duration: Special Area of Effect: 1 scroll or book Saving Throw: Special



This spell enables the caster to protect magical writings (such as spellhooks) from perusal by unauthorized individuals. Common sealings allow safe access to desimated individuals or to a specific class alignment, guild, or experience level, and so on at the caster’s choice. Unauthorized entities attempting to read the material must immediately save vs. spell or be afflicted with a curse (as the 4th-level spell, hut permanent) which is specified at the time of sealing. This can be removed only hy a spellcaster of equal or greater level than the original sealer. A successful saving throw means that the reader experiences a sudden headache hut no further ill effects at that time. However additional saving throws must be made for each spell level (or equivalent) read thereafter; each at a cumulative -2 pensilty. Failure at any point afflicts the readeir with thte curse. h . r thr The on01 -mein* e-+-+ . a n t i 1 --.,-A ”, caster or a remove curse spell. If the remover’s experience level is lower than that of the original caster, then there is a 5% chance per level difference between them that the sealed writings will he destroyed. If the writings are destroyed, there is a 10% chance per level differencethat the curse affects the remover. Dispel magic doesn’t affect a wizard seal. Sealed material detects as magical. If sealed by alignment, the appropriate detection spell will reveal it as “good” or “evil” or even reveal tile caster’s exact alignment if a know alignment spell is used. It is rumored that a variation of this f small containers snell allowine the sealine o.~ 
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zombie double is the same as a normal ju-ju zombie. The double cannot cast spells, but it can use a weapon exactly as the caster. It is also able to climb walls as a thief, with a 92% chance for success. The double can be turned as a spectre. If it strays more than 30 yards from the caster, the double becomes inactive and collapses to the ground; it becomes active again the instant the caster Inoves within 30 yards. The material components for this spell are a1 -Flr.i. hit of w- frnm .I 3 h l n r t . r o - A l n on.4 n 1fi-L lVln from the caste Notes: Re! mon. /I-
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THACU 16; Dmx 3d12; SA strikes as a 6 HD monster; SD immune to all mind-affecting spells, including illusions; immune to sJeep, charm. hold, death magic, magic missile, electricity, poisons, and cold-based spells; edged and cleaving weapons inflict normal damage while blunt and piercing weapons inflict halfdamage; magical and normal fire inflict half damage.



The spell crea in living creature cessful saving thi affected area bec penalty to their controlling spell magic spell, can despair upon an i Notes: Uncolr rare for undead wise, very rare. only on the Demi
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Wizardry Morgannaver’s Sting Morphail’s Unholy Blessing i, Muirara’s Map Nautical Ball Lightning Nemicron’s Transference Nulathoe’s Ninemen open The Living Ozone Cloud Physical Invisibility Pierce Magic Resistance Pilfer Dweomer Presper’s Moonbow Protection From Notice Question Ball Reflection



L



6th Level (General Spells)



3 I.levelation OfAuras



I;acremon’s Acid Wit Eteal Path Eiecure . .. . . . - . Serrel’s Malor bnchanment s;hadow Hand s;hadow Play slhandaril’s Tracer s:hock Shield S:hoondal’sSeeking Slleepless Curse S:low Mutation Slnilloc’s Major Missile Sltone Drill S:ummonDamson S,ummonDeadly Smog I‘hultaun’sThrust I‘hunguul’sPreservation \.‘aliancy YVal1 Of Bones 3Lult’s Magical Doom 2:ala’s Deception



6th Level



ANTIMAGIC SHELL CHAINLIGHTNING CONNFS ANIMALS CONTINGENCY CONTROL WEATHBR DEATHFOG DEATHSPELL DEMISHADOW MAGIC DISINTEGRATE ENCHANT AN ITEM ENSNAREMENT EXTENSION I11 EYEBITE GEAS GLASSEE GLOBEOf I N W L N E R A B I L ~ GUARDS ANDW m s INVISIBLE STALKER LEGEND LORE LOWER WATER MASS SUGGESTION MIRAGE ARCANA MISLEAD SUMMONING IV MONSTER MOVEEARTH Pmr WATER PERMANENT ILLUSION PROGRAMMED ILLUSION PROJECT IMAOE
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STONETo FLESH TRANSMUTE WATERTo DUST TRUESEEING VEIL AIter Dream Banier Reaver Bigby’s Forceful Hand Claws Of The Umber Hulk Dilation I1 Dimensional Blade FIameproof Greater Sign Of Sealing In?personation Invulnerability To Magical Weapons M ordenkainen’s Lucubration 0tiluke’s Freezing Sphere Ptiantasmagoria SIirihvrack Sliperior Magnetism Tf mer’s Transformation Tt.ollish Fortitude
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8th Level (General Spells)



7th Level



BANISHMENT CHARMPLANTS CIXil”T0L UNDEAD DI3LAYED BLASTFIREBALL DIJO-DIMENSION M F NGER OF DEATH FcIRCECAGE LIMlTED WISH MASS INvrSlBlLlTY
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OtilukeS Siege Sphere Raryb Plane Tnrth Tme Name



E3asilisk Glare I3lOOdStarS I3one Javelin (:ontrol Lycanthrope (:reate Crypt Thing (: m e Of Forgetfulness (:yclnne Chariot lASE DOOR IIaltim’s Proof Against Fire I W R WORD, STUN IXscem LlSMATlC SPRAY IJouble Dweomer :VERSE GRAVlTY Ihagon Breath QUESTER E?lectricBow IADOW WALK I:lame Chase WULACRUM (;uardian Mantle ELL TUXNING €Iold Golem A m Incendiary Entrapment :LEPORT WITHOUT ERROR J anga’s Jewel NSH I.ullaby SlON i-dajor Domination EAalraz’s Dramatic Death Bi ghy’s Grasping Hand i-danor’s Mind Vision CCimmand Element 1dass Teleport Dt:scent Into Madness Pqegative Plane Protection Drawmij’s Instant Summons chgeldyn’s Fist Enihanced Empathy . I n ^ . I ne xone r m m ine ~ g p F’etrifying Gaze Harm F‘rismal’s Reversal In4:ensify Summoning FLepel Undead MIxdenkainen’s Sword F:uhy Ray Of Reversal Persistance slpectral Guard PI;mar Door Slpelltrap Shadowcat Sltealspell Stt:al Enchantment S: u r n o n Wind s uffocate Sfylun8’sSecret Ac:id Storm S,ylun&’s Streaking Meteor CoNnjure Greater Elemental 7fmed Stasis Gemjump Torment T‘ranslocation Shift Mansi, T.5pergout Neutralizt VVandwierd Protection From Hunger And -I .nirsi Vrardmist V Ving Gifting Se.ven8yes 1bunger Blimdstone b Frightfulfoining BYs Cacofiend 8th Level consume Knowledge AN”lPAIHY/sYMPATHY Fa,miliar Enhancer VI BWDING Marlec-Keth’s Flame Fist CLONE Mc‘rdenkainenb Penultimate DEMAND Cogitation GLASSEEL ‘l.,L”*a yrI””tL P,.”””” Oti.,,, cuLll YLILrrl INCENDIARY CLOUD Otiluke b Fire And Ice MASS CHARM



- --



..Ih s s TELEFURT WITHOUT ERROR h.IAZE luIINDBLANK h.IONSTER SUhMONING



PERMANENCY



PDLYMORPH ANYOBJECT P’OWER WORD, BLIND PRlSMATlC WALL S’W E N



SMx



SYMBOL TRAPTHE



SOUL



Airboat Analyze Dweomer Bigby’s Clenched Fist Death Link Defoliate # Enhance Fear Ward Gateway Heart Of Stone Homunculus Shield Iron Body Mass Polymovh Otiluke’s Telekinetic Sphere Otto’s Irresistible Dance Serten’s Spell Immunity Abi-Dolzim S Horrid mlting Airbull Alter Beust Bigby’s Most Excellent Force Snrrphrre (G) Create Spectral Wuand Deep Delve Endless Slumber Evolve Familiar Enhancer VII Great Shout Gunther b Kaleidoscopic Strike Sunburst Unlife #



Air Spiral Avissar’s Flaming Weapon Blackstaff Block Advancement Bone Blade Brain Spider Bum Path Change Form Create Watchghost Deathshroud # Dispel Enchantment



9th Level (General Spells)



iir Spiral ivissar’s Flaming Weapon llackstaff llock Advancement lone Blade lrain Spider lm Path :hange Form :reate Watchghost leathshroud # lispel Enchantment ire Storm ,ightningStorm resper’s Double Wizardry rismal’s Wormhole everse Teleport (M) king Colossus hadow Form hooting Stars pel1 Engine Spellcaster # Spelldoor (M) S tame Form Stom SIummon Fiend # Sylune‘s Ahsolute Immunity _ . _. . lelepon Block Temporal Freedom Temporaiy Resurrection # Transport Waterspout Web Of Lightning %Ray vision



J



9th Level



ASTRAL SPELL CRYSTALSR~LE ENERGY DRAM FORESIGHT GATE 1mRIsoNMEWr SWONING MONSTER POWER WORD, KILL PRISMATIC SPHERE SHAPECHANCE SUCCOR



T E M P ~ ~STASIS UL TIME SmP WEIRD WISH Bighy’s Crushing Hand Chain Contingency Dismind Elemental Aura Estate Transference Glorious Transmutation Intensify Nature Mordenkainen’sDisjunction Power Word, Banishment Programmed Amnesia Sandswallow Wail Of The Banshee Deaih Ward Disrupiion Familiar Enhancer VIII Worldwalk
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4lamanther’s Return 4lgarth‘s Embattlement 4lyssindra’s Summons 4vissar’s Bane 13lade InThe Soul 13rainhlaze (2onquer Self (3reate Shade # Ikagonshape ISlminster’s Effilgent I3puration IZlminster’s Evasion Immunity To Undeath J uggemaut Ii f e Force Exchange Iifehlend Pdaelstrom Pvlass Blindness Evlass Domination bvlaster Undead bdylsihis’ Arcane Contention I’hezult’s Sleep Of Ages I’ierceAny Shield F’ower Word, Liquefy F‘rismal’s Revenge E5ng Of Swords slathrah’s Ingenious Recollection Slkycastle S,pel1Invulnerahility S,pellshike S,phere Of Ultimate Destruction Sphere Of Wonder T‘hiondar’sPermanent Antimagic Field T‘idalWave Tohian’s... Ultimate Circle - . Tymessuu’s Lerulean lraverse TYniessull’s Planar Pacifier T Finteyes Vini s Charm Winidwar Winighind



\



I Of Philosophy Spell Li s t s



__



..I.~



Ity school. Each list is organized hy level, alphabetically, but each list Y.6Y.IY’I is also divided by rarity. Common spells are listed first, in SMALL CAPS.Uncommon spells are in normal type. Rare spells are italicized. Very rare spells are .Any spell marked “#” has information in the Notes section of the spell that should be consulted. Spells restricted to specialists, as opposed to generalists, are followed by an asterisk (*). The final decision about spell rarity and whether a spell is available to player character wizards rests with the DM. I~



Abjuration



1Barred: Illusionists, transmutf :rs, shadow mages



t Level .ARM



LOTECTION FROM EVIL



otection From Vermin



PI



rn



.-



- - e



Dolent’s Helm Oilskin Zala’s Icejacket Zala’s Lifeforce Guardian



2nd -_._. Fi Iter Protection From Birds Protection From Mechanical Traps Protection From Paralysis PIotection From Plants Protection From Poison De?ny Cold/Deny Fire FI ann S Finev FC rcewave Compose Mind Dark Mi1101 Evematching Skull Fireproof Gate Ward Magic Missile Reflection # Slumbenvard 3rd Level IRONMIND NONDETE~ON PROTECTION FROMEVIL,10‘ RADIUS



PROTECTTON FROMNORMAL MISSILES



J



Dissipate Vapor Hold Vapor Lesser Sign Of Sealing Preserve Wood Protection From Amorphs Protection From Cold Protection From Fire Protection From Illusions Protection From Magical Blunt Weapons Protection From Magical Edged Weapons Protection From Magical Missiles Protection From Magical Traps Protection From Normal Blunt Weapons Protection From Normal Edged Weapons Cloak OfAdeamozs # Cloak Of Warding Dispel Fog Dispel Silence # Mordenkainen S Defense Against Lycanthropes Mordenkainen b Defense Against Nonmagical Reptiles And Amphibians Mordenkainen b Protection From Insects And Arachnids ProofFmm Teleporfation WardAgainst Undead



comfort Gate Seal Wylunde’s Ward # 4th Level FIRETRAP MINOR GLOBEOF



INVULNERABILlTY



REMOVE CURSE
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c ciunterspell Immunity El,mental Control Eliude Blow MIinor Spell Turning PrMEN ’HANTASMAL FORCE ’ROTECTION FROMCHARM ‘ ~ ~ O ~ Z C H N I C(FIRE) S LOPE TRICK



;MOKE SHAPE (AIR)



E~ M O K YFORM(AIR)



1



STINKING CLOUD (AIR) STRENGTH VOCALIZE WHIP WIND BREATH (AIR) WHISPERMG WIND(h) W u m LOCK Candletrick Flashpuff



3rd Level



T FIRE(FIRE) E CLOUDBURST (AI~ATER) COMMUNE W m LESSERS P DETECT SHAPECHANGER DISGUISE DISPELMAGIC FABNCATE FACE FEIGNDEATH FIRERAIN (Fm) FIREWINGS (FIRE) ~



HASTE



HOLDPERSON ILLUSIONARY SCNPT IMPROVED F’HANTASMAL FORCE MAGNETISM EARTH) PROTECTION FROM NORMAI MISSILES SCRY (ALL) STATUE (EARTH) STEAM BREATH (AIR) STENCH OF DEATH SUGGESTION TONGUES WALL OF PAPER WOODSHAPE(NATURE) Iron Kimono



4th Level BARGAIN CONFUSION DANCING BLADE DIMENSION DOOR(EARTH) DISPELILLUSION DREAM VISION ELEMENTAL T u m (ALL) ~ EMOTION FIREENCHANTWENT (FIRE) IMPROVED INVTSIBILITY MELTMETAL(FIRE) MINORCREATION PLANTGROWTH ( N A ~ )
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POLYMORPH OTHER(NATURE) POLYMORPH SELF



QUELL



REMOVE CLRSE



REVERSEFLOW SHOUT SPECTRAL FORCE TRANSFIX VENGEANCE WALL OF FIRE ( F m ) Jest Juggk ~ !5th Level 41MING AT THE TARGET*



~ N I M A LGROW ~ N I M A T EDEAD :ONE OF COLD(WATER) ZONJlJRE ELEMENTAL (ALL) ~REEPINO DARKNESS (AIR) IkSMSSAL I:IRE BREATH (FIRE) IRONWOOD (NA&)



VIAIOR CREATION a s s (EARTH) IdETAL SKIN (EARTH) SPIKIT SELF



SHADOW DOOR SPIRITSELF STONE SHAPE (EARTH) SWORO OF DECEPTION TELEKINESIS THORWLW Annows WALLo t B o w s



WALL OF FORCE WALL OF IRON WALL OF STONE (EARTH) WATERTo POISON (NATLTREANATZR) WOODROT(NATURE)



6th Level AURA CONTROL WEATHER DISINTEGRATE ENCHANT AN ITEM GAMBLER’S LUCK GEAS GLASSEE (EARTH) LOWR WATER(WATER) MASSSUGGESTION METALTo RUST(EARTH) PAIN



L



-Ninja



Spells



PARTWATER(WATER) PERMANENT ILLUSION PROGRAMMED ILLUSION REPULSION SPEAK W m DEAD SPIRITWRACK STONE TO FLESH(EARTH) SWORD OF DARKNESS TRUE SEEING



VEIL VESSEL WARP STONE (EARTH)



I



LIMITED WISH



OBEDIENCE POWER WORD.STUN REANIMATION TOOL VANISH WITHERING PALM



8th Level ANTlPATHY/SW A T H Y CALL



SUMMONING WIND(Am) SURELIFE



SYMBOL



WHIRLWLW (AIR)



Year



9th Level ASTRALSPELL CRYSTALBRITTLE (EARTH) GATE



7th Level BODY OUTSIDE BODY COMMUNE WITH G ~ A T ESPMT R DUO-DIMENSION ELEMENTAL SERVANT (ALL) ICEBLIGHT (WATER)



2nd Level 4th Level CANDLETR~CK JEST FLASHPUFF JUGGLE THlJMP GREAT THUMP



1st Level FAC&BLUR* FALSETRACKS* FIND DIRECTION* LESSERDISTRACTIOV*



3rd Level SCARF



2nd Level



J



DETECTTHELIVING" GREATER DISTRACTION*



4th Level IMQROVEO FEATHERFWT* IMPROVED MIRROR IMAGE"



FEATHFRF~OT*



5th Level SHAWW-FORM*



3rd Level AGE To DESTRUCTION'



6th Level SENSETREAWV*



DFFPFN s S A W W S *
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PUNESCAPE Senine



PLANESCAPE Setting These spells have k e n introduced in the PLANESCAPE setting



1st Level KNOWFACIION



3rd Level



7th Level .



2nd Level GateWard Warp Sense



...



6th Level Spintwrack



These spells are know to the Blcaker faction m the P ~ N E X A Sethng PE



4th Level DESPAIR



6th Level: HOWLOF PANDEMONIUM



T%is setting has various unique spells, in addition to the standard list. A spells marked with an asterisk ( #) has the note "Can be researched only on the Demiplane ofDread." Such spells appear on this list alone. The DM may allow Vistani access to the Gypsy list, as well.



2nd Level IMPROVED CHILL TOUCH STRAHD'S BANEFULAITRACTOR* Sinister Cantrip #



Bone Form' Bone Seize' Improved Vampiric Touch* Rain Of Terror'



3rd Level AUGMENTUNDEAD* GROUND Fffi Sleep Of Horror' SkeletalHand*



5th Level



4th Level COR~SE WHISPER EYES OF THEUNDEAD # NEVERENDMG NIGHTMARE* SUPPRESS LYCANTHROPY*



6th Level Bones Of The Earth' 7th Level MISTYSUMMONS' STRAHD'S FRIGHTFULJ O m G *



SOUL ANCHOR



STRAHD'S MALEFIC MELD* TRANSMUTE SNOW To STONE*



Feign Undead* Mass Contagion* Sinister Surroundings' Zone Of Despair*



8th Level Simulate S ! d * D i w 9th Level



-



SPELUAM~R Setting



SPELL JAMMER Setting These spells are used in additionto the general spells in a SPELLJAMMER campaign. 2nd Level 5th Level 8th Level LOCATEPORTAL CREATE PORTAL DESTROY MINOR HELM ENHANCE MANEWERABILITY Create Atmosphere 3rd Level FLYFIELD Collapse Portal



AIRSPHERE CHILLFIRE ENHANCE RATING



4th Level READARCANE RUNES SPARKBURST ARCANERUNES



6th Level Create Minor Helm Disable Helm



9th Level DESTROYm O R HELM SUMMON COSMICSTORM



7th Level Create Major Helm



The sun mages are a special group ofwizards who live in the Astramundi Cluster, which can be reached only by way of the SPELL JAM ME^ campaign setting. n h e special spells of the Sun Mages can be cast only in the Astromundi Cluster.



8th Level: SWFLARE SUNSTRIKE



9th Level: S~YGATE SWSCREAM



SUNSHIELD



Savage Setting Although there is no officialsavage setting,these lists can be use for hibal spellcastemany game world The following list includes the %bal spellcaster” lists from the 1st Edition DMG. Some spells ex found only in d c (A) orjungle settings (J); no single caster should have both. The DM should monitor spell selections for consistencywith the caster’s land of origin. Savage mages don’t have access to compmd langmgu, holdpond. tdepon, or telepon without o r . Their reod magic is oflen not compatiblewith standard read magic. If scmll-equivalmts are available at all, they will be in the form of hotted strings or carved staves,which requires its own version of a read magic spell to unlack.



1st Level AFFECT NORMAL FIRES



DANCING LIGHTS FROSTFINGERS (A) (A) FROSTSHROUD LOCATEREMAINS



MAGICBOOMERANG #



PUSH



SERPENT MISSILE# (J)



SHIELD SUMMON FETISHSPIRIT VENTIULOQUSM WARD Petrify Wood 2nd Level AUDIBLE GLAMER



BONEIRON



DETECTINVISIBILITY INvlslBlLln



LEVITATE MAGIC MOUTH SCARE Misfortune Nature Call # Protection From Charm # Wt6Eii



3rd Level DISPELMAGIC



STONEIRON Bone Club Mmor Malison Skullwatch G h a mH



BONEWOOD



4th Level ENCHANT AN ITEM REMOVE CmSE



WOODIRON Sinuous Horrors # 5th Level ANIMALGROWTH THROBBMG BONES Shock Shield # 6th Level ARROW OF BONE TATTW OF POWER 7th Level Bone Javelin 8th Level BONEBLADE



IVORLDOF GREYHAWK Setting



Nearly all spells h m this setting are in the general spell list. Mast are named far their mators, of whom Sigby, Drawmij, Leomund, Mordenkainen, Mmlynd, NysNl, Otiluke, Otto, Rary, Serten, and Tmsa are the most prominent.
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LEI 1



f



Unllke most other ~pccmlfyuizards, including spell lins uFddted for this scnc1. the rhronommccr dhcipllne a l l o w c c n m ~ p e l l ea m level Ihwcr than other 5pecnlner The camng timcs do not change and thcsc ~ p c l l solhclu l i e function a,, thm arc w m e n Core chmnvmlncer SKXII,,including the Icvcl-adluted v e m m r oforhcr spell,. arc bsmd to other wizards, and are marked with an asterisk



Level 1 DELAY IMAGE; DETECT TEMPORAL ANOMALY' Slow Metabolism' Precognitive Sense' Lasting Breath Level 2 Accelerate Plant Growth* Alternate Reality. Life Sounding' Preserve From Decay' Timeslip' Alacrify' Haste* slow* Slowspell Level 3 Articus's Melee Manager' Life Tether' Minor Paradox* Time Snare* Extension I*



Plant Growth*



Level 4 Prophecy. Wesley's Temporal Disjunction. Temporal Push" Timeheal; Extension 'I Slowspell, IO' radius Level 5 ACCELERATE ANIMALGROWTH* CREATE SLIPGATE* EXTENSION 111' TEMPORAL WALL' Articus's Devolutionary warrior* Level 6 CONCEAL TEMPORAL ANOMALY. MAGIC ~ N A G E R ' P4RAOoX*
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Level I PFRMANFNCY PERMANENCY ?&PO& TEMPORAL E n '* TT-n TIMED STASIS -



Frost Mage



Deathmaster



‘The deathmaster i s m evil necromancer spcialist who must become a lieh before achieving 2lst level. At 20th level the



rate of aging doubles.



3rd Level



MAGIC JAR



DELAYDEATH DEATHSIGHT FEIGNDEATH UNDEAD SUMMONING I PROl’ECTlONFROMGOOD, 10‘



6th Level



1st Level ANIMATE SKE.LETONS ANIMATE ZOMBIES CAUSE LIGHT WOUNDS FEATHER FALL PLANT DEATH PRESERVE DEAD PROTECTION FROMGOOD



RAY OF PARALYSlS



AslLlTY



SCARE



TONGUES



TELEPORT DEAD



UNDEAD SERVANT WRITE



4th Level CHARM UNDEAD DIG FEA~ ICES m w LIFEFORCETRANSFER MASK OF DEATH SHADOW SUMMONMO WALL OF ICE



7th Level



RADIUS



MUMMY PRODUCTION DEATHFOG DEATHSPELL IMBUEUNDEAD W m SPELL



SHIELD



2nd Level ATTRACT GHOUL DARKNESS 15’ RADIUS DETECT GOOD DEATH&MOR FINDFAMTLIAR (NEc.) INVISIBILITY MAOICM o m PYROTECHNICS R A Y OF ENFEEBLEMMT s m o CLOUD W m LOCK



5th Level ANIMATE DEAD CLOUDKEL CONEOF COLD DEATHMASTER’S VIAL GHASTCFSATION



CONTROL UNDEAD HARM



FDVOER OF DEATH NEGATIVE PLANE PROTECTION 8th Level



DEATHLM DEATHSHROUD TRAPTHE Sour UNDEAD h E S



9th Level DEATHWARD ENERGY DRAIN M A S T E R UNDEAD UNDEAD CFSATION



Frost Mage



Fmst mages M a combination of air, water, and mchanhnmtkharm magics, with a few ‘horthern lights.” 1st Level COLORSPRAY FROSTFINGEKS FROST SHROUD Gemidan’s Icicle Precipitation Snilloc’s Snowball Zala’s Icejacket



2nd Level



DENY COLD FOG CLOUD RAY of ENFEEBLEMENT WHISPE~WG WIND Frosttire Ice Knife Snilloc’s Snowball Swarm Mist Magic 3rd Level



ICELANCE LIGHTNINO BOLT



PROTECTION FROMCOLD



Cloudburst Hold Vapor Dissipate Vapor Remove Smell 4th Level



ICESTORM PATTERN SOLIDFOG WALL OF ICE Bands Of Ice Leomund’s Secure Shelter RAINBOW



5th Level CONE OF COLD PROTECTION FROM COLD15‘ RADIUS Mind Fog Calm Wind Mind Conml Invisibility Ohlukek Polar Screen



6th Level



CONTROL WEATHER DEATHFOG INVISEILESTALKER Otiluke’s Freezing Sphere 7th Level DRAWNBREATH (WHITE) ICE BLIGHT



husMAnc SPRAY



PROTECTION FROMHUNGER AND T ~ S T SIMULACRUM VISION WARDMIST 8th Level



LIOHTNING Smm POWBR WORD, BLIND SINK



9th Level CRYSTALBRII~ZE



GATE



GYPSY



Gypsy spellcasters tend to he women.In addition to the spells listed, the spells from the schools of EnchantmentlCharm



and Divination are favored. Spells from this list might also be allowed to the Vistani in the IL\yENLoFI.setting.



2nd Level NATURE CALL SUMMON EQUINE BEINGS* ESP (WITCH’S)



3rd Level CURSE OF THE GYPSIB’ DETECTLYCANTHROPE HEALING DREAM HEARTCALL LOVECHARM



5th Level CHARMANIMALS’



Healer Mage (Optional)



Wizards with these skills are not recommended for general campaign settings, but a DM may wish to include them in alternative settings. Their spell list C M be built from the priest spheres of Healing and Necromancy,except that the reversed, harmful effects are not available. Schools barred include alteration, conjuration, greater divination, illusiodphmtasm, invocatiodevocation, all spells of necromancy Save those that have healing or cuing effects, and all other specially schools. Universal spells are allowed.



1st Level BLCOM CURE LIGHT WOUNDS DETECT DISEASE EMPATHY FRIENDS LIGHT MENDlNG



PROTECTION FROM EVIL SLEEP



2nd Level BLOODBRIDGE CONTINUAL LIGHT CUREMODERATE WOUNDS DETECTPOISON DETECT E m FORGET PRESERVATION RESTORESTRENOTH SLOW POISON



3rd Level CALM C m BLINDNESSIDEA~NESS HOLDPERSON HOLDPOISON RAY OF PARALYSIS REMOVE PARALYSIS PROTECTION FROM EVIL,10’ RAonrs



4th Level CHARM MONSTER CURE SERIOUS WOUNDS NEUTRALIZE POISON



5th Level BONEGROWTH C m CMTICAL WOUNDS DISPELEVIL Nulathoe’s Nineman 6th Level HEAL RAISE DEAD STONETO FLESH 7th Level BANISHMENT RESTORATION



PROTECTION FROM



POSSESSION, 10’ RADIUS E~~PATHIC WOUND TRANSFER UNFAILING ENDURANCE



8th Level ANTFATHYISYMPATHY REGENERATE



9th Level RESURR~CTION LIFEWATER



Common spells are listed first, in SMALL CAPS.Uncommon spells are in normal type. Rare spells are italicized. Very rare spells are . The “#” mark means check that spell‘s Notes section. An asterisk (*) means the spell is restricted to a specialist wizard.



Hedge Wizard



\ Hedge Wizard



The hedge wizard is usuallya minor loed NPC wizard of 9th level or less. No spell of 5th level or high= is Universal f a them. Their spells typically c m e from the enchantmentkhm end divktian schools, alterations ofthe more c m o n sori and conj m t i o d s m m i n g spells of 3rd level or less. The 7th level spell, rebinding, is probably the peak of their powers. The DM might allow 9th-level hedge wi2ards to duplicate this spell as an ad ofmagical fabrication,fallowing the general d e s for CIB ating magical items from the DMC. 1st Level



3rd Level BEWILDER CALM



CIW G E SELF CIF ARM PERSON DIWING ROD M END



MINOR MALISON



AI'FECT NORMAL FIRES AI.ARM



FTSAGF



PROTECTIW AMULET SHARPEN Emirikol's Question



2nd Level EVERWATCHING SKULL DEEPPOCKETS FOROET GLITTERDUST INSAXABLE THIRST IRRITATION SEALMOUTH Nimodes' Major Delousing' Nimodes' Unseen Butler*



PLANTENTRAPMENT PHANTOM STEED PROTECTION FROMCOLDITIRE SUGGESTION WIZARD SIGHT WOOD SHAPE



4th Level DETECT SCRYING COUNTERSPELL 1FIRECHARM FIRETRAP FUMBLE MAGICMIRROR PLANT GROWTH Leomund's Tiny Hut %ion Stone



5th Level DISMISSAL ENHANCE PLANT FABFXATE FALSEVISION HEEGEENCHANTMENT* MAGICSTAFF 6th Level BLENDING RECHARGE WIZARD SEAL 7th Level CHARM PLANTS REBINDING



Incantatrix



This extremely rare human or half-elf specialty wizard from the Forgotten Realms setting focuses on metamagic,magic that affectsmagic. The specialty requires a minimum Intelligence of 13 and Wisdom 12, This list contains only the specialty spells. Barred schools include those spells of conjuratiodsummoning, illusiordphantam, invocatiodevocation, and necromancy, save those emsslisted with the schools of abjuration, alteration, or on this list



the Dragon (prepared concurrently with this volume). Spells listed there and available too late for this volume include the following:



3rd Level: CHARMTHWART ~ T LEVEL: H FORCEFEND



6th Level: DISPELPOSSESSION DWEOM€RBURST SAWMASTER’S CONJUNCTION



1st Level COPY SHIELD Otto’s Chime Of Release



5th Level



2nd Level FORGET



LOWER bSISTANCT MAGIC STAFF PIERCE MAGIC RESISTANCE



KNOCK SENSE h F l ” O



3rd Level ALACFZTY AUGMENTATION 1 DISPELMAGIC FARREACHING I AOWkVMkK



MINI 3R MALISON SQUiUUNG THEClRCLE Dra\vmij’s Marvelous Shield 4th ILevel DILA ,TION 1 EXTIiNSION I FAR REACHINGI1 GRE,9TER MALISON MmiJR GLOBEOF IT. lvuLNERABlLrrY m i3R SPELL TlIF34MG SPELLTOUCH Mor(denkainen’s Celerity Raw.’s Mnemonic Enhancer R W,’s Spell Enhancer



J



DISMISSAL EXTENSION I1 FAR REACHING I11 FEEBLEMIND



WALL OF FORCE Bigby’s Interposing Hand Jonstal’s Double Wizardry Mordenkainen’s Involuntary Wizardry Rary‘s Mind Shield



6th Level



Il AUGMENTATION CONTINGENCY DILATION 11 DISPELPOSSESSION DWEOMERB~ST EXTENTION 111 GWBEOF hVULNERABlLrrY Jonstal’s Improved Double Wizardry Mordenkainen’s Lucubration Rary’s Urgent Utterance 7th Level BANISHMENT CmSE OF FORGETFULNESS DRAINCONE FORCECAGE INTENSIFY SUMMONING PERSISTENCE POWER WORD sl” RUBY RAY OF REVXMAL SEMIPERMANENCY
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SPELL T W . ” O STEALENCHANTMENT STEALSPELL WEIRDSHIELD Mordenkainen’s Penultimate Cogitation Simbul’s Synostodweomer 8th Level MAZE MYSTICSHIELD PERMANENCY



PRISMATIC WALL ABSORPTION YIO Level CHAINCONTINGENCY



comm



DISRUPTION MYSTICSPHERE PIERCE ANYSHIELD POWER WORD BANISHMENT PRIshwnc SPHERE SPELLSTRKE TRIADGEM UNBlNDING



Algarth‘s Embattlement Allisandro’s Binding Curse Mordenkainen’s Disjunction Sathrah’s Ingenious Recollection



\



3 Nature Maee ..



If lhe DM allows this rype of wizard. a specially rprll lists can he hwlt fmm the pncst sphcrcr of Animal and Plant. R a m d schools include c o n p r a t m smmunrng Ism e spclls availahle through the Animal Sphere), gmcalcr divination, il. lusion phantasm, mvwation cwcanon. and necromancy In addition, the Yarurc wimrd IS alloued 0nlyAl1cration spells that transt6m creatwcs or that are aI,u allowcd to tlcrncntal u ~ z m l ut'air, s e m h , or water



1st Level ANIMAL SANCTUARY BLACKTHORNS BIOOM CHARMPERSON DANCINO LIGHTS FISTOF STONE MOONGLOW PRECIPITATION SOOTHE THEBEAST Murdock's Feathery Flyer Tenser's Eye of the Tiger



2nd Level



ACCELERATE PLANTGROWTH CAT'SGRACE D E T EPOISON ~ ENHANCED OLFACTION FOGCLOUD INSATIABLE THIRST MIMICRY MOONRUNE NATURE CALL



PlT



PROTECTION FROMBlms



WATERBREATHING WOOD SHAPE Leomund's Tiny Hut Maximilian's Stony Grasp Mordenkainen's Defense Against Nonmagical Reptiles And Amphibians Mordenkainen's Protection From Insects And Arachnids Nystul's Golden Revelation



6th Level BLENDING CONNRFANIMALS CONTROL WEATHER DEATHFOG LOWER WATER PARTWATER S m m To FLESH Drawmij's Merciful Metamorphosis



4th Level



7th Level



CHARM MONSTER FEAR HALLUCINATORY TERRAIN MASSMOWH PROTECTION FROM LYCANTHROPES, 10' RADIUS PROTECTION FROM



CHARM PLANTS CONTROL LYCANTHROPE SUMMON WIND PROTECTION FROMHUNGER AND



PLANTS, 10' RADIUS



SOLIDFOG



SUMMON LYCANTHROPE WAnO AGAINST CHARMS Laeral's Aqueous Column Ivy's Irresistible Scent



8th Level hTIPATHY/sYMiATHY RISWG coLossus SCREEN STORM



5th Level ANIMALGROWTH



SUNBURST



CALM WIND CHARM ANIMALS ENHANCEHOLDMONSTER INSECT SIGHT SPEAK WITH PLANTS TRANSMUTEROCKTo MUD WATERBOMB



9th Level IMPRISONMENT SHAPE CHANOE SUCCOR



PROTECTION FROMPLANTS



SUMMON SWARM Maximilian's Earthen Grasp 3rd Level DETECTCHARM CLOUDBURST DISPELFoo EAGLEVISION LIGHTNING BOLT PLANT ENTRAPMENT Rehfove SMELL



THlFST



VIPERGOUT VISION SEQUESTER



Common spells are listed first, in SMALL CAPS.Uncommon spells are in normal type.Ram spells are itolicized. Very rare spells are . The "#" mark means check that spell's Notes section. An asterisk (*) means the spell is restricted to a specialist wizard.
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Sea Mage



Savant



Savanb an wise and p o 4 Npcs. Their primary function is to act as sages and mentors far player c h c t m . They should be tnated as GRater Divination specialist wkads, in addition to their specialized areas of Imowledge. Savants an samewhat like bards in that potentially no spell is outside the ability of an individual Savant to master, though most tend toward the schmls of ahjuratioR enchanhnentlcharm,and in r a ~ ecases, n e c r m c y All named spells are uncommon, all the rest arc common



1st Level COMPREHEND LANGUAGE DETECT UNTRUTH ERASE IDENTIFY MESSAGE WRITE



2nd Level DETECTE V I L / ~ D ESP KNOWALIGNMENT KNOWFACTION KNOW INTENT PROIECTED MAGNIFICATION 3rd Level CLA~RAUDIENCE CLAIRVOYANCE IIWAVISION MATERIAL SECRET PAGE



SEE HIDDEN b TONGUZS



R S



7th Level DUO-DIMENSION FaBINDING



4th Level DIVTNATION ENHANCEMTNT PHASE SEUFT ULTRAVISION WIZARDEYE 5th Level CONTACT ol'X3R PLANE FALSEVISION LIFE STEAL &AD



OBJECT



6th Level CONTINGENCY LEGEND LORE TRUENAME Mordenkainen's Lucubration



SPELLDRAIN VISION CRYSTAL Drawmij's Instant Summons



8th Level DEMAND MINDBLANK SCREEN SYMBOL 9th Level FORESIGHT P O W R WORD, BANISHMENT



Mordenkainen's Disjunction



Sea Mage



Sea mages an wizards fmm sea-going cultures. Unlike a water elementalist, a Sea Mage is concerned primarily with the sea: its creatures, its hazards, and those who sail w o n it. Their m o n ~ f esumrnonina r srrells can be used only to s m o n



aquatic creams.



1st Level FEATHER FLOAT HOLDPORTAL GREASE LIGHT MENDINO



OILSKIN SPIDERCLM WEATHERTELL WALL OF FOO



2nd Level BIND CONTINUAL LIGHT FIREPROOF Foc CLOUD KNOCK



LEVITATE MASSJUMP SHARK BOLT WEB WHISPERING TIDE Calder's Stany Sky Imrnurk's Distraction



3rd Level DISPELFOG



NAUTICALBALLLIGHTNING SUMMONINO I11 MONSTER



MONSTER SUMMONINGI NAUTICAL IRONWOOD PRESERVE WOOD PROTECTION FROMNORMAL MISSILES WATERBREATHING WATERY FORM WIND SERVANT



6th Level CHAINLIGHTNING CONTROL WEATHER b W E R WATER OARSTo SNKES MONSTER SUMMONING N PARTWATER WOOD ROT



4th Level ELEMENTAL CONTROL TONGUES MONSTER SUMMONING I1 SARGASSO SOLIDFOG Evard's Black Tentacles



7th Level MONSTER SUMMONING V



GUST OF WIND



5th Level AIRYWATER CALMWATER CALMWIND CLOIJDKILL C O N m ELEMENTAL (WATER) FABRICATE



SUMMON WINO



WHIRLP00I



8th Level DEEPDELVE MONSTER SDMMONING VI WATERSPOLTI 9th Level MAELSTROM MONSTER SUMMONING IV TIDALWAVE



-The



Seven Sisters



I



The Seven Sisters



These spells an used by the Seven Sistersand their apprentices. Unmarked spells have been shared with certain Harpers. An asterisk (*) means only the Seven Sisters and their apprentices have the spell. A double dagger tt means the spell is unique to the individual



1st Level GHOSTHARP TURTLE Sow* Laerel’s Dancing whip Storm’s Frozen Moment’



Galather’s Gnostic Chain Galkyn’s Bolt Laeral’s Gesture’ O m ’ s Mask‘



2nd Level Ahstriel’s Fang Laeral’s Cutting Hand



FLESH SHIVER MOONCLOAK F’HANTOM BLADE Laeral’s Disrobement Melisander’s Harp Storm’s Spell Thrust’



3rd Level LIGHTNINO REFLECTION’ Elminster’s Multiple Mouths’ Laeral’s Raging Griffon Storm’s Swordfire’



5th Level



6th Level



DOUBLE STEEL



4th Level



SHAEOWSTEAL SKELETAL BRIDE



BLOODLIGHTNING* IRONMAIDEN SHAooW DANCE’ SWORDSHUN* Ahstriel’s Mantle



7th Level ANTICIPATION Alushiel’s Improved Mantle Alushiel‘s Sword Of Stars



Simbul’s Spell Sequencerti Simbul’s Spell Supremacy’ Simbul’s Synostodweomer



8th Level DWEOMBRDENY LIGHTNLVO RING NET OF STARS’ Laeral’s Invisible Blade Simbul’s Skeletal Deliquescence Sylun6’s Absolute Immunity



9th Level EYE OF MYSTRA’ EYE OF POwER RINGWTAVE* SpELLsmRM* Laeral’s Crowning Touch tt Simbul’s Spell Sequencertt



Storm Mage



Storm mages are wizards who specialize in the study, creation. and control of storms and their effects. They tend to be solitary and found mostly in wilderness or savage settings.



1st Level DANCING LIGHTS ~ClPlTATlON



SHOCKING GRASP MAGICMISSILE WEATHERTELL



2nd Level LIGHTNING sTF3KE -E THEWIND F’YROTECHNICS STINKING CLOUD 3rd Level BALLLIGHTNING CLOUDBWT DISPELFOG FLY GUSTOF WIND LIGHTNING BOLT



4th Level CONFUSION ICE S m m HAncoNE



7th Level CYCLONE CHARIOT REVERSEGRAVITY RUBY RAY OF REVERSAL



PROTECTION FROMELECTRICITY SUMMON WIND



SHoCK SHIELD



THUNDERSTAFT WIND BREATH



5th Level CHAOS CONEOF COLD CONJURE ELEMENTAL



Lysander’s Bladestorm



8th Level INCENDIARY CLOUD LIGHTNING STORM SHOOTING STARS STORM WATERSPOUT



( ~ A T E R )



Tenser’s Primal Fury



6th Level CONTROL WINDS CHAIN LIGHTNING LIGHTNINGCLOAK PROTECTON FROMELECTRICITY:



9th Level MAELSTROM SKYCASILB SUMMON COSMICSTORM TIDALWAVE



10’ RADIUS
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Watch-Wizards Guild



-



Weather Mage



Weather mages tend to come from more civilized or agrarian m a s . They study weather in general, and a m @to master the full range of nahlral effects. In general, they m not as wild as storm mages.



1st Level CONTROL VAPOR FROSTFINGERS FROSTSHROUO PRECIPITATION WALLOF FOG WEATHERTELL Nystul's Dancing Werelight Nystul's Flash 2nd Level CONTINUAL LlOrn DENYCOLDDENY Fm FOGCLOUD INSATIABLE TBIRST INvlsmnm' MISTMAGIC MOONR u m &DE THE WIND WHISPERNO WINO ZEPHYR



3rd Level CLOUDBURST GROW FOG GUSTOF WIND VAPOR DISSIPATE LIGBTNING BOLT



I N V ~ S ~STALKER LE PROTECTION FROMELECINCITY,



SKYWRITE



WlND WALL



4th Level GASEOUS FORM GLOOM ICESTORM PROTECTION FROM ELECTRIC^ m o w PATTERN SOLIDFOG VAMPIRE MIST WALL OF ICE W m BREATH



IO' RADIUS



STATICFIELD TRANSMUTE WATER To DUST WOODROT Otiluke's Freezing Sphere



7th Level CYCLONP CHlwOT ELECTRIC Bow NEUTRALIZE GAS SUFFOCATE



SUMMON WIND



5th Level CONKRE EL-& (h) THROBBING BONES CALMWATER CALM WINO PR0"ECTION FROM FIRE/COLD, 15' RADIUS Otiluke's Polar Screen 6th Level CHAIN LIGHTNING CONTROL WE AT HE^ CONTROL Wms DEATH FOG



8th Level AIRBOAT LIOBTNING STORM SCREEN STORM WATEFSPOUT 9th Level DRAGONSHAPE ELEMENTAL AURA INTENSIFY NATURE Windwar



Watch-Wizards Guild Of Waterdeep The Watch-Wizards Guild of Waterdeep prevents spellcasters from getting out of hand in that city. In particular, they m charged with stopping wizard duels and other acts of magical myhem in the principal city of the Realms.



1st Level LIGBTNINGBUG



TREMBLING HORN Disarm Slingstar



2nd Level BATTERNG RAM NET



Gemidan S Paralytic Missile Wound Bind 3rd Level FEAWlRE LIOHTNMG ROD Healing Touch Gamalon 's Fiery Backlash



4th Level



Duhlark's Long Reach



Life Field Lue Boh



Common spells are listed first, in SMALLCAPS.Uncommon spells are in normal type. Rare spells are italicized. Very rare spells are . The 'w" mark means check that spell's Notes section. An asterisk (*) means the spell is restncted to a specialist wizard.
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Witch



Witch



Many witches are evil NPCs m by the DM, otherwise, witches have much in common with hedge wizards. Witches sometimes form covens of nine or thirteen members, and some spells require the entire coven. If witches are allowed other spells, their favored schools are conjuratiodsummoning,enchanbnent/chann, and greater divination. Also, good witches tend toward abjuration, Neutral witches tend toward illusiadphantasm, and Evil witches tend toward neeromancy. Optionally, good witches might be allowed to cast the reverses afthe harmful necromancy spells. 1st Level CHANGE SELF CHARM MANI CONTROL VAPOR CAUSE LIGHT WOUNDS FINDFAMILIAR MAGIC DISK MENDING MINORQUEST PHANTASMAL FORCE PROTECITVE AMULET REFLECTED IMAGE SEDUCTION I Nystul’s Dancing Werelight



2nd Level CHARhlMANII DETECTGOOD DETECT INVISIBILITY ESP’ HOLDPERSON LOCATE OBJECT NATURE CALL PACIFY h T



SEAL MOUTH SEDUCTION I1 SPEAK IN TONGUES WITCH’S GLAMOR



3rd Level CALL SPIRIT CALM CLAIRVOYANCE CAUSEBLINDNESS OR DEAFNESS COMFORT



CONTINUAL DARKNESS DISSIPATE VAPOR INVISIBILITY LIGHTNING BOLT MYSTICROPE PHANTOM LIGHT PLANT ENTWMENT SEDUCTION I11



SEDUCTION VI STONETo FLESH WARDS OF DEFENSE*



7th Level CONTROL LYCANTHROPE CURSE OF FORGETFULNESS



HARM



LlMlTED WISH



4th Level



LOVE



CHARM MONSTER CONTROL FLUID FIRE TRAP HALLUCNATORY TERRAIN PLANT GROWTH POISON SHCCK SUMMON SPIRIT IV SEDUCTION



SEDUCTION VI1 VISION CRYSTAL



5th Level CAUSE CNTICAL WOUNDS CHARhlANIMAL CONTROL UNDEAD’ IMMUNITY TO POISON AND DISEASE’ PRODUCEF m * SEDUCTION V SPIRITFORM WEA~SS



6th Level EVXPORAE FLUID GEAS LEGEND LORI TRUESEEING REMOVE LIf%LEVEL



8th Level CHARM MANI11 DISPEL ENCHANTMENT SEDUCTION VI11 WITCH’SDEATHSPELL YOUTH



Mass Polymorph Rusting Touch



9th Level CIRCLE OF BLINDNESS* COMBINE DISINTEGRATE FLESH INTENSIFY NATURE



REFLECTION SEEK SOLIDIFY AIR PARALYZING FIELD’ PARALYZING PIT* VAPOIUZE VOLCANIC CIRCLE* WEIGHT CONCENTRATION’ WITCH’S BANISHMENT;



Common spells are listed first, in SMALL CAPS. Uncommon spells are in normal type. Rare spells are italicized. Very rare spells are . The ‘YI” mark means check that spell’s Notes section. An ) the spell is restricted to a specialist wizard. asterisk (Imeans
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Spell Lists by Race



3 Spell Lists By Race



Thcrc spells are generally reimcted by race (marked *) Creatures with these spells can usually draw from the common spell, ofthc gmrral hst as well A spell marked ("I hac additional information m the Note \cclion ofthc spell tcxi. Most ut there ncer have ~CCIISP IO h e common spells fmm the general list as well



Alhoon



Drow



Dragon



(Undead mind flayers.)



1st Level DEFLECTION' DETECT LIFE'



2nd Level DELAYED LIGHT* FANGFIST* POISONSTAR* MINDMANTLE* 3rd Level IMTROYED MINDMANTLE' 4th Level DANCING WEAPON 5th Level DARKBOLT*



Arcane These are the mysterious traders from the SPELUAMMER setting.



1st Level REA0 ARCANE



RUNES



4th Level ARCANE RUNES



Spells seldom found as innate spell-like abilities; these are used by rare individual dragons that have wizard abilities.



1st Level CLING Spidereyes hmnunity To Adherence* Masque Mask*



1st Level SHARPTOOTH*



2nd Level CALM* HAND* Aenal Acceleration' Aura Of Terror* 3rd Level FINDFAMTLIAR~ VENOMDUST* PSEUOODRAOON* Blast Jewel * 4th Level Focus Fear' Hoadguad' Firetrod*



2nd Level CIRCLE DANCE Skyhook Immunity To Spider Venom' Improved Spider Climb*



3rd Level CLOAK OF INSANITY HAND OF DAFXNESS' Create Darkness Dark Wings" Venom Bolt' Aruchnophobia 4th Level ACIDBOLT



I ;PIDER LEAP ipider Shape ith Level



5th Level Razorfangs'



VONDEWORM 'ASSWEB'



IPIDERCLOAK



Beholder 4th Level CONTROL DEATH TYRANT #



7th Level Contact Archetype. Door Of Death.



8th Level CREATE DEATH TYRANT #



8th Level Cold C w n '



ARMOR



'th Level



:man Spider 7th Level \'ipergout



8th Level I:IEATH SPIDER



9th Level WEB OF SHADOWS*
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Elf



Genie



1st Level BLOOM



GENIEC o m r r SUMMON SHA'IR.



Ghul



2nd Level CAMOUFLAGE Seeking Speedmount



These desert ghouls are found in the AL QALXM setting.



3rd Level



5th Level DEATHBUMP*



4th Level Fatigue Sunbolt



6th Level CGNSTRUCT UNDEAD.



5th Level Maximum Damage Conduit Dirmrd



These arachnid slavers are found in the SPELUAMMER setting.



Neogi



2nd Level VNOMB m *



6th Level CONSTRUC~ON Antimagic Aura 7th Level GULLSHIP



9 _..^I



h,nC



.I



: .



_.~



defense of the elf homeland. 8th Level CALL OF DESPAIR* DRAOONFWX* LEVIATHAN* NYMPH'S AURA" SONG OF BATTLE* 9th Level CELESTIAL ARMY* GIFTOF LFE* SOULFREEDOM* WRATH OF THEJUST*



6th Level CRUSHING SF'HERE* HEAL SELF' VAMPIR~C LASH' 7th Level Dmcom* WEIRDSHIELD'



3rd Level ARACHNOPHOBM



MYSTICSHIELD^



IDENTIFY RACE*



rhese spells are available to



5th Level BLASTCLOAK* MISSPELL MANTLE*



8th Level LIFEDRAIN'



5th Level Lethal Hatchling'



.:-..



4th Level FORCELASH' SPELLFANGS. WEAVE MVTHAL



SPIDER &UT*



4th Level



Faerie &on2



3rd Level BACKBLAST' DWEOMER VORTEX*



8th Level Death Spider



Phaerimm meseweid,aliencRabpesare foundmtheAMurochregjonofthe FORWTTEN REAuls sating as well as MythDramKn:7he spell wemre my%halis universalf o r t h a 1st Level DANCING Fm* FOGBOLT' 2nd Level DETECT Rrou~m* TOOTHEDTENTACLE*



9th Level DRAMDOOM' MYSTICSPHERE'



Reggelid These Elf-like defilers are found in the Jagged Cliffs region of the



DARKS



m setting.



3rd Level ORQAN~C DISRWTON



Undead Some spells can be cast only by undead spellcasters.



2nd Level Greater Detect Undead' # 4th Level Undead Masrer' 8th Level GRAFT ITEM*



Galeb Dhur 6th Level Stone Bam'er'



GRAFTL I ~ *



An AD&D Glossary Ability: Any ofthe six natural wits that define aplayer ckorocfer These basic character traits are Strength. Dexterity, Conrtimtion,Intelligence. Wudom. and Ckorbmo. Ahlliry check A Id20 mll againsf an ability score (with possibie modifiers. A result quai to or less than the ability score is B SYCCCSS.



Ability reom: Thhe numerical rating for an obilify. Human



normsrangefmm3to 18.withtheavcragcbeing8to 10. AC Abbreviation far Amor Closs. AlignmmL:A character's basic altitude toward society and the forces of the universe. The character has one of nine possible alignments defined by Law-Neuwl-Chaos and Good-NeuhalEvil ( l a a good, chaotic wil, e*.). Ama of effect: The area in which a magical spell or a breath weapon works on creams unless they m&e a saving tkmw. Armor Class (abbr. A C ) A rating for the pmtntive vsluc of a r m m , h m 1O(noarmor)mO(fullplate)orwen-10(thcbesf magical m o r ) . Attack mll The 1420 roll that dstmnines ifan attack succeeds. If so, a second roll follows fordomage. Breath wespon: The ability of a dragon or other c r e a m to spew a subsmce out of its mouth, without making an attack mll. Those in the ana of effect must mll a saving throw. Charisma (abbr. Ck): An obilih score representing personal magnetism, persuasiveness, and ability to lead. Clsss: The specialized profession of aplqver chorocter Constitution (abbr. C): An abilip score nprewnting general physique, hardiness, and State of health. d: Abbreviation for dice or die. A roll for 2d6, for example, means that the playermlls two six-sided dice. dJ: Roll ld6, reading I and 2 as I, reading 3 and 4 as 2, and reading 5 and 6 as 3. d4, d6, d8, d10, d l l , .ad d20 Respnfively,-a four-sided die, six-sided die, eight-sided die, ten-sided die, a twelve-sided die, and a twenty-sided die. d 1 W Either an actual IM-sided die or two diff-t-colored ten-nided dice to be mlled as percentile dice. DMC: A reference to the DUNGEON MASTER Guide. Damage: The effect of a successful attack or other harmful effect, measured in hit points. Demihuman: Aplayercharacterwhoisnothuman:adwarf,clf, gnome, half-elf, or halfling. Dexterity (abbr. D): An ability score npnsmting agility, nflexes, hand-eye cwrdination, and the like. Dungeon Muter (abbr. OM):The game judge, who modnates play and fakes the mle of ~ r e a m t eand ~ W C s sncouterrd by the p l o y - characters. Enrumbnnec: The amount, in wunds, that a character is currently carrying. This is an optional rule. Enrrgv drain: The aLbility of a creature, especially undead, t0 drain energy in the form of Elass levels fmm a character, in addifion to causing the no#malloss of hitpoints.



Inltlative: The right to attack first in B -bat m u d , usually determined by the lowest mli of a IO-sided die. Intelligence (abbr. 0:An obility score representing memoly, reasoning,and learning ability Level: A measure of relative power oe I. Aplqyer character in his class. 2. A spell effect (highm indicates greater power). M Abbreviation for material component. Mage: A wizard who stodies all magic in general. Maneuverability clans (abbreviated MC): A ranking for flying creatures from A to E, reflecting their ability to hlm easily in aenal combat. "W i s UT0 movement, while "E" is extremely clumsy and c~nmanmvnablc. Ma1erl.l component (abbr. M): A specific item that must be handled in some way during the casting of a magical spell. Melee: Hand-to-hand combat. M l d e combat: Ranged combat with hand-hurled missile or devices such as bows and mossbows. Movement rate (abbr. Mv): Anmbmnpresmting how farand fast a character can move in B round. A h W of 6 is 64 feet per round in a dungeon. Nonplayer ehsneter (abbr. N P Q a n y character contmlled by the DM instead of a player. Opposition school: A schwl of magic that is directly opposed to a specialist's school of choice; opposition school spells carnot be learned by a speciolisf wizard Pomntilr dice: See d100. Player cbametei (abbr. PC):Aeharaeter in a mle-playing game



controlled by a player. Poison: A special attack form requiting a saving thmw. PrOflCIenCy: A skill, not defined by a class. that can be learned by a character. The use ofpmficiencies is optional. Pmflcirncy cheek A mll of B 20-sided die to see if a character succeeds in doing a tuk. Success i s a roll equal to or less than the relevant ability score, adjusted by any modifiers that a ~ l y . Race: Acreature's species: human, dwarf, elf, orc, etc. Revcnlblo: Thhe ability of a spsll to be cast "backwards," to achime the opposite ofthe usual effect. Round In combat, about 1 minute, during which a character can accomplish one basic action. Ten rounds equal a turn. S: Abbreviation for somatie component. Saving t h m : A die roll that allows a character to nsisf special attecks: poison, paralyzation, spells, breath weapons, and the like. A dZ0 i s mlie4 with a high roll successful. Sehwl of msglc: One of nine different typs ofmagie, based on the magical energy used. Wizards who conemhate on a single ~choolare called spciolisr~. Somatic component (abk. S):Gemm used by a spelleastcrtu cast a specific spell. Swdaiist: A wizard who concenwtes on a specific school of magic, as opposed to a rnnge. who stodies all magic. Strength (abbr. S):An obiliry xore representing muscle power, endurance, and stamina. r.":"."-"--> c , . ~ ~ ~r,.L,,.s.& -,L..~-. Expsrlencspoints(a L.,",.L -. I. .yy,.sc Surprise mll: A d10 mll made by the Dungeon Master to deterventures, for solving problems. and for class-related activities mine if a character or gmup takes another by surprise. Aecmulated XP allow t System ahaek A p e n t a g e chance that a character survives elms, becoming more p' major magical effects, such as being petrified. THACO "To Hit Armor Class 0," the number mlled on Id20 attack simply by making cyz confact with the victim. thatacharacterneedstohitatvgetwithAC0. Hit Dke: The dice mlied to defermine a cream's kitpoint: Turn: Appmximately 10 minutes (or mundr)in game time.Six Player choraerers usually receive one Hit Die per lwei they a(I- toms equal one hour. vance in their class, up to a certain level. Turn ondead An ability of B cleric or paladin to torn away an Hit Points: A number reDresmtine: 1. How much damace a undead creature, such as a skeleton or a vampire. ,ha;cter can take before'being kiied (see Hit Dice).Th; h it Verbal component (abbr. 0:Specific wards or sounds that Fmints lost to injury can be regained later by rest or healing: ;!. must be uttered while casting a spell. 7%e damage an altack docs. (determined by weapon or monnteT Wisdom (abbr. w):An abilihxom repwnting intuition, judgis subwcted fmm the character's total. ment, common sense, and will power. t@+this _.--A_:__.-. .Lis: r : . . ... ~~. : . ,~-, XP: Abbreviation far erpeiencepoinrr. Imm.mx."": l l l r i x"""y "1 rrrMlll C r s L l l ~ S L" sss m 1°C uani lnfravisian range is usually 60 feet.
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Errata for Wizard Spell Compendium Volumes 1 to 3



These errata are for the first printings ofthese volumes.



Lvsonder mlls (all) have PLANESCAPE icons



Volume 1: Andrui‘r Bnneful Backfire is from the WORLDOF GREYHAWK setting,add to Notes: (WOO. Articusk Melee manager and Aiticusk Devolutionary Wam’oorkquency is common or uncommon. Accelerate Metabolism should precede Accelerate Plant Gmwth. AfyssindmbSummom frequency in the M Y S T setting ~ is



common. Balliadk Reiwenotinz Touch fresuencv in the M Y S ~ (WoG).



.



.



.



MeV‘s Minute Meteors frequency is common or uncommon.



Memo?y delete Menidism school. MetolSkin deleteAlchemy school. Metal to Rust delete Alchemy school. Volome 3 Table of Contents Daee numbers: Inuo 5 7 9 How 579; ~ q e n c 582; y io& 583; MO 585; N 610; o 630; I 651; Q 120; R 723: S 760; List 862.



Binding is !mown to be in the Demonomicon of Iggwih,



(WoG). Blocknantle is also Shadow xhaal, uncommon. Blwdline Corruption has a B R ~ O Hicon T Blwdrtonek SpectralSteed is also Shadow school, uncommon or rare. Blur is also Shadow xhool, common.



BrannartkAcidic Grip frequency in the M u s r m settingis common.



Callism’s Gondola frequency in the MY ST^ s e i t h g is common or uncommon. tlng is common or uncommon. Dmtmy (indead has a R A ~ Oicon. T D&mplion coI 2, In 3, replace “demction” with “disruption.”



Dismirsol and Dolor at known to be in the Demonomicon OfI@l” (WOG). Drownrib Imtont Summons frequency is common or uncommon; all other Drmvmq spells at uncommon or



m.



h g h t -Hishno has Manica icon “MoSiCommon”list should be included in futureprintings.



be noted on page 742.



Sond G e m Note: change ‘Known” to “Reshined”. Delete



“virmally ...” Sandswallow Note: change “Known” to “Restricted”. Delete ”virtually...” Seduction-Mtch, para 2 In 2, change “give” to “gives“. S i p r u r e Sigil has the DRAWNLWCEicon. Silence 15’RodiusBordhas no icon. Spirit Annor is restricted to necromancers and Shadow Mages; uncommon.



Pmtection FmmFiends IO’RodIw: (Add) “...Thisspell fails instantly if the enahlre it is centered on crosses a dimensional or planar boundary of any soti; for orample,plone shS3tel&rtation, phaseshiitin;, entering 01 leaving a n extradimensional space, or using a dimensional gate or portal.” Add: Rem- Gate Ward Rewrsed f o r , see gate ward.



Rip Table: Replace entries in column 1 as follows: Leather: “IN’ to “15” “19” to “20” Paper: Woad,thick “8” to “10”



Volume 2 Emirikolk Question was omitted (it appears here). Empathic G n h o l . Empothic Link and Empothic Seizure are also Nerromancy school.



Enhance is renamed Enhance Abiliry and the 5th pmgmph is deleted (it duplicates the 4th). EnhancedEmpathy is also Necmmancy schwl. Evnrdk Black Tentacler frequency is e m o n or uncommon.



Ghoul Touch,para 1, line 3. Change “a halfling”to “or halfIinE”.



at a rargetcreahlre(usuallya hmna% demihuman,orhumanoid), and asks a single question. If the creamre knows the answer and fails the saving throw, it instantly gives the answer as briefly and quickly BS possible. The soell fails if the creature does not understand the o m s tion Note that a bnef answer might be meanrngless to the caster This spell will not overcomea sealing spell of higher level. Notes: Common or uncommon in the MYSTAU setting, othenvlse. very rare



Itembone frequency in the MYSTAMsemhg is common. Jazzark Strenmhoted Bmtion freouencv in the Musrm setting is common or uncommon. Jongok Jewel optional school is “Artifice”. Khozid’sP-wment frequency is uncommon or r a t Lesser Sign qfSealing is 3rd level. Life Force Transfer optional school is “Artifice”. Lifitenl is listed as Lif Steol. I
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Volume Foun



The Ultimate Collection



The Wizards Spell Compendium is a four-volume series describtng every wlzard spell for the AD&U game. Spells have been collected from rule books, campatgn settings, supplements, adventures, and magazines dating back to 1975. Early entries have been updated to be immediately usable, making . .. . this the player's and DM's deflntttve source for wlzard spells.
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07 - Wizards 

Apr 19, 2007 - For example, if Akiza Champion's Twin of Akiza Guardian ability is activated without an ..... Creatures are moved in groups, and within each group the creatures are moved .... must be entering and leaving the same two zones.










 








Spell Checking - Ugo Jardonnet 

Edit distance. Implementation. Python Implementation import numpy as np def levenshtein(s1, s2):. "Calculates the Levenshtein distance between a and b.".










 








(cpe) credits 

authenticity of claimed CPE credits. (ISC)Â² may ask for sufficient evidence of your ... Business continuity planning. [BCP]. Law, investigation and ethics. Physical ...
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Edition may be freely distributed, duplicated, performed, or recorded. 1. Prologue. CÃ©sar Franck (1822-1890). Les Sept Paroles du Christ en Croix. Sop solo.
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May 9, 2007 - ... recommended that each player keep track of all players' conquest points (including all opponents' points) on paper .... Princess of Thorns.
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Sep 5, 2007 - http://forums.gleemax.com/showthread.php?t=699246 ..... I Skirmish the same creature twice with Knight of Strife and Joy's Skirmish 2 ability?
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... by ionCube Ltd. PHP Credits. Configuration. PHP Core phpinfo() http://www.julien-moreau.fr/galerie/admin.php?action=phpinfo. 1 sur 13. 26/10/2009 13:06 ...
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6.3.1 Titan Legions Special Rules. ..... types and characteristics, rules for Titans and other war ..... He nominates a Steel Legion Super Heavy Tank Company.
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If you are missing any items, please contact me. Each revision ... When proofing the text use the blue highlighter to circle spelling, grammar, or style errors (any typo). The ... Your name will be credited if you desire and you should check for it i
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be in contact to find out what's best for you. Thank You ...... MultiTOS is the first truly multi-tasking extension to GEMDOS supported by Atari. Based on ...... os_conf contains the country code and video sync mode that the operating system was comp
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supply of â€œjokes and hoaxesâ€� in his cabin, selling them to the crew. ... survive any situation. .... someone wants to sell them a treasure map / a shrew falls in.
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6.00. 188. 10-dÃ©c-81. 1/9. Louisana-Lafayette. 46 Beaulieu, Jean-Christophe. 65. Brown, Vincent * ... 7 Bowman, John *. AD/DE. 6.03 .... Woods, Bear *. SEC/LB.
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what kind ofcampaign he or she plans to run and ...... there for the movers and shakers ofthe world, and ...... Look for corners, pillars, or furniture to stand behind.
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names, and their respective logos are trademarks of Wizards of the Coast in the ..... adapt you r party's strategies to ta ke advantage of the ...... their love of luxury.
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Amelia. Julian Benjamin. Red. Louise Samuelsen. Esquire. Alex James. Arena. Helena Kouzeleas. FHM. Jonas Unger. OK Magazine. Neil Mackenzie Matthews.
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Jun 23, 2013 - Connection, edited by Sharon Inkelas & Draga Zec, 19-46. Chicago: University of. Chicago Press. Chomsky, Noam 1965. Aspects of the Theory ...
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from American, Italian, Swedish and Spanish ...... this PDF book), you will find a short selection of readers' .... Needless to say, they hate Atlanteans (and, on a.
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Remove existing labeling and apply new labeling, ensure that no reference to fluorescent ... working environment or installation not according to the current edition of ... simples, mais nous recommandons de retirer le ballast du circuit pour.
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I Put a Spell on You 

And I don't care if you don't want me. I'm yours right now. Am. E7. I put a spell on you. Am. E7. Because you're mine. Instrumental. Am. %. |. . . . |. . . . |. Am.
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Ibis Heidelberg Hauptbahnhof, Willy-Brandt-Platz 3, 69115 Heidelberg. Chambre simple Ã  â‚¬ 79,00 par chambre/ nuit incl. petit dÃ©jeuner. Chambre double/ twin ...
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