Player’s Option™:
Spells & Magic

by Richard Baker

Foreword
My introduction to fantasy began when | was assigned JR.R. Tolkien's The Hobbit inmy
6th grade reading class. Although | was only deven at the time, | was dready afan of
sciencefiction—I’"d read alot of Robert Heinlein's juvenile S, aswell as Doc Smith's
Lensman books and a smattering of other titles. | hadn’t read anything in the fantasy
genre, and as| recdll, | had little desire to do so. The Hobbit changed that for me, and |
went back and re-read it as soon as | finished turning the last page. After that, | was off
and running. The next thing | reed was the Lord of the Rings. Then | found Terry Brooks
The Sword of Shannara, followed by UrsulaK. Leguin's A Wizard of Earthsea.

And that’ s where | was brought to a screeching halt. My hometown library was on
the small sde, and al of their fantasy and science fiction books occupied one carousd in
the kids section. It may be hard to believe now, but even as recently as 1977 fantasy was
apoor cousin to science fiction, which was a poor cousin to maingtream fiction.
Bookstores just didn't have the massive sections devoted to fantasy and science fiction
that they have today. By hook and by crook, | eventuadly tracked down more and more
fantasy titles. But when | was Htill desperately searching for fantastic fiction, sometimein
1978 or 1979, | ran across a brand-new game caled Dungeons & Dragons®. So, like
many people, | came to fantasy role-playing through my love of fantasy fiction.

Inwriting this book, I’ ve come to the conclusion that the Sngle defining
characteridtic of the fantasy genre is magic. Every fantasy story festures a character who
can use magic, ownsamagica item, or is confronted with amagica Stuation or paradox.
Movies like Ivanhoe or Robin Hood are wonderful adventures, but they’ re not fantasy
stories—there’s no magic. On the other hand, the popular Star Wars movies are fantasy,
not science fiction, because magic (referred to as the Force) is part of the story. Science
fiction isthe literature of things that could happen; fantasy is the literature of things that
can't happen. And magic isthe very essence of theimpossible.

S0, here' s abook about magic in the AD&D® game. I ve tried to include enough
options and choices to give you, the reader, the ability to give magic in your particular
campaign dmost any kind of flavor or fed that you like. If you want to make magic rarer,
more “redlistic,” or more dangerous, you can find rulesin here for doing so. If you want
rulesto add detail and complexity to the AD& D magic system, they’re here. Or if you
just want some new wizard and priest character types as wel as some complementary
spells, you'll find them. When | sarted this project, | thought that I'd have a hard time
filling thiswhole book . . . now, | can’'t believe how much more | could have written if

space had permitted.



Have fun, and good gaming!

Rich Baker
January, 1996
Lake Geneva, Wisconan
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| ntroduction

What' s afantasy game without magic?
Sure, the AD& D® game can be played without spellcasters, enchanted monsters,



or magicd items. Everyone can dill role-play brave heroes, confront deadly foes, and
attempt great quests or deeds of mythica proportions. In fact, it can be fun and
chdlenging to do so in anonmagica setting. But the point remains that magic, more than
any other characterigtic, definesthe AD& D game. As afantasy role-playing game,
AD&D isanchored in the traditions of fantasy literature, and fantasy literature by
definition features some element of magic. Even if the heroes of afantasy sory distrust
or didike magic, it' s ill there in the background as part of the world they livein.

Generdly, most writers of fantasy literature cregte their own unique systems of
magic to explain the supernaturd powersther heroes and villains employ. With great
care and deliberate effort, authors define what magic can and cannot do in their worlds.
For example, in The Lord of the Rings, JR.R. Tolkien circumscribes the wizard
Ganddf’s power by placing restrictions on Ganddf’ s freedom of action. The great wizard
isbound by a code of secrecy and noninterference that prevents him from directly
chalenging the power of Sauron, and he can only help and advise as the Free Peoples of
Middle-earth fight their own battles. Jack Vance' s Dying Earth stories assume that
wizards must study complicated patterns and formulae to memorize very specific spells
that may only be used once before vanishing from the wizard’s memory. (Sound
familiar?)

There are very good reasons for limiting magic's power from aliterary point of
view. Modern readers need to see red challenges and obstacles for the charactersin a
story, and magic systemsthat are too openended can wreck a story’s credibility and
sense of suspense. If Ganddf could have just wished the One Ring into the fires of Mount
Doom from Frodo’s living room, what would have been the point of the trek to Mordor?
Since fantasy role-playing games are flexible modes of the fantasy genre, the same
congderations are true for them. A fantasy RPG has to set very precise rules for how
magic works and what it can do, and the presentation and workings of the magic system
inevitably become the game' s sdient characterigtics.

In fantasy literature, it's common for amagic system to be defined for only one
world-sgtting a atime by asingle author (dthough shared-world concepts are fairly
common, too). The AD&D game s magic system represents a common framework built
up by hundreds of designers, Dungeon Magters, and players over more than twenty years.
There are thousands of gpdlls and magica items defined—avolume of materid thet isan
order of magnitude larger than any other magic system in games or fiction. The basic
assumptions of what magic isand how it worksin the AD&D game are shared by
literaly millions of gamers and fantasy fans. Depite the immense importance of magic
to the game, it is one of the few areas that has remained nearly unchanged to date in the
evolution of the game. Magic never changed in function; it Smply grew amoebalike,
adding more and more spells and items while the basic, underlying assumptions remained
the same.

Player’s Option™: Spells & Magic examinesthe AD& D magic sysem from
every angle. Firg, the spdllcasting classes—wizards, priests, and |ess dedicated magic
wielders such as bards or rangers—will be examined in detail. The various schools and
spheres of gpells are reorganized and new class ahilities are introduced, aong with an
optiond point-based character class design system compatible with the Player’s Option:



Skills & Powers rulebook. New proficiencies and detailed information about wizard and
priest equipment adds depth and variety to any campaign. A new magic memorization
and cagting system is introduced in Chapter 6, providing new ways to customize a
character’s Spdll selection. Spellsin combat and critical hits with spdlls are detailed in
Chapter 8. And last, but not least, there are more than 30 pages of new spdllsincluded in
this book.

Like any of the Player’s Option books, the materid in this supplement is optiond.
The DM isfreeto use as much or aslittle of Spells & Magic ashewishestoin his
campaign. However, we have tried to present systems that do not contradict each other,
itispossbleto usedl the rules additions and expansons without any difficulty.

What Y ou Need to Use This Book

At aminimum, you should have accessto a Player’ s Handbook and Dungeon
Master® Guide to make use of this rules expanson. Note that Player’s Option: Spells &
Magic is compatible with the previous books in the Player’ s Option line; character class
design rulesin this book are expangons of the class design rules from Skills & Powers,
and the chapter on spellsin combat is tallored for use with the Combat & Tactics
skirmish system. In addition, the Tome of Magic is referred to a number of timesin this
book; you don’t need Tome of Magic to use this book, but it adds many spells and
magicd items you may find useful in your campaign.

Integrating Soells & Magic into Your Campaign Player’s Option: Spells &
Magic is designed principaly as an expanson, not a replacement. However, thereare a
few specid cases where the information presented here should be taken as an update and
replacement of exigting rules. Specificdly, the wizard spell schools and priest spell
gpheres have been dightly rearranged to improve game balance and make the wizard and
priest specidist classes more competitive with respect to the general versions of these
characters, the mage and the cleric.

Mogt of the rest of this book can be integrated piecemed into an existing
campaign without any trouble. For example, additiond proficiencies and new spdlls can
be approved or disapproved by the DM on a case-by-case basis. These were designed to
be completely usable with or without the Player’s Option rules.

Making the Switch

Adding spells magicd items, or the criticd hit rulesto an existing campaign is
fairly easy, but aDM may have trouble with some other materid in thisbook. In
particular, existing Spdllcasters may wish to take advantage of new class abilities or
optional specidizations that weren't available when the character was firs created. There
are savera ways to handle this. Firdt, there' s no reason that aDM couldn’t dlow a player
to “re-design” his character, incorporating the abilities he thinks his character should
have had dl dong. If aPC cleric comes from a savage tribe and portrays himsdf asa
barbarian, it's perfectly reasonable to alow him to rebuild his character as a shaman (see
Chapter 2) and continue play. If the player is dtering his character without any good
rationae or explanation for why he' s making the change, the DM can require the
character to pay a pendty of 10% to 50% of his experience point total, depending on the
DM’ s assessment of the scope of the aterations.



There are acouple of things a player should not be able to do by redesigning his
character. A character shouldn't change specidizations without a very good judtification,
S0 a necromancer shouldn’t be rebuilt as an enchanter or wild mage, and a specidty priest
of Lathander shouldn’'t become a priest of Helm. A character’ s basic ability scores,
equipment, proficiencies, hit points, and generd persondity shouldn’t change. If aplayer
was playing a barbarian cleric correctly, he was probably choosing skills and wegpons
appropriate for a shaman—and if he wasn't sdlecting these Kills, the reasoning behind
the switch becomes much more suspect. Findly, a character shouldn't actually change
classes or become dual-classed or multi-classed.

The Spell Point System: The most dragtic change to the AD&D gameliesin the
new spdl point system described in Chapter 6. Try running a brief “trid adventure” using
the rules before incorporating them into your campaign. The spell point rules provide
gpdlcagters with alot more flexibility than the sSlandard magic system without incressing
their raw combat or spell power, but if PCs are alowed to make use of spell points, NPCs
and monsters should be able to as well.

The Role of Magic in the Campaign It s safeto say that magic in one form or
another is present in virtudly al AD& D campaigns, only the most historical or unusud
Settings do away with magic dtogether. But, beyond this smple observation, it's clear
that each group of AD& D players hastheir own interpretation of what magic is, how it
works, how various spells interact with each other, and what player characters should and
should not be able to do with their arsend of spdlls and meagicd items. By dtering some
of the basic assumptionsthat are part of the AD&D game s magic system, aDM can
infuse his campaign with its own unique flavor and texture.

While the gregter portion of this book deals with atering the rules of the game,
thisisn't dways a necessary part of changing the way that the players (and the NPCs they
interact with) view magic and its effect on their world. For example, let’s say that the
nature of magic in acampaign setting can be described by a smple scae that rates the
scarcity, mystery, power, and cost of magic on ascae of 1 to 10. Obvioudy, a campaign
with magic thet is extremely scarce and wesk in power represents a very mundane world
when compared to aworld where powerful magic is very common.

Scarcity

How common is magic in the campaign? Are wizards and spell-widlding priests
so rare that even low-leve characters are figures of legend, or are they so common that
any hamlet or crossroads village hasits own resident spellcasters? Most AD& D
campaigns take a position between these two extremes, but lean towards the high end of
the scale, fdling in the 6 to 8 range on the 10-point sce—wizards and priests appear as
dlies, enemies, sources of information, or even window-dressing in literdly every
adventure atypica group plays. At the highest extremes, campaigns feature numerous
spellcagters and magicd items. Even asmall town has severd wizards of <Kill, plus
dozens of minor merchants, craftsmen, or innkeepers with a spdll or two up their deeve.
Wizards are so common that even the most remarkable mages lose their aura of mystery.

So, what does this mean? In anorma campaign, it’'s safe to assume that anywhere
the PCs go, the locals know a nearby wizard, and most people encounter awizard a
couple of timesayear. Any sizable town has a least one or two resident wizards and



spdl-udng priests, plus ahandful of folks with minor magica powers such as herbalists,
hedge wizards, and heders. Large towns or smadl cities may have up to adozen or so
megic-using characters, and greet cities could support severa dozen without crowding.
Almost any NPC above 1t level owns one or more magica items, even if they’ refairly
smdl or expendable, and player characters frequently own about three to five magica
items by the time they reach 4th to 7th levd.

In campaigns where magic is not as common (say, a2 to 4 on the scale), the
spdlcadting characters become truly unique and important. A priest who can actudly
invoke his deity’ s power in the form of spells may be perceived by the great clerica
hierarchy asasaint or greet patriarch in the making, or possibly as a dangerous reminder
of the true faith in those hierarchies that have become complacent or corrupt. A
high-ranking hierarch without spelswill certainly watch alow-level PC dleric very
carefully, especidly if the PC makes no effortsto hide the “miraculous’ effects he creates
with smple 1g- and 2nd-levd spels. Smilarly, if wizard magic is quite scarce, aPC
wizard can't help but gather attention, fame, and not allittle fear if he publicly displays
his kills.

Priestsvs. Wizards: A wizard'smagic and a priest’ s magic are not the same
thing, and both forms of magic do not have to be present in a campaign to the same
degree. Imagine aworld where wizards are viewed as the worst sort of villain and
persecuted without remorse for decades. Wizards and their spells might be exceedingly
scarce, while priests are far more common because they are socialy acceptable—thus,
the presence of wizard magic might only bea 1 or 2 while priest magicis closer to a6 or
7onthescae.

Magical Items: Smilarly, magicd items might be more or less common than
spellcagters. If no one had ever invented the spell enchant an item, it's reasonable to
assume that magicd items might be ararity in even the most magical campaign seitings.
The reverse could be true if there was alost civilization of highly advanced wizards who
left behind great numbers of artifacts and items. The wizards of today might be armed to
the teeth with magica items, despite the fact that they are struggling to grasp the basics

of spdllcadting.

Mystery

Can anyone in the campaign be awizard or priest, or do these characters have to
belong to a select set in order to even begin their studies? Do the common people know
enough about magic to distinguish between priest and wizard pdlls? Is the study of
megic a sudy of easily-defined naturd laws, or are the forms of magic deliberatdly
obscured by generations of needless rite and ceremony? Most importantly, do the PCs
know the limits of a Spdllcaster’ s powers?

In most AD& D games, characters “in the know” have an excdlent grasp of
exactly what each spd| available can do. After dl, most players are quite familiar with
the Player’ s Handbook and know the spdlls they can make use of ingde and out. But
most common NPCs aren’t as knowledgesble; the typica innkeeper doesn’t know that a
low-level wizard can useinvisibility to walk out without paying histab, or fool’s gold to
cheat him. He just knows that wizards can do things that ordinary people can't, and if
he' s abright innkeeper, he never fdlsfor the same trick twice.

In aless mysterious world, the same innkeeper knows to look out for invisibility,



charm person, fool’ s gold, and hdf-a-dozen other dirty tricks. He may even know enough
to request awizard to relinquish certain spell components to make sure aparticularly
obnoxious spdll (fireball, for instance) won't be available to that wizard while he'sin the
innkeeper’s place of business. In thiskind of setting, everyone would know that priests
can hedl injuries, blindness, or disease, or possbly bring back aloved one from the deed,
and priest characters will be constantly asked to use their powers on someone' s behalf.

In aworld where the nature of magic is cloaked in superdtition and ignorance—an
8 or 9 on the scale—spdlcagters will generdly inspire fear in anyone who learns of their
powers. Note that even the wizard character himsdf may not reglly know why his spells
work—imagine a character who begins amagic missile spel with athunderous
declaration of the names of forbidden powers, just because he was taught to do it that
way. Of course, one of the ‘names is actudly the spdl’s verba component, and the rest
of the nonsense has no effect on the casting of the spell. It sagood ideafor aDM with
this kind of world to forbid players fromlooking up spdls and effectsin the PHB, since
their characters only have accessto a portion of this knowledge. The DM should also fedl
free to dter standard spell effects and create new spellsjust to ingtill a sense of dread and
wonder in experienced, jaded players.

Power

What can magic accomplish in the campaign? Is there anything it can’t do, and
why? Will 10th-level magic be dlowed as an option, or is Sth level the most powerful
magic available? Can wishes change history or reverse events that have aready occurred?
To what degree do the gods and their avatars involve themselves in thisworld setting? In
most magic systems, setting boundaries to a character’ s ability to affect events with
meagic isvitaly important. Typicdly, an AD&D game assumes that Sth-level spdlsare
the most powerful magic known to mortals, and that the player characters encounter a
deity no more than once or twice over the course of an entire campaign.

Theimpact of magic on acampaign world can be greeily lessened by reducing the
maximum level of spellsthat can work there, dthough thisis getting into rules
dterations. For example, by limiting spells to 8th level, mages can no longer make use of
wishes or gates. If the maximum is 7th level, mages |ose the spell permanency, whichisa
key part of the magica item crestion process. Without this spell, magical items become
temporary or disposable—no persistent enchantments can exist.

Another point liesin the emphass on the power of characters versus the power of
magicd items. Should afighter become a killing machine because he happened to find a
vorpal blade, or should most of his combat bonuses be derived from skills and training?
In earlier incarnations, the AD& D game leaned strongly towards the first option, but with
the advent of weapon mastery, style specidizations, and other character-based bonuses, it
is now possible to create a character who doesn't need a powerful magica item to
drasticdly increase his combat power. The red danger to game baance liesin combining
these two benefits—a wegpon master equipped with a powerful magica wegpon becomes
nearly unstoppable. If your campaign features alot of high-powered magic, you should
strongly consider playing without optiona specidization or proficiency rules.

The Cost of Magic
In fantasy literature, there is often a price to be paid for magica power. Wizards



may have to make terrible pacts with dark powers for the knowledge they seek, priests
may have to sacrifice something dear to them to invoke their deity’ s favor, or the
spellcaster may pay an immediate price in terms of fatigue, illness, or even aloss of
sanity. Generdly, the AD&D gameis quite forgiving in this regard; when a character
casts apdl, he expends afew unusua materid components and smply forgets the ol
he had known. It’s easy to increase the cost of magic by drictly enforcing the
requirement to procure materia components for spells, especidly if the DM is
consarvative in handing out treasure. For example, find familiar requires at least 1,000
gold pieces of specid herbs and incenses, which means that a 15t-levd wizard may have
to do alot of adventuring before he has enough money to summon his familiar! The spell
scare requires a piece of bone from an undead creeture; requiring the wizard character to
personaly locate and remove such materias can force the player to make hard decisions
about which spells are worth the trouble.

Now, imagine a game setting in which magic is far more costlly. What if a
character risked insanity every time he attempted to learn a gpdl? Or if the casting of a
spell required the character to make a saving throw vs. spell or pass out from exhaustion?
A character might even have to risk a permanent loss of hit points or ability scores each
time he cast aspell in aworld where magic is exceptiondly dangerous. (See Chapter 6
for some of these options,) Again, these restrictions are rules changes and not just
cosmetic matters, but afew changes like these can make a greet impact on anormally
routine campaign.

Creating aWorld-View of Magic

How can the DM put dl thistogether? Let’ s consider a couple of the AD&D
campaign settings as examples. First of dl, take alook at Faerun, the setting of the
Forgotten Reelms® campaign. Magic is quite common in the Realms, and only dightly
mysterious; everyone knows of the great wizards and the typicd powersawizard islikely
to command, but there are a number of unique spells and magica itemsto be found.
Magic isdso farly powerful in Faerun and comes withlittle cost or sacrifice to any
character who works hard enough. The magic of the Redms is about average for an
AD&D campaign.

The Dark SUun® campaign has an entirely different approach to magic. Magicis
dill fairly common and mysterious, but it can be extremely powerful (the sorcerer-kings
of Athas command 10th-level magic) and comes at a great cost—the defiling of any
living vegetation nearby when awizard casts aspdll. In fact, the destruction caused by
Athas wizardsis the chief cause of the planet’ s dessication and the rise of bizarre,
mutated mongters.

Lagt but not least, the Birthright™ campaign setting
portrays aworld in which wizard magic is rare. Mages are mysterious figures with
unusud powers. Only ahandful of characters have the heritage required to make use of
true magic, and fewer till can command the kingdom-shaking powers of redm magic.

Here are afew ideas for dternative magic settings for your own campaign:

The College of Sorcerers: Inthis setting, dl wizards belong to asingle guild or
society cloaked inrite and mystery. (The imagers of Stephen R. Donaldson’s The Mirror
of Her Dreams are agood example of such asociety.) Spells may require arare or
unusua ingredient controlled by the College, or the College may treat Soells as secrets



that must be kept at any cost.

Secrets Man Was Not Meant to Know: Wizard magic isthe province of
horrible pre-human powers of the Outer VVoid, and dedling with them isthe worst kind of
betraya. Insanity plagues those foolish enough to delve into the secrets of these elder
powers, H.P. Lovecraft's stories are an excellent modd of this kind of campaign. Chapter
6 describes a spdl point system of magic that reflects this type of setting.

Smoke and Mirrors: Wizards are far less powerful then they appear to be—most
are nothing more than dchemists and scholars who can command afew feeble spells.

Any spdl that crestes something out of nothing or summons energy where no energy
exiged before cannot be cagt; illusons, divinations, and minor adterations and
summonings are the only types of magic that work. Many magicd effects are
accomplished through nonmagica means, for example, a pyrotechnics spdl isnothing
more than a handful of chemica powder thrown on aflame,

The Magical Renaissance: Inthisworld, dmost everyone has amagicd tdent or
two. Magic isfully integrated into society, not as a replacement for technology, but asa
part of the common awareness and an augmentation of a person’s skills. Chambermaids
use cantrips to dust and to make beds, royd investigators have access to speak with dead
and ESP to enforce the law, and many brilliant works of art are at least partly magicd in
neture. Even nonwizards may have asmal sdection of spdlsin thiskind of setting.

TheLost Powers: Priegts of this campaign have dmost no spell powers. The
various deities of their pantheon have logt the ability to grant spdlsto their followers or
have denied their followers spells for some reason. For a particularly chilling campaign,
combine this thesswith the Secrets Man Was Not M eant to Know scenario to creste a
world in which the only spdlcasters with any power are the insane servants of inhuman
powers.

Magic and Story Telling When it comes down to it, an AD& D adventure is nothing
more than astory created by the DM and embelished upon by the players. Every
campaign generates volumes of epic confrontations, cliffhangers, and snigter villans—
it'sjust the way the game s played. Magic is often the centra feature of these campaign
dories; most players couldn’t tell you athing about Joe' s paadin, but everyone who was
at the game remembers the time Joe' s pa adin found the holy avenger! An enormous
number of player characters are remembered fondly not for their persondities or the skill
with which they were played, but instead the particular magicd items they owned and the
nifty tricks they had with their spell selections.

While thisisn't necessarily bad, it can detract from the role-playing e ements of a
game if the players and the DM dlow it to. After dl, when the only tool you haveisa
hammer, everything starts looking like a nall—and if you' ve got a flame tongue sword, it
looks like the answer to any problem is going to involve dashing and burning something.
Smilaly, awizard whose most memorable achievement ishisinvention of Alkair’s
inescapable decapitation and subsequent use of the spdll in every encounter for the rest
of the campaign isn't redly awell-devel oped character a dl. A hero with amagica
sword isfine, but when the magica sword defines the hero, the hero is diminished.

Another difficulty that arisesin many campagnsis the subgtitution of magic for
technology. AD& D game players are (quite naturaly) creatures of the modern world, and
modern conveniences such as automobiles, tanks, telephones, televisons, computers, and



any number of other devices seem so indigpensable that there just have to be magica
equivdents. While some of thisisfinein any campaign, it desengtizes both players and
DMs to the sheer wonder that magic should inspire in most characters. After al, magic
should be magical, full of mystery and terror, but when a character routindy uses magic
to brush his teeth and gtir his stew, magc becomes nothing more than a tool. Blurring the
distinction between magic and technology detracts from the strength of both
philosophies.

Last, but not least, it'simportant to remember that magic can do anything that a
DM needsiit to do for purposes of advancing the plot or eaborating on an adventure. If
the story callsfor a greater tanar’ri to be encased in aglass globe, it’'s not necessary to
worry about exactly how the tanar’ ri was imprisoned there, or what spellsthe old
archmage used to defeat the creature; it's okay for aDM to smply tell the playersthat the
archmage did it. However, PCs and NPCswho are interacting with the party should
follow the rules—up to the point that the rules interfere with the sory.

Chapter 1.

Wizards

The wizard may well be the most important character classin the AD&D game. Whether
or not aparticular player character wizard isthe most powerful member of a party, it
seemsthat every AD& D campaign has at |least one great archmage or master wizard who
holds supreme power. Wizards are responsible for the creation of al kinds of adventures
and works of magic that other characters later become entangled in or discover. In many
adventures, the party’ swizard is the only character who can use his magic to provide a
means to cross abarrier or solve ariddle. In fact, in some cases, the only way to resolve
the entire adventure or quest is through the inventive use of the wizard's spdll arsend.
Given thisfact, it only makes sense to begin an examingtion of magic in the
AD&D game with athorough look at the wizard character class. In this chapter, we'll
examine al the varieties of mages and specidist wizards available to aplayer character.
Severd new varieties of specidist wizards are so described in this chapter. In addition
to along look at the existing wizard classes, we' |l dso present a point-based character
design system that will dlow aplayer to select hiswizard' s abilities and limitationsin
order to customize his own character. This system is an expansion of the character class
rulesfrom Player’s Option: Skills & Powers, dthough you don't need that book in order
to use this materid.

Theinformetionin Player’s Option: Spells & Magic replaces or revisesthe
Player’s Handbook, The Complete Wizard's Handbook, the Tome of Magic, and the
materid on magic from Player’s Option: Skills & Powers. In other words, if you have
this book, you should use the rules presented here when creating your wizard character.
However, there is one notable exception to this case—if you are usng an AD&D
campaign setting that includesits own rules on character generation, such asthe Dark
Sun or Al-Qadim® game settings, you should continue to create wizards for those
Settings using the appropriate rules.



Spells from Other Sources

While the materid on creeting wizard charactersis updated for this book, you'll
find that spells that appeared in previous books have not been atered. Aslong asthe DM
approves, aplayer character wizard can learn spells from any source the player has
available. In fact, the spdl lists contained in Appendix 3 of this book include spells from
the Player’ s Handbook, Tome of Magic, and The Complete Wizard' s Handbook aswell
as dozens of new spdlsintroduced in this book. Additiona spellsfrom the Wizard' s Spell
Compendium, Pages from the Mages, or any other source can be approved by the DM on
acase-by-case basis.

Schools of Magic All wizard spells belong to one or more schools of magic. A school
of magic represents related spells with common fegtures or characteristics. For amage,
who isthe basic or generd wizard, the school of a pell doesn’t matter too much; he can
learn and cast any spdll without regard to the spdll’s school. The only exception to this
ruleiswild magic, which is completdy unfathomable to any wizard except awild mage.

While the mgority of wizards are mages, asgnificant number chooseto be
speciaists who concentrate their efforts in one particular school. Generdly, this increases
the wizard' s dbilities within the school of his choice a the cost of losing accessto any
schools with opposing philosophies.

There are three schemes of school organization used inthe AD&D game:
philosophy, effect, and thaumaturgy.

Schools of Philosophy

The eight standard schools of spells presented in the Player’ s Handbook—
abjuration, dteration, conjuration/summoning, enchantment/charm, greater divination,
illus on/phantasm, invocation/evocation, and necromancy—are schools of philosophy.
While dl spdlsin this scheme of organizetion are cast in much the same way, the
gpproach and method by which they achieve their purpose varies from school to school.
For example, conjuration spells generdly bring something to the caster from another
location, while necromancy spells manipulate the forces of life and death.

While spdlsin aschoal of philosophy generdly involve the application of a
common principle, they vary greetly in effect. For example, invocations creete anything
from solid matter such aswalls of stone or iron to comprehensive enchantments such as
contingency or limited wish. Note that al spells grouped into schools of philosophy share
the same execution or method of casting—the use of verbd, somatic, and materid
components to summon and direct magical energy. The basic philosophies behind each
school are briefly described below:

Abjuration spells are specidized protective spells designed to banish some
meagical or nonmagica effect or cresture. Protection from evil isan example of an
abjuration spell, sinceit creates a barrier that evil or supernatural crestures are reluctant
to cross.

Alteration spells cause a changein the properties of some previoudy existing
thing, creature, or condition. Pyrotechnics is an dteration spell, Snce it takes an exising



fire and creates specid effects from the blaze.

Conjuration/Summoning spells bring some intact item or cresture to the caster
from esawhere. Any monster summoning spell isagood example.

Enchantment/Charm spdlls cause a change in the quality of an item or the
attitude of a person or creature. Charm person is an enchantment, Snce it affects the way
an individua perceives the wizard.

Divinations are spells that provide the wizard with information or the ability to
acquire information. Contact other plane isadivination, sinceit dlows the wizard to
seek answers from extraplanar entities. Note that this school has been somewhat dtered
in scope for this book; see The School of Universal M agic.

Illuson/Phantasm spells seek to deceive the minds or senses of others with fase
or semi-subgtantia images and effects. Phantasmal force isagood example, aswell as
gpdls such asmirror image, invisibility, or blur.

I nvocation/Evocation spdls channel magica energy to create Specific effects
and materids. For example, lightning bolt manifests this energy in the form of a powerful
dream of dectricity.

Necromancy isaschool concerned with the manipulation of the forces of life and
death. Necromancy spells include those that smulate the effects of undead creatures,
such as vampiric touch, and more direct assaults on life energy like death spell or finger
of death.

Universal Magic: Inthisbook, the school of lesser divination is expanded and
renamed to include a number of spellsthat dl wizards should have access to. Consider
universal magic to be Sorcery 101; without the basic spdlsin this school, wizards are
incapable of continuing their sudies in the other schools of magic. Therefore, al wizards
have access to the spells in this school, regardless of specidization. The school of
universal magic is described in more detall below.

Creating a New School of Philosophy: In most campaigns, the schools of
philosophy represent the baseline or standard againgt which other forms of magic are
measured. Almost al spells can be described through this system of magic, with very few
exceptions. For awizard to develop anew school of philosophy, he would have to devise
aclass of spdlsthat al share acommon approach or methodology. Mot likely, a group
of related spells that dready exist in one school or another would have to be used asthe
darting point for anew schoal. It's much easier to build anew school of effect or
thaumaturgy than to build a new school of philosophy. The Complete Wizard' s Handbook
suggests a school of transmutation that concentrates on spells that change one element or
materid into one other dement or material. Another possibility might be a school of
animéation, centering on spellsthat provide mative force to inanimate objects.

Schools of Effect

A second scheme for organizing wizard magic is by effect. The Tome of Magic
presented a new type of wizard who could specidize in schools of effect: the dementdist
wizard. Player’s Option: Skills & Powers introduced the shadow mage, another speciaist
wizard built around a school of effect.

Schools of effect differ from schools of philosophy in that the spells of the school
dl share one common result or ingredient. For example, the spells of the school of firedl
involve firein some way, without regard for what the spell accomplishes. Divinations,



the direction and control of energy, and the summoning of eementas can al be linked by
the common effect of fire. The schools of effect are described below:

Air: Thedementd school of air naturdly indudes any air-based spdll or effect,
induding spelsthat control or affect wind, breething, fdling and flight, air dementds,
and other dementa phenomena. Gust of wind or cloudkill are examples of air spdlls.

Earth: Spells of dementa earth are based around stone-, earth-, or minera-based
effects. Dig, stone shape and stone to flesh are earth spdlls.

Fire: Any spdl involving the manifestation of flame or heat isa spdl of
elementa fire. Not dl fire spdls are attack pdlls; fire charm and affect normal fires are
examples of fire spells that don't cause direct and immediate damage to thewizard's
enemies,

Water: Last but not least in the lementd schools, spdlls of the school of
elementa water involve water in some form or another, including spells of ice and cold,
snce these are linked to the element of water. Water breathing, ice storm, and part water
aredl induded in the school of demental water.

Dimensional Magic: Thisisanew school introduced in Player’s Option: Spells
& Magic. Whiledl AD&D spells draw power from outside the mage, dimensiondists go
one step further—they draw their power from another dimension. Like most schools of
effect, the school of dimensiona magic overlaps severa pre-existing schoals, including
dteration, conjuration/summoning, and invocation spells.

Force: The school of force isanew school of effect presented later in this book.
A force mage relies on spells that create or manipulate fields of cohesive energy, such as
wall of force, magic missile, or any of the various Bigby' s hand spells. Many spells of
this school are borrowed from the school of invocation/evocation.

Shadow: All the spellsin this school are linked by the common effects of shadow
and darkness. The shadow mage can make use of anumber of illuson spells deding with
the Demiplane of Shadow and shadowstuff, including shadow monsters, darkness 15°
radius, and shadow walk. He aso has access to a number of necromancy spells. Although
necromancy and illuson are opposing philosophies, schools of effect ignore these
restrictions and concentrate on results.

Creating a School of Effect: Again, dl spelsin aschool of effect are cast with
the standard execution of somatic, verbal, and material components. Creating a new
school of effect isfar easier than coming up with anew school of philosophy; there are
any number of common spell results or specid effects that can be linked in thisway. For
example, aschooal of light could be designed around spdlls that produce bright visble
effects, or aschool of circles could be designed around any spell effect thet is circular or
ohericd in form.

Schools of Thaumaturgy

A school of thaumaturgy defines a specific method or procedure of spellcasting
that varies from the standard execution of a pell’s components. Severa schools of
thaumaturgy were presented in Player’s Option: Skills & Powers—the school of song,
the school of dchemy, and the school of geometry. In addition, other schools of
thaumaturgy have appeared in specific campaign settings. The defiler of the Dark Sun
campaign is amage whose spells are executed through the draining of life energy from



his surroundings. The sha'ir of the Al-Qadim setting casts his spells by sending a servant
gen, or minor genie, to fetch the spell and bring it back to him.

Spells belonging to a school of thaumeaturgy are not linked by philosophy or
effect—ingead, they’ re related by the manner in which they are physicdly cadt. In fact,
the “standard” gpproach to wizard magic defined by the eight philosophica schools
represents one common thaumaturgical method. Other thaumaturgical methods include
the following schools:

The School of Alchemy: In this gpproach to magic, spdll effects are achieved
through the combination of unusua material components. Spells such as affect normal
fires, glitterdust, and cloudkill can al be cast through the use of strange powders and
reagents, and belong to the school of adchemy.

The School of Artifice: Thisisanew school introduced here for the first time.
Artificers are weak in the direct command of magic and instead use various devices and
magicd itemsto focusthar energies. Spells such as Melf’ s minute meteors and magic
staff areincluded in the school of artifice.

The School of Geometry: Geometers use diagrams, symbols, and complex
patterns to cast their spells. Naturally, any spdl involving some kind of writing, marking,
or pattern belongs to the school of geometry, including spells such as explosive runes,
sepia snake sigil, and symbol.

The School of Song: While dchemigs rely on materid components and
geometers rely on somatic components, a song mage uses the power of hisvoice to
summon and shape spell energy. Any spdll that involves spesking, Snging, or some other
use of the caster’s vocal powers belongs to the school of song. Seep, charm monster, and
Otto’'sirresistible dance are dl examples of spells of this schoal.

The School of Wild Magic: Some wizards have learned to make use of the
principles of randomnessin their magic, giving rise to the school of wild magic. Wild
mages shape the raw, uncontrollable stuff of magic in the hope that something resembling
their intended spdll will gppear. A number of wild magic spells such asvortex and
waveform appeared in the Tome of Magic; if you do not have access to that book, you
should probably ignore this schoal.

The School of Universal Magic

As described in the Player’ s Handbook, the school of divination is actudly
composed of lesser divinations and greater divinations. A few specidist mages are barred
from greater divination as an opposition school, but every specidist wizard is considered
to have access to lesser divination. In this book, the school of lesser divination is replaced
by the schodl of universa magic. Thisincudes afew basc divination and nondivination
spellsthat al wizards should have access to, such as dispel magic and enchant an item.
Any wizard may cast Spdls of this school, regardless of his or her specidty.

The divination spdlls of both the schools of lesser and greeter divination are now
considered to be part of one school of divination. Spells such as ESP, clairaudience, and
clairvoyance are part of the school of divination and may not be available to wizards who
formerly had access to them as lesser divinations. Refer to Appendix 3 for the revised
spd| organization.

Important Note: Wizards do not automaticaly know universal spells. They must



study and attempt to learn the pells of this schoal, just like any other spells. However,
when awizard character isfirst created, he automaticaly begins play with any 14-leve
universa spells of his choicein his spell book, athough these count againgt the
character’s limit of beginning spells.

The school of universal magic conggts of the following spells

cantrip (1st) wizard lock (2nd)
comprehend languages (1st) dispel magic (3rd)

detect magic (1<) remove curse (4th)

hold portal (1st) teleport (5th)

identify (1st) enchant an item (6th)

read magic (1st) teleport without error (7th)
wizard mark (1st) permanency (8th)

knock (2nd) astral spell (9th)

protection from cantrips (2nd)

Mogt of the low-level spdlls on thislist enable the wizard to undertake his basic
studies in books of arcane lore and safeguard his laboratory and spell book againgt
intruders. Teleport, teleport without error, and astral spell are included since the gbility
to travel vast distancesin the blink of an eye is a common power anong wizardsin
fantasy literature. Last but not least, enchant an item and permanency are universal magic
because every wizard should have the ahility to create magica items when he or she
reaches the appropriate level.

Wizard Characters A player creating awizard character has one basic decision to
make when the character isfirg rolled up— should his character specidizein aschool of
magic, or should he remain amage? A mage is equaly cgpable in dl schools of magic
and may fredy learn and cast Spdlls from any school. A specidist wizard gains severd
important benefits when dealing with his own school, but loses access to certain spells
that belong to opposition schools.

Asnoted in the Player’ s Handbook, wizards may not wear armor and are limited
in their selection of wegpons to the dagger, dart, knife, ding, and staff. (Some character
kits may dlow additiona wegpon choices.) In addition, characters constructed with the
Player’s Option: Skills & Powers rules or the expanded character point rulesin this book
may pay extra character pointsin order to gain access to better wegpons or protective
equipment.

All wizards may creete magica potions or scrolls after reaching Sth level by using
the magicd item creation rulesin this book. (The dchemist and geometer gain this ability
earlier in their careers.) Wizards may aso creste other types of magica items upon
reaching 11th level. Any wizard may attempt to research new spdlls, regardiess of leve.

The Wizard' s Spell Book
A 1s-leve wizard begins play with 3d4 1g-level spdlsin his spdl book, two of



which must be read magic and detect magic. Once these two have been included in the
spell book, the player may sdlect any other 15t-leve spells of the school of universa
meagic without making alearn spdlsroll. In addition, a specidist wizard may
automaticaly choose one spell of his specidty to begin play with. Beyond these
sections, the player must attempt alearn spells check for any additional spells he wishes
his character to know, with the norma pendties or bonuses for specidization. Optiondly,
the DM may assign a beginning wizard character read magic, detect magic, and four
other spdlls of the DM’s choice.

Adding Spellsto the Wizard’s Repertoire: Asawizard continues with his
adventuring career, he will encounter new spells that he may wish to add to his spell
book. In addition, mages may add a pdll to their book whenever they reach a new spell
level, while specidist wizards are dlowed to add one spell of their specidty to their spell
books each time they gain an experience level. Last but not least, the DM may dlow aPC
wizard to purchase spdls from an NPC wizard or organization. The price should be a
gpell of equd leve that the NPC doesn't know, amagica item other than a potion or
scroll, or at least 1,000 gp per leve of the spell in question.

Mage

Ability Requirements: Intelligence 9
Prime Requiste: Intdligence

Races Allowed: Human, EIf, Haf-df

The mage remains largely unchanged by the materid presented in Player’s
Option: Kills & Powers. A mage may learn and cast spells of any school (except wild
magic) usng the norma wizard spell progression table and learn spelsrolls. Naturdly,
mages may make use of many of the new spdls and magicd itemsintroduced in this
book.

Mages with an Intelligence score of 16 or higher gain a 10% bonus to the
experience points they earn. Mages never attract followers, but there' s no reason amage
couldn’t buy property and hire mercenaries whenever he accumulates sufficient wedth.

Speciaist Wizard
Ability Requirements Varies
Prime Requisite: Intdligence
Races Allowed: Varies

Wizards who concentrate their effortsin one school of magic are known as
specidist wizards. Generdly, a specidist wizard must give up some degree of versatility
in godl selection—he cannot learn or cast gpells belonging to schools that oppose hisown
chosen school. The speciaist aso has saverd other benefits and restrictions; unless
otherwise stated, al specidists must abide by the benefits and hindrances described
below:

Specidigt wizards may memorize one additiond spell per spell level, provided the
spell sdlected belongs to the specidist’ s school. Under thisrule, a 1t-leve specidist may
have two spdlls memorized instead of only one.



Specidigts gain a bonus of +1 when making saving throws againgt spells of their
own school. Specidigs dso inflict a—1 pendty to ther victims saving throw atempts
when cagting a spell of their specidty schoal.

Specidigt wizards gain a bonus of +15% when learning spdlls from their schoal,
but suffer a pendty of —15% when learning spells from any other school. Specidists
cannot learn spells belonging to an opposition schooal.

When aspecidigt reaches anew level, he automaticaly gains one spell of his
school to add to his spell book. No rall for learning the spell need be made.

When a specidist wizard attempts to cregte a new spell through research, the spell
istrested asif it were one leve lower if it falswithin the wizard' s specidty school.

Table 1:
Philosophy Specialist Requirements

Specialist Race Abilities Opposition School(s)
Abjurer H 15 Wis Alteration, llluson

Conjurer H, 1/2E 15 Con Divindion, Invoc./Evoc.
Diviner H, V2E, E 16 Wis Conj./Summ.

Enchanter H, V2E, E 16 Cha Invoc./Evoc., Necro.
lllusonigt H, G 16 Dex Necro., Invoc./Evoc., Abjur.
Invoker H 16 Con Ench./Charm, Conj./Summ.
Necromancer H 16 Wis Illuson, Ench./Charm
Transmuter  H, 1/2E 15 Dex Abjur., Necro.

H: Human; 1/2E; HAf-df; E: Hf; G: Gnome

Speciadists in Schools of Philosophy

A wizard specidizing in a school of philosophy adheres to the generd rules
above. Depending on his choice of schoal, the specidist will have anywhere from oneto
three opposition schools. Each speciaty has different race and ability score requirements,
reflecting the unique nature of each field of study. See Table 1: Philosophy Specidist
Requirements.

In The Complete Wizard' s Handbook, each specidist received severa additiona
abilities related to his chosen field a high levels. These dbilities have been reworked, and
specidigts now receive them much earlier in their careers. They are optiond; if the DM
decides that they aren’t gppropriate, the additiona powers are unavailable for PC
pecidist wizards.

Abjurer: The ajurer specidizesin the school of abjuration, commanding
magica energies that provide various forms of protection to himsdf and his companions.
A wizard mugt have strength of will to master this school of magic, so a high Wisdom
score (Wisdom/Willpower, if Player’s Option: Skills & Powersisavaladle) isa
requirement for an abjurer. The abjurer cannot learn pells from the schools of dteration
orilluson.

Abjurers enjoy the normd benefits and hindrances of specidist wizards. In



addition, at 8th leve the abjurer gains a+1 bonus to saving throws vs. parayzation,
poison, and desth magic. At 11th level an abjurer’ s base Armor Classimprovesby 1
point due to his command of protective magic, and at 14th level the abjurer gains
immunity to al formsof hold spells.

Abjurers have few spells that can directly inflict damage, but their protective
enchantments can help them protect their comrades from harm in battle. They areaso
extremely effective againgt enemy spdlcasters and crestures of extraplanar or unusua
orgins

Conjurer: Specidizing in spdls of conjuration and summoning, the conjurer has
access to some of the most useful pdlsin the game. Conjurations are some of the most
physicaly demanding spells, and awizard must have a Condtitution (or
Condtitution/Hedth) score of at least 15 in order to be a conjurer.
Conjuration/summoning is opposed by divination and invocation/evocation.

All the normd benefits and hindrances of specidist wizards gpply to conjurers. In
addition, a 11th level aconjurer gainsthe ability to cast conjuration and summoning
spellswithout any material components. At 14th level, the conjurer gains the power to
ingtantly dispel creatures conjured by an opponent who has used monster summoning or
an equivaent spell. The conjurer can dispel up to 10 HD worth of crestures with this
ability smply by pointing at the target and concentrating one round. Only crestures with
5 HD or less are affected, so aconjurer could dispel three 3 HD crestures, two 5 HD
creatures, or any combination that does not exceed 10 HD. The conjurer may use this
ability up to three times per day.

The conjurer’ s spdlls can be very potent in combat, especidly if used to multiply
the party’ s numbers through the summoning of dlies.

Diviner: It'sunusua for aplayer character to choose this specidty, but NPC
diviners are fairly common. Diviners concentrate on spellsthat reved or relay
information, and information can be aweapon far more dangerous than the sharpest
sword. Divination requires patience and indght; awizard must have a Wisdom
(WisdomvIntuition) of 16 or better to be adiviner. Divination is opposed by conjuration/
summoning.

Diviners have the norma strengths and weaknesses of specidty wizards. In
addition, a 11th levd the diviner gainsthe ability to use find traps (a 2nd-levd priest
gpdll) up to three times per day by pointing in a specific direction and concentrating one
round. At 14th leve, the diviner becomes immuneto dl forms of scrying spells such as
ESP, know alignment, or clairaudience; characterstrying to use these divinaions agangt
the diviner smply get no response a dl.

A diviner isvery limited in his combet ability and must rely on spdlls outside his
school for anything resembling a damaging attack. However, adiviner in a PC party can
be surprisngly effective by providing advice and information. With adiviner around, a
party can look for ways to strike at an enemy’ s weakest points and to maximize its
efficency in battle.

Enchanter: The enchanter’ s specidty liesin controlling or influencing his targets
with his gpells. The school of enchantment/charm aso includes a number of spells that
imbue nonliving items with magica powers. Because the greater part of their spell
sdection involves influencing other people, enchanters must have a Charisma (Charisma/
Appearance, under Skills & Powers rules) score of 16 or higher. Enchantment/charm is



opposed by invocation/ evocation and necromancy.

Enchanters have the usud benefits and redtrictions of a specidist wizard. In
addition, when an enchanter reaches 11th level, he gains the ability to cast a specid free
action spell once per day on himsdf or any creature he touches. The cagting timeis only
1, and no materid components are required; the spdll duplicates the effects of the
4th-leve priest spell free action and lasts for one hour. At 14th leve, the enchanter
acquires immunity to dl forms of the charm spdl.

While the enchanter’ s spdlls are not spectacular in effect, they are dso among the
subtlest of spdlls. In many cases, turning an enemy into an dly isfar more effective and
desirable than smply incinerating him, and enchanters excel a mind- affecting magic.
Careful interrogation of charmed enemies can aso provide awedth of useful information
for the enchanter.

lllusionist: Masters of deceit and trickery, illusonists have accessto avariety of
powerful spellsthat can be far more dangerous than smple attack spells. lllusonists must
have a minimum Dexterity (Dexterity/Aim) score of 16 to perform the intricate gestures
and patterns required by spdls of their school. The school of illuson/phantasm is
opposed by necromancy, invocation/evocation, and abjuration.

[llusonigts gain the normd benefits of specidis wizards. When anillusonist
reaches 8th level, he gains an additiond +1 bonusto his saving throws againgt illuson
spdls cast by nonillusionigs. (Thisis cumulative with hisnorma +1 bonus, for atota of
+2). At 11th levd, theillusionist gains the ability to cast a gpecid dispel phantasmal
force or dispel improved phantasmal force up to three times per day. The base chance of
successis 50%, +5% per leve difference between the illusionist and the caster of the
phantasma force; for example, if a 16th-leve illusonig is attempting to dispd an
illuson cast by a 9th-leve wizard, his chance of success is 85%. The dispd has arange
of 30 yards and a cagting time of 1; theillusonist need only point at theilluson and
concentrate. If theillusonigt attemptsto dispel something that turns out to be redl, the
atempt Hill counts againgt hislimit of three digpels per day.

Anillusonist can be extremdly effective in combat despite hislack of
high- powered damaging spells, especidly if he concentrates on creeting distractions and
false opponents for his enemies. Every sword swing directed at anilluson is one less
that'samed at the illusonist and his companions. Illusonists should away's seek
creative and unusua usesfor their splls; of al the specidist wizards, they require the
most player origindity to be run effectively.

Invoker: Theinvoker isthe direct antithesis to the illusonist. Where the
illusonigt dedsin subtleties and suggestion, the invoker dedls in naked force,
summoning and controlling massve energies. The invoker requires a Condtitution
(Condtitution/Fitness) score of 16 or better to withstand the physical stress of this
specidty. The school of invocation is opposed by enchantment/charm and
conjuration/summoning.

In addition to the norma advantages and disadvantages of specidization, the
invoker gains an additiona +1 bonus to saving throws vs. invoceation/evocation spells
when he reaches 8th levd, for atotal of +2. At 11th level, thisincreasesto +3. (These
bonuses dso goply to magicd items that smulate invocation spells, such asawand of
fire) At 14th leve, the invoker acquires immunity to one invocation or evocation spell of
3rd leve or lower of his choice; however, thisimmunity does not extend to Smilar



magical items or breath weapons.

The invoker is avauable asst to the party on the battlefield, where his
gpectacular spells can decimate hordes of low-level monsters or severdly injure tougher
opponents. Unfortunately, fear of the invoker’ s firepower leads many opponents to attack
the wizard in the hope of disabling him before he can blast them to ashes.

Necromancer : Students of this school delve into forbidden lore and dark secrets
in their quest to understand and control the forces of life and deeth. A character must be
extraordinarily strong of will in order to succeed at these sudies—awizard must have a
Wisdom (Wisdom/Willpower) of 16 or higher in order to choose necromancy as his
specidty. Necromancy is opposed by illusion and enchantment/charm.

Necromancers gain the standard benefits for being speciaist wizards. At 8th leve,
his saving throw bonus versus necromancy spellsincreasesto atotal of +2. At 11th levd,
the necromancer gains a specia speak with dead spdl-like ability thet requires no verba
or materia components; the wizard need only point at the deceased person and
concentrate for one round. This spell functions like the 3rd-level priest spell speak with
dead, except that the necromancer may converse for up to one turn and ask four questions
of the spirit. At 14th leve, the necromancer gains a partia resistance to the specid effects
of undead attacks; dthough he still suffersthe norma damage of any such attack, he
gains a+2 to saving throws againgt strength drain, paralyzation, and other effects. He
may attempt a saving throw vs. deeth magic with a—4 pendty to avoid the effects of any
attack that normally does not dlow a save, such asawight or wraith’s energy drain.

The necromancer commands a variety of powerful spdlls, but these are not
generdly as useful on the battlefield as the invoker’ s powers. The necromancer’ s best
drategy isto concentrate on one important enemy a atime, usng the nefarious spdlls of
this school to disable the enemy’ s leaders and champions. Necromancers can aso be very
useful in dedling with undeed of dl sorts.

Transmuter: The most versatile of the specidist wizards is the transmuter,
specidizing in the schoal of dteration. The school of dteration isthe largest of the
schools of philosophy, giving the transmuter access to a variety of powers and abilities.

In order to master the complicated somatic gestures of this school, awizard must have a
Dexterity (Dexterity/Aim) of 15 or higher to become a transmuter. The school of
dteration is opposed by the schools of necromancy and abjuration.

Transmuters have the norma benefits and restrictions of specidist wizards. In
addition, they gain an additiona +1 bonus to their saving throws versus dteration spells
and related magicd effects (such as awand of polymor ph) when they reach 8th leve, for
atota of +2. At 11th leve, thisincreasesto +3.

Transmuters command a number of useful spdls. Ther offensive and defensive
capabilities are quite formidable, and they also have access to spells such as haste or
strength that can dragtically enhance the whole party’ s fighting power. Despite their kill
in bettle, transmuters are a their best when overcoming obstacles; there is a great range
of generdly ussful dteration spdlls such as passwdl and fly which may make it possble
for transmuters to avoid fights dtogether.

Table2:



Effect Speciaist Requirements

Specialist Race Abilities Opposition School(s)
Elementdist H Standard Specid

Dimensondis  H, 1/2E Int 16 Ench./Charm, Necro.
Force Mage H, V2E Int 12, Con 15 Alteration, Divination
Mentdist H Int 15, Wis 16 Invoc./Evoc., Necro.
Shadow Mage H Int 15, Wis 16 Invoc./Evoc., Abjuration

H: Human; 1/2E; HAf-df

Specidlists in Schools of Effect

The schools of effect are organized aong different lines than the schools of
philosophy. This dternate gpproach to magic and specidization means that dementdigts
and other effect specidists don't necessarily enjoy the same benefits and pendties of
philosophica specidigts. These exceptions are explained below in the descriptions of the
individua specidist wizards.

Just like the schools of philasophy, specidization in aschool of effect generdly
requires awizard to meet higher ability score criteria than that required of abasic mage
(See Table 2: Effect Specidist Requirements).

Elementalist: Firg introduced in the Tome of Magic, dementdids are wizards
who specidize in pdls deding with one of the four dements—air, earth, fire, or water.
Elementdigts ignore the “norma” structure of the philosophica school. Instead, dl spells
are designated as either elemental spells or nonelemental spells. Furthermore, eementd
spells are divided into spells of each of the four dements. An dementdist is barred from
casting spells of the dement that opposes his particular specidty; fire mages cannot cast
water spells, air mages can't use earth pells, and vice versa. (Refer to Appendix 3 for a
list of wizard pdlls by schoal.)

Fire
|
Air — opposes — Earth

|
Water

Elementalists enjoy most of the stlandard benefits and redtrictions of specidist
wizards, but there are some minor differences. They gain the benefit of memorizing an
extraspdl of each levd, aslong asit istaken from their preferred dement. An
dementdigt gains a +2 bonus to saving throws againgt spells of his particular specidty
(firefor fire mages, etc.) and inflicts a—2 pendty to his opponents saves when casting
gpells of his specidty. Elementdists gain a+25% bonusto learn spells of their specidty,
and a+15% bonus for other eementa spellsthat don't actually oppose their specidty.
For example, afire mage has a +25% bonus to learn fire spdls, and a +15% bonus to
learn air and earth spells, he can't learn water spdlls at al. Elementaists suffer a—25%
pendty to learn al other nondlemental spells. Last but not least, ementalists research



spells of their specidty asif the spells were one leve lower than their actud level.

Note that e ementaists do not automaticaly add a spdll to their spell book when
they gain alevd, as other specidists do. However, an dementd specidist has the ability
to cast one memorized spell of his specidty per day asif he were 1d4 levels higher. This
affects range, duration, area of effect, and damage. When an dementdist reaches 11th
level, he does not need to concentrate to control an eemental of his specialty that was
summoned through conjure elemental. At 14th level, there is no chance for a summoned
elementd to turn on the dementdig.

While the dementa schools tend to be small, the dementaigts' abilities generdly
exceed those of norma specidigs. Elementa wizards of earth and fire have a potent
range of atack spells and can equa the firepower of an invoker. Wizards of air and water
tend to have fewer damaging spells, but have access to better travel and support powers.

Elementdists can be used to portray magicians of unusud cultures or origin. After
al, the slandard philosophica arrangement of schools implies a scholarly, Western
approach to magic, but not every culture or nation may have the same beliefs or practices
regarding sorcery. Many eementaists are much closer to nature, or more attuned to their
surroundings, than philosophica specidigts.

Dimensionalist: Thisuncommon specidig isa sudent of magic that relies on the
manipulation of space, time, and dimension. The dimensordid is familiar with dl kinds
of extradimensional pockets, planes, and sources of power. While other wizards can
make use of these dimensions, the dimensiondigt has a much clearer understanding of
wha heis doing and why when he casts spdlls of this school. Non-Euclidean geometry
and planar relaionships are difficult materid, even for awizard; a character must have an
Intelligence (Intelligence/Reason in the Skills & Powers rules) of 16 or better to grasp the
more esoteric concepts required to master thiskind of magic.

The school of dimensond magic is listed in Appendix 3 of this book. It includes
gpells such asrope trick, dimension door, distance distortion, and maze. Dimensond
magic is opposed by the schools of enchantment/charm and necromancy, since these
philosophies have nothing to do with extraplanar studies or spells.

The dimensiond specidist gains the normd advantages for specidization as
described earlier in this chapter; spells beonging to the school of dimensiond magic are
listed in Appendix 3. At 8th levd, the dimensiondist gains the power to disappear by
stepping into a pocket dimension once per day. While in the pocket dimension, heis
detectable only by spells that can discern dimensiond openings and isimmune to any
attack, but he aso has no way of knowing what’ s happening in the place he left until he
chooses to step back into the real world. The dimensionaist may remain for up to one
hour before heisforced to exit and can take any actions he desires (deeping, reading,
drinking apotion, or so on) whileingde. Note that the pocket dimenson’s point of exit is
adways the exact same place the dimensondist entered the dimension. Also, no spells
that would dlow the dimensondist to leave the pocket without first reentering the red
world can function in the extradimensiona place, including teleport, dimension door,
shadow walk, and amilar enchantments. At 11th leve, the dimensondist may bring one
other human-sized creature or an object weighing less than 500 pounds with him; & 14th
level, he may bring up to five companions or an object weighing 1,500 pounds.

The dimengondig isavery unusud wizard, with access to some of the strangest
godIsinthe game. A high-leve dimensondist can be a confounding opponent, caling



on rarely seen powersto trgp or misdirect his enemies. Dimensiondists have few attack
spdlls, but excd in avoiding trouble or circumventing obstacles.

Force Mage: Some of the most powerful spells available to awizard consst of
force—cohesve magicd energy that can be shaped into fields, wals, or blades. Forceis
energy that smulates solid matter; it isimpervious to norma matter and can be used to
exert physica pressure on creatures or objects. A force mage speciadizesin spells thet
conjure and manipulate magica force. Force spels are difficult and taxing to awizard,
and acharacter must have an Intdligence of 12 or better and a minimum Condtitution of
15 (Intelligence/K nowledge and Congtitution/Hedlth) to choose this specidty.

Naturdly, the school of force includes wall of force and the Bigby’ s hand spells.
However, spells such as magic missile and Mordenkainen’s sword aso make use of
magicd force. The schools of dteration and divination oppose the school of force, snce
these have nothing to do with the summoning or manipulation of magica energy.

Force mages have the usua advantages and disadvantages of specidist wizards.
(Refer to Appendix 3 for the complete list of spells belonging to this school.) At 8th
leve, force mages gain an additional +1 bonus to their saving throws versus force spells
or effects, for atota of +2. When aforce mage reaches 11th level, he gains the ability to
atempt a saving throw for half-effect againgt any force spdl that causes damage, whether
or not it lows asave. For example, an 11th-level force mage struck by amagic missile
spell may attempt to save for haf damage, despite the fact that magic missile normdly
alows no saving throw. At 14th leve, the force mage' s saving throw bonus increases to
+3 againg magica force.

Force mages are killed in battle; most of their spells are designed to hinder,
incapacitate, or destroy their enemies. However, they do not enjoy a greet variety of
gpells and must get dong without access to two of the most useful schools available—
divination and dteration.

Mentalist: In worlds where psionics are rare or unknown, some wizards take up
the sudy of mind-affecting spells and enchantments. The mentdist is such a character.
Although the mentdig is closdly related to the enchanter, the mentaist’ s spells focus
more exclusvely on the mind. Of course, thisis a complicated area of sudy, and a great
understanding of the human psycheis required for success; the wizard must have an
Intelligence of 15 and Wisdom of 16 (Intelligence/Knowledge and WisdonvIntuition) to
become amentalist.

The schoal of mentalism includes spells such as ESP, domination, and suggestion.
It is opposed by the schools of dteration and necromancy; alist of the spdlls belonging to
the school of mentalism gppearsin Appendix 3.

Mentalists gain the norma benefits and hindrances of a specidist wizard. When a
mentdist reaches 8th leve, his saving throw bonus againg mentalism spells and effects
increases to +2. At 11th leve, the mentdist gains the ability to detect charm or mental
influence three times per day by pointing at the individua to be examined and
concentrating one round. This power resembles the priest spell detect charm, but only
one creature can be scanned per use. When the mentalist reaches 14th level, he can dispel
charm or menta influence once per day with a 50% chance of success. Thisis modified
by +5% per level/Hit Die difference between the mentalist and the caster of the charm.
The mentalist must be within 10 yards of the subject and must concentrate for one round
in order to use this power.



The mentdigt isawizard who deds in subtleties and influences. The mentdidt is
not at his best in open battle againgt hordes of enemies, but he can be an extraordinarily
effective character in investigations or confrontations againgt Sngle enemies.

Table 3:

Shadow Mage Target Saving Throw Modifiers
Lighting Conditions M odifier

Bright daylight/continud light +2

Wesk daylight/dusk/light none
Twilight/moonlight/lantern light -1

Week moonlight/torch light -2
Canddight/sarlight -3

Tota darkness -4

Shadow M age: Shadow mages are students of the power of darkness and
twilight. While shadow mages are not necessarily evil, most tend to be grim characters
who are a home in the darkness. The school of shadow is built around the thesis that
shadows are actually connected in some mystica way in the Demiplane of Shadow; the
shadow mage' s repertoire of spells reflects this belief. Shadow mages must be
keenrminded individuals, a character must have an Intdligence of 15 and a Wisdom of 16
(Intelligence/Reason and Wisdom/Will) in order to select this specidty. The school of
shadow is opposed by the schools of invocation/evocation and abjuration.

The shadow mage follows the norma rules for specidist wizards, with one
notable exception: the target’ s saving throw modifiers are tied to the prevdent lighting
conditions, and range from +2 to —4. The shadow mage himsdlf recelves no saving throw
modifiers versus spdls of any kind (see Table 3: Shadow Mage Target Saving Throw
Modifiers).

Shadow mages dso gain the ability to see in darkness due to their connection with
the plane of gloom. At 4th levd, the shadow mage sees as well in moonlight as anormd
human does by broad daylight, and al darkness-based combat penalties are reduced by 1
point. At 7th level, he can see perfectly by starlight and reduces combat pendties for
darkness by 2 points. At 10th level, the shadow mage can see perfectly in total darkness,
negating al combat pendties. Note that magica blindness or fog can Hill impair the
wizard' svidon.

The shadow mage' s spells are both powerful and subtle. Of al the specidist
wizards, he makes the best spy or infiltrator, especialy by night. While the shadow mage
ig't very well-suited for open battle, his spdlls are perfect for solitary confrontations.

Table 4:
Thaumaturgical Specialist Requirements

Specialist Race Abilities Opposition School(s)



Alchemig H Int 15, Dex 14 [llusion, Necromancy
Artificer H, G Int 12, Con 15 Necro., Ench./Charm
Geometer H, E, V2E Int 15, Wis 14 Ench./Charm, llluson
SongMage H, E, 1/2E Int 14, Cha 15 Necro., Div., Invoc./Evoc.
WildMage H, E, 1/2E Int 16 none

H: Human; 1/2E; HAf-df; G: Gnome

Speciaists in Schools of Thaumaturgy

While the schools of effect and the schools of philosophy differ in the way in
which spells are assigned to the various schoals, the schools of thaumaturgy represent an
entirdy different way of thinking. The thaumaturgica schools discard the norma
methods and mechanics of wizard magic to concentrate on new ways of summoning and
controlling magica power. In this scheme of magic, spdlls are organized by method of
cadting, not effect or method of operation.

Since the schools of thaumaturgy represent amore radical departure from the
norma scheme of magic, the benefits and disadvantages of specidization vary from
school to school. In addition, the thaumaturgical specidigts generdly have high ability
score requirements, as shown in Table 4: Thaumaturgica Specidist Requirements.

Alchemist: Thisspecidist wasfirst presented in Player’s Option: Skills &
Powers. The achemist’swhole work is based on the four classica dements of air, earth,
fire, and water. In other words, the dchemist considers gold (for example) to be a
combination of earth and fire. Alchemigts are the most scientificaly-minded wizards, and
they experiment constantly in search of knowledge. In order to be an dchemist, awizard
must have an excdlent education in the sciences (minimum Intelligence or
Intelligence/Knowledge of 15) and a steady hand for experimentation (Dexterity or
Dexterity/Aim of 14). The school of achemy is opposed by the schools of illuson and
necromancy; alist of dchemy spells gppearsin Appendix 3.

The dchemis mugt maintain alarge, wel-equipped laboratory. The character is
assumed to begin play with asuitable facility in his home town or base of operations, but
building and equipping anew laboratory costs at least 1,000 gp per character level, and
exigting laboratories cost 50 gp per level each month to maintain. An achemist without a
laboratory loses access to the bonus spell provided by specialization and can’t conduct
research, make potions, or add new spells to his spell book.

Alchemigs enjoy the norma benefits of specidization, but have no saving throw
modifiers for their own saves or thair targets saves.

At 6th levd, the dchemig gains the ability to creste potions. Thisis a specid
chemica process that doesn’t involve magica materias or processes, but it tends to be
longer and more tedious than norma potion brewing. First, the character must research
the potion’s formula, just like conducting spell research; consider the potion’slevel to be
equal to its experience point (XP) vaue divided by 100. For example, a potion of
clairaudience (250 XP) istreated as a 3rd-levd spdl for this purpose, while apotion of
longevity (500 XP) is equivdent to a 5th-level spdll. It takes two weeks per potion level
to research the formula, at a cost of 500 gp per potion level. The achemist must roll learn
spellsto find out if he learned the spell before he can be considered successful in his



research. The maximum number of potion formulae he can know islimited by the
maximum number of spells per level score that is determined by his Intelligence (see
Table 4: Intdligence in the PHB). A character with an Intelligence of 15, for example,
can know up to 11 potion formulae.

Once a character has successfully researched a potion’s formula, he can produce
one dose by investing 3d6 x 100 gp in materias and spending one uninterrupted week in
his laboratory. Again, he must pass the learn spells check to seeif he followed the
directions correctly, with a+1% bonus per character level. While the alchemist doesn't
have to adventure to acquire rare or unusua materids for potions, he may 4ill haveto
take time to make arrangements for gpecia requirements, such as the ddivery of unusua
chemicds or glassware.

Bordun the Chemist wishes to create a potion of fire resstance, since his thief
friend wants to pilfer a dragon’s hoard. The potion has an XP value of 250, so it must be
researched as a 3rd-level spell. Thisrequires 6 weeks, and costs a total of 1,500 gp—
Bordun’s alchemical research is more difficult than normal potion research, but requires
no unusual materials. Bordun makes his learn spells check, and hisresearchis
productive!

Having concluded his research, Bordun sets out to brew a potion of fire resstance
from his formula. This takes one week, and costs him 3d6 x 100 gp (the DM rolls a 15, for
1,500 gp—ouch!) He must attempt a second learn spells check to execute the formula
correctly, with a + 7% bonus (he’ s a 7th-level wizard), and he succeeds again. Bordun
now has one potion of fire resistance and can brew more without conducting his research
all over again.

The dchemist has access to asmal number of attack and defense spdlls, but he
excesin enchantments that ater or analyze materids. Note that the spells of the school
of achemy are consdered to have no verba component when cast by an dchemis, snce
they consst of combinations of reagents prepared by the wizard—an dchemig haslittle
to fear from asilence 15’ radius spdl.

Artificer: The school of artifice is composed of spdllsthat store or channd
magica energy through items carried by the wizard. In effect, the artificer isawizard
who creates temporary magicd itemsfor his own use. The advantages of this
thaumaturgicad method lie in the wizard' s ability to increase his spdll power by carrying
extraspdlsin various magicd items and to unleash powerful enchantments with asingle
command word. A wizard must have an Intelligence (Inteligence/Knowledge) of 12 and
a Condtitution of 15 (Condtitution/ Health) in order to choose this specidty. The school of
artifice is opposed by the school of necromancy and those spdllsin the school of
enchantment/charm which affect living beings

Like the dchemid, the artificer must maintain awell-equipped laboratory and
workshop. A 1st-leve atificer begins play with asuitable facility in his base of
operations. Building a new laboratory costs at least 1,000 gp per character leve, and
exiging laboratories cost 50 gp per level to maintain each month. An artificer without a
laboratory loses access to the bonus spell provided by specidization, and can’t conduct
research, make magica items, or add new spdlsto his spell book.

Artificers have the norma benefits and redtrictions of speciaist wizards, but have



no saving throw modifiers and impose no saving throw pendties on the targets of their
gpells At 4th leve, the artificer gains the ability to store spellsin prepared items, saving
his memorization dots for other spells. Once placed in an item, astored spell may be
indefinitely retained for reedy casting. The spell to be stored must be one which the
wizard knows and can cast; a any given time, awizard may have no more total pell
levels stored than his own character level, so a 5thrleve artificer could store up to five
levels of spdls.

Preparing an item to receive one stored spdll requires one uninterrupted week of
work, and the actual process of casting the pdll into the item requires one day and 500 gp
per level of the spdll. The item must be of the finest workmanship, worth at least 100 gp;
after the spdll it holds has been discharged, the artificer can re-enchant it. Only the
artificer may release the stored spdll, with a casting time of 1; in dl other respectsthe
gpell istreated asif the artificer had cast it normaly. Also, an item can only contain one
el a atime. Any atempt to cast another spell into the item will smply replace the
current spdll. In effect, this aility alows the artificer to create one-shot magicd items
such as aring enchanted with feather fall or acloak prepared with protection from
normal missiles.

At 7th levd, the artificer may create a temporary magical item. Any magicd item
in the DMG not specificaly rediricted to nonwizardsis dlowed, but the item will
function only for the artificer. Thisisaspecid ability unrdaed to the enchant an item
spell. Fird, the artificer must successfully research the item creation process, taking one
week per 500 XP vaue of the item and spending at least 100 gp per week. Thistimeis
haved if the artificer has a sample of the item to copy or if he succeedsin a contact other
plane, legend lore, or other research spell. The artificer must pass alearn Spdls check to
succeed and may never know the processes for more magicd items than his maximum
number of spdlls per leve. Actudly building and enchanting the item reguires half the
research time and 2d6 x 100 gp, plus the cogt of the item itsdlf. Fine materids must be
used, but rare and exotic materials and processes aren't necessary for temporary items
(see Chapter 7). After completing the work, the artificer must pass another learn spells
check to successfully enchant the temporary item.

A temporary item lagts 1d6 days, plus one day per leved of the artificer. Once the
enchantment fades, the item can be re-enchanted with one uninterrupted week of work,
the expenditure of 2d6 x 100 gp, and ancther learn spells check. If the temporary item
normally possesses charges, the artificer automatically places one charge per levd into
the item when creating it.

Selthos the wizard desires a carpet of flying, since he wishes to investigate an old tower
perched high on an inaccessible peak. Looking up the carpet’s XP value (7,500 XP), the
player realizesthat it will take 15 weeks just to research the item! Selthos decides that a
carpet of flying istoo formidable a challenge and searches for a cheaper alternative.
Investigating his alter natives, he decides that a cloak of the bat (1,500 XP) isa much
mor e palatable option.

Selthos begins his research, working for three weeks and spending a total of 1,000 gp
(an arbitrary amount set by the DM; he would have had to spend at least 300 gp, or 100
per week). Fortunately, he succeeds in the learn spells check, and hisresearchis
successful—from now on, Selthos can produce a cloak of the bat anytime he desires,



without repeating the research.

Actually making the cloak requires one week and four days (half the research time) and
2d6 x 100 gp, plusthe cost of the cloak. The DM decides that a suitable cloak costs 100
gp (the minimum allowed, but it’s only an article of clothing), and rolls 700 gp for the
cost of the enchantment. Again, Selthos succeedsin a learn spells check, so he now
possesses a cloak of the bat that will last for 1d6 days, plus one day per level. With some
urgency, he sets off at once to investigate the tower before his enchantment fades!

Several months later, Selthos decides that he needs his cloak again. He can re-enchant
the cloak with one week of work, another 2d6 x 100 gp, and a learn spells check.

Artificers may creete permanent magicd items using the norma magicd item
cregtion rules and the enchant an item spell when they reach the appropriate levels. (If an
artificer creates atrue magical item he once made a temporary verson of, his research
time and expense is reduced to its minimum value—see Chapter 7.) Artificersgain a
+10% bonus to their chance to successfully enchant items.

In addition, artificers have a 20% chance a 14t leve to identify the generd
purpose and function of any magicd item smply by examining it for onefull turn. Thisis
amilar to the bard' s ability, but is based on the artificer’ s aility to andyze the
congruction and enchantments on the item, not the item’s higtorical sgnificance. This
chance increases by 5% per leve, so a 5th-leve artificer can identify items with a40%
chance of success.

While artificers are farly wesk a first, once they reach middle levels they can
quickly become some of the most useful and powerful wizards in the game. The DM
should aways consider the artificer’s proposed item research and congtruction very
carefully; any item that the DM fedsistoo powerful or out-of-character can be
disdlowed. In particular, items with absorption or negation powers should be considered
very carefully—these can be very unbdancing in agame.

Geometer: Likethe dchemigt, the geometer was introduced in Player’ s Option:
ills & Powers. Geometers seek to control magical forces by creeting symbols and
diagrams of mysticd significance. The tools of the geometer’ s trade range from runes
drawn on paper or carved in stone to free-floating congtructs of energy woven by the
somatic gestures of a pdll. Naturaly, geometers excd in the casting of any spdll that
involves the drawing of arune, mark, or diagram. In order to choose this specidty, a
wizard must have an Intdlligence (Intelligence/Reason) of 15 or better and aWisdom
(WisdonvIntuition) of 14 or higher. The spells used by the school of geometry are
described in Appendix 3 of this book.

Geometers gain the usud advantages for specidization, but like the dchemig,
they gain no modifiersto their saving throws and inflict no saving throw pendties on
ther targets. Beginning at 4th level, a geometer may cregte scrolls by committing a spell
he knows to paper. He can cast the pell from the scroll a some later time smply by
reading the scroll, which requires one full round; once read, the scroll is consumed and
the spell expended. The geometer may not have more than one spdll-scroll per character
level prepared at any given time, S0 a 6th-level geometer may have as many as Six scrolls
ready.

Transcribing aspell to ascroll requires one full day per spdl leve; a5th-leve
gpdll requires five days of uninterrupted work. The materials cost 100 gp per spell levd,



and the wizard needs a suitable [aboratory or library to work in. Only spells of the school
of geometry can be transcribed to scrolls, but a geometer can engage in spell research to
find adiagram for gpdlls outside the school of geometry. In any event, a geometer must
succeed in alearn spells check to seeif he is successful in scribing the scroll.

Geometers may aso attempt to create various forms of protection scrolls,
beginning a 7th level. The geometer must first research the scroll’ s diagram through
norma spell research. To figure out how much time and money should be spent on
researching a particular protection scroll, take alook at its experience point vaue.
Bascdly, ascroll’s effective spdl leve is determined by dividing the experience point
vaue by 500 and then adding 2 (i.e., Level = XP/500 + 2) For example, if ascrall is
worth 500 XP, it is considered a 3rd-level spdl (500 divided by 500 equals 1; 1 plus 2
equds 3). The research time is two weeks per effective level, at acost of 1,000 gp per
level; the geometer must pass alearn spells check to successfully research the diagram.
Once the geometer knows the diagram, he can produce one scroll by investing in 3d6 x
100 gp worth of materids and spending one uninterrupted week working in his
laboratory. Again, alearn spells check appliesto seeif he executed the diagram correctly.

Bordun’srival Teriaz also wishesto pilfer the dragon’s hoard, but he’s decided to
provide his agent with a scroll of protection from dragon breath. Thisisworth 2,000 XP,
so it’sthe equivalent of a 6th-level spell. It will take Teriaz twelve weeks to research the
scroll and costs him 6,000 gold pieces. After passing hisinitial learn spells check and
succeeding in hisresearch, Teriaz can produce the scroll with one week of work and an
additional 600 gp (the DM’sroll of 3d6 x 100 gp) if he succeeds in the final learn spells
check. While the dragon’ s hoard has suffered at the hands of the alchemist’s accomplice,
TeriaZz s champion succeeds in slaying the beast and claiming the rest of the hoard.

The geometer’s spells tend to be defensive in nature, snce many spdlsin the
school involve drawing or scribing boundaries of some kind. Spells of the school of
geometry are considered to have no verba component. The school of geometry is
opposed by the schools of enchantment/charm and illusion.

Song M age: The school of song relies on the wizard' s skill a weaving melody,
lyrics, and rhythm to create enchantments of great power. Elves and bards have tapped
into this source of magic for centuries, but now more wizards are investigating the
intriguing possibilities of this school. While a song mage does not require proficiency in
sgnging or musica instruments, most song mages are a o virtuoso vocdists—the
subtleties of pitch and expression are critically important in cagting aspell in this fashion.
Song mages require an Intdligence (IntelligencelKnowledge) of 14, reflecting their
musica studies, and a Charisma (Charismal/Appearance) of 15.

Song mages enjoy the standard benefits and pendlties for specidizing in aschool
of magic. (Spdlls belonging to the schodl of song are listed in Appendix 3.) The norma
saving throw modifiers gpply, but note that the song mage may apply his saving throw
bonus to magical song or sound attacks such as a sphinx’ sroar or bansheg swall in
addition to song spdlls. At 8th leve, song mages gain the ability to enhance the
effectiveness of any musica or sound-based magica item by 50%; a song mage wielding
drums of panic increases the area of affect from 120-foot radius to aradius of 180 feet. If
the magica item proves to be cursed, its effect islessened by 50% (if possible). At 11th



leve, the song mage gains the ability to counter magical song or sound attacks once per
day, negating the effects of the attack in a 10-foot radius centered on the mage. This
alows the song mage to protect those nearby from a harpy’ s song, a sphinx’sroar, or a
shout spdl. The mage must stand il or walk dowly and sing for at least one full round
to negate the effect, and may continue singing for up to one full turn per levd to defest
pervasive or persistent attacks.

All spellsin the school of song are consdered to have neither somatic nor
materia components when cast by a song mage—while song mages are extremdy
vulnerable to asilence spell, they are also capable of casting spells while securely bound
or stripped of al their possessions. The school of song is opposed by the schools of
necromancy, divination, and invoceation/evocation.

The song mage commands avariety of useful spelsthat are effective both in
attack and defense. While he hasfew spells that can directly damage an enemy, heisvery
good at influencing or hindering opponents with his magic, especidly at higher leves.

Wild Mage: The concept of wild magic was introduced in the Tome of Magic.
Wild magic is a new theory of magic that emphasizes study of the forces of randomness;
awild mage never knows exactly what's going to happen when he casts a spell. While
there isn't enough space here to reprint dl of the wild magic rules and tables, this briefly
sums up the specialist so that readers who don't have access to the Tome of Magic can
meke use of this materid.

Since wild magic isanew fied of sudy, and a difficult one at that, awizard must
have an Intdligence (or Intelligence/Reason) score of 16 or better to specidize in this
field. Wild magic has no opposition school—wild mages can fredy learn any wizard
spell they choose, and they’ re dso the only wizards who can learn spells of the school of
wild magic. Like other specididts, they gain the bonus memorized spell a each levd.
They have no saving throw adjustments for their own saves or their targets saves. Wild
mages receive a bonus of +10% when learning new wild magic spells, and a pendty of —
5% when learning magic spdls from other schools. When awild mage researches anew
wild magic pell, the spl istrested asif it were oneleve lower.

Wild mages have a specid ability to control certain magicd items that normally
behave randomly for other characters. A wild mage has a 50% chance to control one of
the following items, selecting the result of his choice: the amulet of the planes, bag of
beans, bag of tricks, deck of illusions, deck of many things, and the well of many worlds.
Thewand of wonder isaspecid case; if the wild mage successfully controls the wand, he
may use charges from the wand to cast any spell he dready knows, whether or not he has
the spell memorized. The number of charges expended equasthe leve of the spell
chosen; if the mage fails hisrall, he smply expends one charge from the wand and rolls
for arandom result.

Every time awild mage casts a pdll, the effective caging level may vary. While
the level variation rules are explained in detall in the Tome of Magic, here’ saquick and
smple method for determining the variation. When the wild mage casts a spll, roll 1d20:
on aroll of 6 or less, the caster’ s effective level drops by 1d3 levels, on a 15 or better, it
increases by 1d3 levels, and on aroll of 10, the spell resultsin awild surge. Note that the
level variation can't exceed the caster’ sleve, so a2nd-level wizard can't vary by more
than two levels either way. Leve varidion affects dl leve-based aspects of a spell,
including damage, duration, range, opponent’s saving throws, and other such factors.



Kelmaran, a 5th-level wild mage, casts a firebdl spell at a band of orcs. Herolls
1d20 and comes up with a 1, so his effective level will be reduced by 1d3 levels. Rolling
1d3, heisrelieved to see that he only loses 1 level, so his firebal does 4 dice of damage
instead of 5 and may suffer a small reduction in range. With a lucky roll, Kelmaran's
spell could have done as much damage as an 8th-level wizard' s firebdl.

Wild surges are strange manifestations of the randomness of wild magic. A
complete table for wild surges gppears in the Tome of Magic, but if a copy of this book
ig't available, use the random chart for the wand of wonder, in the magicd item
descriptions of the DMG. Note that a number of wild magic spells appear in the Tome of
Magic and the Wizard Spell Compendium—if you're redly interested in playing awild
mage character, you should obtain a copy of one or both of those accessories.

Customized Wizard Characters While thereis a broad sdection of speciaist
wizards to choose from in this book, some players may want to create more unique
characters. Player’s Option: Skills & Powers introduced the concept of point-based
character design; this section now expands that materid for wizards. Dozens of new
powers, abilities, and restrictions are described here, dlowing the creation of amost any
kind of magic-using character imaginable.

If you want to use the materid here in conjunction with Skills & Powers, this
section takes the place of the character class design rules. In addition to the initid
dlotment of 40 character points assigned to a character in this chapter, aplayer may dso
choose to spend points |eft over from the race design chapter and save pointsin this step
for proficiency sdlections. Note that there is no restriction on how a character spends his
pointsin this sysem.

As dways, the DM hasthe find word on whether or not aparticular character is
appropriate for his campaign. If the DM doesn't like the way a character is put together,
he can have the player try again.

Using the Wizard Character Design Rules

In case you aren't familiar with point-based character design, here’ s how it works:
Y ou get to decide which class ahilities and which hindrances your character will have
during his adventuring career. For example, if you want your wizard character to have the
hit points and fighting ability of a priest, you can select the appropriate abilitiesto do
so—but chances are good that your character will have to make serious sacrifices
elsawhere in order to get this advantage.

When you custom-design awizard, your character begins with 40 character
points. Each ability you select for your character costs character points, but you can gain
extra points by choosing limitations. Unless you spend points on special powers or select
specid limitations, your wizard character uses afour-sided Hit Die, usesthewizard's
THACO and saving throw charts, gains the ability to cast wizard spells as noted in the
PHB on Table 21: Wizard Spell Progresson, may use any magica item normaly ussble
by wizards, may not wear armor, and is limited to the following wegpons. dagger, dart,
knife, ding, or saff. Note that your customized wizard character must spend points to
gain schools from which he can cast spells.



Under these rules, you are under no obligation to build your character as a mage
or aspecidist wizard. Your character’s powers and spell schools will be determined
entirely by your choices here. However, for your convenience you may want to use these
basic wizard classes as sarting points. If you decide to begin the customizing process
with a mage or specialist wizard, your character receives no character pointsto choose
new or optional abilities. Since the mage or any specidist wizard is dready a complete
character class, the only way to add new powersis to compensate for them by sdecting
new limitations for anet point cost of zero.

The School of Universal Magic: All wizards have full accessto this school at a
cost of zero character points. This school contains spells basic to any wizard' s studies.

Optiona Abilities

A cugtomized wizard is built from adate of optiond abilities, ranging from
schools he may cast gpells from to game mechanics such as THACO improvement rate,
Hit Die sze, and wegpons and armor alowed. The available abilities are listed below.

Delayed Acquisition of Abilities: A character can reduce the cost of a specia
ability by choosing to dday it to ahigher level. For example, acharacter may select the
ability of reduced cagting time, but then delay the acquisition of the ability to 4th or 5th
level. An ahility that is not acquired until 3rd leve is 1 point cheaper than the listed cost;
an ability delayed to 5th leved is 2 points chegper; an ability ddayed to 7th level is3
points cheagper; an ability delayed to Sth level is 4 points chegper than listed; and an
ability delayed to 11th leve is 5 points chegper than norma. No ability can be reduced to
zero or less points—everything codts at least one character point, no matter how long the
wizard waits for the power.

Accessto schools (5+): A customized wizard pays 5 character points (CPs) for
each school he may learn and cast spells from. A standard mage would pay 40 CPsto
gain access to the eight schools of philosophy: abjuration, dteration,
conjuration/summoning, divination, enchantment/charm, illusion, invocation/evocation,
and necromancy. Customized wizards may choose to have access to thaumaturgica
schools or schools of effect if they wish.

Armor (5/10/15): With this ability, awizard may ignore the norma redtriction
againg usng amor. Asa5-point ability, the wizard may wear padded armor; for 10
points, the wizard may wear legther, sudded leather, hide, or brigandine armor; and for
15 points, the wizard may wear any armor he chooses. Note that awizard may not use
any kind of shid.

Automatic spel acquigtion (2/5): Thewizard may add anew spell of his choice
to his spdll book every time he gains aleve, without having to pass alearn spdlls check.
The wizard need not have a copy of the spell but must have seen the spell used at least
once. As a2-point ability, the wizard can acquire spells from one school only; asa
5-poaint &bility, he can choose from any school he has access to. The wizard must be able
to cast the spell he chooses.

Bonus spells (10/15): A wizard with this ability increases the number of spels of
each levd that he can memorize by one. For example, a 19-leve wizard may memorize
two 1st-level spelsingtead of just one. For 10 points, the wizard may select spells of one
school as bonus spells, for 15 points, the bonus spell can be any spdll the wizard can cast.



Casting timereduction (2/5): Spdls cast by the wizard are unusudly swift and
have a cagting time of 1 lessthan normal. For 2 points, the wizard may accelerate spdlls
of only one schoal. For 5 points, dl spells are faster.

Combat bonus (8/10): A wizard with this class ahility is much better in combat
than normal. For eight CPs, the wizard’'s THACO advances as if he were arogue of equd
level. For 10 CPs, thewizard's THACO advances asapriest’s.

Congtitution adjustment (5): The wizard may use the Congtitutionbased hit
point bonus of warriors, gaining +3 or +4 hp per Hit Die with a Congtitution of 17 or 18
instead of the norma maximum of +2 hp per die.

Detect magic (10): A wizard with this power may use detect magic once per day
per two levels (twice aday at 3rd level, three times at 5th, and so on). The wizard doesn't
need to memorize the spdl, but in al other respects the power operates asif it were
actudly cast by the wizard.

Dispel (10/15): This power dlows awizard to disod one kind of effect or spell
once per day, or three times per day for 15 CPs. The range of this power is 30 yards, and
it requires nothing more than one round of concentration. The base chance of successis
50%, 5% for each level difference between the dispeller and the creator of the effect to
be dispdled. Thetype of effect that may be digpelled must be agroup of linked spdlsin
the same school; for example, charm spells, polymorph spells, or shadow magic and
monsters are al good examples.

Enhanced casting level (10): A wizard with this ability may cast spells of one
school asif hewere 1d4 leves higher than his actud leve (roll each time used). All
level-based effects of the spell are dtered, including damage, range, duration, and area of
effect. This power may only be invoked once per day.

Extended spell duration (10/15): Noningtantaneous spdlls cast by the wizard last
an additiona time unit (round, hour, day, etc.) per two levels. The exact time unit
depends on the norma duration of the spell—if the duration is noted in hours, a 5th-leve
wizard' s bonus would be an extra three hours. As a 10-point power, extended duration
appliesto spells of one school. For 15 points, it gppliesto al spells cast by the wizard.

Followers (10): Normaly, wizards do not attract loyd followers at high levels
like other characters do. A wizard who selects this ability automaticaly attracts 20 to 200
O-levd men-at-arms at 8th leve if he establishes a castle, keep, tower, or other place of
strength. In addition, 1d6 low-level wizards (1< to 3rd level) will dso appear and request
permission to study beneath the PC wizard. These loyd apprentices can undertake minor
errands or research on the wizard' s behdf, aslong asthey are treasted well.

Immunity (10+): A wizard with this power gains complete immunity to one
particular spell, a acost of 10 CPs plus 1 CP per spell level. The wizard ignores the
effects of the spell and cannot be directly damaged or harmed by the spell, dthough he
could beindirectly harmed—awizard immune to charm person could be besaten senseless
by acharmed fighter, for example. The character may gain immunity to a group of
related spells by spending CPs to become immune to the highest-level spell in that group,
30 awizard who wanted immunity to al charms would spend 18 CPs for immunity to
mass charm—charm person and charm monster areincluded with immunity to mass
charm. The DM may disalow any immunity that he fedsistoo powerful.

Improved Hit Die (10/20): For 10 character points, the wizard uses ad6 for aHit
Dieinstead of ad4. For 20 points, the wizard uses a d8.



L earning bonus (5/7+): The wizard gains a +15% bonusto his chanceto learn
gpells of one schoal; for seven points, this increases to +25%. The wizard may apply the
bonus to learning spdlls of dl schools by doubling the point cost.

No components (5/8): With thistdent, awizard may designate one spell of each
level asaspdl that requires no materid components. For 5 points, the wizard may select
spdlls of one school only; for 8 points, the wizard may select spells from any school. The
wizard may not choose spells from the schools of dchemy or artifice for this advantage.

Persistent spell effect (15 +2/spell level): Thewizard may sdect one spdll that
he knows (and can cast) to have a persstent, permanent effect. He must give up one spell
dot of the appropriate level, so awizard who wants to have ESP as a persistent power
must leave one 2nd-level spdl dot empty. Only spells with noninstantaneous, nonspecia
durations may be selected as persastent powers, and the spdl must be one which affects
the cagter. By concentrating, the wizard may invoke the power and maintain it for aslong
as he continues to concentrate. Changing the persstent spell requires afull week of
uninterrupted work. If the wizard is struck by a dispel magic, the perastent effect falls.
Firg-level spelsthat are gppropriate for persstent effectsinclude: change self, chill
touch, detect undead, feather fall, gaze reflection, jump, protection from evil, shield,
spider climb, and ventriloquism.

Priestly wizard (10+): A wizard with this talent may select one minor sphere of
access for 10 points or one mgor sphere for 15 points. The wizard must till use wizard
gpell dots to memorize these spells, in effect, they’ re trandations or adaptations of priest
gpells the wizard knows through specid training. Priest spells must be learned normally
and count againg the wizard' s maximum number of spells per leve.

Proficiency group crossovers (5+): Normaly, awizard may select proficiencies
from the wizard and genera groups, and must pay a pendty in character points or
proficiency dotsfor choosing proficiencies out of these groups. At acost of 5 CPs each,
the wizard may select another character group for a NWP crossover.

Rangeincrease (5/7+): All ranged spdls from one school known to the wizard
have their range increased by 25% for 5 CPs or 50% for 7 CPs. For example, the 1t-leve
gpdl hold person has arange of 20 yards per leve, but with this power the range could
increase to 25 or 30 yards per level. The wizard can gain this bonusto al ranged spells
regardless of school by doubling the CP cost.

Read magic (5): This power dlows the wizard to use read magic once per day
per two levels. The wizard doesn’'t need to memorize the spell, but in al other respects
the power operates asif it were aread magic actudly cast by the wizard.

Resear ch bonus (5+): When the wizard is performing spell research, spells of
one school are treated as if they are one leve lower, just like the standard specidist
wizard ability. If the wizard doubles the cost to 10, he may gpply this bonusto dl
schools.

School knowledge (5/8): Thisis a standard benefit for a specidist wizard. Dueto
the wizard' s extensive knowledge of one school of magic, he gainsa+1 bonus to saving
throws versus spells of that school, and inflicts a—1 pendty to the saving throws of his
opponents when casting spells of the school. For 8 CPs, the saving throw modifiers
increase to +2 and —2, respectively.

Thief ability (10+): A wizard with this talent possesses one thief ahility of his
choice. For every 5 additiond points he spends, he may choose another thief ability.



(Note that backstab is included as a thief ability.) The wizard' s percentage scores increase
as noted in the DMG on Table 19: Thief Average Ability Table. Modifiersfor race, amor
worn, and exceptiona Dexterity score dl apply.

Weapon selection (10/15): For 10 CPs, the wizard may expand his selection of
weapons to ether the cleric or thief ligts (player’s choice). For 15 points, the wizard is
completely unrestricted in his choice of wegpons and may gain proficiency in any
weapon he spends adot to learn.

Weapon specialization (15): With this power, the wizard gains the ability to
specidize in awegpon. Choosing this ability doesn't confer specidization—it merdy
makesit available for the wizard, who is dtill required to spend the necessary CPs or
proficiency dotsto actually specidize.

Optiona Limitations

Limitations are selected much like abilities. Each limitation carries a CP bonus
that counters CPs spent on abilities. If awizard sdlects 55 CPs of ahilitiesin the previous
section, he must come up with 15 CPs of limitations, since the wizard is normaly
alowed only 40 CPsworth of abilities.

A “dandard” mage or specidist wizard can use limitations to pay for unusua
abilities he wouldn’'t normally have access to. For example, if awild mage also wanted to
be able to move slently (a 10-point ability from the preceding list), he hasto find a
10-point limitation to compensate. Thefollowing isalig of available limitations:

Awkward casting method (5): The wizard's spells must be cast in an extremely
obvious fashion, derting anyone within earshot that the wizard is using magic. The
wizard might be surrounded by brilliant dancing maotes of light, he might have to shout
hisvoca component at the top of his lungs, people nearby might fed waves of chilling
cold wash over them—however it works, the wizard' s spellcasting activity is
immediately noticed. Cagting spells from ambush is nearly impossible, and casting spells
discretely isright out, so aquiet ESPin atavern will never be available to the wizard.

Behavior/taboo (2): Thewizard has a strong set of beiefs that require him to act
grangely. For example, he may have to dressin certain colors, avoid physical contact
with other people, avoid certain foods, and so on. The behavior chosen iswell-known by
most NPCs as the behavior of awizard, so it becomes difficult for the wizard to conced
his profession. The wizard's actions may adso makeit easer for enemiesto find or harass
him by exploiting his taboos. Most importantly, awizard who violates his beliefs loses dl
spells he currently has memorized; he believes that he can't cast spdlls until he behavesin
the required manner again.

Difficult memorization (5): A wizard with thislimitation can Sudy and
memorize spells only in very specific circumstances. For example, the wizard must bein
his lab to memorize spells, he must bein atemple of the god of magic, or he must
perform arite lasting one full day and using materials worth at least 250 gp per leve in
order to prepare himsdlf to memorize spells.

Environmental condition (5+): The wizard requires certain conditions for spells
to be effective; for example, awizard may only be able to cast pdlls by day, whilein
contact with afavored element, or aslong as no priests are nearby. The DM should
evauate the proposed restriction to determineif it gppliesin everyday circumstances (20



points), common Situations (15 points), rare circumstances (10 points), or only under very
gpecific conditions (5 points)) For example, the mage who can only cast spelsin daylight
hours has an everyday restriction—each night, he's dmost helpless. Another mage who
can't cast spells during the dark of the moon only has a 5-point restriction, Snce this
occurs for only a couple of days each month.

Hazardous spells (10): A wizard with this limitation pays the price for his magic.
Each time the wizard casts a Spdll, he must attempt a saving throw vs. breath weapon or
auffer 1 point of damage per levd of spdl. Alternaively, the wizard has a 1% chance per
spdl leve, cumulétive, of going insane. The madness lasts 3d4 days, during which the
wizard may be catatonic, psychotic, paranoid, or generdly disturbed in whatever fashion
the DM deems appropriate, before the character can recover and reset the chance of
madness to 0% again.

L earning penalty (5/8): Thisisacommon redriction of specidist wizards. The
wizard may learn pdlls of one school without pendty; for dl other schools, he suffersa—
15% pendlty to hislearn spdlsrall, or a—25% pendlty for 8 CPs.

Limited magical item use (5+): A wizard with thisrestriction cannot use certain
magica items. For each category of magicd item that is unusable, the wizard gainsa5
CP redtriction. The categories are: potions, oils, and scrolls; rings; rods, staves, and
wands; and miscellaneous magica items, wegpons, and armor. Another way for this
redriction to operate is by barring al magica items that smulate spells of a certain
school—for example, dl items that have invocation/evocetion effects, and so on. Thisisa
5-point regtriction for each barred school. Specialist wizards often take this restriction for
their opposition schools.

Reduced hit points (10): Wizardswith thislimitation use ad3 for their Hit Die
instead of ad4. In addition, the wizard is limited to a Congtitution hit point bonus of +1
per die.

Reduced spell knowledge (7): The maximum number of spdlls of each leve that
the wizard may know is reduced to one-haf normd, or 10 if hisIntdligenceis high
enough to alow him to know al the available spdlls. For example, awizard with an
Intelligence of 16 may know up to 11 spells of each leve, but with thislimitation he may
only know sx spdls of each levd.

Reduced spell progression (15): Thisisthe reverse of the bonus spells enjoyed
by specidist wizards. A wizard with this regtriction can memorize one less spell than
norma at each level, s0 a 1g-leve wizard is reduced from one spell in memory to none at
dl—a serious disadvantage for lower-leved characters.

Slower casting time (2/5): Spells cast by the wizard are unusudly complicated
and require more time than norma to cast. All pdll casting timesincrease by 3. For 5
points, the wizard' s spdlls automaticaly increase to the next greater time unit. This
means that spells with casting times of 1 to 9 increase to one full round. Spellswith
cadting times in rounds require asimilar number of turns, turns go to hours, and hours go
to days.

Supernatural congtraint (5+): The process by which the wizard gained accessto
hismagica powers transformed him into a supernaturd creature with unusua
vulnerabilities. Unlike a belief or taboo, these congraints cannot be violated by the
wizard by any means. Some examples: the wizard can't cross running water; the wizard
can't enter ahome or community without an invitation; the wizard can’t set foot on



hallowed ground; the wizard autometicaly becomes logt at crossroads, the wizard leaves
footprints that can always be tracked; normd animals are terrified of the wizard and
won't let him near; and any number of other such congtraints. These condraints can be
used by clever enemies to render the wizard powerless or severely redtrict his
movements. The DM should evauate the proposed constraint and assign alimitation of 5
to 15 points depending on how often it comesinto play and how much it interferes with
the character on adaily bass.

Talisman (8): Thewizard's magica power isinextricably linked with asingle
object or talisman. He must have this object on his person in order to cast spells.
Typicdly, atdisman might be a crystd, agaff, an amulet, aring, or some smilar item. If
the wizard' s talisman is destroyed, he can create a new one with 1d4 weeks of work in his
laboratory or home base.

Weaponsrestriction (3/5): Asa 3-point redriction, the wizard may never have
proficiency in any wegpon. As a 5-point regtriction, the wizard is not alowed to attempt
to wield aweapon at dl and may never try to injure another creature with a wegpon.
Doing so renders dl spell useimpossible for the character for at least one full month.

Deding with Game-Breaking Characters

While the customized wizard rules dlow players agreet ded of flexibility in
cregting their characters, they aso dlow a clever player to put together a* super-wizard”
by carefully selecting limitations that he thinks will rardly hinder the character. Don't
despair; thisis a zero-sum character creation system, and for every strength a character
must also incorporate a corresponding weekness. Here are afew guiddines for handling
high- powered characters:

DM’s Prerogative: The DM dways hasthe find say on anything in his
campaign. If aplayer indgsts on building characters that unbaance the game, the DM is
within hisrights to Smply not approve the character or disalow customized character
cregtion in hisgame.

Point Limits: The DM can limit the number of additiona powers purchased by a
wizard by setting alimit of 60 or 70 points of optiond abilities. After the first 40 points,
each additiond ability must till be paid for by taking limitetions. This prevents a player
from building awizard with every ability on the list and balancing it with every
limitation. Optionally, the DM can require that awizard spend at least 30 points acquiring
schoolsto cast spells from, or set other spending limitsin specific aress.

Limitationswith a Vengeance: A player might think he' s getting away with
something when he takes a couple of belief or environmenta condition limitations, but a
good DM can dways find away to bring these role- playing disadvantages into play. By
looking for Stuations where the super-character’ s built-in weaknesses cripple him, the
DM can graphicdly illustrate how out of baance the character actudly is.

The Bad Guys are Supermen, Too: Naturdly, if one character isawaking
arsena of powers and abilities, it tands to reason that some NPCs might have smilar
skills. No matter how tough a particular PC is, there' s dways someone in the game world
who' s alittle tougher than him, and meeting that NPC is a super-character’ s worst
nightmare. While thistactic isn't particularly eegant, it's quite effective in letting the
player know just how it feesto be in the place of the poor NPCs his character’ s been
terrorizing.



Chapter 2

Priests

The Player’ s Handbook describes two types of priests: clerics and speciaty priests.
While clerics are intended to serve as a generic model for apriest character, DMsand
playersin campaigns that feature specific pantheons or mythoi are encouraged to create
Specidty prieststo reflect the particular ams and powers of the different deities of the
world. The druid is presented as an example of a specidty priest, representing any power
that stands for nature—or even nature itsdlf.

In this chapter, we'll examine the basic deric and druid classesin greet detall,
concentrating on their magica abilities. A number of spells are reorganized into different
gpheresin order to provide the specidty priests with basic abilities that should be
common to dl priest characters, while maintaining unique spellsthat can only be cast by
certain specidists. We' |l aso introduce three new types or subclasses of specidty priest:
the crusader, the shaman, and the monk. Last but not least, we' |l present a point-based
design system for customizing specidty priedts.

Hordes of specidty priests have been introduced in various accessories following
the Player’ s Handbook. There are specidty priesthoodsin Legends and Lore, The
Complete Priest’s Handbook, Monster Mythol ogy, and severd of the campaign settings.
At this paoint, there are well over one hundred varieties of priestsin print! Unfortunately,
some of these specidty priests are far more powerful than smilar specidty priests
presented in different settings. This raises the question of which sources are “generic”
enough to use in any campaign setting, and which should be reserved for specific
campaign worlds.

Thefird rule of thumb issmple: If acampaign setting festuresits own pantheon
and specidty priests for those powers, you should give that materia precedence. For
example, the deities and priesthoods of the Forgotten Realms, Birthright, or Dark Sun
campaign settings are described in detail in their respective boxed sets. When a player
creates a priest character for one of these settings, he should refer to the character
creetion rules specific to those settings. Of course, aDM who has assembled this
information for his own campaign can certainly require his playersto creete their priest
characters accordingly!

If aworld does not fegture a fully-devel oped pantheon or specia priesthood rules
for the various powers of the mythoai, then you should consder the materid in Player’s
Option: Fells & Magic to take precedence over dl earlier material. In other words, the
rules here are intended to replace the speciaty priesthoods presented in The Complete
Priest’s Handbook, Legends and Lore, and Monster Mythology. Note that the powers and
faths presented in these books remain unchanged; Player’s Option: Spells & Magic just
changes the way the specidty priests are put together.

Spheres of Access Jugt aswizard spells are divided into schools of magic, priest



spdlls are organized into spheres of access. A sphere of access represents a group of
related spell powers granted by a particular deity, so a power of war usudly grants access
to the spheres of combat and war, a power of nature usually grants access to the spheres
of anima and plant, and so on. All priestly spheres of access are organized in the same
scheme—there are no variant organizations like the schools of effect or thaumaturgy for
wizards.

While wizards generdly have the ahility to learn spells from any school unless
pecificdly sated otherwise, priests are gtrictly limited to the spheresthar deity grants
them access to. In other words, the organization of priest spdlls governswhich spellsa
priest can cast, while wizard schools govern which spellsawizard can't cast. This makes
it difficult to create new spheres of priest spells, snce agreat ded of work must be done
to retrofit any new spheresto existing priesthoods that should have had influence in the
new sphere.

The standard spheres from the Player’ s Handbook are the spheres of dl, animdl,
adrd, charm, combat, creation, divination, dementa (with the lesser spheres of air,
earth, fire, and water), guardian, healing, necromantic, plant, protection, summoning, sun,
and weather. In addition, the Tome of Magic adds the spheres of chaos, law, numbers,
thought, time, travelers, war, and wards.

All: Spells of this sphere represent the basic class abilities that should be available
to al priest characters, regardless of specidization. Spdllsthat ded with direct
manifestations of adeity’s power, such as bless, chant, and gate are included, aswell asa
few spdlsthat are so generd that dl priests may make use of them, such as detect magic,
remove curse, and atonement. The sphere of al has been greatly expanded in Player’s
Option: Sells & Magic in order to baance the spell powers available to different kinds
of specidty priests.

Animal: Spdlsthat influence or dter creatures are found in the sphere of animd.
Most anima spells do not affect people. Powers of nature or husbandry often grant spells
of this sphere.

Adrd: The agtrd sphere dedls with communication and movement between the
various planes of existence. Priesthoods of philosophy or travel sometimes have accessto
this sphere.

Chaos: Priests with access to this sphere command spell powers that increase
randomness and confusion to the world around them. Deities of mischief and ill luck
often grant spells of chaos.

Charm: Charm spells usudly affect the attitudes and actions of people. Powers of
love, trickery, or art often grant access to this sphere. The sphereis aso useful when
dealing with hostile enemies or unbdievers, and many expangve faiths ded with this
sphere aswell.

Combat: Naturdly, combat spells are used to attack or injure the enemies of the
faith. Since mogt priests have an interest in salf-defense, a great number of faiths have
access to the sphere of combat.

Creation: Crestion spells dlow the priest to produce food, water, light, or other
things from nothing. Create water and continual light are good examples. Prime creator
powers often grant access to this sphere.

Divination: Thisuseful sphere alows the priest to discern the safest course of
action, detect hidden things, or discover hidden knowledge. It isthe province of daities of



learning and wisdom.

Elemental: The four basic e ements of creation—air, earth, fire, and water—are
dedlt with in this sphere. Powers of nature or powers with elementd interests typicaly
grant accessto at least part of this sphere. Very few priests have accessto al four
elements.

Guardian: Priesthoods charged with the protection of holy places often have
access to this sphere. Spellsthat help a guardian to perform his task are included as well
as spells that create or enforce magica barriers over a person or area.

Healing: This sphere dedswith al forms of heding pells, except those which
restore life or manipulate the subject’ s life force.

Law: The sphere of law isthe antithesis of the sphere of chaos. Law spdlls
concentrate on the principle of obedience and the strength of the group over the strength
of theindividud. Deities of rulership and community are likdly to have influence in this
sphere.

Necromantic: Spdls of the necromantic sphere ded with the forces of life and
desth, including raise dead and resurrect. These spdls are dso quite ussful in dedling
with undead mongers.

Numbers. Priests with access to this sohere bdieve that numbers and
mathematica relationships can provide ingght into the nature of the universe. Powers of
knowledge and arcane lore occasiondly grant access to this unusua sphere of spells.

Plant: This sphere dedswith plants and vegetation of dl kinds, from agricultura
to wilderness settings. Priests of nature or agriculture are often granted access to this
sphere.

Protection: While this sphere isrelated to the guardian sphere, protection spells
generdly enable the priest to protect people, not places. Many of these spdisare very
useful in combeat, and militant priests often have access to this sphere.

Summoning: Summoning spells call creatures to serve the priest. Even
extradimensond creatures can be summoned at higher leves. This sphere has been
revised to include amodest selection of spells suitable for dismissing summoned
Creatures.

Sun: Solar spdls ded with light of different quaitiesin avariety of ways. Spdlls
such as starshine and Sol’ s searing orb are included in the sphere of sun.

Thought: The sphere of thought is composed of spdlls that dedl with the
interaction of the thinker, the thought, and the subject of the thought. In effect, priests
who have access to this sphere believe that thought itsalf has a certain redity that can
affect the physicd redlity of the world around the mind. Powers concerned with the mind
or knowledge are found within this sphere.

Travelers: Spdlsof this sphere provide ad and comfort to travelers and pilgrims.
Deities of wayfarers both peaceful and militant may make these spdlls available to their
followers.

War: Unlike the sphere of combat, the sphere of war dedls specificdly with
magic useful on the battlefield in clashes between armies. War splls can affect hundreds
of soldiersat atime.

Wards: The sphere of wards includes spdlls that provide protection for clearly
defined areas, ranging from single objects to whole communities. It is related to the
gphere of guardian, but the sphere of wards only creates barriers or obstacles to deter



intrusion; ward spells do not necessarily enhance the priest’ s ability to defend the area. In
addition, many ward spells are cooperative in nature and provide protection for bodies of
believersingead of holy dtes.

Weather: This sphere is concerned with the forces of weether, including wind,
fog, lightning, and westher control. Powers of nature and tempests often have influence
in this sphere.

Player’s Option and Spheres of Access

While the generd definitions of the spheres have remained the same for Player’s
Option: Sells & Magic, anumber of spdls have been rearranged for purposes of game
balance. Many spells have been added to the sphere of dl in order to provide al priests
with the basic spdll powers that should be available to them. Some other spells have been
assigned to different schools to better define the roles and strengths of clerics, druids, and
other specidty priests. For example, reflecting pool was origindly designed asadruid
spdl, but in AD& D 2nd Edition it became a divination spell available to clerics. In this
book, reflecting pool has been placed in the sphere of elementa water, where druids have
access to it but clerics do not. Refer to Appendix 4 for acomplete and accurate listing of
which spells belong where.

Cleric Sphere Access: Aspart of the reorganization of the spheres of access,
clericslose access to the sphere of sun and the elementd spheres of air and fire. Clerics
retain minor access to the elementda spheres of water and earth. The deric only losesa
dozen or 0 pells he formerly had access to, and most of these were spells that had
previoudy belonged to the druid in the origind AD&D.

Druid Sphere Access: Smilarly, druids lose access to the sphere of divination,
but gain mgor access to the sphere of sun. Again, this takes away spdlsthat blur the line
between the druid and cleric’ s spellcagting powers, while restoring a number of spells
that druids formerly had accessto in the origind AD&D game.

Priest Characters All five sandard varieties of priest—the deric, the druid, the
crusader, the monk, and the shaman—can be considered generic enough to be used in any
campaign setting. In addition, some of the exigting specidty priests described in previous
books can be “folded in” to these basic five priest archetypes.

Clerics are militant priests who serve as temple knights, defenders of the faith,
and guardians of afath’sholy places. They have very good fighting skills and awide
aray of spdlsto choose from. The skills, abilities, and spdll selection available to the
cleric can dso describe priests of agriculture, arts, birth/children, community, crafts,
culture, darkness/night, dawn, degth, disease, everything, evil, fate/destiny, fortunef/luck,
good, heding, life-death-rebirth cycle, light, love, marriage, messengers, metawork,
mischief/trickery, music/dance, oceang/rivers, prosperity, race, redemption,
rulership/kingship, stes, sky/westher, sun, trade, and wind.

Crusaders are cdlosdy related to clerics, but while clerics can be described as
defenders of the faith, crusaders are weapons againgt the enemies of the temple they
sarve. They are true soldier-priedts, skilled in physica combat and armed with spells
appropriate for the battlefield. Crusaders include specidty priests of fire, guardianship,
justice/revenge, lightning, metalwork, race, rulership/kingship, strength, thunder, and



war.

Druids are priests of nature. They are the protectors of the forests or other wild
places and sewards over dl living things placed in their charge. Druids are weeker in
physica combat than a cleric or crusader, but their spheres of accessinclude a number of
powerful offensve and defensve dementd spdls. In addition, they enjoy severd unique
granted powers. Druids can represent the powers of animals, druid, earth, eemental
forces, fertility, hunting, moon, nature, seasons, and vegetation.

M onks are cloistered priests and adepts who seek enlightenment through the
rigorous training of mind, body, and spirit. Monks are extremdy skilled in unarmed
combat and have access to severa unusua spheres of spdlls. Monks may represent
Specidty priests of competition, divinity of mankind, literature/poetry, magic,
oracles/prophecy, peace, time, and wisdom.

Shamans are priests of barbaric or savage cultures. They serve as guides and
protectors for their tribes. Shamans have fair combat ability and spell access, but they
aso command the spirits of animals, ancestors, and nature. The shaman isagood choice
for any player character who comes from a barbaric or nomadic culture, and can aso
represent a specidty priest of ancestors, animals, earth, everything, fertility, hunting,
lightning, oceang/rivers, race, sky/wesether, thunder, and wind.

Cleric

Ability Requirements Wisdom 9
Prime Requiste: Wisdom

Races Allowed: Al

Known as the most common type of priest, a cleric makes a suitable
representative for avariety of powers. A cleric is both a sturdy soldier with formidable
spdl powers and a defender of the faith and prosdytizer; overdl, heisthe most versdtile
and well-rounded priest character. Clerics with a Wisdom score of 16 or better earn a
10% bonus to the experience they gain. A cleric may be of any aignment acceptable to
his patron deity.

Clericsretain dl the powers and abilities described in the Player’ s Handbook,
with the exception of their spheres of access, which are dightly adtered. (See Player’s
Option™ and Spheres of Access.) Clerics have mgjor access to the spheres of dl, astrd,
charm, combat, creation, divination, guardian, healing, necromantic, protection,
summoning, and minor access to dementa water and eementa earth.

Clerics may wear any armor and use any Type B (bludgeoning) weapon. They
may dso widd avariety of magicd items. Clerics turn undead and attract followers as
described in the PHB. At 9th leve, the cleric may recelve permission from his order to
edablish ardigious stronghold and govern it in the name of the faith.

Crusader
Ability Requirements. Wisdom 9
Strength 12
Charisma 12
Prime Requisites. Wisdom, Strength



Races Allowed: Human, Dwarf, Elf

The crusader isapriest of adeity of war, combet, or conflict who stands &t the
forefront of the fight for hisfath. Crusaders must be ether lawful or chaotic in
aignment; in other words, crusaders may be of any aignment except neutrd evil, neutra
good, or true neutral. Since they are often caled upon to lead the forces of their faith into
battle, crusaders require high Strength and Charisma scores in addition to aminimum
Wisdom of 9. High Condtitution or Dexterity scores are also very useful for acrusader. A
crusader with Wisdom and Strength scores of 16 or better gains a 10% bonus to the
experience points he earns. In matters of advancement, crusaders use the same column as
clerics do on Table 23: Priest Experience Levelsin the PHB.

While crusaders are often associated with war gods, they may aso represent
powers of leadership or strong dignment that are in conflict with opposing forces.
Crusaders often organize themselves into a military hierarchy and view ther temples as
fortifications as well as places of worship. In some cases, the power of the crusader
orders can rivd the strength of the kingdom that hogts them. Thisis a Stuation that
sometimes provokes popular resentment or suspicion. However, no one questions their
ability and resolve in times of war.

In the adventuring party, the crusader is a naturd leader whose placeisin the
front lines of any battle. When possible, the crusader should take steps to prepare his
comrades for battle through the use of bless, prayer, aid, and smilar spdls. He can dso
make use of heding gpdlsto asss those who fal in vdiant bettle.

Crusaders excdl in personad combat and are nearly as killed as awarrior of the
sameleve. They may employ any kind of armor or shield and learn the use of any
weapon, athough particular orders of crusaders may prefer wegpons of a certain type—
for example, knightly weapons, bows or battle axes (for elven or dwarven crusaders), and
so on. To represent their skill a arms, the THACO of a crusader character improves at the
warrior'srate of 1 per level. A 2nd-level crusader hasa THACO of 19 instead of 20, a
3rd-levd crusader hasa THACO of 18, and so on.

Crusaders are considered to have a nonwegpon proficiency crossover with the
warrior group and may learn warrior proficiencies at no extracost. They may use any
magicd item normally usable by priests or by fighters. In addition, if the DM dlows, a
lawful good crusader may gain the same berefits as a paadin when wielding a holy
avenger sword.

While crusaders are formidable soldiers, they aso retain a good sdection of spdlls
that are particularly useful on the battlefield. Crusaders have major access to the spheres
of dl, combat, guardian, hedling, war, and wards. They have minor access to the
necromantic and protection spheres. In addition, lawful crusaders have mgor accessto
the sphere of law, and chaotic crusaders have major access to the sphere of chaos.

Crusaders cannot turn undead, but at 3rd level they gain the granted power to cast
lighten load (from the Tome of Magic) once per day. This spdll effectively havesthe
weight of equipment and gear for aday, reducing a party’ s encumbrance. At 7th leve, the
crusader may cast easy march (from Tome of Magic) once per week, which basicaly
dlows asmal party to force march without accumuleting fatigue pendties.

Crusaders gain followers much as clerics do. When the crusader reaches 8th levd,
he automatically attracts 20 to 200 fanatica followers. These followers are norma



0-level soldiers, armed and equipped with weapons appropriate for typicd soldiersin the
campaign. Unlike the cleric, the crusader does not need to establish a permanent place of
worship to attract these followers. Since he is a greet battle leader, the soldiers will serve
him as afree-roving compary if no sronghold is available. At Sth leve, a crusader may
recaive officid sanction to establish areligious stronghold or fortified temple.

Crusadersand Player’s Option: Skills & Powers

It is assumed that selecting this class for your Player’ s Option character expends
al dass-derived character points a character may have available. In other words, a
crusader cannot be customized from the mode presented here. However, if you're
interested in building a speciaty priest that resembles the crusader with dightly different
powers, you can use the Customized Priest Character sinformation later in this chapter
to do so—it's generdly more complete and alows more options than the materid in
Sills & Powers does.

In the Sills & Powers character point system, crusaders may learn a weapon of
their choice, some fighting styles, or expertise in awegpon as if they were multi- classed
warriors. A crusader may specidize in awegpon if the DM dlows that option from Skills
& Powers, but it's expengve, he must pay the character point costs as a priest, not a
fighter.

Druid

Ability Requirements. Wisdom 12
Charisma 15

Prime Requistes Wisdom, Charisma
Races Allowed: Human, Half-df

Known primarily for their love of nature and guardianship of the wilderness,
druids possess remarkable abilities in areas dedling with plants, animas, wesather, and the
elements. Druids with a Wisdom and Charisma score of 16 or better earn a 10% bonus to
the experience they gain. Because of thelr views, druids must be neutra in dignment.

Except for adight change in the spheres of access, druids keep dl of the abilities
and powers listed in the PHB. Druids have mgor accessto dl, animad, elementd,
hedling, plant, sun and weether.

Druids can only wear leather armor and use wooden shields. Their wegpons are
limited to club, sickle, dart, spear, dagger, scimitar, ding, and staff. Aside from written
magica items aswell as armor and weapons forbidden to druids, this class can use dl
other magicd items. Druids cannot turn undead. See the PHB for details about how
druids are organized.

Monk

Ability Requirements Wisdom 15
Intelligence 14

Conditution 13

Prime Requisites: Wisdom, Intdligence
Races Allowed: Human



The monk isa priest who belongs to a cloistered or monastic order, where he
withdraws from the everyday affairs of the world around him to contemplate his faith.
Powers of philosophy, thought, and scholarship are commonly represented by monks, as
well as any deity that is not normally worshipped by the common people of an area.
Monks must be lawful in dignment, athough they can be lawful good, lawful neutrd, or
lawful evil. While monks are most often associated with oriental campaigns and settings,
this specidty priest is not necessarily an oriental class—monadtic orders can exist in
amog any fantasy setting.

Monks believe that rigorous training of body, mind, and spirit leads to
enlightenment. Consequently, a character must have high Intelligence and Condtitution
scores to qudify for this class. Wisdom and Intdligence are the prime requisites of the
monk, and a monk with scores of 16 or better in these two abilities gains a 10% bonus to
the experience points he earns. Monks aso advance in level as clerics do.

While monks do not attempt to minister to the masses or gather followers for their
patron deity, they believe in demondrating the qudities of their fath by example. A
monastery or abbey isaplace of learning and strength that is open to any person who
requires shelter, advice, or assistance. Other monks choose to leave the abbey and travel
widely, setting an example among the people they meet and help. Monasteries devoted to
evil powers are sinister places where knowledge and wedlth are hoarded for the use of the
order, regardless of whom may need it.

The monk brings avariety of kills to the adventuring party. He is somewhat like
the bard in that heisajack of al trades and master of none. A monk is not a front-rank
warrior, but he can be avery capable infiltrator and skirmisher. The monk’s selection of
gpells dlows access to some of the most unusua and versatile priest spells, evenif his
spells tend to be short on sheer combat power. Like other priest characters, the monk’s
principle role is to support and guide the party.

Monks do not wear armor, since the training of the body requires quickness,
agility, and discipline; monks see armor and other ironmongery as crutches for a person
of weak spirit. To compensate, monks are trained to avoid blows through misdirection
and positioning, and their base Armor Class improves by one point at every even level
(AC9a 2nd leve, AC 8 a 4th levd, AC 7 at 6th level, and S0 on) to a maximum base
Armor Class of 2 at 16th level. Note that a monk must see the attack coming in order to
use this benefit—backstabs, ambushes, or missile attacks from behind the monk will
grike him asif he were unarmored.

Monks may employ any Type B wesgpon, just like the cleric, but they have
exceptiond skill in unarmed combat. When a monk makes an unarmed attack against an
armed opponent, he disregards the Wegpons in Defense rule, since heistrained in dealing
with armed enemies. (Normally, this rule dlows the armed character to attack first with a
+4 on attack and damage rolls when another character makes an unarmed attack against
him.) In addition, amonk begins play with a free wegpon proficiency which may be used
to specidize in unarmed combat. Martia arts and other forms of unarmed combat are
described in detail in Player’s Option: Combat & Tactics; if you don’'t have access to this
book, another system appearsin The Complete Fighter’s Handbook.

Unarmed Combat with The Complete Fighter’s Handbook or The Complete
Priest’s Handbook: Inthis system of unarmed combat, the monk beginsplay asa
punching specidist, awrestling specidig, or amartid arts specidig. If the monk chooses



martia arts as his preferred unarmed combat form, he must spend one of hisinitia
wegpon proficiencies to do so, snce thisis more difficult than specidizing in punching or
wredtling.

Specidizing in these combat forms gives the monk a +1 bonus to attack rolls, a
+2 bonusto damage rolls, and a+1 chart bonus with his unarmed attacks. A monk
specidized in punching or martid arts gains one extra attack per round, while a monk
specidized in wrestling gains a+2 bonus to his effective Strength score for purposes of
maintaining or breaking holds.

Every fourth level after 1t level (5th, Sth, 13th, 17th) the monk gainsan
additiona free wegpon proficiency which can be used to continue specidization in his
chosen mode of combat. Each additiona specidization grants the character an additiona
+1 to atack rolls, damage ralls, and a+1 chart bonus, to a maximum addition of +4 at
17thleve.

Unarmed Combat with Player’s Option: Combat & Tactics: In this system, the
monk begins play as described above. If he chooses martid arts as his combat form, he
must spend one of hisinitid weapon proficienciesto do so. At 14t leve, the character is
considered a specidist; a 5th level, amaster; at 9th level, a high magter; and at 13th
levd, agrand magter. The exact benefits are described in more detall in Chapter Five of
Player’s Option: Combat & Tactics.

If you don't have either of these books, the monk must choose to be a punching or
wrestling specidist, Sshce martid arts per se aren’t described in the Player’ s Handbook.
The paragraph about The Complete Fighter’ s Handbook details the effects of
gpecidization and continuing pecidization for these forms of unarmed combat.

Monks may not use magica items that Smulate armor, such as bracers of defense,
but they are dlowed to wear cloaks or rings. Otherwise, they may use any magica item
normally usable by priests. Monks have a nonwegpon proficiency crossover withal other
classes and may learn any proficiency listed a no additional codt.

Monks enjoy mgor access to the spheres of dl, divination, guardian, numbers,
and thought. They have minor access to combat, hedling, necromantic, and time. Monks
cannot turn undead. Beginning at 5th level, monks are entitled to a saving throw vs. spell
to block detection, scrying, or mind-reading through magicad or psonic means— seethe
3rd-level wizard Spdl nondetection. At 7th level, monks gain the specia granted power
of free action, which duplicates the effects of the 4th-leve priest sdl.

Monks never gain followers, but at 9th level amonk may receive permission to
establish a monastery as an outpost of his order; if he does so, 10 to 40 monks of lower
level will come to his monastery and take up their studies there, recognizing the PC monk
asthe head of their abbey.

Monksand Player’s Option: Skills & Powers: Sdecting this class for your
Player’s Option character expends dl class-derived character points, so amonk may not
acquire additiona class abilities from the cleric ligt. If you want to creste a specidty
priest like the monk but with dightly different powers, you can use the Customized
Priest Character information in this book to do so.

Inthe Skills & Powers character point system, monks are not required to spend
CPsto gain their bonus unarmed combat proficiencies and specidizations unless they
choose martid arts as their unarmed combat form. In this case, the monk must pay the
norma cost for proficiency with martid arts (3 CPs) when first crested, athough he can



use his weapon proficiency CPsto cover this cost.

Table5:

Shaman Spirits Per Leve
Shaman’s Minor Major Great
Level Spirit Spirit
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Shaman

Ability Requirements Wisdom 12
Condtitution 12

Prime Requisites: Wisdom

Races Allowed: Human

The shaman isatribd priest found in savage, barbaric, or nomadic societies. In
his homeland, the shaman serves his tribe in much the same way that a cleric would serve
the common people of more civilized lands; he acts as a guide, protector, and advisor,
using hismagica powersto strengthen and defend the tribe. Shamans often serve asthe
keepers of knowledge and legend for their people, and lead the tribe in the various rites
and ceremonies required by the tribe’ s belief system. A player character shaman may dill
be associated with his tribe, or he may be awanderer or exile who has abandoned his
duties.

Shamans may be of any dignment. They are dways found in triba or barbaric
cultures—if aplayer wishes to run a shaman in amore civilized campaign setting, his
character is consdered to be a barbaric foreigner by most common folk he meets. The



shaman’s arduous life in uncivilized lands requires a good Condtitution, and Wisdom is
required for dealing with tribal matters and speaking to the spirits. A shaman with a
Wisdom of 16 or better earns a 10% bonus to the experience points he gains. Shamans
aso follow the same level advancement as clerics do.

The shaman isan unusud character in the adventuring party. Like the druid, heis
not a front-line fighter, but he aso lacks the high- powered combat spells that the druid
commands. However, his mysterious spirit powers dlow him to make use of magic that is
usualy out of the reach of low-levd characters. A shaman who demondrates intelligence
and respect in dedling with the spirits can be an extremely effective character in a number
of stuations. Shamans view themselves as advisors and guides to a party of adventurers
and often have an uneducated but ingghtful view on the more civilized societies they
vigt.

Shamans may wear any armor normally associated with their tribe. In the aosence
of more specific information, triba armor is usudly hide, lesther, or studded |eather with
atough wooden, wicker, or hide-covered shidd. Smilarly, shamans may usetriba
weapons, which usudly include the short bow, club, dagger, dart, hand axe, harpoon,
javelin, knife, quarterstaff, ding, and spear. Blowguns might be gppropriate for shamans
of jungletribes, or light lances and composite bows for shamans of triba horsemen.

Shamans may use any magica items normaly usable by priests. They have a
nonwegpon proficiency crossover with the warrior group and can learn priest or warrior
proficiencies a the norma cost. Shamans have major access to the spheres of al, animd,
protection, summoning, travelers, and wards, as well as minor accessto headling and
plant. Shamans never gain followers or establish strongholds. Good-digned shamans may
turn undead, and neutrd or evil shamans may command undead.

In addition to their priest spells, shamans have a specid connection to the spirit
world and can call on the spirits for guidance, knowledge, or magica ad. While shamans
often function as priests of atriba dety, their primary concern isthe spirit world. Toa
shaman, the physica world is not the entirety of existence; the spirits of animals, nature,
and the tribe's dead are dways near, and interacting with these spiritsis the shaman’s
greatest duty and respongibility.

Shaman Spirit Powers. A shaman begins play with one minor spirit dly or guide
of hischoice; it's assumed that he has dready performed the rites to summon this first
guide. Asherisesin leve, he learns the rites necessary to cdl additiona spirits. Spirits
are individuas—speeking to a spirit of the dead means the shaman isin contact with one
particular deceased individual. There are dozens of spirits for each species of animd,
representing every aspect of the animal’ s existence, and a near-infinite number of nature
spirits. The number of spirits a shaman knows how to contact appears on Table 5:
Shaman Spirits Per Leve.

Performing the ceremony to cal a spirit for the first time requires aweek or more
of fagting, prayer, and solitude in the appropriate location—if the shaman istrying to call
awolf spirit, he mugt find alocation frequented by wolves, and if heistryingto cdl a
dead spirit, he should perform the ceremony at the individud’ s burid Ste. At the
conclusion of this week-long ceremony, the spirit gppears, and the shaman establishes
contact with it. From that time forward, the shaman may attempt to contact the spirit
anywhere or anytime to seek information or request afavor of the spirit—see Calling

Spirits.



Spirits of the Dead: These ancedtra spirits are individuas who were renowned
for their wisdom, skill, or courage in life. Minor spirits may be recent relatives of the
shaman, while mgor spirits are greet heroes and wise men of thetribe. A great spirit of
the dead is a chieftain or other personage of legendary standing. While spirits of the dead
may seem to be frightening dlies, they are actudly very protective of their living protége
and bear few grudges againg the living.

Spirits of the dead know many things. Naturdly, they are familiar with any details
or events of their own lifetimes. They are adle to percaive the shaman' s future and can
offer advice in times of tough choices. Dead spirits can aso provide some measure of
protection for the shaman and his dlies by using their power on the shaman’s behalf.
Minor spirits can invoke the powers of augury, feign death, prayer, or speak with dead on
behdf of the shaman; mgor spirits can invoke divination, commune, or find the path for
the shaman; and great spirits can invoke raise dead, forbiddance, or astral spell for the
shaman. Spellsinvoked by spirits are cast a the levd of the shaman, unlessthe spell is
normaly cast a aleve higher than the shaman has accessto. If the latter is the case, then
the spell is cast a the minimum required level of that particular spell. Note that these are
spells normaly outside the shaman’s spheres of access. In addition, there can be other
role-playing effects gained in conversation with the spirits, such as information or
guidance in making difficult choices.

The 1st-level shaman Shotheri decides that hisfirst spirit guide will be the spirit
of his grandfather, who was the tribe’ s shaman when Shotheri was a boy. Shotheri can
call upon his grandfather’ s spirit for help and advice. When a shaman character begins
play, it's assumed that he has already performed the ceremony to attract hisfirst spirit
guide.

Animal Spirits. The shaman livesin aworld in which animads are avitd part of
human life. Animas provide food, shelter, clothing, and tools for the shaman’s people,
and the animal spirits are revered for their wisdom and knowledge. Minor and mgjor
Spirits are embodiments of an archetype, such as the Old Walf, the Seeping Bear, or the
Hunting Eagle. Great animd spirits are the leaders of these lesser spirits and containin
themsdves everything the animd stands for—the Great Bear, the Great Wolf, and so on.

Animd spirits are powerful, but they're aso less inclined to offer advice or
guidance to the shaman. Ther interest liesin ensuring that the shaman is respectful
towards their species and helps to guide othersin dedling with their kin, not in ading the
shaman in his own affairs. The spirits of game animals such as moose or deer don’'t mind
if the shaman or his people hunt the animd, but they grow angry if the hunting iswanton
or disrespectful.

Anima spirits have knowledge of events that have affected their speciesin the
local areaand have a number of powers they can use on the shaman’s behaf. Minor
anima oirits can aid the shaman by using animal friendship, speak with animals, or
animal summoning | on his behdf. In addition, the anima spirit can grant alimited form
of clairaudience and clairvoyance by alowing the shaman to see through the eyes of an
animd of that species, with arange of one mile. Animds of the speciesin question will
never attack the shaman or anyone under his protection unless the shaman has angered
the spirit or the animas are magicaly controlled.



Magor animd spirits can use animal summoning |1 on the shaman’s behdf, grant
him the gpeed or movement powers of the animd (flying, swimming, or running & the
anima’ s base speed), or transform the shaman into the shape of the animal, smilar to a
druid's shagpechange. Greet spirits can use anima summoning I11, heal the shaman or one
person under his protection, or become tangible and ad the shaman in aform resembling
Mordenkainen’ s faithful hound.

At 3rd level, Shotheri gains the ability to call a second spirit. Consulting with his
grandfather, he decides that the Wise Owl would be a good spirit ally. Because Shotheri
isonly 3rd level, the Wise Owl isa minor spirit. Shotheri spends several weeks studying
owls and their habits, and then performs the ceremony to summon the Wise Owl and
speak to it.

Spirits of Nature: The mog reclusive and powerful spirits are the dementa
gpirits of nature. These beings represent the physica world around the shaman. The
strength or power of the feature the spirit represents determines whether it is considered a
minor, mgor, or great spirit. A stream, copse, or hilltop may be hometo aminor spirit; a
river, moderate forest, or canyon may be guarded by amgor spirit; and amountain, large
forest, or mighty river may be the home of a great spirit. Spirits of nature frequently take
on humantlike features or characteristics when dedling with a shaman, so a spirit might
be known as Old Mountain, River Woman, or Forest Walker.

Spirits of nature are even more distant than anima spirits, but they do fed some
attachment for the people and creatures who live nearby. A river spirit islikely to be
protective of the village built on its banks, as long as the people show respect to it. Nature
Spirits often change with the seasons, so ariver spirit in the spring flood may be wild,
capricious, and dangerous to dedl with, while aforest spirit in winter may be desping and
hard to rouse.

At 5th level, Shotheri gains the power to summon a major spirit. Snce he has
been spending a lot of time in the forests near his home village, he chooses to befriend
the Birch Woman, a spirit of a great belt of birch treesin the forest’s heart.

Spirits of nature are generaly wdl-informed about anything that has taken place
in their location and can relate this information to the shaman. Spirits of nature are dso
capable of usng potent powers on the shaman’ s behaf; the principle difference between
minor and great Spiritsis the Sze of the areain which they can be summoned. Minor
spirits are bound to one specific ste not more than afew hundred yards across, mgjor
spirits are limited to five or ten square miles, and great pirits can act in areas the 9ze of
amal nations. Note that the areas of effect of gpell-like ahilities remain unchanged—a
great soirit is powerful because the region in which he is available to assist the shaman is
much larger than aminor spirit’s range.

Spirits of nature can hep a shaman by invoking a number of spdl-like powers for
the shaman. Unlike dementas, pirits of nature include aspects of vegetation and dl the
elements of their home, so amountain spirit has influence over earth and air aswell as
the forests that grow on the mountain’s dopes. The abilities available to spirits of nature
are described below.



Land Spirits: entangle, pass without trace, dust devil, trip, meld into stone,
snare, speak with plants, commune with nature, stonetell, liveoak, wall of thorns, animate
rock, and changestaff. Land spirits may be associated with mountains, plains, forests,
plateaus, canyons, mesas, or any other digtinct land feature.

Air Spirits: obscurement, call lightning, gust of wind, wind wall, commune with
nature, air walk, control winds, weather summoning, control weather, uncontrolled
weather, and windwalk. Air spirits are associated with high peaks, windswept plains or
valeys, or seasond winds such as a scirocco or the north wind of the winter.

Water Spirits: wall of fog, fog cloud, water breathing, water walk, lower water,
solid fog, reflecting pool, commune with nature, part water, and transmute dust to water.
Water spirits are associated with |lakes, streams, rivers, or seas.

Calling Spirits. Once a shaman has performed theinitia ceremony that attracts a
Spirit and establishes a connection to the being, he can summon that pirit anytime to seek
the information, favors, and powers described above. The shaman’s location doesn't
matter; a spirit can come to him anywhere, even though spirits of nature may not be able
to help him outsde their homes.

To summon a suirit, the shaman must chant, pray, and perform a ceremonid
dance for at least 1 turn. The base chance of successis 10% per character leve, plus 10%
for every additiona turn the character chants and dances, to a maximum 90% chance of
success. If the shaman has dready attempted to summon a spirit that day, his maximum
chance of success falls by 10% per summoning attempt—a shaman who has called one
pirit, tried to cal another and failed, and is trying athird summoning has a maximum
success chance of 70%, or possibly lessif he'salow-level character in ahurry. Inany
event, a shaman may attempt no more than one calling per level in the course of asngle
day. A roll of 96 or higher (91 or higher in the case of spirits of nature) angers the spirit
the shaman istrying to cdl.

If the spirit isn't angry at the shaman for some reason, it appears with a successful
roll. Only shamans can see the pirit or speak to it; other characters may be aware of
chills, strange odors, shimmering hazes, unusua gusts of wind, and other signs. The
shaman can converse with the spirit for one round per character level, asking one
question per round. Asking afavor of a spirit, such as the use of a spell-like ability,
requires one round for minor ahilities, two for mgjor, and three for abilities that can only
be granted by great spirits. During this request the shaman explains what he wishes of the
spirit and why the spirit should help him; if the DM thinks it appropriate, the player must
role-play this conversation. If the spirit agreesto help, the spdll-like effect is granted to
the shaman, who may “hold” it for up to one full day until he' s ready to invoke the
Spirit's power. A shaman can only hold one favor at atime and can't request another of
any spirit until he has used the held ahility.

Shotheri and his companions are getting ready to attack an orc encampment in
the woods. Shotheri decides to summon his grandfather and seek aid in the upcoming
battle. Snce he's now a 5th-level shaman, he has a 50% chance of success to summon
him after one turn, a 60% chance after two turns, and so on. Shotheri decides to dance
for two turns, and succeeds in calling the spirit. Shotheri requests a prayer spell to be



used during the battle. Shotheri’s on good terms with his grandfather’s spirit, and he
gains the spell.

Later that day, the orc chieftain escapes Shotheri’ s party and flees into the forest.
Shotheri used his grandfather’ s favor during the fight, but now he needs to summon the
Birch Woman to ask her where the orcs have gone. Fortunately for Shotheri, theorc’'s
camp happened to be located in the Birch Woman’ s woods. Shotheri has a 50% chance to
summon her, and he decides to dance for three additional turnsto raise thisto an 80%
chance—the best he can do, since thisis the second spirit he’s called today. Shotheri
succeeds again. Thistime, heisn't seeking any favors. He just asks the Birch Woman
where the orcs went. The Birch Woman agrees to help, but only if Shotheri ensures that
no fiery spells are used against the orcs—she remember s the time that the party’ s wizard
used a fireball while fighting a pair of trollsin her woods.

When they finally track down the orc chieftain, Shotheri decides that he will try to
summon the Wise Owl to learn what the chieftain is planning. Sncethisishisthird
summoning of the day, his success chance can be no better than 70%, and Shotheri
dances for three full turnsto get to that chance. Unfortunately, Shotheri rollsa 99 on his
check, and the Wise Owl is angered by his efforts. The DM decides that Shotheri hasn’t
done much to help the Owl lately, and that the spirit refuses to come until Shotheri finds a
way to reaffirm his loyalty to the spirit.

Spiritsas NPCs: Spiritsare individuas, and they have long memories. A shaman
who takes actions the spirits find offengve, or who askstheir help in questionable
circumstances, may be denied assistance just because the spirit doesn't fed like being
helpful. The DM may find it useful to refer to Table 59: Encounter Reactionsin the
DMG; amply rate the spirit’ s frame of mind as threatening, hodtile, indifferent, or
friendly depending on how the shaman'’ s been acting and how outrageous the shaman's
request isto the spirit. It'sa good idea to create persondities, motivations, and attitudes
for the spirits the shaman ded's with most often.

Spirits do not have game gatigtics, norma mortas have no means of injuring
them, athough other divine creatures may be able to do so. Only greater spirits can take a
physicd form, and even then they’ re reluctant to do so. Greater spirits of the dead can
briefly resume their living form with the appropriate dass and abilities; anima spirits can
appear as a double-szed verson of the normal variety; and spirits of nature can gppear as
12 HD dementds. In physica form, spirits can only be injured by +2 or better weapons,
and even if they're“killed,” they only retreat from the scene for a short while.

Angering the Spirits: A shaman can completely dienate the spirits by teking
paticularly offensve actions. If the offenseis temporary or unintentiond, the spirit
amply refuses to answer any cdlsfor asuitable period of time—one week to ayear may
be appropriate. If the offense was deliberate or permanent in nature, the spirit seversits
connection to the shaman and cannot be caled again until the shaman aonesfor his
offense, repairs whatever damage he did and repests the week-long summoning
ceremony.

Shamansand Player’s Option: Skills & Powers: Sdecting this class for your
Player’s Option character expends dl class-derived character points, so a shaman may
not acquire additiond class abilities from the priest lit. If you want to creste a variant
Specidty priest resembling the shaman but with different powers, use the Customized



Priest Characterssection in this book to do so.

Customized Priest Characters At least one of the five priest character classes
presented in this book are appropriate for dmost any faith, but some unique priesthoods
may require specid trestment. The point-based character design system explained here
dlows a player to create dmogt any kind of priest character imaginable. Generdly, this
system works much like the point-based wizard design rules introduced in Chapter 1; it
expands the specidty priest design rulesfrom Player’s Option: Skills & Powers.

A priest character receives 120 character points to purchase the spheres of access,
granted abilities, and class ahilities the player desires. Each ability costsavariable
number of character points. A character can gain extra CPs with which to buy abilities by
choosing limitations, or reduce the cost of an ability by deferring it to ahigher level. An
ability deferred to 3rd level is 1 point chegper than normal, 2 points cheaper at 5th, 3
points cheaper a 7th, 4 points cheaper at 9th, and 5 points cheaper if deferred until 11th
leve. All abilities have aminimum cost of 1 CP.

The basic priest has ad8 Hit Die, uses the priest’s THACO and saving throw
chart, gains the ability to cast priest spells asindicated on Table 24: Priest Spell
Progression in the PHB, may use only bludgeoning wegpons, may wear any kind of
armor, and may use any magicd item normally usable by priests. The priest does not
begin play with any spheres of access; he must purchase each sphere of access he wishes
to have available. For example, if aplayer wishes his priest to have mgor access to the
sphere of eementa air, he needsto spend 5 CPs. If, on the other hand, he wants the priest
to have minor accessto dl of the lementa spheres, he needsto spend 8 CPs.

For minor dterations to an existing priest class, a customized character can begin
the process with al the abilities and redtrictions of the cleric, crusader, or any other
variety of priest. If thisis the starting point for the customized character, the character
receives O CPsto purchase new abilities, he must take limitations to compensate for dl
new abilities he selects.

Table6:
Access Costs
Sphere Minor Major Sphere Minor Major
All 3 5 Heding 5 10
Animd 5 10 Law 5 8
Adtral 3 5 Necromantic 5 10
Chaos 5 8 Numbers 5 10
Charm 5 10 Pant 5 10
Combat 5 10 Protection 5 10
Creation 5 10 Summoning 5 10
Divination 5 10 un 3 5
Elementa 8 20 Thought 5 10
Air 2 5 Time 5 10
Earth 3 8 Travders 3 5
Fire 3 8 War 3 5



Water 2 5 Wards 5 10
Guardian 3 5 Wesather 5 10

Optiona Abilities

A customized specidty priest is congtructed from the list of optiond abilities and
redrictions below. A priest begins with 120 CPsto purchase abilities and may gain
additiona CPs by taking limitations.

Accessto spheres (variable): The priest must purchase each sphere of access
with character points. He may cast spdlls only from spheres he has access to and may
only cast spells of 4th leve or higher if he has mgjor access to a phere. Normd cleric
access costs 100 points; druid access costs 70 points; crusader access costs 55 points;
monk access costs 60 points, and shaman access costs 60 points. See Table 6: Access
Costs.

Animal empathy (10): This ability isSmilar to that of the ranger character class.
If the priest carefully gpproaches a naturd animal, he can modify the animd’ s reactions.
Domestic or nonhogtile animals are befriended automaticaly, while wild animas or those
trained to attack must make a saving throw vs. rod, staff, or wand to resist the priest’s
overtures. The priest imposes a saving throw pendty of —1 per three experience levels (-1
at 1st to 3rd, -2 a 4th to 6th, and so on.) If the animd fails to save, itsreaction is shifted
one category as the priest chooses—for example, from hodtile to threatening, or neutra to
friendly.

Armor Classimprovement (15): The priest istrained in avoiding blows through
timing and deception. His naturd Armor Classimproves by one point at every even level
(AC9at 2nd, 8 at 4th, 7 a 6th, and so on) to amaximum of AC 2. However, this ability
isusdessif the priest wears any form of armor or magica devices which replace armor,
like bracers of defense.

Casting timereduction (5): The casting time of the priest’s spellsis reduced by
1, toaminimum of 1.

Cold resistance (5): The priest enjoys an unusud resistance to natural and
magical cold, gaining a +2 bonus to saving throws versus these effects. Ice-based attacks
or effects are included in the priest’ s resistance.

Combat bonus (20): The priest’s THACO advances at the warrior rate of 1 per
level ingtead of the normd priest rate of 2 per 3 levels. The effects of this ability become
more pronounced &t higher levels.

Communication (10): A priest with this ability learns one language per leve
from arelated group of racid tongues. For example, adruid learns the languages of
woodland or sylvan races. A priest of agod of the seamight learn the languages of
aguatic races instead, while a dwarven priest could learn the languages of mountain races
or creatures of stone.

Detect evil (10): Thispower alows the priest to use detect evil once per day per
two levels (twice aday a 3rd, threetimesaday at 5th, etc.). The priest must stand il
and concentrate for one round; in al other respects the ability operates just like a detect
evil spdl cast by the priest.

Detect undead (10): A priest with this ability may use detect undead once per



day per two levels. He need only stand till and concentrate for one round to invoke the
power. The duration and area of effect are the same as a detect undead spdll cast by the
priest.

Expert healer (10): A priest with this power gains one additiond cure light
wounds per day in addition to any he chooses to memorize.

Extended spell duration (10/15): The duraion of any noninstantaneous spell
cast by the priest isincreased by one time unit per two levels. The unit of time varies,
depending on how the spdl’ s duration is normaly measured; rounds for rounds, turns for
turns, and so on. For 10 points, this gppliesto spells of one sphere and for 15 pointsto
spells of al spheres.

Fire/dectrical resistance (7): The priest gains a+2 bonus to saving throws vs.
fire or dectricd effects, including both natura phenomena and magicd atacks.

Followers (5/10): For 5 points, the priest gains followers as described in the
Player’ s Handbook for the standard cleric—at 8th level, 20 to 200 soldiers arrive to serve
the character. If the priest spends 10 CPs on this ahility, he gains these followers
whenever he establishes a suitable stronghold, regardless of level.

Hit point bonus (10): A priest with this ability usesad10 for his Hit Die insteed
of ads.

I dentify plants and animals (5/8): At 3rd leve, the character gains the ability to
identify naturd plants and animas. He may dso identify pure water. For an additiona 3
CPs, the priest has this ability at 1t leve.

Immunity to charm (5+): At 7th leve, the priest becomes immune to charm
effects or pells cast by a group of related creatures, such as woodland creatures, undead,
plant mongters, extraplanar mongters, or wizards. The priest may gain this power at an
earlier level for acost of +1 CP per leve (6 CPs at 6th leve, 7 at 5th, and so on.) Each
class of mongters or races the priest isimmune to costs an additional 5 CPs each.

Immunity to magic (15): The priest enjoys partia immunity to one type of
megic—dterations, invocations, necromancy, and so on. Both wizard and priest spdlls of
this type are included. The priest gains a +4 bonus to saving throws againgt spells of the
type chosen, or anormal, nonpendized saving throw againgt spdlls that do not normally
dlow asave.

Immunity to natural disease (10): The priest isimmune to norma diseases,
athough magica diseases such as lycanthropy and mummy rot il affect him. Thisis
smilar to the paadin’s ahility to resst disease.

I nspire/enrage allies (5/10): Through his prayers and exhortations, the priest can
inspire hisdliesin baitle, giving them a+1 bonus to their atack rolls and saving throws.
The priest must do nothing but chant for at least three full rounds before hisdliesgan
bonuses, and the effects last for 1d3 rounds after he sops. All alieswithin 10 feet of the
priest are affected. Asa 10-point power, his alies become enraged, increasing the
bonuses to +2. The priest can do nothing else while using this power.

Know alignment (15): Once per day per two levels, the priest may make use of
know alignment. The spell functions exactly asif it was actudly cast by the priest.

Lay on hands (10): The priest has the power to lay on hands once per day, curing
up to 2 points of damage per experience level. Thisisidentica to the paladin character
class dility.

Pass without trace (5/7): At 3rd levd, the priest gains the ability to pass without



trace, as per the pdll, at his normal movement rate. For 7 CPs the character may have
this ability at 1 leve.

Proficiency group crossovers (5+): Normdly, priests may learn nonwespon
proficiencies from the priest and generd lists at no extra cost. Each additional crossover
group costs 5 CPs and dlows the priest to learn nonwegpon proficiencies from another
character group’s list with no pendlty.

Purify water (5): Once per day, the priest may make use of a purify food and
drink spell, gpplying it to water or brine only. The power operates as a spdl cast by the
priest in respect to area of effect.

Resist energy drain (5/15): Priestswith this ability gain a+1 to saving throws
versus the energy drain spell and the leve-draining attacks of the undead. If the attack
does not normdly alow a saving throw, the power has no effect, but the saving throw
modifier does gpply to characters under a negative plane protection. For 15 points, this
ability alows a priest to attempt a saving throw vs. spell with a—4 penalty to avoid a
level-draining attack that normaly alows no saving throw.

Secret language (5): Priests with this ability share a secret form of
communication that only they understand. This permits secure conversations in dmost
any stting.

Shapechange (15+): Thisisthe druid’'s norma shapechange power. Beginning a
7th level, he may change into amammal, reptile, or bird three times per day—each form
may be used once. Each transformation heals 10%-60% of any damage the character has
sugtained. The acquidtion of this power may be accelerated for 2 CPs per level, so for 17
CPs the priest may shapechange at 6th levdl.

Spell-like granted power (special): Many priests have unusud granted powers
that amulate the effects of various spells. Unlike spells, these granted powers require no
material components. A spdll-like granted power may be invoked once per week and has
abase cogt of 10 CPs, plus the following modifiers:

1 CP/Ispdl leve for priest spells

2 CPYpdl leve for wizard pdlls

5 CPsfor aonce per day use

1 CP/levd for each additiond daily use

10 CPsfor a continuous or persistent power

For example, a priest who wishes to invoke afirebal once per week would pay 10
CPs, plus 6 CPs (3rd-level wizard spell), for atotal of 16 CPs. The ability to usethe
power once per day would cost an additional 5 CPs, for atotal of 21 CPs. Using cure
light wounds three times per day would cost 10+1+5+2, for atotal of 18 CPs.
Regardless of the amount of points paid, a priest may not have a gpdl-like granted
power of 6thor higher level and is limited to no more than one granted power per two
levdls—one at 1<t level, one & 3rd, one at 5th, and so on. The DM should carefully
review any proposed granted powers. Note that when the priest invokes a power, factors
such as range, damage, duration, and other effects are determined as if he had actudly
cast the pdll.



Spirit powers (30+): A priest with this ability commands spirit powers, as
described for the shaman earlier in this chapter. For 30 CPs, the shaman may contact one
class of spirit: dead, animal, or nature. For each additional 5 CPs, the shaman may
contact one more class, so 40 CPs gives the character full spirit powers.

Thief ability (10+): For 10 CPs, the priest may select one thief ability. Each
additiona 5 CPs dlows the priest to select an additiond ability, up to amaximum of four
abilities. (Backstab and thieves cant may be selected as abilities.) The priest’s percentile
score increases as noted on Table 19: Thief Average Ability Table of the DMG.
Modifiersfor race, armor worn, and Dexterity still apply to this score.

Turn undead (15): A priest with this power may turn undead, using Table 61:
Turning Undeed in the PHB. Priegts of evil dignment may command undead.

Unarmed combat skills (15): The priest is a specidist in unarmed combet, as
described under the monk entry earlier in this chapter. At 1st leve, the character isa
pecidig; a 5th level, amadter; at 9th level, a high magter; and at 13th leved, agrand
master.

Warrior ability bonuses(15/20): If the priest has a Congtitution score of 17 or
18, he gains the additional +3 or +4 hit point adjustment alowed for warriorsinstead of
the norma +2. For an additiond 5 points, the priest may roll an exceptiond Strength
score of up to 18/50 if he has astrength of 18.

Weapon selection (5/10): For 5 CPs, the priest is dlowed to include one edged
wegpon in hisligt of permissible wegpons, or instead he may have accessto aligt of triba
or specid weapons approved by the DM—for example, the druid or thief selections. For
10 CPs, the priest may wield any weapon he wishes to.

Weapon specialization (25): This ability alows apriest to specidize in aweapon
using the norma specidization rules. Note that the priest must till gpend the required
number of proficiency dots or character points to actudly gain proficiency and
Specidization in aweapon.

Wizardly priest (25): A priest with this power may treat one school of wizard
gpells as another sphere of access. Spells memorized from this school count againgt the
priest’s memorization limits, just asif they were additiond priest spdlls.

Optiond Limitations
By choosing limitations, a priest character can gain extra character points to select
class ahilities, thus baancing out any “overspending” in the previous step. For example,
if apriest sdlected ahilitiestotaling 135 CPs, he would be 15 CPs over the normal limit
of 120, so hewould have to select 15 CPs of limitations to pay for his additiona abilities.
If apriest character begins with a standard package (i.e., the player choosesto
begin with acleric, crusader, druid, monk, or shaman), he can add new ahilities by taking
limitations on a one-for-one basis. For example, a standard cleric with the wizardly priest
advantage must come up with 25 points of limitations to baance the 25-point ability. The
avalable limitations are asfollows

Armor restriction (5+): The priest islimited in his choice of armor. Asa 5-point
limitation, the priest isrestricted to chain mail or lighter armor; for 10 points, heis
limited to studded leather or lighter armor; and for 15 points, the priest may not wear any
amor at dl.



Awkward casting method (5): Spells cast by the priest are unusudly obvious—
the priest may be surrounded by a glowing hao of divine light, he may have to invoke his
deity’s power with pedls of thunder and tremors in the ground, or some sensation (fear,
cold, dation) may be noticed by anyone nearby. Any intelligent cresture in earshot
automaticaly notices the priest’ s spdllcadting, even if they weren't paying attention to
him before. Casting spells from ambush or without being observed is nearly impossible
with this limitation.

Behavior/taboo (2): The priest’ sreligion has an unusua code of behavior or
conduct that may hinder him in certain Stuations. For example, apriest may be required
to speak aten-minute prayer every time he crosses ariver, which could be very
inconvenient if he was being pursued. Another priest might be required to use cure spells
on anyone in need, expending spells on strangers or NPCs ingtead of his companions. A
priest who violates his behavior guiddine loses access to his spells and must perform
some gppropriate penance for hisfalling.

Ceremony/observance (5): The priest’ s faith demands the observance of a
specia event or ceremony every day, such asaprayer a sunrise, asmal sacrifice or
libation performed in a certain way, or alengthy atonement for the day’ s thoughts and
actions. The priest must drop whatever heis doing to perform the ceremony; there are no
excuses for missing it. A priest who skips the ceremony may lose his memorized spells or
suffer some other sign of his deity’ s disfavor until he finds away to atone.

Difficult spell acquisition (5): The priest’s deity is particularly demanding about
granting spells, and the priest can pray for spells only in very specific circumstances. For
example, the priest might only be able to gain spdlsin atemple of his dety, he might
have to wait for certain celestid dignments or phases of the moon, or he might be
required to fast and pray for aminimum of three days before gaining spells. In generd,
this limitation should make it hard for the priest to gain spdlswhile traveing or
adventuring.

Fanaticism (5): A priest with thislimitation comes from an intolerant faith.
Followers of other powers must convert or forfeit their lives. The priest absolutely refuses
to accept any companion who does not worship the power he represents and suffersa—4
reaction adjustment with any NPCs not of his faith—the priest can’t hide his contempt for
nonbdlievers.

Hazar dous spells (10): Channeling the power of adeity can be dangerous, and a
priet with thislimitation can sustain harmful Sde-effects from casting pells. The priest
might suffer 1 point of damage per spell level when he casts a spdll, with asaving throw
vs. breath wegpon for half damage. Another option would be a chance (5% per spell
level, —2% per character leve, minimum 1%) of losing al spellsin memory and being
feebleminded for 1d3 days.

Limited magical item use (5+): The priest is banned from using certain types of
magica items. For each category of magica item he cannot use, he gains a 5-point
limitation. The categories are: pations, ails, and scrolls; rings; rods, staves, and wands,
miscellaneous magic; and weapons and armor.

Limited spell selection (5): The prayers required to petition the priest’ s deity for
pells are extremely complex. In fact, they are as complex asawizard’ s Sodls, and as a
result the priest is required to build a“spell book” of priest spdls. Fird, thislimitsthe
priest to amaximum number of spells per leve, asindicated by his Intelligence score,



Secondly, the priest must make alearn spellsroll in order to add anew spell to his
sdection; if the priest fallsto learn aspdl, he may not try to learn it again until he gains
another leve.

Reduced hit points (10/20): A priest with thislimitation uses asmdler Hit Die
than normal. For 10 points, the priest uses ad6 Hit Die; for 20 points, the priest usesad4
Hit Die.

Reduced spell progression (15): A priest with this regtriction memorizes one less
el of each level than normd; a 1st-leved priest gains 0 1-levd spdlsinstead of 1, and
soon. If the priet’ s spell dlocation for any given leve isreduced to O by thislimitation
(likethe 1gt-level priest above), he gains no bonus spells for an exceptiona Wisdom
score for that character level.

Slower casting times (5): The priest’s spells are unusudly long-winded; dl
cadting times areincreased by 3. A cadting time of one round or longer is Smply doubled.

Talisman/symbol (8): The priest’s spell powers are focused through one specific
talisman or holy symbol. Without this symbol, he isincapable of casting spdlls. If his
talisman is destroyed or stolen with no hope of recovery, he may creste anew one with
1d4 weeks of prayer, meditation, and fasting in his home temple.

Weapon restriction (5/15): Unless otherwise stated, a priest character has access
to the cleric’s weapon sdection of any Type B wegpon. A priest with this limitation is
further restricted to the staff, club, war hammer, horseman’s mace, and horseman’ sflail.
For 15 points, the priest is not dlowed to gain proficiency in any weapon.

Deding with Game-Breaking Characters

As noted before in the chapter on wizards, a point-based character design system
alows players a chance to creste extremely capable characters, especidly if role-playing
disadvantages are used to finance game mechanic bonuses. The DM should carefully
review any character assembled under these rules and make a specia note of weaknesses
or blind spots. Even aminor role-playing disadvantage can go along ways towards
discouraging an unbaanced design if the DM isalittle credtive.

Chapter 3:
Other Spellcasters

Naturdly, wizards and priests aren’ t the only spdllcagtersin the AD&D game. Rangers,
paladins, and bards are al capable of casting spdlls. In addition, avariety of monsters cast
pellsaswell, or make use of pdl-like powers. While magic is a secondary skill for most
of these characters, it isavery potent tool—or weapon—and can provide sgnificant
advantages even at low levels. For example, abard with spider climb, comprehend
languages, and clairaudience will never have to worry about missng acrucid dimb
walls, detect noise, or reed languages rall.

In this chapter, we'll take alook at some of these other spellcasters and their
meagica abilities. A character who combines the basic skills of another class with some
degree of magicd ability is extremely flexible and effective. And of course, villainswith



asmilar range of powers are among the most dangerous enemies a PC party can face.

For our purposes, other spellcastersfal into four genera categories: bards and
custom-designed characters; paadins, rangers, and minor spellcagters, multi- classed
characters;, and monsters with magica powers. Bards, paladins, and rangers may dl make
use of the optiona spell point rules presented in Chapter 6.

Bards and Custom Designed Characters Bards are versatile adventurers whose
primary abilitiesinclude afar assortment of spell powers. Unlike rangers and paadins,
who don't gain pdl| abilities until rdatively late in their careers, bards may make use of
alimited selection of spells at the beginning of their careers and cast pdlls at their actud
experience levd, not at areduced leve of effectiveness. In addition, therapid leve
progression of the rogue character group means that low-leve bards increasein magica
power dmogt as quickly asther wizard counterparts, especialy if player characters share
dls.

Bards are described in great detail in the Player’ s Handbook. Asthe
jacks-of-dl-trades of the AD& D game, bards have the weapon choices of afighter, the
skills of athief, and some of the magica power of awizard. Bards have adower spell
progression than true wizards, and they are limited to spells of 6th level or less. In
addition, bards never gain pdls automaticaly and must acquire their spells by luck and
circumgtance, finding them wherever they can. Bards are subject to al the norma
restrictions concerning wizard spells, including maintenance of spell books and use of
armor while cagting spdlls.

The term ‘ custom-designed character’ refers to any other dilettante who has
access to spdls throughout their adventuring careers. A character of this type may enjoy
the spell progression smilar to that of abard, or he may acquire spellsin some other
fashion, but he is not atrue wizard or priest. Generdly, custom-designed characters are
created using the character class design rules from the Dungeon Master® Guide.

Bards and customized characters may not specidizein a school of magic. Bards
do not gain the ahility to cast spells until they reach 2nd leve, a which point they begin
with a spell book of 1d4 randomly determined spells. Note that bards are not guaranteed
gpells of the school of universa magic, as wizards are—ther lack of formd training
means that these spdlls are as unfamiliar to them as spdlls of the other schools.

Bardsin Player’s Option:
Soells & Magic

While this book is primarily intended for players of priest and wizard characters,
much of thisinformation is relevant for bard characters, too. The chapters describing
proficiencies, equipment, spellsin combet, critical hits, new spells, and new magica
items are dl gpplicable to bards. In addition, the new magica system in Chapter 6
includes rules for bards and other such spellcagters. In addition, you'll find that this
chapter introduces some new variants for bardic spell ability.

The Bard’s Spell Book: Bards must keep spell books, just as wizards do, but a
bardic spell book is not the same thing as awizard spell book. When abard discovers a
spdl in awizard's spell book or on a scroll and wishesto copy it into his own spell book,
he may not be able to immediatdly do so. In fact, at 1t level, the bard only has a 40%



chance to comprehend the wizard spdll asit iswritten. This chance increases by 5% per
level to amaximum of 85% at 10th levd. If the bard is able to make sense of the wizard
spell (or usesread magic to read it), he may then attempt to learn the spell and add it to
his repertoire by trandating the spdll into bardic spell notes.

Trandating a spell from wizard notation to bardic notation requires one week and
100 gp in materids. When the trandation is complete, the bard attempts alearn spells
check to seeif he can add the spdll to his spell book. If the check fails, he can dways wait
until he gains aleve before examining his notes agan.

Bards add spells to their book only through luck and happenstance. With the
exception of spdl trandations, bards may not engage in spell research or scroll research.
Bards may only gain access to new spells by using another bard’ s spell book, chancing
upon awizard spell they happen to understand, or trandating awizard spell they don't. If
the DM is generous, abardic college or hal might have bardic spell trandations available
for trade or purchase.

Bardsand Scroll Use: Normally, bards must wait until 10th level before usng
wizard scrolls; spells on scrolls are recorded in awizard' s notation, and as described
earlier, abard often can’'t make sense of awizard' s notes. As an optiond rule, the DM
may permit the bard character to attempt to read wizard scrolls before 10th levd. His
chance of successis 25% at 4th leve, plus 10% for each level above 4th, to a maximum
of 85% at 10th leve. If the bard failsto read the spdll correctly, the effect may be less (or
more!) than expected, or it may affect someone or something besides its intended target.
Obvioudy, this makes low-levd spdl use avery hazardous thing for abard, but if the
character’ swilling to take a chance, he can try it.

Optional Abilities for Bards

Bard characters may modify their spell abilities by selecting optiond abilities or
regtrictions from the following list. Note that these concentrate on the bard’ s spell
powers, the other basic class ahilities remain unchanged. For each optiond ability
selected, the bard character must take arestriction of equal vaue, so that the total number
of character points spent remains 0. Or, these abilities may be added to the bard list in
Player’s Option: Skills & Powers.

Accelerated spell progression (15): The bard enters Table 32: Bard Spdll
Progresson in the PHB asif he were one level higher. A 1g-levd bard with this
advantage has the spell power of a2nd-level bard, a4th-level bard istreasted asa
5th-level bard, and so on.

Armor and spell use (5/10): Normally, abard cannot wear armor and cast spells.
For 5 CPs, he may wesar legther or lighter armor and till use spdlls; for 10 CPs, he may
wear any kind of armor normaly usable by abard and il cast spells.

School specialization (10): A bard with this power may sdect a school of magic
in which to specidize. He may choose enchantment/charm, illuson, or song magic as his
specidty. Bard specidists gain dl the norma benefits and restrictions associated with
school specidization, including opposition schools and pendties to learning spells
outsde their chosen school. However, they may not engage in spell research.

Scroll use (10): Thisisthe optiond ability described above under Bards and
Scroll Use. Ingead of waiting until 10th level, the bard may attempt to use wizard spell



scrolls at 4th level. His success chance is 25%, plus 10% per experience level above 4th
(maximum 85%). If the reading fails, the scroll’ s effects usually rebound on the bard or
his companions with deleterious results.

Wizard magical item use (10): A bard with this ability may make use of magica
items normdly reserved for use by wizards, including wands, rings, and miscellaneous
magical items, but not rods or staves.

Optiona Limitations for Bards

Awkward casting method (5): The bard's spells require ether loud singing or
the strong playing of an instrument of some kind, making it impossible to cast spells
discretely or quietly. He will dmaost never be able to cast spdlls without revedling a place
of concealment or tipping off an ambush.

Opposition school (5+): The bard may not make use of spellsfrom one
philosophica school of magic or make use of magical items that duplicate that school’s
effects. (Schools that are in opposition to any speciaty schools of the character can't be
selected for this redtriction.) For each opposing school of philosophy, the character may
take a 5-point redtriction.

Reduced spell power (10): Since heis not atrue wizard, the bard’ s spells are of
less power than awizard's. For purposes of al level-based characteristics (range,
duration, area of effect, damage, and so on), a bard of 2nd-5th levd effective casing
level isoneleve lower, a 6th-Sth level bard' s effective casting levd istwo levels lower,
and abard of 10th level or higher casts spdls asif he were three levels lower.

Reduced spell progression (15): The bard can cast one less spdll at each level
than normal. For example, a4th-level bard may normaly memorize two 14-leve and
one 2nd-leve spdl; with this redriction, he is reduced to memorizing only one 14-leve

spdl.

Unréliable casting method (5): The bard’ s unorthodox approach to magic results
in occasond failures, with spdlsjudt fizzling instead of taking effect. The chance for
falureis 10% per spdl leve, less 2% per experience level. For example, a 6th-level bard
cagting a 2nd-levd spdl would have an 8% chance (20 minus 12) of failure.

Paladins, Rangers, and Minor Spellcasters Minor spellcastersinclude those
characters whose primary abilitiesliein other areas—pa adins, rangers, and any other
characters who gain minor magicd abilities at higher levels. For these characters, spels
areonly asmadl part of their repertoire of abilities, often acquired late in their
adventuring careers.

In many campaigns, the magica powers of minor pellcasters tend to be ignored.
Since they have to wait longer than the wizards and priests of a campaign to gain their
spell powers, minor pdllcasters only have access to spellsthat their enemies can easly
counter. When a 10th-level paadin can cure 20 points of damage by laying on hands, his
cure light wounds seemsinggnificant, and his bless spell only takes his adjusted THACO
from a5 or so to a4. The opponents that an 11th-leve ranger is likdy to be facing will
have an easy time making their saves againg an entangle spell. The spell powers of
minor spellcagters are far more important to a character operating aone or looking for
spdIs that support or enhance his abilities.



Pdadins

Paadins gain the ability to cast priest spells from the spheres of combat,
divination, healing, and protection at 9th level. Unlike true priest characters, paadins do
not gain extra spdls for high Wisdom scores and may not use cdlerical magicd items. At
oth levd, the paladin’s effective casting leve isonly 1< leve; for each experience level
past Sth, the pdadin’s cagting leve increases by one, to amaximum of Sth leve for a
17th-leve paladin. (See Table 17: Pdadin Spdll Progresson in the PHB.)

Since paadins only use priest spdlls, they may use armor with no redtrictions
while casting spdlls. However, the character should have at least one hand free to present
his holy symbol or any other material components required, so a character might have to
drop ashield or second wespon in order to cast a pell.

Optional Spdl Abilitiesfor Paladins
The paadin’s spdll powers can be customized, just like those of any other class.
Some of the options available include the following:

Alternate Sphere Access (5+): Refer to Table 6: Access Costsin the previous
chapter. Standard paladins have the equivalent of minor access to the spheres of combat,
divination, hedling, and protection, totaling 20 CPs. A padadin may choose to have minor
access to any combination of aternate spherestotaling 20 CPs or less. For example, the
paadin of aseagod might choose dl, dementa water, heding, weather, and cregtion.
Note that the paadin only pays for minor access, but till gains the ability to cast
4th-levd spdlls. The paladin may exchange spheres for 5 CPs or buy additiond spheres a
the cost liged in Table 6.

Increased spell power (7): A padadin with this power casts spells with an
effective cading leve only four levelsless than histrue level and has no maximum
cadting level. Normdly, a 9th-level paladin casts spells as a 1st-leve priest, but with this
ability the 9th-leve paadin casts pells with the power of a Sth-leve priest. Spell
progression is unaffected; only level-based characteristics of an individua spdl are
affected by this ability.

Increased spell progression (10/15): A paadin with this power gains his spdl
ability earlier than 9th leve. For 10 points, he beginsto gain spdls at 7th leve; for 15
points, he beginsto gain spells a 4th level. In dl other respects, his spdll powers are
unchanged, and he smply enters Table 17 in the PHB at the leve indicated. Each leve he
gains from that point on advances him one level on the chart, so a 7th-level paadin with
this ability uses the Sthrlevel entry and goes on to the 10th-leve entry when herisesto
8th levd.

Optional Spell Limitationsfor Paladins

Since the scope of this book isSmply to discuss magica powers, the paadin
class-design options have not been included in their entirety. Playersinterested in
creeting customized paadin characters should refer to the Player’s Option: Skills &
Power s book. The abilities above smply add to the date of available powers for paadin
characters.

If you wish to use these specia advantages without the Skills & Powers rules, you



can smply assign the paladin an experience point penaty of 30% plus 1% per point
gpent. If apaadin chooses increased spell progression and increased spell power, histotal
penaty would be 30% + 10% + 7%, or 47%; if the DM awards 3,000 experience points
for an adventure, the paadin would gain 1,410 less than norma, only collecting 1,590
experience points. This dower advancement counters the character’ s unusua advantages.

Rangers

Rangers gain the ability to cast priest spdlls at 8th leve. They have accessto the
gpheres of plant and animdl. Like paadins, rangers don’t gain bonus spdlsfor high
Wisdom scores and may not use clerica magica items. At 8th leve, the ranger cagts
spells with the effectiveness of a 14-leve priest; for each level past 8th, the ranger’s
cadting leve increases by one, to amaximum of Sth level for a 16th-leve ranger. (See
Table 18: Ranger Abilitiesin the PHB.)

Like paadins, rangers may use amor with no restrictions while casting spells.
However, the ranger should have at least one hand free to present his holy symbol or
other material components, so a character might have to put down or drop a shield or
second weapon in order to cast apdll.

Optional Spell Abilitiesfor Rangers
The ranger’s spell powers can be customized, just like those of any other class.
Some of the options available include the following:

Alternate sphere access (5+): Normaly, rangers have minor access to the
spheres of plant and animal, totalling 10 CPs. A ranger may choose to have minor access
to any combination of dternate spherestotaling 10 CPs or less. For example, aranger
might choose travelers, dementd air, and healing. If spheres are exchanged on a
point-for-point bas's, this optiona ability has abase cost of only 5 CPs, but aranger may
choose extra spheres of access and add the costs listed in Table 6: Access Costs.

Increased spell power (7): A ranger with this power casts spdlls with an effective
cadting level only four levelsless than histrue levd and has no maximum cadting levd.
Normaly, an 8th+level ranger casts spells as a 1t-leve priedt, but with this gbility the
ranger has acasting level of 4 instead of 1. Spell progression is unaffected; only
level-based characterigtics of a pdll are affected by this ability.

Increased spell progression (7/12): A ranger with this power gains his spell
ability earlier than 8th leve. For 7 points, he beginsto gain spells a 6th leve; for 12
points, he beginsto gain spells a 4th level. In dl other respects, his spell powers are
unchanged, and he amply entersthe Table 18 at the levd indicated. Each leve he gains
from that point on advances him one level on the chart.

Optional Restrictionsfor Rangers

Ranger class-design options are discussed in detail in the Player’s Option: Skills
& Powers book. The ahilities above are smply added to the date of available powersfor
ranger characters.

If you wish to use these ahilities without the Skills & Powers rules, you can assign
the ranger an experience point pendty of 30% plus 1% per point spent. If aranger
chooses access to two additional spherestotaling 8 points, histota pendty would be



30% + 13%, or 43%. If the DM awards 2,000 experience points for an adventure, the
ranger would gain 860 less than normd, only collecting 1,140 experience points. This
experience pendty will counter some of the character’s unusua advantages.

Multi-Classed Spellcasters Demihuman characters are some of the most popular and
flexible charactersin the AD& D game. In addition to their various racia advantages,

most demihumans dso have the ability to advance as multi-classed characters, such asan
df fighter/mage or a dwarf fighter/cleric. Generdly, a multi-classed character may fredy

use abilities of ether class but must also abide by class redtrictions and pendties. For
example, afighter/mage can't cast pells while wearing armor, nor could a fighter/thief

try to move slently while wearing plate mail.

Multi-Classed Wizards

Armed with the spdls of awizard as wdl asfighting ability, stedth, or priestly
meagic, multi-classed wizards are powerful, flexible, and popular characters. The great
range of powers offered by awizard's magic serve as a potent wegpon for the character
and augment the abilities of his other class. A thief/mage with access to spells such as
spider climb, invisibility, and wraithform can do things no ordinary thief could attempt. A
fighter/mage with a strength, stoneskin, or fire shield spell in operation is a deadly
fighting machine. And the versdtility and spell sdlection of amage/dericistruly
impressve.

Elves, haf-dves, and gnomes may be multi-classed wizards. Elves may be
fighter/mages or mage/thieves, hdf-elves may be fighter/mages, cleric or druid/mages,
thief/ mages, fighter/mage/clerics, or fighter/magelthieves, and gnomes may be
fighter/illusonigs deridifillusionigts, or illusonist/thieves. Other PC races from specific
world-settings may be able to multi-class as wizards, too.

Specialist Wizards: Under mogt circumstances, a multi-classed wizard must be a
mage; the angle-minded sudy and devation of asingle magicd specidty would demand
the character’ sfull atention. The only exception is multi-classed gnome characters, who
may beillusonigts but can't be mages.

However, if the DM agrees, alimited number of additiond specidties may be
available to the multi-classed character. Selecting one of these optional speciaizations
costs amulti-classed character 20 character points under the Skills & Powers character
design rules, or an experience point pendty of 20% for standard characters. The
pecidizations available for each PC race are shown below:

Race New Specialties Allowed

Bf Enchanter, Song Mage, Wild Mage

Haf-df Transmuter, Force Mage, Song Mage, Wild Mage
Gnome* Artificer

* Gnomes may be multi-classed illusionists without paying a CP or experience point
pendty.



Restrictions. Multi-cdassed wizards gain the full benefits of al their classes, but
must abide by any redtrictions that aren’t specifically negated by a class benefit. For
example, awizard/priest can use more weapons than a single-classed wizard, but is ill
limited to Type B weapons. The most important redtriction is the character’ sinability to
cast godls while wearing armor. While a multi-classed fighter/wizard may wear any
armor he chooses, the armor itsdlf interferes with the character’ s ability to cast spells. In
order to cast a gpdll, the character must remove his armor. The only kinds of armor that
do not interfere with spellcasting are dven chain mail and even plate mail. (Note that
dangle-classed wizards can't use these special armors because they’re not trained in the
wearing of armor.)

Optional powers. With the DM’ s permission, multi-classed wizards may sdect
some of the optiond abilities described in Chapter 2, including armor, automatic spell
acquigition, bonus spells, casting time reduction, no components, detect magic, dispd,
enhanced cadting level, extended duration, immunity, learning bonus, range increase,
read magic, research bonus, and any restriction except reduced hit points. These can be
paid for by balancing advantages with restrictions of equal vaue, or the character can
accept an experience point penalty of 30% plus 1% for each point he spends on additional
abilities. For example, awizard who chooses the read magic ability (5 points) reducesthe
number of experience points he earns by 35 percent.

Multi-Classed Priests

Priests are versatile characters, with good fighting skills, potent spells, and a
variety of specid powers and talents. Combining the priest’s range of spdll powers with
the talents of another class resultsin avery capable character. As described in the
Player’ s Handbook, dwarves, gnomes, and half-eves may dl be multi-classed priests.
dwarves may be fighter/clerics, gnomes may be fighter/clerics, deric/illusonigts, or
clericthieves, and hdf-elves may be fighter/clerics, fighter/druids, cleric or
druid/rangers, cleric or druid/mages, or fighter/mage/clerics or druids.

Specialty Priests: Unless otherwise noted, a multi- classed priest character must
be acleric and not any other kind of specidty priest. Some campaign settings may have
world-specific guiddines for multi-classed specidty priests; the campaign setting rules
take precedence over other materia in the Player’ s Handbook, Player’s Option: Sills &
Powers, or Player’s Option: Soells & Magic.

At the DM’s option, some of the varieties of specidty priest presented in Chapter
2 may be added to the list of multi-classed combinations. (See the chart below.) Since the
cgpabiilities of the various speciaty priests are comparable to each other, thereisno
pendty for choosing to be a crusader or druid instead of acleric.

Race Specialty Priesthoods Allowed
Dwarf Cleric, Crusader

Haf-df Cleric, Crusader, Druid

Gnome Cleric

Restrictions. The only limitation that applies to amulti-classed priest isthe



restricted selection of wegpons available to a cleric or druid. Regardiess of the character’s
other class, he must abide by the weapon sdlection of his priest class. Of course,
crusaders are able to wield any wegpon, since they are not normdly limited in this regard.
Optional powers. With the DM’s gpprova, multi- classed priests may select
optiond abilities described in Chapter 3, including anima empathy, cagting time
reduction, cold resstance, communication, detect evil, detect undead, expert hedler,
extended spdll duration, fire/dectrica resstance, identify plants and animals, immunity
to charm, immunity to magic, immunity to naturd disease, ingpire/enrage dlies, know
aignment, lay on hands, pass without trace, purify water, resst energy drain, secret
language, spdll-like granted power, and turn undead. These can be paid for by baancing
advantages with restrictions of equa value; the priest may choose any limitation except
armor restriction (for druids) or wesgpon restriction. Optiondly, the priest can accept an
experience point pendty of 30% plus 1% for each point he spends on additiona abilities.
For example, a priest who chooses know aignment (15 points) reduces the number of
experience points he earns by 45 percent.

Monsters Naturdly, human and demihuman characters aren't the only spellcagtersin
the AD&D game. The most powerful types of undead, the vampire and thelich, can
command devastating magicd abilities. Many extraplanar creatures have some degree of
skill aswizards or priests, and every tribe of humanoids boasts a shaman or witch-doctor
of some kind. In fact, many monsters are more killed with spellcasting than the player
characters of a campaign.

In addition to monstrous spellcasters, there are so hordes of creatures with
meagical powers that resemble spells. The most dangerous extradimensiona mongters
have a sdection of spell-like powersthat rivas the spdl cgpability of ahigh-levd wizard.
Other creatures, such as dragons, gain both spell-like ahilities and the power to actudly
cast wizard or priest spells.

Monstrous Spellcasters

Monsters who memorize and expend spellsin the same fashion as player
charactersfdl into this category. A mongter that has a character level equivaent, such as
a 19th-levd lich or a 10th-level vampire mage, is amonstrous spellcagter. In generd,
monstrous spellcasters must abide by the same rules and redirictions of human and
demihuman wizards and priests, monstrous wizards may not wear armor (although many
mongters have anaturd Armor Class to compensate), monstrous priests and mages may
be redtricted in choice of weagpons, monstrous spellcasters must be able to use verbd,
somatic, or materia components required by the spell, and they can be interrupted by
damage or other digtractions during spdlcasting.

There are severd types of monstrous spellcasters, including humanoids, undead,
extraplanar creatures, and (for lack of any better word) nonhumanoids. Most monsters
have an effective cadting leve equd to their spdl ahility, so acdoud giant with the spell
ability of a4th-leve priest casts spells as if he were 4th leve, while a ki-rin with the pell
ability of an 18th-level mage casts spells as an 18th-leve wizard. A few rare mongers,
such as dragons or kenku, have the ability to use spdls of a certain level but aren’t
wizards or priests with levels. Unless otherwise noted, these mongters have a casting



level equd to their Hit Dice.

Humanoids: This category includes living mongtersthat are generaly bipedd or
humanoid in form, ranging from bullywugs or lycanthropes to githyanki or giants. In
many cases, spellcagters are quite rare among their race; only 1 in 10 cloud giants hasthe
ability to use wizard spdlls, for ingtance. The Monstrous Manua ™ tome and The
Complete Book of Humanoids describe dozens of races that have the ability to produce
priests or wizards.

Undead: Human or demihuman spellcasters who retain their magicd abilities
after death fal into this category. The principle examples are liches and vampires. In both
cases, the character’s class and leve are retained through the transformation into undegth.

Extraplanar: A smal number of extradimensiond or extraplanar mongters have
magica abilities. Some aasmon and yugoloths fal into this category, but crestures that
are or formerly were mortd (githyanki, githzeral, tieflings, or einheriar) are considered to
be humanoid spellcasters instead. Most extraplanar crestures also command aformidable
aray of spdl-like abilities in addition to their memorized dls.

Creatures of this sort do not need spell books or extended periods of study to learn
their spells; after agood rest, or a period of concentration or prayer, extraplanar
spdlcasters may choose their spells just asamortd spellcaster would sdect spellsfrom a
book or pray for spdlls from his patron deity. The actud spell memorization only requires
1 to 3 turns, but the creature’ s resting time or other preparations consume severd hours at
the minimum. In any event, Spells may be memorized no more than once per day.

Extraplanar crestures with wizard ol ability are fill limited in ther total
number of spdlls known—in effect, they carry their “spell books’ in their own memory,
and merely select which ones will be available during the course of aday. Crestures with
priest spell ahility are assumed have access to the same spheres available to a standard
cleric.

Nonhumanoids: This broad category includes dl other creastures who memorize
and expend their spdls. Couatl, dragons, lammasu, nagas, and sphinxes are just afew
examples of nonhumanoid spellcasters. Generdly, nonhumanoid spellcagters follow the
same guiddines described under extraplanar spellcasters: they do not need spell books
and smply recdl their spells once per day. In addition, nonhumanoid spells have verba
components only; no somatic or material components are required, Since creatures such
as nagas or couatl develop variations on standard spells that do not require hands to cast.

Monstrous Specialists: Most mongters with spdll ability are assumed to be mages
or clerics. However, specidist wizards and specidty priests are not unheard of. First of
al, humanoids from races familiar with magic, such as githyanki or githzeral, could quite
eesly be specidist wizards. Smilarly, shamans are common among al kinds of
barbarians, and goblin or bugbear shamans are reasonable.

Undead spellcasters could be specidist wizards or specidty priests of any variety,
since they gained their magica powers during their lifetimes. On the other hand,
extrgplanar and nonhumanoid specidists would be fairly unusud, smply because these
cregtures have awide array of powers to begin with. Some might be gppropriate—ared
dragon dementd fire specidigt, an arcandoth dimensondis, or a planetar with druidic
powers are dl possible, if rare.

Monsters with Spell-like Abilities



Many mongers have the innate ability to use certain spells smply by an act of
will. Mogt extraplanar mongters have an array of spdll-like powers as formidable asthe
spdl arsend of ahigh-level wizard or priest, sylvan creatures such as dryads or brownies
can charm or confuse their opponents, and even dragons have a handful of spell-like
abilities based on their color and age. In fact, any mongter that can use spell effects
without an equivalent wizard or priest character level falsinto this category.

Spdll-like abilities are invoked by one round of concentration; the monster can do
nothing else in that round except use a sngle power, just like awizard or priest may only
cast one spell per round. All spdll-like abilities have an initiative modifier of +3, or fast
under Player’s Option: Combat & Tactics rules. Unlike atrue spellcaster, amonger with
spdl-like abilities can't be interrupted by damage or distraction—if the creature survives
the injury, the power functions that round regardless. (However, if amonster has both
spdl-like dbilities and normd spells, any spdlsit actualy casts can be interrupted.)

Unless otherwise stated in the monster’ s description, pdll-like abilities are
congdered to have an effective casting level equd to the mongter’ s Hit Dice, or the
minimum character level necessary to useits highest-leve ability, whichever is better.

For example, abrownie has only haf aHit Die, but its spell-like abilitiesindude
confusion and dimension door, which are 4th-level wizard spells. Snce awizard must be
a least 7th leve to use 4th-level spdlls, abrownie€'s spdl-like abilities function asif it

were a 7th-level cagter. (Refer to Table 21: Wizard Spell Progression or Table 24: Priest
Spedll Progression in the Player’ s Handbook.) This affects range, damage, duration, and
al other level-based characteristics of aspdll. A list of monsters from the Monstrous
Manud tome with spdll-like gbilities follows, dong with their effective casting levd.

Only creatures that don't have a casting level noted are mentioned herein Table 7:
Mongter Casting Levels—you may want to note these in your copy of the book.

A cregture with a spell-like ability may choose to use it smply by concentrating
for one round. If the power can be maintained, the monster doesn’t need to concentrate to
maintain it through the spdl’ s norma duration; after that, the monster must spend a
round resctivating the power. For example, a browni€' s abilities include protection from
evil, which has aduration of 2 rounds/level, or 14 rounds for a brownie. By invoking the
power once, the brownie is affected by the spell for 13 more rounds, and it can then
spend around invoking the power again to be protected for another 14 rounds. This
means that the monster may be able to invoke a power and then engage in physica
attacks or take other actions while the power is active.

On the other hand, some spell-like ahilities require the caster’ s continuing
attention while they’re active, such as a phantasmal force or ventriloquism spell.
Invoking the power takes only one round, as described above, but after that the monster
must spend each round concentrating on the power and doing nothing elsein order to
maintain it. A monger with multiple spdll-like abilities can have any number of powers
active & onetime, aslong as it spends one round invoking each and continues to
concentrate on any powers that need its attention.

Restrictions. Generdly, mongters with pdll-like abilities are free of any
regtrictions normally associated with those spells, amongter with wizard spells among its
spdl-like abilities is not awizard and may use any armor or wegpons it cares to.
Similarly, amonger with priest gpells doesn't have the ability to turn undead or any
granted powers specific to a certain priesthood. No components are necessary, but the



DM may rule that a bound and gagged monster may not be able to invoke certain
abilities.

Many mongters with spdll-like abilities may only make use of them acertain
number of times per day; for example, ajuvenile black dragon may use darkness three
times per day, while amarilith tanar’ri may polymor ph self up to seven times per day.

Table7:
Monster Casting Levels

Monster L evel
Arcane 10th
Baatezu, Pit Fend 18th
Baatezu, Black Abisha Oth
Baatezu, Green Abishai Oth
Baatezu, Red Abisha Oth
Bat, Azmyth 6th
Bat, Snister 9th
Bird, Taking Owl 3rd
Brownie 7th
Couatl oth*
Deepspawn 11th
Dryad 7th
Elementd, earth kin, Pech 7th
Elf, drow 2nd?
Genig Djinn 20th
Genie, Efreet 20th
Ghogt 10th
Giant, Firbolg 13th
Gnome, Svirfneblin 4th
Gnome, Spriggan 4th
Imp, Imp or Quasit 7th
Imp, Fire Mephit 3rd
Imp, Smoke Mephit 3rd
Imp, Steam Mephit 3rd
Kenku by HD
Ki-rin 18tht
Leprechaun 16th
Ogre Mage 9th
Satyr 5th
Satyr, Korred 9th
Saad, Blue Oth
Sphinx, Gynogphinx 11th
Sprite 3rd
Squid, Giant, Kraken 20th

Tanar'ri, Marilith 12th
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Chapter 4.
Proficiencies

Wizards and priests have developed a number of unique and vauable skillsto aid themin
their pursuit of both magica and tempora power and knowledge. Literacy in ancient
languages, knowledge of the maintenance of libraries and physica care of dilgpidated old
tomes, and skillsin research and the execution of |aboratory tasks are absolutely
indispensable to awizard character. Smilarly, priests should be familiar with the
languages in which their holiest scriptures are written, the correct observances and
customs demanded by their daity, and the adminigtration of property and lands belonging
to their temples.

In this chapter, we'll take alook at new proficiencies for the spellcasters of the
AD&D game. New nonwegpon proficiencies describe a number of new skills avallable to
both wizards and priests, ranging from achemy to zoology. We Il aso introduce the
concept of signature spells or spdl specialization, which represents unusud skill with a
particular spell. Just as fighters can master their weapons with practice and training,
wizards can master their spells.

Proficiencies and Character Points Since Player’s Option: Sells & Magic is part
of the Player’ s Option series, rules and information for proficiencies are described in two
formats the system of dots and check modifiers described in the Player’ s Handbook and
asointerms of character points for readers who are using the Player’ s Option: Skills &
Power s rules. Players who wish to create characters using the materid in this chapter
should firgt check with their DM to see which system he wants to use in his campaign.
Under ether system, characters with high Intelligence scores gain bonus
proficiency dots or character points, based on their maximum number of languages.
Generdly, these dots or points can only be spent on nonwegpon proficiencies. If this
optiond ruleisin play, characters must use proficiencies to learn new languages,
athough dl characters can spesk (but not necessarily read or writel) their native tongue
without spending a proficiency dot.

Proficiency Slots and Check Modifiers

In the Player’ s Handbook proficiency system, a character who seectsa
proficiency must pay alisted number of proficiency dotsin order to acquire that skill.
The character’ s success chance equals the rlevant ability score—Dexterity for the kill
of tumbling, for example—modified by the proficiency’ s check modifier. If you are
playing with this system, use the dots and check modifiers that appear on Table 37:



Nonwegpon Proficiency Groupsin the PHB or the proficiency tablesin this chapter.
If acharacter sdlects aproficiency that is not within his character group or the
generd list, he must pay an additiona dot to acquire the skill.

In the PHB, the proficiency spellcraft costs 1 slot for a wizard. The check modifier
isInt - 2; for awizard with an Intelligence of 15, the success number isa 13 or lesson
1d20. If the character was a fighter who wanted to be familiar with spells, spellcraft
would cost 2 dlots.

Character Points and Ability Modifiers

Player’s Option: Skills & Powers revises the proficiency system. Under these
rules, the character pays a variable number of character points to acquire askill. His
success chance begins at the proficiency’ sinitid rating, modified by a sandard ability
modifier based on the rdlevant score. If you are playing with these rules, use the CP cost
and initid rating listed in Table 45: Nonwesgpon Proficiency Groupsin Skills & Powers,
and then modify the character’ srating using Table 44: Ability Modifiersto Proficiency
Scores(dsoin Skills & Powers).

Under the Player’s Option: Skills & Powers system, spellcraft costs 3 CPs, and
has an initial rating of 7. Thisis modified by +2 for a wizard with an Intelligence of 15,
for atotal rating or success chance of 9. Note that the Skills & Powers proficiency rules
tend to compress character’ s success chances in the 8 to 12 range, but success at
completely routine tasks is considered automati c—proficiency checks are only made for
difficult tasks or adverse conditions.

Wizard Proficiencies Because of the unusualy high Intelligence scores of most
wizard characters, wizards tend to accumulate a diverse array of nonwegpon

proficiencies. Many mages begin play knowing three or four proficiencies more than

other 1st-leve characters, and they dso enjoy afavorable nonweapon proficiency
progression in addition to their good starting alocation. Player’s Option: Spells & Magic
expands the scope of wizard proficiencies by adding a number of new nonwespon
proficiencies to those described in the PHB. Refer to Table 8: New Wizard Nonweapon
Proficiencies.

Table 8:

New Wizard Nonweapon Proficiencies

Proficiency Base Base CP # of Check
Name Ability  Score Cost Slots Modifier
Alchemy Int 6 5 2 -3
Angtomy Int 5 4 2 -2
Arcanology Int 5 4 1 -3
Bookbinding Int 8 3 1 0
Concentration Wis 6 5 2 —2
Dowsing Wis 5 3 1 -3



Glassblowing Dex 7 2 1 0
Hypnotism Cha 6 4 1 -2
Menta Resistance Wis 5 3 1 -1
Omen Reading Wis 5 3 1 -2
Papermaking Int 8 2 1 0
Predtidigitation Dex 7 3 1 -1
Research Int 6 3 1 0
Sage Knowledge Int 5 4 2 -2
Scribe Dex 7 2 1 +1
Tactics of Magic Int 6 3 1 -1
Thaumaturgy Int 5 3 1 -2

Alchemy: A wizard with this skill is not necessarily an dchemist or aspecidistin
the school of dchemy, but heiswdl-versed in the physica aspects of magica research
and the properties of various chemicals, reagents, and substances. If the character has
access to a decent laboratory, he can use his knowledge to identify unknown eements or
compounds, create smal doses of acids, incendiaries, or pyrotechnica substances, or (if
heis 9th leve or higher) brew potions.

Refer to Chapter 5 for information on the Sze, cost, and equipment of an
achemicd laboratory. Naturaly, awizard may be able to defray some of the costs by
sharing hisfadilities or gtriking some kind of ded with alocd wizard' s guild; the DM can
come up with the detalls.

Identifying substances or samples of unknown materia requires 1to 4 daysand a
successful proficiency check. Smple materids, such as powdered metds or ores, provide
the achemist with a+1 to +4 bonus on his check, at the DM’ s discretion. Rare, complex,
or damaged or incomplete samples might impose a—1 to —4 pendty.

Creating dangerous substances such as acids or burning powders takes 1d3 days
and 20-50 gp or (1d4+1) x 10 per vial, or 2-5 days and 50-100 gp or (1d6+4) x 10 per
flask. The dchemist must pass a proficiency check in order to successfully manufacture
the substance; failing the check with anatura roll of 20 resultsin an exploson or other
mishap that exposes the character to the effects of hiswork and damages the |aboratory
for 10%—60% or 1d6 x 10% of its congtruction vaue.

Acid inflicts 1d3 points of damage per vid, or 2d4 points of damage per flask, and
continues to injure the victim the next round; the vid inflicts 1 point of damagein the
second round, and the flask causes 1d3 points of damage. In addition, the flask islarge
enough to splash creatures near the target; see Grenadelike Missilesin the DMG. Acid
can aso burn out alock or clasp, forcing an item saving throw.

Incendiaries ignite when exposed to air. A flask of incendiary liquid inflicts
damage as per burning il (2d6 pointsin the first round and 1d6 in the second.) Again,
refer to the DMG. Incendiary powders or liquids can easily start firesif used on
buildings, dry brush, or other such surfaces.

Pyrotechnic materids resemble incendiaries, but cregte clouds of billowing
smoke. A vid creates acloud of smoke
5 feet high by 5 feet wide by 5 feet degp, obscuring vison.

A flask creates a cloud of smoke 10 feet high by 10 feet wide by 10 feet deep. The clouds



persst for 1d3 rounds, depending on the wind and other conditions.

Alchemy is an expensive hobby, to say the least, and it can be a dangerous one as
well. If aplayer character is abusing this proficiency (i.e,, walking into a dungeon with
10 flasks of acid in his pack), the DM can require item saving throws for al those beskers
anytime the character dips, fdls, or is struck by an opponent.

Wizards who specidize in the school of achemy gain a+2 bonusto their
proficiency raing in this skill.

Anatomy: This proficiency reflects a character’ s detailed knowledge of the
Sructure and arrangement of the human body, including the location and function of
bones, muscles, organs, and other soft tissues. This skill has two digtinct usesfor a
wizard; firgt of al, knowledge of anatomy provides the character with a +2 bonus on any
hedling proficiency checks he atempts. Secondly, the wizard can use this kill to repair
corpses that have been badly damaged. With a successful proficiency check, the wizard
can strengthen and reinforce abody, making it more suitable for animation as amindless
undead. This provides a hit point bonus of +1 per die for skeletd remains, or a bonus of
+2 hp per die for a creature to be animated as a zombie.

Arcanology: The study of the history and development of magic is termed
arcanology. A wizard with expertise in thisfidd isfamiliar with the works of past
wizards. If there was a source of powerful magic in the campaign’s past—for example,
Netheril or Myth Drannor in the Forgotten Redlms campaign setting—the arcanologist
has a good idea of who the great mages were and what they were able to accomplish.
Specid magicd items, spdls, or forms of magic widlded by these ancient sorcerers are
familiar to the arcanologist. With a successful proficiency check, the arcanologist can
identify the generd purpose and function of an ancient magica item; the DM may apply
apendty of —1 to —4 if theitem comes from aregion outsde the arcanologist’s normal
studies, or is especialy rare or obscure. Note that this ability doesn't help awizard to
identify items manufactured by the “modern” school or tradition of magic, whatever that
may be.

Bookbinding: A wizard with this kill isfamiliar with the process of assembling
abook. Bookbinding is a demanding task; the pages must be glued or sewn to a common
backing of some kind, protected by various kinds of varnishes or treatments, and then
fastened to a strong and durable cover. Additiona chemicals or compounds to ward of f
mildew and deter moths and bookworms are a necessary precaution.

Bookbinding is especidly hepful for awizard assembling a spell book. Normadly,
awizard must pay a bookbinder 50 gp per page for a standard spell book, or 100 gp per
page for atraveling spell book—see Chapter 7 of the DMG. A wizard who does thiswork
himself reduces these costs by 50%, athough the process takes at |east two weeks, plus
one day per five pages. If the character passes a proficiency check, his spell book gainsa
+2 bonus to item saving throws due to the quality and craftsmanship of the work. In
addition, the wizard must succeed in a proficiency check if he is deding with unusud or
unsuitable materials, such as meta sheets for pages or dragon scales for a cover.

Concentration: A character withthis talent has rigoroudy trained himsdlf to
ignore digtractions of dl kinds, deadening hismind to pain or sensation. Thisalowsa
wizard to ignore annoyances or disturbances that might otherwise interfere with the
casting of aspell. In order to use this ability, the player must sate that his character is
concentrating when he beginsto cast aspell. If the character is struck by an attack that



causes 2 or less points of damage, he is permitted to attempt a proficiency check to ignore
the distraction and continue to cast his gpdl (unless, of course, the damage is enough to
render him unconscious.) The wizard can try to ignore grappling or restraining attacks

that cause no damage but suffers a—4 penalty to his check. Spells that incapecitate
without damaging, such as hold person or command, sill interrupt the cagter if he fails
his saving throw.

A character usng this ability must focus on the cagting of his spell to the
excluson of dl other activity, even direct attacks. Any Dexterity adjustment to his Armor
Classislogt, and in addition flank or side attacks are trested as rear attacks, with a+2
bonusto hit instead of a+1.

Dowsing: Thisisthe skill of finding lost or hidden items by seeking a disturbance
in the subtle naturd energies that permeste the earth. A dowser is attuned to the invisible,
intangible eddies and currents of the world around him; by careful and methodical
searching, he can detect particular emanations or anomalies.

Dowsing has two general uses. Firgt, the character can attempt to detect natural
deposits or minerds in the ground, such as water, gold, or other ores. Secondly, the
character can attempt to find a specific man-made item that has been lost or hidden, such
as afriend’ s dagger, a buried treasure chest, or the entrance to a barrow mound. The
search must be very precise—the dowser will have no luck if he sets out to find ‘ the most
vauablething inthisfidd' or ‘the nearest magica wegpon,” but * Aunt Clairé smissng
brooch’ or ‘the gold buried by the pirate Raserid’ are suitable searches.

Unlikethe gpell locate object, the dowser isn't led or directed to the item he
seeks; he hasto actudly pass within 10 feet of theitem, or walk over the place whereit is
buried, and succeed in aproficiency check to detect theitem. (The DM should keep this
check hidden from the players so that he doesn’t give away the location with afailed
check.) Dowsing can take along time; quartering the dirt floor of acellar 20 square feet
might take 1d3 turns, while checking afield or courtyard might take 1d3 hours. Searching
an arealarger than 100 square yards is impractical—the dowser getstired of
concentrating.

A dowser can detect items or substances within 100 feet of the surface, dthough
very strong or powerful sources may be detected dightly deeper. The dowser can guess
the approximate depth of what he's seeking within £10% when he stumbles acrossit.

Glassblowing: A character skilled &t this trade can manufacture dl kinds of glass
containers, jars, or bottles. Creating symmetrica or precise pieces requires a proficiency
check, but if a character is making items for usefulness instead of decoration, he can
produce about 10 smal containers, 5 medium containers, or 2 large onesin aday’ swork.
The character must have access to a specidized glazier’ s workshop and furnace in order
to make use of this kill.

Hypnotism: With this proficiency, the wizard can hypnotize another character,
placing him into arelaxed sate in which heis susceptible to suggestions. The subject
must be willing and must know he is being hypnotized. Only human, demihuman, and
humanoid characters may be hypnotized, and the hypnotist and subject must be able to
understand one another’ s language.

It takes about five minutes to hypnotize someone in areasonably calm or peaceful
environment. Once hypnotized, the subject iswilling to do dmogt anything that is't very
dangerous or againg his alignment. However, a hypnotized subject can be fooled into



thinking he' s doing one thing when he's actudly doing something ese. Hypnotism can
have the following effects:

A character can be induced to remember things he has forgotten by reliving a
frightening or distant event.

A character can be made cdm and unafraid in the face of a specific Stuation that
he has been prepared for, gaining a +2 bonus to saving throws versus fear effects or
morae checks.

A character can be cured of a bad habit or addiction (but not of curses, physica
diseases, or magicd afflictions)

Hypnotism can't increase a character’ s atributes, give him skills he does not
normally possess, let him do things that are beyond his capatiilities, or give him
information he couldn’t possibly know. As a guiddine for adjudicating effects, the
hypnotism proficiency is subgtantially weeker than magical commands or directions, such
as charm person, command, or hypnotism. Spells magicaly compel a person to obey the
caster’ swill; awell-phrased hypnotic command is nothing more than a strong suggestion.

Mental Resistance: Through lengthy training and iron discipline, a character
with this proficiency prepares himsdlf to resst magica or psonic assaults on his mind.
The character receives a +1 bonus to his saving throws againg attacks of this nature, if
the attack normaly alows a saving throw. Generaly, thisincludes any attack form that a
character’ smagical attack adjustment bonus for his Wisdom score might affect, including
mind- affecting spdlls, charm or fear powers of monsters, and telepathic sciences or
devotions that alow the subject a saving throw.

Omen Reading: There are hundreds of myths and superstitions about the art of
divination, or predicting the future through the reading of sgnsor indications. A
character with this proficiency is skilled in aform of divination and knows the proper
ceremonies and observances to use in order to obtain avalid reading. He is dso familiar
with the various messages or indications thet characterize aform of divination. Omen
readers use dozens of different methods for their auguries, including astrology,
numerology, reading pams, examining animd entralls, casting bones, dice, or runes, and
burning incense to observe the smoke, just to name afew. The exact nature of the
character’s expertise is up to the player.

To use this proficiency, the omen reader phrases agenera question about a course
of action, such as*“Isthisagood day to start our journey?,” “Should we try to track the
orcsto ther lair, or wait for their next raid?,” or “When will the dragon return?” The DM
then makes a proficiency check in secret; if the character fals, the DM can tdl him that
the Sgns were inconclusive, or make up afase answer for a spectacular falure (anatura
20 on the check, for instance). If the omen reader succeeds, the DM can give the
character avague answer based on his assessment of the Stuation. An omen isusudly
good, bad, or inconclusive, athough an answer of “aday or two” or “proceed, but with
caution” is acceptable aswell. Omens aren’t guaranteed; if a party ignores a bad omen,
they might succeed in their task anyway. An omen is nothing more than the DM’ s best
guess about a course of action.

Performing the ceremony of reading an omen requires an hour or more. Specid
tools or supplies, such as runesticks, may be necessary depending on the character’s



favored form of omen reading. Some superdtitious or primitive cultures may place a great
dedl of weight on omen reading, and askilled diviner may be held in high regard by these
people.

Papermaking: A character with this skill knows how to manufacture paper. This
can be an invauable kill for awizard, sSnce paper may be fairly rare in many campaign
seitings. Rag pulp, bark, linen, hemp, and wood were dl used to make paper in medieva
times. The materid is pounded or pressed flat and treated with various chemica
compounds to bind and strengthen it. At the DM’ s option, the character may aso be
familiar with the manufacture of parchment and vellum. Parchment is findy-scraped
anima skin, trested with lime and other chemicas; vellum is unusualy supple and
smooth parchment taken from very young animals.

A wizard who makes his own paper can reduce the costs of manufacturing a spell
book by 50%, athough this requires one to two weeks of time and a suitable work area.
Normadly, atraveling spell book costs 100 gp per page, and a standard spell book costs
50 gp per page. If the wizard also knows the bookhbinding nonweapon proficiency and
binds the volume himsdlf, the cost of the spell book is reduced by 75% atogether.

Pregtidigitation: Thisisthe art of street magic or deight of hand, the trade of the
magician. The character is skilled a conceding or manipulating smal items and familiar
with such tricks as pulling a coin from a child's ear, separating two joined rings, or
causing apigeon or rabbit to vanish. For the most part, nothing more than manua
dexterity and showmanship are required, and any kind of character may learn
prestidigitation.

While true wizards have little time for these parlor tricks, many apprentices
practice with their cantrips by duplicating these feats. A wizard with acantrip spell
handy can redly manipulate asmal object by briefly levitating it, teleport something
small from one hand to the other, or use atiny dimensiona pocket to make an object
disappear or seem to contain something it shouldn’t.

Thereisno particular game effect for pregtidigitation, dthough it isaform of
entertainment and can earn awizard his dinner with agood performance, or possibly
digtract or fool an NPC under very limited circumstances. For example, awizard trying to
conced awand or precious gem from arobber searching him at knifepoint might be able
to hide the item with a successful proficiency check.

Resear ch: A wizard with this skill iswell-versed in the theory and gpplication of
spell research. Heisfamiliar with the use of libraries, 1aboratories, and other resources,
and dso has agood grasp of the fundamentd processes of experimentation and
problem-solving. With a successful proficiency check, the character gains a +5% bonus
to his success roll when researching a new spell and only requires one-haf the usud
amount of time to perform spdll research or determine the process necessary to
manufacture a particular magical item. However, the amount of money spent on research
remains the same because the wizard is till expending the same amount of books and
supplies.

Sage Knowledge: This proficiency represents a specidized area of knowledge or
learning. A character with this skill isafully qudified sage in the area of study chosen
and is cgpable of answering questions concerning the topic after some time spent
researching. Refer to Table 62: Sage Modifiers and Table 63: Research Timesin the
DMG. Asnoted in the DMG, a sage requires an excdllent library as aresource—at least



50 to 100 books, costing no less than 10,000 gp atogether. Naturaly, a character may be
able to dtrike aded with a university, monastery, or wizards guild hal in order to gain
access to ther library.

In addition to his ability to perform sage research, the character’ s high leve of
learning alows him to make field observations or attempt to come up with knowledge off
the top of his head. For example, a sage who studies botany may attempt a proficiency
check in order to identify aparticular plant, while one who studies toxicology may be
able to identify a poison by its symptoms in avictim. These on-the-spot observations
should be limited to information any expert could reasonably come up with in the field—
identifying a common gemstone is one thing for a geologi<, but making a guess about the
eectricad conductivity of quartz crystd or the enchantments of amagica gemisa
different matter entirely.

Purchasing this proficiency at its base cost (2 dots or 5 character points) givesthe
sage abroad overview of the area of study in question, alowing him to answer generd or
specific questionsin the field. For an additiona proficiency dot (or 2 CPs), the character
may become an expert in one particular aspect of the topic. For example, a botanist may
gpend ancther dot to specidize in moss and lichens, ferns, or dl plantsfoundina
particular climate or ecosystem. This detailed knowledge alows the character to attempt
to answer exacting questionsiin the field. Thefidds of study available to a sage include:

Alchemy: Thisisthe sudy of magica chemidtry, especidly asit gppliesto
eementd transmutations and potions, dils, and magica compounds or solvents. Unlike
the proficiency of dchemy, the sage knowledge of dchemy concentrates on theories and
principas, not on the practical day-to-day manufacture of pecific compounds and
substances. An dchemist specidist wizard or a character with the alchemy proficiency
gansa+2 bonusto his proficiency rating in this area of sage knowledge.

Architecture: Thisisthe study of the development, theories and styles of
architecture. (The architecture proficiency, on the other hand, represents the practica
execution of workable building plans) A sage with thisfidd of study can attempt to
identify the age, origins, and genera purpose of ruined buildings or structures.

Art: The sageisfamiliar with the great works of the past aswell asthe works of
the best contemporary artists. If he specidizesin one particular art form (sculpture,
paintings, ornamenta pottery, etc.) heis able to identify works of the masters, spot fakes,
and appraise pieces for sale value.

Astrology: Thisisthe history and theoretica background of astrology, not the
actud art of prediction. Someone with the astrology proficiency knows that Planet X
passing in front of Congdlation Y meanstrouble, but a sage knowswhy that’sasign of
ill fortune. Inaddition, the sage has the ability to perform higtorica astrology by working
backwards to determine the stars and planet’s dignments for thousands of yearsin the
pest. An expert in thisfied may be familiar with the congtdlations and beliefs of
vanished or dead cultures.

Astronomy: For the astrologer, planets and constellations are representations of
greater powers. The astronomer, on the other hand, assigns no characteristics or
indications to these heavenly bodies, and instead concentrates on studying their
movements in the skies. He can predict eclipses, anticipate the return of comets or meteor
showers, and answer questions about the locations or predicted locations of various
planets or other bodiesin the skies.



Botany: Thisisthe study of plants, ranging from smple cataloguing and
observation to detailed studies of life-cycles and ecologies. Areas of specidization
include smple plants, water plants, grasses and brush, flowering plants, domesticated
plants, plant diseases, and ecologica systems such asrain forest, tundra, prairie, tc.

Cartography: Cartography isthe art of map-making. A sage who specidizesin
thisfield knows where to find maps for any given region or area, knows how to interpret
maps using various forms of notation, and can attempt to solve or compl ete encrypted or
partid maps.

Chemistry: While achemy focuses on the study of magica substances,
chemistry concentrates on the study of the properties of mundane substances. Note that a
character with the dchemy proficiency is assumed to use afair amount of mundane
chemistry to produce acids, solvents, and pyrotechnic substances.

Cryptography: Thisisthe study of codes, ciphers, and puzzles. A sage with kil
in cryptography can attempt to break codes or solve written puzzles with time and study.

Engineering: The character isfamiliar with the science of building devices,
engines, and structures. Sage knowledge of engineering provides a +2 bonus to the
character’ s nonwegpon proficiency score in engineering, if he has both proficiencies. The
character can pecidize in small machines, large machines (water whedls, etc.), Sege
engineering, fortifications, bridges and roads, or buildings.

Folklore: The sage studies legends and folk tales. By spending another
proficiency dot, he can specidize in the folklore of a particular culture or region.

Genealogy: Thisisthe sudy of lines of descent. A sage with this skill knows
research techniques and sources for tracing family trees and is dso familiar with the
higtories of the important royd and noble families.

Geography: A sage with this knowledge has learned about the lands and cultures
of hisworld. He knows genera principles of cartography, topography, climatology, and
sociology, and can identify individuds or artifacts from other lands.

Geology: Geology isthe study of landforms, rock, and the physical makeup of the
earth. A sage with knowledge in this area can add a +2 bonus to hisrating in the mining
nonwegpon proficiency and can attempt a proficiency check to identify various sorts of
gemstones or precious minerds.

Heraldry: Coats of arms, banners, flags, and standards are dl emblazoned with
herddic desgns. A sage with this skill isfamiliar with the evolution of herddry and the
sgnificance of various symbols and colors. He can identify common coats of arms on
sight and knows where to research obscure or unknown devices. This area of knowledge
adds a +2 bonus to a character’ s heraldry nonweapon proficiency score.

History: A sagewith thisskill has an excellent grasp of history and the historica
methods. Unlike a character with the ancient or loca history proficiencies, a sage with
this skill isagenerdigt, but he can be considered an expert on a particular era or culture
by spending an additiond dot to specidize. Whether or not the historian knows
something off the top of his head doesn't matter—he knows exactly where to look when
he needs to find out the details of a person’slife or an important event. Skill in thisfield
of knowledge provides a+2 bonus to the character’ s proficiency score in ancient history
or loca higtory.

Languages: A character with a modern language proficiency knows how to spesk
a second language, and a character with an ancient languages proficiency knows how to



read a second language, but a sage who specidizes in languages is concerned with the
sudy of the language itsdf—grammar, syntax and congtructs, and vocabulary and word
origin. His expertiseis limited to one particular tongue, but for each additiond dot the
linguist may add another language to hisfield of expertise. This knowledge adds a +2
bonus to the linguist’ srating in any modern or ancient language proficiencies he
POSSESSES.

Law: A sagewith thisfied of sudy is an expert on maiters of law. Heisfamiliar
with any nationd condtitutions or charters, the origin and history of the law, and
important matters of precedent. He can examine contracts, warrants, orders, or decrees
and determineif thereis away to enforce or avoid them.

Mathematics: The study of abstract or theoretical mathematics may seem
unusud in afantasy setting, but it dates back thousands of yearsin our own world; the
ancient Greeks laid the groundwork for geometry, while algebra was a pastime of Idamic
scholars and nobles before the European Renaissance. A dimensiondist gains a+2 bonus
on his praficiency rating in this area of study.

Medicine: A sage with this skill studies both the history and development of
medicine, as well as current methods and trestments. This provides the character with a
+2 bonus to his hedling nonwegpon proficiency score. In addition, the character may be
able to come up with trestments for nonmagical diseases or injuries.

M eteor ology: Thisisthe study of weather and wesather patterns. A sage with this
skill knows higtorical records and prediction methods. In the field, his knowledge of
weather provides a+2 bonus to any weether sense proficiency checks he makes.

Music: The sage knows the theory and notation systems of music and has sudied
the works of the great masters. He can attempt to identify unknown pieces or decipher
musica puzzles

Myconology: Myconology isthe study of fungi. A myconologist can identify
samples of fungus, mold, or spores. He is familiar with dangerous or mongtrous varieties
aswell and may be able to spot these in the wild before he or his companions come to
harm. His knowledge of mushrooms and molds gives him a+2 bonus to herbaism
nonwegpon proficiency checks.

Oceanography: A sage with this kill studies the ocean, induding weether,
marine biology, navigation and charting, and undersea topography. An oceanographer
may be able to explain unusua phenomena at sea or discover the location of wrecks or
other Stes of interedt.

Philosophy: The study of philosophy isthe study of logic, ethics, aesthetics, and
metaphysics (for game purposes, anyway), and a sage with expertise in thisfield is
conversant with the great thinkers and arguments of hisrace or culture.

Physics: In most AD& D campaigns, the study of physics centers around
mechanics and thermodynamics, some of the more advanced fields of study smply
haven't been invented yet.

Planes, Inner: Mog individuasin acampaign have little to no knowledge of
worlds beyond the one in which they live, but a sage with expertisein thisfidd is
familiar with the characteristics and properties of the Ethereal Plane and the various
Elementa Planes beyond that. He understands how the Inner Planes are digned and how
the multiverse is put together. If he spends an additional dot to specidize, he can bean
expert on a particular plane, capable of answering exacting questions on the topic.



Planes, Outer: The great religions of a campaign tend to disseminate avery
limited view of the multiverse, centering on the home of their deity and that of their
deity’s principa foes. A sage who sudiesthisfidd has ageneral understanding with the
genera arrangement of al the Outer Planes and the characterigtics of the Astrd Plane.
For an additiond dot, he can pecidize in aparticular plane, learning the generd
properties of itslayers, its chief inhabitants and domains, and other important details.

School of Magic: A sage with expertisein aschool of magic isfamiliar with the
important theories, works, and great mages of that field. By engaging in research and
passing a proficiency check, the sage could identify spells or magica items belonging to
the school by the item’ s generd effects or gppearance. For example, if he was a student
of the school of force, he could identify awand of force or beads of force asif he were
trying to answer a specific question. If the sage isdso awizard, he gains a +5% bonus to
his chance to learn spells from the school in question. A specidist wizard gainsa+2 to
his scorein this proficiency if the school of magic is his own specidty.

Sociology: Thisisthe study of socid structures, customs, mores, and ways of life.
The sageis aso acquainted with past societies and their customs.

Theology: A sage with expertise in thisareais conversant with the tenets and
beliefs of most mgor rdigions, gaining a+2 bonus to his religion nonwegpon proficiency
check. In addition, he studies the theories and lore surrounding the powers and
boundaries of the gods themselves. With research, atheologist can determine what a
particular god might or might not be capable of doing.

Toxicology: Thisisthe study of poisons, both natura and artificid. A sage with
expertisein toxicology can identify poisons both from samples and from examining the
symptoms of a poisoned victim. By using toxicology, a sage can dso gain a+1to any
hedling proficiency check deding with poisons.

Zoology: Zoology isthe study of animas. A sage who acquires knowledge in this
area has agood overdl grasp of the science of zoology, and in addition, heis considered
agecidist in one generd class of animas or mongters. Each additiond dot he spendson
this proficiency adds one more type or class to his expertise. Classes of animas available
include birds, reptiles, mammals, fish, amphibians, insects, anorphous mongers (dimes,
jdlies, and molds), aquatic monsters, insectile mongters, reptilian mongers, mammdian
mongters, hybrid mongters (griffins, perytons, etc.), and any other reasonable
class or grouping the DM dlows.

A zoologist can identify common speciesin the field with a successful proficiency
check and may be able to predict behavior or capabilities based on his knowledge of the
creature in question.

Scribe: Before printing came into common use, professiona scribes created
books by copying manuscripts. Even after printing presses were in widespread use,
scribes werein demand for ther calligraphy and the quality of their illuminated (or
illustrated) pages. A character with this proficiency is familiar with a scribe’ s techniques
for preparing pages and working both swiftly and accurately. Thisis an invauable skill
for awizard; with a successful proficiency check, the character gains a +5% bonus to any
rolls he must make in order to copy or transcribe a spdl into his spell book or onto a
scroll.

Tacticsof Magic: For many wizards, the principa use of their art ison the
battlefield. Knowing which spell to employ at any given time and creating the greatest



effect for one s effort isa skill that can be learned with practice and experience. A wizard
with the tactics of magic proficiency can attempt a proficiency check to gauge the range
to atarget, estimate how many enemies will be caught in agiven area of effect, or
determine whether or not he may be in danger of arebounding lightning bolt or afireball
cast intoo small a space.

In addition, a character with this skill may recal subtle effects or interactions that
are not immediately apparent. For example, if the wizard is about to cast magic missile at
an enemy wizard protected by a shield spdll, the DM may dlow the player aproficiency
check to seeif he suddenly recalls that the magic missile will fal—especidly if the
wizard aso knows shield, but the player has just forgotten about the specia effects of the
spell. However, if there' s no way the character could know of a specid immunity or
property of amonger, spell, or magicd item, this proficiency will not be of any help.

Thaumaturgy: Thisisthe art of the cagting of magic, the study of the interaction
of verbd, somatic, and material componentsin order to produce adesired effect. While
al wizards have some degree of familiarity with thisfield of knowledge, a character who
becomes proficient in thaumaturgy has spent time studying the forms and practices of
magic. This depth of knowledge gives the wizard a+5% bonus on his learn spel rolls
after a successful nonwegpon proficiency check has been made.

Signature Spells

Just as fighters can reach unusud leves of kill by spedidizing in a particular
weapon, awizard can spend extra proficiency dots (weapon or nonweapon) or character
pointsin order to specidize in a particular spell. This spell is known as asignature spell.
Unlike fighters, who may only speciaize in asingle wegpon, wizards may have one
sgnature Spdll per spdll leve, aslong asthey have the proficiency dots or character
points available.

A wizard with aggnature spdl may sill make use of the rest of his spdll
repertoire normaly; heisnot limited to just that one spdll.

Choosing a Signatur e Spell: The sgnature spell must be a spell that the
character dready knows and is able to cast; a 19t-level wizard couldn’'t select fireball asa
sgnature pell, dthough he could choose an appropriate 1st-level spdl from his spdl
book. If the character is a specidist wizard, he may only select sgnature spells from the
school of his speciaty. Mages, however, may select sgnature spells from any school.
The actud cost in dots or CPs varies with the level of the spell sdlected.

Since specidigt wizards must sdlect their Sgnature spells from their own field of
study, they find it easier to narrow their pecidization down to asingle spell.

Learning a Signature Spell: In order for awizard to gain the skill and practice
necessary for asgnature spdl, he must spend agreet ded of time and money, studying
every aspect of the enchantment. For al intents and purposes, thisis the equivaent of
spdll research; the character must spend a minimum of two weeks and 1d10 x 100 gp per
spell level to master the Signature spell and must succeed in alearn spdlls check to
succeed in his sudies. If the wizard fails, he ill knows how to cast the spdll normally,
but he can never use it as a Signature spell. The character’s proficiency dots or character
points are not expended if he failsin his attempt to learn the sgnature spell.

Specidist wizards may apply their spell research bonusto their learn spdllsrall to
develop a signature spdl.



Signature Spellsin Play: Through hard work and extensive practice, the wizard
becomes quite skilled at casting his sgnature spell. Firdt of dl, the wizard cags his
sgnature Spdl asif he were 2 levels higher for purposes of damage, duration, area of
effect, range, and al other level-based characterigtics. If the spell has no level-based
characterigtics (charm person, for instance), the wizard can choose to inflict asaving
throw pendty of —2 on the subject’ s saving throw when he casts the spell, or he can
choose to reduce his casting time by 3.

Table9:
Signature Spell Costs

Spell Specialist Cost Mage Cost

L evel Sots CPs Slots CPs
1st—3rd 1 4 2 7
4th-6th 2 7 3 10
7th-9th 3 10 4 13

Secondly, the wizard may memorize one casting of his sgnature spell a no cost
in spells available at thet leve. In other words, the character gains the speciaist wizard
benefit of memorizing additiona spells. For example, a 1g-level mage may normdly
memorize one 15-leve spdl. If the mage has magic missile as a signature Spdll, he may
memorize one 19-leve spdl, plus an additiond magic missile, for atota of two 1st-leve
gpells. If the character is a specidist invoker, he can memorize three 1t-leve spdls
magic missile, a second invocation spell, and the 1st-level spel he normdly recaelvesasa
1st-level wizard. Note that the character in this example could choose to spend his
discretionary spells to memorize atota of three magic missiles, which wouldn't be a bad
move consdering thet he's so good at casting it!

Role-Playing Signature Spells: A wizard with asignature spell often becomes
notorious for his use of the spdll. Everyone recalls Sories of the transmuter who
polymorphed folksinto frogs, or the fire mage who threw fireballs left and right. The DM
should encourage the player to develop his character’ s motivations for becoming so
skilled with one particular enchantment.

Priest Proficiencies Likewizards, priests acquire a variety of nonwespon
proficiencies over the course of their careers. More than any other character, apriest is
likely to find a use for common or everyday kills. In fact, in many cultures, priets are
the principal teachers, scholars, or craftsmen of their societies. Priests have a nonweapon
proficiency progression that equals that of awizard, but gain weapon skills much fagter.

In this section, we' |l take alook at some new priest proficiencies. These should be
consdered addenda to the Table 37: Nonwesgpon Proficiency Groupsin the Player’s
Handbook. Refer to Table 10: New Priest Nonwesapon Proficiencies.



Table 10:
New Priest Nonweapon Proficiencies

Proficiency Base Base CP # of Check
Name Ability  Score Cost Slots Maodifier
Adminidration Int 9 3 1 +1
Alms Cha 8 3 1 0
Bookbinding Int 8 3 1 0
Bureaucracy Int 8 5 2 0
Ceremony Wis 7 2 1 0
Diplomacy Cha 6 3 1 -1
Investigation Int 6 4 1 -2
Law Int 7 3 1 0
Observation Int 7 3 1 0
OmenReading  Wis 5 3 1 -2
Oratory Cha 7 3 1 -1
Papermaking Int 8 2 1 0
Persuasion Cha 5 3 1 -2
Sage Knowledge Int 5 4 2 -2
Scribe Dex 7 2 1 +1
Undead Lore Int 6 3 1 -1

Adminigration: Many temples own substantial amounts of land and property,
wielding power over vast areas. Priests who can manage these lands and turn atidy profit
in the name of the church are dways in demand. A character with this proficiency is
skilled in the management and accounting of enterprises ranging from the agriculture of
an entire province to the vineyards of a single small monastery. He knows how to account
for money, plan work, and supervise the collection of taxes or the sde of goods.

Alms. Some orders of priests rely on the charity of othersfor their support and
livelihood. A character with this proficiency is able to find food, shelter, and clothing in
return for the benefit of his wisdom and a blessing or two for his hosts. The qudity of the
charity the priest finds may vary widely, depending on the wedlth of his prospective
hogts, their piety and their recognition of his deity, and the way the priest presents
himsdf. Generdly, if there' s shdlter to be had, the priest can make use of it, but obtaining
food or clothing for his companions may require a nonweapon proficiency check at the
DM’ s discretion.

Bookbinding: See the description under Wizard Proficiencies.

Bureaucracy: This proficiency encompasses aworking knowledge of temple or
government organization and protocol, and the skills necessary to navigate through
bureaucracies. The character knows which officias to approach and when to approach
them, where records are kept and how to gain access to them, and how to circumvent
unfriendly or duggish bureaucrats. Unless there are extenuating circumstances, the
character can get permits or documents completed in hdf the norma time.

In addition to these skills, the character can attempt to turn the system againgt
someone e se. With a successful proficiency check, the amount of time required to make



a decision doubles—permits are migplaced or filled out incorrectly, or important
documents are held up on the wrong desk. For example, a character could keep a shady
wizard from gaining permission to buld atower in the town, or he might obstruct a
thief’ s request for bond or parole.

Ceremony: A priest with this proficency iswell-versed in the various rites,
observances, and ceremonies of histemple. Heis quaified to oversee normal worship or
devotions, but conducting theritesin difficult or unusud Stuations may require a
proficiency check. This proficiency dso includes familiarity with ceremonies such as
weddings, namings, and funerals, and the priest can perform these services gppropriately.

Diplomacy: Thisisthe grand art of high diplomacy between Sates or organizations. A
character killed in diplomacy knows the correct procedures and unwritten rules of
negotiations between states or large organizations. He is capable of discerning the true
intent of the various declarations, satements, and gifts or exchanges that make up a
diplomatic encounter, and he is able to take his own wishes and couch them in proper
diplomatic terms,

Normadly, the character need only make proficiency checksif the negotiations are
particularly delicate or difficult. However, if there is a specific goa or compromise the
character is working towards, he may attempt a check to seeif he can win the other sde
over to his point. Naturdly, the DM can gpply a modifier of —8 to +8 depending on what
the diplomat’ s offer means for the parties involved. Requesting the surrender of avastly
superior enemy is next to impossible, unless the character can convince them that they
gand to gain something of great vaue by giving up. In any event, the DM shouldn’t use
this ability as a subgtitute for good role-playing by the players.

Investigation: Thisisthe art of discovering the truth through careful examination
of aproblem or dtuation. A character with this skill isfamiliar with the process of
interviewing or interrogating witnesses, searching scenes for clues or information, and
the generd execution of alogica and thorough investigation. Priests who are associated
with theloca government may be caled upon to solve common crimes againgt the Sate,
while other priests may be inquisitors or theologica investigators.

The DM may dlow the PC to attempt a proficiency check when the player is
missing an obvious line of inquiry or step of deductive reasoning, dthough this should be
arare use of thisability. An investigation proficiency check can dso be used to discover
clues at the scene of acrime or to extract information from awitness or sugpect.

Law: A character with this proficiency isthoroughly familiar with the legd
system of his homeland and is skilled in representing cases before judges, officers,
nobles, and magidtrates. Thisisaworking knowledge of the law, as opposed to the
theoretical knowledge of the sage area of study. With a successful proficiency check, the
character can build a strong defense for a person accused of acrime; if the judge or jury
are far-minded and honest, he stlands an excellent chance of winning his client’s case. Of
course, corrupt or intimidated officids can il deliver unjust verdicts despite the
character’s best efforts.

Observation: Characters with this proficiency have cultivated exceptiona powers
of observation. The DM may ask for a proficiency check anytime there is something
subtly wrong or unusud in the character’ s environment. For example, the character may
note the fact that the tools of a potter’s shop are caked with a different kind of clay than
that present in the workshop, or he might notice telltale marks of traffic thet indicate the



presence of a secret door. The DM shouldn’t |et this become a subgtitute for aertness and
good thinking on the part of the player; if he's picking up more than one or two cluesa
game session with this proficiency, it's probably too many.

Omen Reading: See the description under Wizard Proficiencies.

Oratory: Thisisthe power to move other people with words and emotion. By
captivating an audience, the priest can convince them of the rightness of his words
through force of will and dramatic speaking. Priests with this skill can attempt to
prosalytize (seek converts) among smal audiences by proclaiming the glories of their
faith and the dangers of nonbelief, but the character must pass his check by amargin of
four or more to win any long-lasting convertsto the faith. A convert will ligen to the
priest’s suggestions or ideas, but won't necessarily become afollower or hirdling of the
character.

The DM can decide how any group of listenersis likely to be affected by the
priest’s exhortations. If they’re inclined to be hostile or are preparing to attack the priest,
there' s very little he can say to change their minds. However, if the priest passesa
proficiency check, he may be able to modify an encounter reaction check by one
category—hodtile to indifferent, or indifferent to friendly, for example. Optiondly, he
may be able to encourage the crowd to take a pecific action that they’ re inclined to
perform anyway. If an angry crowd wants to see an important prisoner freed becauseit's
rumored he was convicted wrongly, apriest with oratory may be able to push them into
gorming thejail or convince them to give up and go home. If the player presents an
especidly moving argument or peech, the proficiency check is made with a+1 to +4
bonus.

Paper making: See the description under Wizard Proficiencies.

Persuasion: Unlike oratory, which relies on emotion and rhetoric, the art of
persuasion is built around intelligent arguments and persona charm. A character with this
proficiency is able to present especialy cogent arguments and explanaionsin
conversation with an individud or smal group. With a successful proficiency check, he
can convince them to take moderate actions they may be considering aready; for
example, he may convince city guards to leave without making arrests if abrawl’s
dready finished by the time they get there, or he may convince a court officid that he
needs an audience with the king. If the player’ s thoughts and arguments are particularly
eloquent and acute, the proficiency check is made with a +1 to +4 bonus.

Sage Knowledge: See the description under Wizard Proficiencies.

Scribe: See the description under Wizard Proficiencies.

Undead Lore: A priest with this proficiency istrained in the identification,
powers, and vulnerabilities of common undead monsters. With a proficiency check, the
character can recal specific tactics or weaknesses of a mongter; for example, if
confronted by avampire, he may recal that amirror, garlic, or holy symbol strongly
presented can drive the monster away for a short time. How the character uses this
information is up to the player.

Chapter 5:
Equipment



Traditiondly, the wizard' s [aboratory is awonderland of mysterious devices, bubbling
retorts, and strange powders, solvents, and reagents. Shelves crammed full of arcane
tomes, yellow scrolls encased in bone tubes, sheets of parchment covered with cryptic
notes and designs, candles made from suspicious substances. . . dl these things and more
can be found in the wizard' s workshop. In this chapter, we'll take alook a some of the
equipment and supplies required by aworking wizard.

In addition to the supplies and devices required for alaboratory and alibrary,
weé |l aso examine various material spell components. Many powerful spells may require
unusua or hard to find items, and the DM can create obstacles and redtrictions—or more
importantly, adventure opportunities— by requiring players to keep track of spdl
materids. Lagtly, this chapter discusses methods for finding or buying soell components,
resgents, and magica items.

Table 11:

Building Construction Time and Cost

Building Stone Wood

Size Time  Cost Area Time Cost Area
Smdl 6 2,000 400 1 200 400
Medium 10 3,000 800 3 400 800
Large 16 4,500 1,800 6 900 1,800
Great 32 10,000 3600 12 2,000 3,600

L aboratories At some point in hisor her career, just about every wizard is going to
need awell-equipped |aboratory. Without alaboratory, awizard can't perform spell
research or create any kind of magica item except ascroll. A laboratory conssts of
severd different components, including aphysica site or facility; a persond library;
nonexpendable equipment and furniture; and expendable supplies, chemicas, and
reagents.

The Location

When awizard is contemplating the congtruction of alaboratory, the firg thing he
will want to consder isthe location of the lab. If the wizard travels extensively, like
many adventurers do, the choice of his laboratory’ s location may prove to be a difficult
decison. Since the character will be investing a vast amount of money in the construction
and outfitting of his laboratory, he will want to make certain that the facility islocated in
a secure and reasonably accessible location. Theré salot of valuable and irreplaceable
materia in alaboratory, and most wizards dread the thought of some hooligan sacking
their workshops.

Many wizards locate their |aboratoriesin or near mgor cities. There are several
advantagesto this strategy: firgt of dl, the wizard has easy accessto skilled craftsmen for
unusual pieces of equipment; second, the large cities attract traders dedling in the rare or



unusud, making it eesier for the wizard to locate some materia components; third,
resources such as libraries and fellow wizards or dchemists may be close a hand; and
ladt, cities are relatively secure from monstrous incursons. On the down Side, citiesaso
hogt large and wdll-organized thieves' guilds, and many wizards find themsdves forced
to pay protection money to keep thar labs intact. Also, awizard who lives near alarge
population center is generdly easy to find, and the character’ s enemies won't have any
problem in tracking him to his base of operations.

Because of these risks, some wizards prefer to conced their |aboratoriesin
unpopulated or inaccessible regions. The wizard loses the benefits of close contact with
civilization, but gains adegree of privacy that an urban wizard findsimpossible. This can
be costly, especialy when the wizard needs some smithing or glassblowing work done,
and there' s no one nearby who can do it. A wilderness base generaly costs 20%-50% or
(104+1) x 10% more to equip and maintain than a comparable [ab in the city. Note that
remoteness doesn't guarantee safety; instead of thieves, awizard in the wilderness has to
worry about mongters of al szes and inclinations nosing around the premises!

Physical Requirements

Once the wizard has decided where he wants to locate his laboratory, he must
buy, build, or rent an appropriate building or room. The space should be well-ventilated
and well-lit, athough the wizard can do without these comfortsif he wishes. The room
must be dry and sound; dampness can destroy libraries or cause important reagents to
lose their potency. In addition, the laboratory requires at least 400 square feet (a 20-foot
by 20-foot room or equivaent floor space) for the furnishings and work spaces.

In urban or civilized regions, the wizard may be able to set up hislaboratory
indde another building—for example, the castle of his patron noble, a university or
library, the locd wizards guildhal, or an inn operated by afelow adventurer. Generdly,
the rent on the room should be 30 to 100 gp or (1d8+2) x 10 per month, depending on the
exact circumstances of the arrangement. Renting a shabby room in the thieves quarter is
far less expengve than paying the dues of aguildhdl or university membership. A player
character may be able to avoid paying rent atogether if afriend or patron puts him up.

If the wizard doesn’t want to borrow or lease aroom from alandlord, he can buy
aauitable building. Again, the place should have at least 400 square feet of floor space, or
somewhat more than that if the wizard intendsto live there aswell as maintain a
[aboratory. (A two-gtory building of about 20 feet x 20 feet would do nicdly.) Or, he can
choose to build anew building instead of buying an old one. The table below lists
congruction times and costs for new buildings, buying an existing structure costs
anywhere from 50% to 100% or (1d6+4) x 10% of the listed figure.

Stone buildings are surdier and more durable than wooden buildings, but ill
feature wooden supports, flooring, and other features. Some interior partitions or walls
may be made of wood instead of stone.

Wooden buildings are much easier to build than stone buildings. The
disadvantage liesin resistance to sege attacks or other forms of damage; wooden
buildings can be destroyed easily by many spells or heavy wegpons.

Building szeisarough description of the building’ s dimengons. Thisfitsthe
building types described in DMGR 2, The Castle Guide.

Time isthe number of weeks required for construction, assuming aworking crew



of 10 laborers with good supervison. Obvioudy, this only applies in the event the wizard
wants to have someone build him a new |aboratory. If the wizard wants to save money,
he can hire fewer workers, doubling the congtruction time for a savings of 25% off the
basic cogt. On the other hand, if he sin ahurry he can raise the building in 75% the usud
time by hiring more workers, doubling the cost.

Cost isthe amount of gold pieces required to have the building raised. This
includes permits, bribes, pay for workers, expendable supplies, and al other expenses
incurred. If the wizard is buying an existing structure, he need only pay (1d6+4) x 10% or
50%—100% of this price, depending on the building’s condition, the circumstances of the
sde, and other factors.

Area isthe square footage of the completed structure. A smal building suffices
for the wizard' slaboratory, but if the character wantsto live in the same building, it must
be at least medium-sized.

Equipment

Now that the wizard has secured a suitable workroom, it’ stime to get to the redl
business of setting up alaboratory. The equipment contained in alab includes dembics,
armillary spheres, beskers, bottles, copper kettles, crucibles, distilling coils, ladles,
mortars, retorts, scales, specimens, tongs, vids, and weights of al description. In
addition, specidized furniture such as workbenches, stands, braziers, cabinets, and tables
with specid surfaces must be purchased for the laboratory. Obvioudy, al these things
can be quite expensive; equipping alaboratory is often the sSingle grestest expense a
wizard incursin his career.

A wizard' s laboratory is customized to the character’ sindividua tastes and
research gods, and is not particularly useful to another character. However, if awizard
inherits alab from another character or is dlowed to borrow one for atime, he can refit
the lab for his own purposes for acost of 1,000 gp.

Wizards |aboratories vary wildly in scope, contents, and completeness. There are
three varieties of laboratory, each with its own specid purpose: achemica |aboratories,
forges, and research laboratories.

Alchemical laboratories are intended for the creation of potions and nonmagical
acids, solvents, glues, or pyrotechnica substances. Asaresult, the lab is equipped with
glassware, burners, retorts, kettles, and al manner of devices designed for hesting,
agitating, or otherwise manipulating liquids and powders. An achemicd laboratory costs
2,000 gp; wizards who specidize in the school of achemy, characters with the alchemy
nonwegpon proficiency, or mages who want to create potions at 9th level can make use of
these facilities.

Specidis dchemidts are assumed to begin play with an dchemica laboratory
valued at 1,000 gp. Because of their special traning and kills, thisis sufficient for a
1st-level dchemist. However, the character’ s requirements for rare and exotic materias
increase as herisesin leve; keeping the lab outfitted requires an expenditure of an
additiona 1,000 gp each time herisesin leve. If the dchemist’ s laboratory is up-to-date,
he can use his specid ability to create potions; if thelab is not up-to-date but il worth at
least 2,000 gp, he may useit asif he were anorma wizard usng astandard achemica
laboratory.

For ges are larger and more complex |aboratories that include dl the materids and



equipment required for the production of magica items of dl types, not just potions or
scralls. A forgeincludes dl the materias found in an dchemicd laboratory, aswell as
furnaces, anvils, and woodworking, lestherworking, or metalworking tools. A forge costs
5,000 gp and requires at least 600 square feet of space; in other words, a“smdl” building
is not big enough to house a magician’ sforge.

The specidigt artificer is assumed to begin play with aforge worth 1,000 gp. In
order to keep his specidist wizard benefits, he must invest an additiona 1,000 gp in the
forge eech time herisesin levd. If the forge is not maintained properly but isworth at
least 5,000 gp, the artificer can il useit for brewing potions or creating magica items
using the normal procedures.

Resear ch laboratories alow acharacter to conduct spell research. The research
laboratory adds hundreds of rare and unusua specimens, samples, and texts to the
wizard' s laboratory. Depending on the campaign circumstances, a laboratory suited for
spell research can cost anywhere from 1,000 to 10,000 gp, but if awizard aready has an
achemica laboratory or aforge, he can purchase the research laboratory for 50% of its
norma cost. Smilarly, building an dchemicd laboratory or aforge after first building a
research laboratory gives the character a 50% break on the costs of the second |aboratory.

A research laboratory requires at least 400 square feet, above and beyond any
exiging facilities. A character with aforge and a research laboratory must have 1,000
square feet of room available to house his equipment, furnishings, work aress, and
supplies.

Table 12

Laboratory Cost and Size Requirements

Laborator¥ Cost Sze

Alchemicd 2,000 gp 400 0. ft.
Forge? 5,000 gp 600 sq. ft.
Research’ 1,000 gp+ 400 . ft.

! Alchemig specidist wizards must maintain an achemica laboratory worth a
least 1,000 gp per character leve.

2 Includes an achemica laboratory. Artificer specidists must maintain aforge
worth at least 1,000 gp per character level.

3 Cost set by DM at 1,000 to 10,000 gp.

Table 13:

Libraries

Library # Potion #ltem Max. Spell
Expense Formulae® Formulae® Research Lvl.3

Initidl 2 1 1st-leve



2,000 gp 3 2 2nd-level
4,000 gp 4 3 3rd-leve
6,000 gp 5 4 4th-leve
10,000 gp 6 5 5th-leve
15,000 gp 8 7 6th-level
20,000 gp 10 9 7th-leve
30,000 gp 12 11 8th-leve
50,000 gp ay ay oth-leve

! Librariesfor achemica laboratories and forges
2 Libraries for forges
3 Libraries for research laboratories

The Library

The single most important tool in the wizard' s laboratory is hislibrary. Every
wizard has alibrary, even if it conssts of nothing more than his spdl books and a handful
of old texts and journds. Depending on the campaign flavor and the prevaence of magic,
wizards may find that ancient grimoires and codices are the only source of new spdlls,
potion formulae, or procedures for creating magicd items. Unlessthey go to
extraordinary lengths to unearth, purchase, copy, or sted these books, their advancement
in the arcane arts can come to a dead hdlt.

When a character builds and outfits a laboratory of any type, abasic library is
assumed to beincluded in the overal price. This collection alows the wizard to conduct
the basic functions of the laboratory—Dbrewing potions and manufacturing specid inks
for scroll creation, making magica items, or conducting spell research. However, the
materidsin alab’sinitid collection only dlow the character to research the formula for
one potion or scroll, one magica item, and one 1st-leve spell. In effect, the library that
the wizard acquires to outfit his laboratory is only sufficient for the first two or three
research efforts he undertakes. After theseinitid studies, the wizard must expand his
library in order to undertake new research efforts.

Alchemists and Artificers: Thesetwo specidist wizards do not need to increase
the Sze of ther library in order to discover new formulae or procedures. Their specidist
abilities bypass this requirement; the character’ s expertise dlows him to do without many
of the texts and canons other wizards find necessary.

Library Requirements. Expanding alibrary and collecting volumes suitable for
advanced research takes time and money. The totd vaue of the wizard' s library governs
the research he can undertake there, as shown in Table 13: Libraries.

Library Expenseisthe totd investment the character makes in acquiring books,
references, and other research materials. Theinitid library expense is amply the cost of
the character’ s laboratory, so if awizard builds a research laboratory and then spends
2,000 gp on expanding hisinitid library, he can research 2nd-levd spdls.

Number of Potion For mulae represents the maximum number of potions the
wizard can research given alibrary of the listed Size. Using the correct enchantments and
materidsisacritica part of potionbrewing, and wizards mus invest sometimein
researching the correct formula and procedure for any particular potion. (See Chapter 7.)



For example, awizard who purchases an dchemicd laboratory can determine the
formulafor two types of potion (flying, for insgance) with the materids at hand, but in
order to learn the formulae for additiona potions, he must spend money to expand his
reference library.

Number of 1tem For mulae represents the maximum number of magica item
creation processes the wizard can discover using alibrary of the listed size. Each magica
item has its own unique “formula —materia's and procedures required to successfully
produce one item. Theinitid |aboratory included in aforge dlows the wizard to research
the creation of one type of magica item, such asarope of climbing or boots of the north.
Discovering the requirements for additiona types of magicd items requires alarger and
more complete library.

Maximum Spell Resear ch L evel isthe highest-level spdl the wizard can
research, given the library a hand. The basic research laboratory alows the wizard to
research 1t-leve spdls, but if he wants to indulge himsdlf in more advanced studies,
he'll have to obtain additional texts, references, and materids.

Finding Books: Naturdly, alibrary worth 10,000 gp is not a heap of treasure
waiting to be carted off by the nearest adventurer. It isalabor of love and care, created
over years by the dedicated efforts of an intelligent and well-organized character. And,
unfortunately, building alibrary can be atedious and exhausting task. Important volumes
may take yearsto find.

Generdly, alibrary is composed of books ranging in vaue from 50 to 500 gold
pieces, dthough unusua works may cost much more. Thus, alibrary vaued at 2,000 gp
might include 15 to 20 books in the 50-100 gp range, three or four valued a 100-200
gp, and maybe one or two in the 300-500 gp range. While it’s not necessary to catalog
every single book that is contained in the collection, it's agood ideafor the DM to
identify a handful of critical works, or references that are so centrd to the wizard's
gudiesthat the library just isn't complete without them. Finding or tracking down these
rare volumes can be quite achalenge, creating many adventure hooks for a PC wizard!

If the DM is generous, he can assume that the wizard can find everything he
needs, given time, and assume that one week of library-building alows the character to
spend up to 500 gp on books he needs. In other words, increasing alibrary’s size and
vaue by 2,000 gp would require four weeks of dedicated effort on the wizard' s part.
Finding arare or unusud text (or, treasure of treasures, an intact collection!) in an
adventure could save awizard a great amount of time and money.

However, building alibrary can be far more difficult than just soending money. In
medieval societies, books were hand-written, and there might be only six or seven copies
of abook the wizard needs to be found anywhere, let donein the local booksdler’s shop.
Particularly rare or vauable tomes may change hands through sde, deceit, or thievery
dozens of times, disappearing from common knowledge.

In addition to the problem of scarcity, it’'s possible that some significant works
required by awizard might not be written in his native language but ingteed in the
language of afar-off kingdom. An ambitious character might be forced to learn his
campaign’s equivalent of Latin, Sanskrit, or Mandarin Chinese for no other purpose than
to read a single book. Anather problem might be suppressed or forbidden books; trading
in banned works could get a character into alot of trouble.

Last but not least, the current owner of the book the character seeks may have no



wish to part with it, especidly if it's considered dangerous or unique. The wizard may be
able to persuade the book’ s owner to dlow him to make a copy of the text, or he may
have to consder more direct action to acquire the necessary materials.

Library Size: Large collections of books require space, just like laboratories. The
basic references included in the cost of alaboratory don't take up any additiond space
above and beyond the laboratory’ s requirements, but expanded libraries require at least
25 square feet for each 2,000 gp value. For example, alibrary valued at 10,000 gp would
require 125 square feet (a 10-foot by 121/2-foot room). This may sound like a generous
amount of space, but keep in mind that many of these tomes are extremely large and
bulky, and require specid shelving, digplays, and cabinets. All these furnishings are
included in the cogt of thelibrary.

Careand Protection: A wizard' slibrary is an invesment of greet value to the
character eventually exceeding even the most complete |aboratories and forges.

Naturdly, the owner should be quite interested in making sure nothing happensto it. The
library should be in a dry, secure room that is well-ventilated but not open to the westher.
Dampness can quickly mold or destroy books, especidly those made without modern
preservetives. Last but not least, the wizard should consider fire traps or Smilar spdlsto
guard the room againgt intruders.

Supplies and Reagents

Laboratories require alarge amount of both common and unusua substances.
Furnaces and burners must be fueled; water, ail, brine, vinegar, and other liquids are
required for cooling, didtilling, and quenching; smal amounts of chemicas, sdts, rare
earths, herbs, and various specimens are expended with each day of research; and
glassware and pottery may be runed by one use or broken in accidents. Evenif alabis
not in active use, some of the supplies and reagents will go bad or lose their potency with
prolonged storage. The upshot of this discusson is Smple: Once awizard finishes
building and outfitting hislab, he will sill have to pend some money to maintain its
supplies and equipment.

This maintenance cost is assumed to be 10% of the [ab'stota value, not counting
the library, for every month of active use. For example, a’5,000 gp forge uses up 500 gp
of supplies each month. This cost does not include any specid or unique materias, such
asapaticular item that is to be enchanted, or an unusua materia required for a specific
potion or scroll ink. For example, if awizard is enchanting along sword +1, the cost of
the sword itsdlf is not included in the [a’'s monthly operating cogt. Smilarly, if heis
mixing the ink for ascroll of protection from petrification, any exotic ingredients such as
abaslisk’s eye or a cockatrice' s feather must be obtained through a deliberate action of
the player character.

If the laboratory is not in active use—the owner is off adventuring, or otherwise
engaged—the maintenance cost dropsto haf the norma amount. For the 5,000 gp forge
described above, this would be 250 gp per month. This*“moth-balled” expense reflects
the materials and specimens that are becoming unusable due to the passage of time. Of
course, the wizard can choose not to pay this cost, dlowing severa months of
mai ntenance to pile up before restocking the [aboratory. In any event, the cost to resupply
alaboratory never exceeds more than haf thelab’'stotd vaue, sncealot of the
equipment isfairly permanent. In the case of the 5,000 gp forge, a character would have



to pay 2,500 gp to restock his laboratory after 10 months of neglect, but 15 or 20 months
of not paying the maintenance cost wouldn't be any more damaging.

Alchemists and Artificers: These specidist wizards must pay 50 gp per
character level per month in order to maintain their [aboratories. The wizard can defer or
ignore these expenses, but this causes the loss of many of his specidist benefits—see
Chapter 1. If the wizard misses some payments, he must make up dl the money he owes
before restoring his lab to operation, up to hdf the vaue of the laboratory itsef. In other
words, an 8th-levd artificer must pay 400 gp per month to maintain hisforge; if he kips
one month of resupply, he loses many of his specid abilities, and must pay 800 gp the
following month or do without his powers for another month.

Relocating Laboratories

Laboratories of any type are not very portable. If a character needs to move alab,
he requires one medium-szed wagon for each 100 square feet of equipment and
materids. Packing up alab or setting it up again after trangport should require at least two
to three days per wagon-load, and the wizard will certainly have to spend a sgnificant
amount of money in replacing broken, log, or ruined materids. Depending on the length
of the journey and the care of the wizard' s preparations, he will have to replace materids
and equipment worth 10% to 40% of the value of the entire |aboratory.

Shiriathe Sorceressis a 7th-level invoker who has a great idea for a new spell,
Shiria s Balt of Efficacious Dedtruction First, she needsto find a site for her laboratory;
after due consideration, Shiria elects to locate her lab in the town she and her comrades
use as a base of operations. She decides to buy a “ medium” stone building in a good part
of town to house her laboratory and spends 3,000 gp to have a new building raised (she
wants some specialized features to be included). The construction takes 10 weeks.

While she’ swaiting for her building to be completed, Shiria decidesto get a head
start on collecting the materials and equipment she requires for her lab. Snce she plans
to do spell research, she decides to acquire a research laboratory, and the DM sets the
price at 3,000 gp. It's reasonable to assume that collecting and setting up the equipment
would take some time, as well, but the DM generously decides that Shiria can do a lot of
this while the building’ s going up.

The initial expense of the lab includes a small library suitable for researching
1st-level spells, but Shirid s Bolt is proposed as a 3rd-level spell, and Shiria will have to
expand her library immediately to perform the research. She requires a library valued at
4,000 gp above and beyond her laboratory. The DM doesn’t feel like identifying any
particular books she needs to find; Shiria can build her library at the rate of 500 gp per
week, finishing her collection just about the time her building’ s ready for occupation.

Snce the research laboratory is valued at 3,000 gp, Shiria will have to pay
maintenance and upkeep totalling 300 gp per month while sheis engaged in active
research, or 150 gp a month to keep the lab moth-balled. By now, Shiria’spurseis
feeling a little light! She could have saved some money by renting a building instead of
buying, or borrowing someone’ s library instead of outfitting her own. Of course, she can
recoup some of her investment by selling access to her facilitiesto other wizards, or
selling Shirid s Bolt of Efficacious Degtruction once she develops it!



Priests Altar Wizards aren’t the only characters capable of creating magicd items.
Priests, too, have this capability. Priests can cresate scrolls a 7th leve, potions at Sth
level, and other types of magic items at 11th level. Instead of cluttered laboratoriesfilled
with dl varieties of reagents and bizarre devices, priests need only build a specid
consecrated dtar to their deity in order to create magical items.

The Location

Altars don't need the continuous maintenance or skilled pool of laborers and
craftsmen that awizard' s laboratory requires. Because of this, the dtar can be located
anywhere the priest wishes to puit it, within reason. The genera Site should be someplace
within the deity’ s sphere of interest, so an dtar dedicated to a sea-god should be near the
sea, while one dedicated to a druidica power should be located in a pristine wilderness.
Congderations such as the distance to the nearest large city or convenience for the
character are secondary, at best.

There are two types of location that are idedl: alocation that is easily accessble to
alarge body of the power’s worshippers, or alocation that has specia sgnificanceto the
power. A priest of Tempus (agod of storms and battle from the Forgotten Realms
campaign setting) could meet the firgt condition by locating his dtar in afortress manned
by a number of soldiers who follow Tempus, or a city that included alarge congregation
of Tempus worshippers. Or, he might find an ancient baitlefield or storm-lashed pesk to
be appropriate, since they meet the second condition. The DM isthefina arbiter of what
isor isn't an gppropriae location for a particular deity’s dtar.

Like the wizard' s |laboratory, the priest’ s dtar represents a sgnificant investment
of time, energy, and money. Thieves may attempt to loot the rich trappings of the dtar,
and enemies of the faith will not hesitate to desecrate an dtar |eft unprotected. Asa
result, once a place suitable for his patron deity has been found, the priest should make
the security and safety of the dtar a primary god.

Physical Reguirements

After finding a suitable location for the dtar, the priest must consider what kind
of facility he will need to house, shelter, or support the dtar. In many cases, he can
amply add the dtar to an exigting temple, monastery, or shrine dedicated to his deity.
However, this may require the priest to expand or renovate the existing structure to make
it suitable for the dtar. Refer to Table 11: Building Congtruction Time and Cost for
building codts if the dtar isto be housed in afree-standing structure, it must be at least a
medium-sized building, but an expanson to an old temple might be the equivdent of a
gmdl building.

If the dtar islocated on asacred site (aforest glade for adruid power, or a
mountain pesk for agod of the sky), the priest may not have to raise any kind of building
to shdlter it, epecidly if a man-made shelter would somehow be inappropriate at thet
dte. However, preparing and clearing a Site should il require an amount of work
equivdent to rasing asmadl building.

Materias and Decoration

The dtar, its decorations or trappings, and the preparations for the ceremony of
consecration cost at least 2,000 gp, above and beyond the cost for any building or



gructuresto house it. Generdly, the atar must be built of whatever materials seem
gppropriate; for agod of war, an dtar made from the swords of brave men, or the shieds
of falen warriors, could be gppropriate. A deity of slorms might require an dtar built
from a hundred-year-old oak split by lightning. In any event, the dtar should be of the
finest workmanship possible. Building an atar requires at least 2d4 weeks of the priest’s
time and attention, and the services of skilled masons, smiths, or woodworkers.

In addition to the congtruction of the dtar, the priest must aso assemble and
prepare Specid incenses, ceremonid vestments, and other unusud materids. This could
cost anywhere from 1,000 to 10,000 gp more, depending on the deity involved. The priest
may be able to borrow some of these materids from alarge temple of his own faith,
which would reduce the cost by 50%.

Consecrating the Altar

Once the altar has been completed, the priest must consecrate it to his deity. The
prayers, chants, and rituas require at least one full week. During this ceremony, the priest
cannot be cdled away for other duties; if he leaves, he must begin again from the start
and replace any materiads expended in the abortive ceremony.

At the end of each full week of prayer, the DM makes a specid check to seeif the
priest gains the favor of his deity. The base chance for successis a percentage equal to 5
timesthe character’ s level, so a 10th-level priest has a 50% chance of success after one
week. For each additiona week of prayer, the chance of success increases by 5%. Given
time, the priest should eventualy succeed, unless he' s angered his deity in some way.

When the power responds to the priest’ s prayers, the priest must offer up
something of vaue or perform a specid quest, whichever is demanded by the deity. The
DM decideswhat is gppropriate for the character and the deity he follows. Surrendering
magica items, treasure of great vaue, or an item hand- crafted by the priest are all
reasonable. A quest that a priest of agod of heding might follow could be to go among
the poor and hedl one hundred of the sick, while agod of honor might ask the priest to go
to the king's court and expose his dishonorable dedlings. By completing the quest or
making the gppropriate sacrifice, the priest demongtrates his devotion, and the deity
consecrates the dtar.

A consecrated dtar radiates a bless spdll in a 10-foot radius. It remains
consecrated until desecrated in some way by the deity’ s enemies, or until the priest who
consecrated it dies or fals from the faith. A consecrated dtar can be used to produce
potions, scrolls, and other magical items, as described in Chapter 7.

Material Spell Components Even without alaboratory or a consecrated dtar, priests
and wizards often find themsdavesin need of unusud or hard-to-find items for materid
componentsin their spdls. While many DMs do not require players to keep track of their
characters’ stocks of spell components, this can be agreet test of a PC’ s resourcefulness
and the source of many adventures. After dl, merdly finding adiamond worth 1,000 gp is
quite an event for alow-leve character, but then the player has to decide whether to grind

it into worthless powder for usein acritica spdl!

Spell Components. Yes or No?
One of the optiona rules presented in the Player’ s Handbook is the use of spell



components. Y ou are free to decide to use or ignore components in your own campaign;
aslong as the NPCs abide by the same rules and restrictions the players do, the game
works equaly wdll in ether case. Thered crux of thisissue are material components,
and whether or not players should have to keep track of their stocks of spell reagents.

There are some very good reasons why you shouldn’t use materid componentsin
play; it requires a greet atention to detail and some honesty on the part of the players,
and may create obstacles or difficulties that take away from the DM’ s plot. After dl, if
the party’ swizard has to drop out of the epic adventure in mid-stride to track down the
ingredients for his next fireball spdll, al concerned may fed alittle frustrated or annoyed.

On the other hand, using spell components and requiring an account of what the
wizard has on his person and what he has stockpiled in his laboratory or home base can
add another dimension of detail and pseudo-redism to the game. If spell components
aren't used, who cares if awizard is down to hislast three coppers? More than any other
class, awizard can operate with no concern for materia wealth— unless he hasto worry
about whether or not he can afford to buy the materids he'll need to be able to cast his
gpells. In addition, the use of spell components requires players to spend some time and
effort thinking about situations their characters would certainly be dealing with and can
enhance role-playing if it ign't taken to extremes.

Generdly, enforcing the requirements for material components works best for
low- to mid-level characters. By thetime awizard is 8th or 9th level, he's usudly
wesdlthy enough to eadily buy any materids he needs, and his daily selection of spdllsis
s0 broad that keeping track of each type of component carried becomes alogistical
nightmare. By that time, the DM can dlow the player alittle dack; the wizard' s a mighty
hero now, and both player and DM may have other arenas of role-playing (building
laboratories or establishing strongholds) that the character will be graduating to.

However, a low levels, wizards and priests will find that some of their favorite spdlls
have to be saved for when they’re truly needed.

For example, low-level wizards often rely on the armor spell astheir sole means
of defense againgt physica attack. Armor requires a piece of leather—no problem there—
that has been blessed by a priest. Referring to Table 69: NPC Spell Costs in the DMG,
blessisusudly reserved for characters of the samefaith as the casting priest, and even
then asmal sum might be required. So, the wizard who wants the piece of |eather blessed
for his spel might have to convert to the faith of nearest available priest, and tithe him 10
or 20 gp to boot! If you consider how often players smply say, “Oh yeah, I'll cast armor
the day before we leave, 0 I'll have my 19-level spell open and armor in effect,” you
can s=e just how much hasde (and role-playing opportunitie!) areignored by the player
and DM.

Acquiring Spell Components
The materids used to power spells range from the mundane to the bizarre and the
exotic. Dozens of spells require things like pebbles, stones, dirt, twigs, or leavesthat can
be found literdly anywhere—including the middle of a bettle, if a pellcaster is
desperate. A number of spells require nothing more than alittle bit of foresight and
access to agmple trading post or smal market. Likewise, afew spdlsrequire
painstaking and expensive preparations that may be impossble to repest in the fied.
Scavenging: The chegpest method of acquiring spell componentsisafield



search. Many plant and anima specimens can be harvested with nothing more than time
and alittle luck, and awizard who knows what he' slooking for can find afair number of
minerads aswdll. The wizard hasto find an appropriate location, such as a nearby forest
or field for anima and plant specimens. Materids that can be collected with afield search
are rated as common, uncommon, or rare; depending on the amount of time the wizard
takes, the suitability of his search, and the item’ s scarcity, he may or may not be
successful. See Table 14: Fied Searches.

Table 14:

Field Searches

[tem Base Search Base Time

Scar city Time Success Bonus
Common 1d6 turns 75% +10%/turn
Uncommon  3d6 turns 50% +5%/turn
Rare 1d4+1 hours 25% +2%/turn

Item scar city istaken from Table 16: Spell Components. The DM may modify
the category depending on where the wizard is searching; finding sand on abeach is
pretty easy, for example.

Base search timeisthe amount of time required to search for theitemin
question. A character can search for only one component at atime.

Base successisthelikdihood that the character will find the materid in the base
search time,

Time bonusincreases the success chance for each additiona turn the caster
gpends searching for the item. If hefails to find the materid in the base search time, he
can continue to look, adding this percentage to his success chance as shown on the table.

A fidd search for common materids doesn’t take much time, so atraveling
wizard could pause for brief searches during the march or while his companions are
setting up or breaking camp. Depending on what it isthe wizard islooking for, he can
find anywhere from 1 to 20 or more doses or samples of the material. For example, if the
wizard was searching a damp forest for foxfire, he might find enough to be used in
anywhere from 1 to 20 spells. Of course, storing and preserving multiple uses of a
component may be harder than finding it to begin with.

Purchasing: If the wizard doesn't have time to search for materias himsdif, or
can't find a certain component, he can aways purchase what he needs. Again, the item
scarcity reflects the likelihood that someone in the vicinity happens to have the materid
or compound the wizard requires. If thewizard is out to purchase materias, the most
important consderation is the number of vendors or the size and completeness of the
market he will be searching. Thisis generdly afunction of the community size, but the
DM can modify item scarcity to reflect the character of the town. For example, many
uncommon or rare chemicals may be common in acity that supports an Alchemigt Guild.

Shopping for itemsin a town takes some amount of time, aswell. A character



may have to examine haf a dozen smithies to find soot or charcod of the exact color,
weight, and composition he needs. Generally, common items can be located in afew
minutes, while rare items may take severa hours of the wizard' stime. Anywhere from 1
to 20 or more usages can be found.

Table 15;

Purchasing Components

City Scar city-

Size Common Uncommon Rare
Village 80% 50% 20%
Town 90% 60% 30%
City 100% 70% 40%
Maor City  100% 80% 50%

Wizardswith Laboratories: One nice benefit about an up-to-date, well-stocked
laboratory isthat it includes a number of interesting compounds, minerds, and specimens
that may be useful as spell components. If awizard owns a laboratory, thereis a 50%
chance that 1 to 20 usages of any given spell component from the minerd, animd
gpecimen, and plant specimen list may be on hand, and a 25% chance that a spell
component from the finished item list may be present. The [aboratory’ s norma upkeep
and maintenance expenses cover the cost of replacing these items once per month.

Rule of Common Sense: The rules presented here for acquiring spell components
are intended to be guidelines for the DM. If aplayer is particularly resourceful or
intdligent inlooking for components, ignore the dice and let his character find whatever
it isthat he'slooking for. Clever play should aways be rewarded. On the other hand,
sometimes items just aren't available in a given area, no matter how hard someone |ooks.
Finding ironfilingsin avillage of Stone Age technology is going to be extremdy
difficult, to say the least. Howers, plants, and herbs common in one part of the world may
not exist € sewhere—no amount of money could create a pinegpple in medievd lcdand,
for example.

Storage of Spell Components

Spell components are quite smal. Most spells require only the smdlest pinches of
powder or afew drops of liquid. In fact, the containers that are required to hold the
materias and make them easy for a cagter to find without looking are far more bulky and
clumsy than the materias themsaves. Smal lesther pouches, glass vias or tubes, or tiny
clay finger-pots sedled with wax plugs are the most common storage devices. Most
wizards choose to store the spell components for each of their memorized pdlsin
separate, pre-measured amounts to facilitate quick and accurate casting. With a system
likethis, there are ten to twenty spell components to a pound—even the most powerful
wizard carries only a couple of pounds of components.

For some wizards, it'sagood ideato carry abulk supply of some common



reagents from which the individua spell preparations can be drawn. For example, a
traveling wizard may find it to be a good ideato carry awhole spool of thread or string,
snce severd pells cal for this component. A bulk container usualy contains twenty to
fifty usages of the component in question and weighs about a pound. The character can
carry adozen or more of these in aleather saddlebag or asmal trunk, ensuring that he
won't run out & a criticad moment. Bulk containers cost five times the listed expense of a
component, but contain dozens of doses.

Some spell components may be perishable or short-lived. These items are noted
on the component list. A perishableitem can last for aweek or o beforeit's usdless.
Obvioudy, the character shouldn’t purchase or store more than afew days worth at a
time.

The Spell Component List

There are acouple of classes of item ddliberately not included on Table 16: items that
dready have aligted cost in the spdll description (the specia dust mixture of Leomund’s
trap, or the 100 gp pearl required for identify, for instance) and items that are chosen or
customized at the time of the spell. For example, the spdll bani shment requires the use of
materids “harmful, hateful, or opposed to the nature of the subject of the pell.” Since
this could consst of awide variety of substances, banishment’ s materid components
weren't included on the ligt.

The spdl components are divided into severd categories, reflecting their genera
nature and origins. These include: Miniatures and Models, Finished or Refined Items,
Minerds, Common or Household Items; Anima Specimens, Plant Specimens; and Other,
acatch-dl for anything that doesit clearly fit in another category.

Each item has a note concerning its method of acquisition. Items are listed as FS
(Field Search), TM (Town or market), SO (Specid Order), or Auto (itemsthat can
automaticaly be found by anyone willing to look for afew minutes) A few itemsare
both field search and town or market, meaning that awizard can try to buy the materid if
he can't find it for himsdlf.

Scarcity islisted for items that wizards might search for or try to purchase, and a
cost for items that the wizard might want to purchase. Also, itemsthat are commonly
available in the wizard' s own laboratory are noted. Findly, items like the various dusts
are priced with one spdl usein mind. For example, if awizard wishes to have enough
powdered amber to cast two spells, he needs to come up with 80 gold pieces (40 x 2).

Note that the cogt of an item can vary wildly with the circumstances. Buying
coffin wood in akingdom where the interment of the dead is considered the sole and
sacred province of afanatica rdigious sect could be far more difficult than a stroll down
to the undertaker’ s place of businessl Similarly, tolls, finder’ sfees, and al kinds of
surcharges could come into play for strange or exctic items.

In addition to the problems of cost, some specid-order items may take quite some
time to locate. For example, finding a 100-year-old map to tear to pieces could be quite
difficult. Even the most dedicated book-buyer, herbalist, or apothecary may have to wait
severd weeks for something to turn up. Some specid items may not be available for any
price, and the wizard may have to locate these items persondly if he wishesto cast the
spdlsin question.

Purchasing Agents: For the adventuring wizard, it's a very good idea to spend



money on hirelings who can handle the acquisition of components. For ingtance, the
wizard might hire a couple of loca children to collect various insects or herbs. Unlessthe
assistants are well-trained, at least 75% of the materia they bring back will be unusable
dueto smal imperfections or taints, but for Smple materids an assstant can save the
wizard alot of time. Apprentices are often assigned to these duties, both to learn what
makes for a good spell component, and to save their masters the time of stalking through
afidd, looking for a cricket or mouse that will let itself be captured.

Arcanists and Apothecaries Mogt large townsin atypica AD&D campaign support
one or two gpothecaries, herbdists, dchemists, wise women, occultists, or hedge wizards.
These shopkeegpers make their living by providing minor enchantments, charms, or herbal
mixtures to the townspeople. For the most part, the services and goods offered by these
merchants are of little interest to the typica adventurer, but they can be excellent sources
of spell components, and from time to time they may purchase magicd items from player
characters or have an odd item for sale.

In addition to the sdllers of mundane herbs, mineras, and charms, afew large
citiesmay support an arcanist’ s shop. An arcanist isamerchant who trades in items of
interest to wizards, including spell components, books and parchment suitable for spell
books, and magica items. Arcanigts are sometimes sponsored by alarge wizard' s guild
and are mogt frequently found in cities where wizards are wdl-regarded and fairly
common.

Alchemists

The greaet mgority of alchemists are O-level characters, as opposed to mages or
specidigsin the school of achemy. They are skilled in the nonweapon proficiency of
achemy, but cannot cast spdlls or manufacture potions or magica items. What common
achemigts can do is create nonmagica chemica mixtures that may be useful to an
adventuring party, or provide a character with the opportunity to purchase spell
components from the minerd ligt a the listed cost. Of course, the laws of supply and
demand apply; the dchemist will charge what he can get for materids that his customers
can't get anywhere ese.

Some of the dchemigts other wares include the following:

Acid: Through careful didtillation, achemists can brew potent acid. (Seethe
proficiency description, on page 51 of Chapter 4.) A flask-full of acid can command
anywhere from 50 to 100 or (1d6+4) x 10 gold pieces, while avia might sl for 10 to 40
ap.

Incendiaries: These dangerous concoctions range from flammable oils and
pitchesto nasty stuff like ngphtha or Greek fire. Again, refer to the description of the
achemist nonwespon proficiency in Chapter 4. A flask of an incendiary substance
usually costs 10 to 30 gp.

Pyrotechnics: Unlike the previous two substances, pyrotechnic mixtures are often
powders. They can be used to create clouds of smoke of avariety of colors, or bright
flashes of light when added to an exigting fire. A vid of pyrotechnic mixture costs 5 to 20
(5d4) gp, while aflask costs anywhere from 10 to 30 gp.



Apothecaries and Herbalists

At firgt glance, these may seem to be two completdly different occupations, but
they share smilar rolesin the community. Both apothecaries and herbalists provide
medicines for people suffering from a variety of allments, and agreet portion of these
remedies are derived from various plants, herbs, and roots. Townspeople go to
gpothecaries or herbaigts for pain relievers, poultices, purgatives and laxatives, and dl
other kinds of medicines.

Adventurersfind that gpothecaries and herbaists are excdlent sources of spell
components, epecidly from the common, herb, and anima specimen ligs. In addition,
gpothecaries sometimes serve as dealers in odds-and-ends in smdler towns, and a
meagica item such as apation or ring may occasondly turn up in their possesson. Thisis
an unusua occurrence, o player characters might have the opportunity to examine or
purchase an item only once or twice in acampaign year from any given apothecary. Refer
to theligt of the most common magicd items, a the end of this chapter.

In addition to their trade in spell components and the rare magica item,
gpothecaries and herbaligts can create medicina mixtures with the following properties:

Healing salve: This ointment contains herbs that help to stop bleeding and close a
wound, as well asinfection-fighting properties. Applying the save to a character with
open cuts or bleeding wounds (not crushing or bludgeoning injuries) restores 1 hit point
per separate wound or injury. For example, if acharacter was struck three timesin the
course of ameee, three gpplications of salve could restore 3 logt hit points. Hedling salve
costs 5 to 20 gold pieces per application.

Healing poultice: This compress helps to reduce sweling and bruising. It hasthe
same effect as heding salve when gpplied to impact injuries and costs 10 to 30 gold
pieces per poultice.

Poison antidote: A herbalist or apothecary can prepare an antidote to one specific
natura toxin, such as arattlesnake bite or the sting of a giant wasp. The gpothecary must
have someidea of what will help the victim, so rare or unusua venoms (such as the giant
wasp mentioned above) may be completdy unknown. If the character knows an antidote,
the herbalist or apothecary can prepare adose that will remain good for 1to 4 daysat a
cost of 20 to 80 gp. The poison antidote alows the victim to reroll his saving throw vs.
poison with a+2 bonus, if it is administered within five rounds of the poisoning.

Naturdly, it is only effective againg the specific toxin it was prepared for.

Wise Women and Hedge Wizards

Every village or hamlet hasits own resident “witch” or “wizard,” or a person who
claims command of magica powers and knowledge of herbs, spells, and charms. In afew
cases, these characters are actudly low-levd magic-users, but more often they' re fakes or
charlatans. Most of these wise women or hedge wizards are O-leve characters with the
herbaism and hedling proficiencies. They can sdll spell components from the herb,
anima specimen, and common ligts, dthough they often have no ideawhat a particular
herb or item might be good for.

Wise women and hedge wizards may be cgpable of cresting heding salves and
poultices, as described above. In addition, they can create minor charms or fetishes.
These are temporary magica items about as powerful asatypicad cantrip. Good



examples would include a“love amulet,” that raised the wearer’s Charisma
(ChalAppearance) by 1 or 2 points, but only in the eyes of one particular subject whose
hair was used in the making of the charm; a charm that discouraged mice or insects from
entering a kitchen or pantry; or asmal totem that brought the user good luck (a+1
bonus) on his next saving throw againgt a specific threet, such asfire, poison, or ressting
menta spells. A charm cogts anywhere from 5 to 50 gold pieces, and retainsits
enchantment for 1 to 4 days.

Arcanist

Only the largest cities can support an arcanis, or a shopkeeper who deals solely in
magical reagents, components, and the occasiona enchanted item. An arcanist can
provide spell components from any list, and aso a number of other generaly useful items
for awizard—paper, vellum, parchment, ink, quills, dchemica supplies and equipment,
and other such things.

Because arcanigts have a clientdle of wizards, they are willing to buy magical
items and rare or unusua materias that could be useful as spell components. Player
characters may sl components for 30% to 80% or (1d6+2) x 10% of their listed value.
Magicd items can be sold for whatever price the DM deemsfair, dthough a PC sdling a
magica item should not be able to make more than twice the item’ s experience point
vaue from the sde. In fact, it's perfectly reasonable for the DM to rule that the sdler
must sl by conggnment—in other words, the arcanist agrees to display the item and
handle any inquiries about it for a 10% share of the asking price, but he won't buy it
outright. Until another customer comes along to show an interest in the item, the PC
seller makes no money. Note that magica items are rare, and from week to week the
arcanigt has no ideawhat may or may not show up in his shop.

Buying, Selling, and Trading Magica Items

In most AD& D campaigns, magica items are rare enough that it is nearly
inconceivable that people would buy or sdl them like any other commodity. For various
reasons, magica items tend to be concentrated in the hands of player characters and their
principal enemies. This means that the PCs never redly experience the true scarcity of
enchanted items and lose the sense of wonder that most people in their world would fed
at even seeing amagica sword, awand, or anifty item like a.carpet of flying.

The effect of this scarcity issmple: Allowing the player charactersto purchase or
trade magica itemsisa privilege, and arare one a that. It's an opportunity that comes
aong quite infrequently in acampaign, and in many cases it should be an opportunity
that the players spent time and adventuring to cregte. In other words, if aplayer decides
that his character wantsto find aring of fire resistance and purchase it, there should be a
lot more involved than astroll down to the corner store. The character might have to hire
asage and spend weeks running down the chain of possession of the last known ring of
fire resistance to appear in the area, and then he may have to locate its current owner and
make an extremely generous offe—induding trading magica items of hisown, or
undertaking some quest or service for the prospective saller—to have a chance of
purchasing thering.

If the character is content to check in with the nearest arcanist once in awhile, it
could take months or years before the arcanist happened to stumble across the item the



character was |ooking fo—and even then, someone else might be interested in the same
item. A bidding war, thregts, or outright assassnation attempts could result from two
wesdlthy characters both trying to acquire the same item.

Sdling itemsisn't dways easy, ether. The PCs have to locate a buyer, and then
agree on afair price. Nobody in asmdl village will have the money required to buy a
real magicd item, and even a prosperous town may only have two or three individuas
who could afford to buy what the PCs are offering for sde. Items such as potions or rings
tend to be easier to sdll, Snce anyone can use them, but books, wands, staves, or other
items suited for priests or wizards only will be much more difficult to sdl. In any event,
the PCs are likely to see only 30% to 80% of their asking price for any given item, and
they may have to demondrate that the item works (or pay for an identify sodl from a
neutrd party) in order to clinch the sde.

The Cost of Magical Items: Enchanted items are rare and vauable. Without
exception, they are the rarest and most expensive commodities to be found in afantasy
setting. They are vaued accordingly. Even if acharacter hgppensto locate amagica item
for sde (an extremely rare event), the cost of the item is usudly prohibitive, to say the
least. Asabasic rule of thumb, magica items should be worth anywhere from 5 to 20
times the listed experience point vaue, and aminimum of 200 gp for one-use items, or
1,000 gp for persstent items. In many cases, the DM should set the cost for anitem at a
sgnificant percentage of the character’ s total wed th—if someone has the only magica
ring for sdle in the entire kingdom, they’ re going to demand a huge sum for it, evenif it's
only aring of protection +1.

In addition to the money involved, a character may have to offer amagicd item of
amilar valuein trade, or offer to perform a service or undertake a quest to sweeten the
ded for the sdller. Regardless of the final dedl struck, a player character should be careful
of switches, swindles, or reneging; more than one adventurer has gone to his death
believing that a brass ring with Nystul’ s magical aura isaring of wishes or spell turning.

Table 16:
Spell Components

Modelsand Miniatures

Item Acquisition  Scarcity Cost
Bag, tiny SO, T™ Common 2¢cp
Baance, golden SO Rare 10gp
Bdl, golden SO Uncommon  6gp
Bdl, tiny SO, T™M Common 5%
Blade, knife ™ Common 3sp
Bugt of cadter, tiny SO Rare 15¢gp
Cage, slver wire SO Rare 8gp
Cadltrop, golden SO Rare 20 gp
Canddabra, slver SO Rare 12gp
Circle, brass SO Uncommon  2gp
Circle, gold SO Uncommon 15gp
Circle, platinum SO Rare 250p



Circle, dlver

Cone, bull or ram horn

Cone, crysta
Cylinder, brass
Cylinder, copper
Cylinder, obsidian
Dagger, tiny

Dat, tiny

Die

Die, bronze

Die, slver

Disk, bone, numbered

Dall, replica of sdif
Drum, smdll

Fan, slk

Fan, tiny

Glove, black silk
Glove, leather
Glove, scorched
Glove, snakeskin
Glove, soft

Hand, clay

Hand, stone
Handkerchief, silk
Hinge, rusty iron
Horseshoe
Hourglass

Key, dlver

Links, gold

Meta cube, perfect
Mirror, slver, smal
Mirror, tiny
Needle

Needle, golden, tiny
Needle, magnetized
Paintbrush
Pendant, metal

An, slver

Pate malil, piece
Portd, ivory
Pouch, leather
Prayer beads
Segeengine
Sphere, obsidian
Spinner, brass

Spoon, silver

SO, TM

-
<

-
<L

8E2822888888888888
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=L <L

SO, T™

SO, ™™
™, SO
™

™
™
SO, TM
™
™

SO, TM
™

Uncommon
Uncommon
Rare
Uncommon
Uncommon
Rare

Rare

Rare
Uncommon
Rare

Rare

Rare

Rare
Uncommon
Rare
Uncommon
Uncommon
Common
Uncommon
Rare
Common
Rare

Rare
Uncommon
Uncommon
Common
Rare

Rare

Rare

Rare
Uncommon
Rare
Common
Rare
Uncommon
Common
Rare
Uncommon
Uncommon
Rare
Common
Common
Rare

Rare

Rare
Uncommon

15gp

11gp
18gp
29p
lgp



Standard, miniature
Statue, canine, ebony
Statue, canine, ivory
Statuette, ivory, of caster

Trumpet, hearing, brass, smdl

Vel, glk

War hammer
Whistle, bone
Whidle, dlver, tiny
Whidtle, vulture-bone
Ziggurat, clay

Refined/Finished Items

[tem

Bdl, lead

+Bar, iron, magnetized
+Bar, meta

Bead, crysta

+Bead, glass

Blade, iron

Box, smdl

Crysta, leaded
Cube, cast iron
Diamond, hemispherica
Disc, bronze
+Gauze

Glass, opague

Glass sheet

+Glass tube
+Incense

Iron, sheet

Lens, smdl

+Magnet, smdl
Marble, black glass
Marble, colored glass
Mirror, fragment
Moonstone, polished
+Paint, smdl pot
Priam, crystd
Ribbon

Rod, amber

Rod, crysta

+Rod, glass

Rod, iron

Rod, slver

Shest, gold

Shedt, platinum

8888

™
™
™
SO, ™™
SO, TM
SO
SO

Acquistion
™

™

™

™

™

™

™

™

SO

SO

™

™

™

™

™

™

™

™, SO
™

™

™

™

™, SO
™

™™, SO
™

™, SO
™

™

™

™, SO
T™, SO
™, SO

Rare
Rare
Rare
Rare
Uncommon
Rare
Uncommon
Rare
Rare

Rare
Rare

Scar city
Common
Uncommon
Common
Uncommon
Common
Common
Uncommon
Uncommon
Uncommon
Rare
Uncommon
Uncommon
Uncommon
Uncommon
Uncommon
Uncommon
Common
Rare
Uncommon
Common
Common
Uncommon
Rare
Common
Rare
Common
Rare

Rare

Rare
Common
Rare

Rare

Rare

4gp
12gp

12gp
30gp

1gp
29p
6gp
129p
Sgp
10gp



Shest, Slver
Sk

Silk, black
Silk, colored
Sk streamer
Sphere, clay
Sphere, glass
Stick or gtrip, ivory
Tarts, tiny**
+Wire, copper
Wire, golden
Wire, platinum
Wire, slver

Minerals

[tem

Agate

Amber

Amber, powdered
+Adh, volcanic
+Bitumen
+Carbon

+Chdk

Charcod

Chrysolite, powdered

+Clay

+Cod

Copper

+Dugt, cod

Dus, diamond
Dugt, gold

Dusdt, granite

Dug, stedl
Emerad, powdered
Feldspar, moonstone
Feldspar, sunstone
+Hint

Granite, black
Graphite, powdered
Hron filings

+lron, piece

+lron, powdered
+lron pyrite

+Lead

+Lime

+L odestone

™, SO
™
™
™
™
™
™
™, SO
SO
™
™
SO
™

Acquistion
T™, SO
T™, SO
T™, SO
FS, ™M
FS, ™M
FS, ™™
Auto
Auto, FS
T™, SO
Auto, FS
FS, ™M
™

FS, ™™
SO

T™, SO
FS, ™™
™

SO

FS, ™™
FS, ™™
Auto, FS
FS, ™M
T™, SO
™

™

™

FS, ™™
™

FS, ™™
™

Rare
Uncommon
Rare
Uncommon
Rare
Common
Uncommon
Rare

Rare
Uncommon
Uncommon
Rare
Uncommon

Scar city
Uncommon
Uncommon
Rare

Rare

Rare
Uncommon
Common
Common
Rare
Common
Common
Uncommon
Common
Rare
Uncommon
Uncommon
Uncommon
Rare
Uncommon
Rare
Common
Rare
Uncommon
Common
Common
Uncommon
Common
Common
Common
Rare

159gp
lgp
3gp
29p
Sgp
lcp
1sp
Sgp

lgp
Sgp
10gp
29p

Cost
0 gp
259p
40 gp

5¢p
Scp
lcp
lcp
S0 gp
lcp
lcp
5¢p
lcp
100 gp

10gp
lcp

60 gp

Sgp
8gp
2cp
29p
lgp
4cp
8cp
1sp

2¢cp
Scp
1gp



+Mercury (Quicksilver)
Mica, chip

Mica, ground
Phosphorus
+Pitch

Quartz, clear
Quartz, powdered
Quartz, smoky
Ruby, powdered
+S4t

+Saltpeter
+Sdts, dkaine
Sand, colored
Silver, powdered
Stdactites, small
Stone

Stone, chip
Stone, marble
+Sulphur

Tdc

Vemilion

Zinc

T™, SO
FS, ™
™

SO

™

FS, ™
™

FS, ™
SO

FS, ™
FS, ™
FS, SO
T™, SO
T™, SO
FS
Auto
Auto
FS, ™
FS, ™
™

™

™, SO

Common/Household M aterials

[tem

Acorn

Bark chips
Beeswax

Blood**

+Bone, powdered
Bone, smdl
Butter**

Candle, black wax
Candle, smdl
Carrot, dried**
Cloth, cotton
Cloth, red

Cloth, white
Coffee bean

Coin, copper piece
Coin, slver

Coin, gold

+Cork

Corn, kerng**
Corn, powdered**
Cotton

Acquistion
FS
Auto
FS, T™M
Auto
™
Auto
™
™
™
™
™
™
™
™
™
™
™
™
Auto
™
™

Rare
Uncommon
Uncommon
Rare
Common
Common
Uncommon
Common
Rare
Common
Common
Rare
Uncommon
Rare
Uncommon
Common
Common
Common
Uncommon
Uncommon
Uncommon
Rare

Scar city
Common
Common
Uncommon
Common
Uncommon
Common
Common
Uncommon
Common
Common
Common
Common
Common
Uncommon
Common
Common
Common
Uncommon
Common
Common
Uncommon



Dirt

Dugt

Egg, rotten
Egg, shdl
Egg, yolk**
Eyelash

Fat* *

Feather
Fleece

Hour

Fruit, rotten**
Fur

Garlic, bud**
Gran**

Gum arabic
Handkerchief
Honey**
Honeycomb**
+Humus

+Ink

L%f* *

Ledf, dry

L eather loop
L eather, shoe
Meat, dried**
Meat, raw**
Milk fa**
Molasses
+Qil

Oil, sweset
+Paper
+Parchment

Pegs, dried and split

Pebble
Pepper
Pork rind**
Reed
Saffron**
Seashdll
Smoke
Soot
Sponge
Straw
String
Sugar
Tdlow**

Auto
Auto
FS ™™
FS, T™M
FS ™™
Auto
Auto
Auto
™
Auto
Auto
FS ™™
FS ™™
FS, T™M
T™, SO
™

FS, T™M
FS, T™M
Auto
™
Auto
Auto
™

™

™

™

™

™

™

™

™

™

™
Auto
™

™
Auto
™

FS ™™

FS, T™M
™
Auto
FS, T™M
™

™

Common
Common
Common
Common
Common
Common
Common
Common
Common
Common
Common
Common
Common
Common
Uncommon
Common
Uncommon
Uncommon
Common
Uncommon
Common
Common
Common
Common
Common
Common
Common
Uncommon
Common
Uncommon
Uncommon
Uncommon
Common
Common
Uncommon
Common
Common
Rare
Uncommon
Common
Common
Uncommon
Common
Common
Uncommon
Common

159gp



Thread

Twig

Water

Wax

Wax, white
Whitewash
Wine

Wood

Wood, charred
Wood, splinter
Wool

Animal Specimens
[tem

Blood, doppleganger**
Blood, umber hulk**
Butterfly, live**
Claw, cat

Claw, umber hulk
Cocoon, caterpillar
Cricket, live**
Dung, ape

Dung, ox

Eye, hawk**
Eyeash, basilisk
Eydash, kirin
Eyeash, ogre mage
Fang, spider
Feather, chicken
Feather, eagle
Feather, exatic
Feather, hawk
Festher, hummingbird
Feather, owl
Feather, vulture
Feather, white
Feather, wing
Frefly, liver*

Fur, bat

Fur, bloodhound
Fur, cat
Glowworm, liver*
Grasshopper leg**
Guano, bat

Hair, ape

Hair, horse

FS, T™M
Auto
Auto
™
™
™
™
Auto
Auto
Auto
™

Acquidtion
SO

SO

FS

FS, T™M

SO

FS, T™M

FS

FS, SO
Auto

FS, T™M

Auto

Common
Common
Common
Common
Uncommon
Uncommon
Common
Common
Common
Common
Common

Scar city
Rare

Rare
Common
Common
Rare
Uncommon
Common
Rare
Common
Rare

Rare

Rare

Rare
Uncommon
Common
Uncommon
Rare
Uncommon
Rare
Uncommon
Uncommon
Common
Common
Common
Uncommon
Uncommon
Common
Uncommon
Common
Uncommon
Rare
Common

lcp

2cp
4cp
2sp
4sp

lcp

Cost
250p
20gp

150 gp



Hair, infant

Hair, lycanthrope
Hair, ox

Hair, skunk

Heart, hen**
+Hoof, powdered
Honey, royd jdly**
Ink, giant squid
Leg, frog, dried
Legs, millipede**
Mouse, mummified
Pined gland**
Scale, dragon
Scalg, fish

Scale, herring
Scale, snake

Shdl, turtle

Sinew, ape**

Sinew, horse or ox**

Skin, chameleon
Skin, ed

Skin, snake

Sug, liver*

Spider, liver*
Spider web

Spittle, giant dug
Stomach, adder’ s**

Tentacle, giant squid**

Toad, mummified
Tongue, snake**
Tooth, carnivore
Whisker, mouse
Whisker, rat

Will 0 wisp essence
Wing, bee

Herbsand Plant Specimens

[tem

Amaryllis, salk**
Apple blossom**
Aster seed

Bark, oak

Bark, willow
Foxfire**
Hickory nut oil
Holly berry**

FS, T™M

Auto
FS

™

™

FS, SO

FS, T™
FS
FS

FS, T™M
FS, T™
FS, T™
FS, ™™

™
FS, SO
FS, T™M
FS, ™M
FS
FS
FS
SO
FS, SO
FS, SO
FS ™M
FS, ™™
FS, T™M
FS
FS
SO
FS ™M

Acquistion
FS, T™

FS

FS, ™M
Auto

FS

FS, ™M

™

Auto

Common
Rare
Common
Uncommon
Common
Common
Uncommon
Rare
Common
Uncommon
Common
Rare

Rare
Common
Uncommon
Common
Common
Rare
Common
Rare
Uncommon
Uncommon
Common
Common
Common
Rare

Rare

Rare
Uncommon
Rare
Uncommon
Common
Common
Rare
Uncommon

Scar city
Uncommon
Common
Common
Common
Common
Rare
Uncommon
Common

10gp

10gp

209gp

Cost



Holly lesf**

Leek, crushed**

L otus blossom**
Marigold, crushed**
Moonseed seed

Moss, phosphorescent* *
Nut, shell

Pine cone

Pine sprigr*

Poison ivy, leaf**
Poison oak, leaf**
Poison sumac, leaf**
Raspberry leaves**
Resin, camphor
Rhubarb, leaf**

Rooat, licorice

Rose petal**

Seed, legume

Seed, sesame
Shamrock leaf**
Skunk cabbage, |eaf**
Spores, mushroom
Stinging nettle, crushed**
Thigtledown

Thorns, sharp

Wanut all
Wychwood* *

Other Components
Item

+Acid

+Acid, citric

+Adid, nitric

Bdloon

Bone, from undead
Book, numerological
Branch, from cemetery
Cloth, from corpse
Cloth, from ghoul

Cloth, from priest’s robe
Cloth, linen & gold thread

Dirt, from dragon’ s footprint

Dirt, from ghoul’ s lar
Dirt/earth from grave
Dug, from wizard' stomb
Dust, spectre

Auto Common
Auto Common
FS, SO Rare
FS ™™ Common
FS, T™M Uncommon
FS Rare
™ Common
Auto Common
Auto Common
FS Common
FS Uncommon
FS Uncommon
FS ™™ Common
SO Rare
FS ™™ Common
FS ™™ Uncommon
FS ™™ Common
FS ™™ Common
™ Uncommon
FS Common
FS Common
FS ™™ Uncommon
FS Uncommon
FS Common
FS Common
™ Rare
FS Rare
Acquidtion  Scarcity
™ Rare
™ Rare
™ Rare
T™, SO Uncommon
FS, SO Rare
SO Rare
FS Uncommon
FS, SO Common
FS, SO Rare
FS, SO Uncommon
SO Rare
FS, SO Rare
FS, SO Rare
FS Common
FS, SO Rare
FS, SO Rare

10gp

Cost
3gp
10gp
Sgp
oS
20gp
80 gp

S
15¢gp
3sp
6gp
12gp
10gp

30gp
359p



Dusgt, vampire FS, SO Rare 40 gp

Eyeash, from corpse FS Common —
Hair, from evil femde df FS Rare —
Hair, from ghoul FS, SO Rare 20 gp
Leather scrap, blessed SO Rare 50 gp
Mesh of thread SO Uncommon  3gp
Page, from calendar FS Common —
Rainwater, from thunderstorm FS Common —
Scrap, from map 100 yearsold FS, SO Rare 10gp
Shroud, from 100-year old corpse FS Rare —
Skin, from magic-resistant

cregture FS Rare —
Tombstone, chip FS Common —
Velum, blessed SO Rare 50 gp
Wand, oak, 100 yearsold FS, SO Rare 20 gp
Weapon, broken FS,T™M Common —
Weagpon, broken magical FS, SO Rare 50 gp
Wood, from coffin FS, T™M Common lgp
Wrapping, from mummy FS, SO Rare 40 gp

+ Items commonly available in wizard' s laboratory.

** Parishable items.

FS Item acquired by field search.

TM Item available in most towns or markets.

SO Item must be specid ordered from a craftsman of some kind.

Chapter 6:
Magic

Magic in the AD&D game is mysterious and wonderful. It gives the player characters
access to superhuman powers of perception, movement, and destruction. With the right
spell or magicd item, a character can literdly do anything. Impassable obstacles can be
circumvented, secrets divined or unearthed, unbeatable monsters defegted; even a
low-leve wizard or priest can accomplish these amazing feats with ease. And, naturaly,
magic dso empowers the enemies of the player characters, giving villains dangerous and
unpredictable abilities with which to oppose the heroes.

While the magic system of the AD& D game generdly works well, it only models
one syle or flavor of magicd powers. The basic mechanic of learning spells through long
study and forgetting them as they are cast isavery didtinctive fegture of the game system,
and players who are seeking a particular fantasy setting may find it to be too pervasive in
the AD& D system. For example, the AD& D spell system doesn't dlow playersto run
characters who become fatigued or exhausted through use of spells but instead retain
them in memory, a common eement of fantasy literature. In other settings, magic comes



with amora or spiritua risk, and characters dare not cal upon supernatural powers for
fear of their lives or sanity.

In this chapter of Player’s Option: Spells & Magic, we'll present an aternate
system of acquiring and expending spells based on spell points At itsmost basic leve,
this sysem smply permits wizards to customize their normd spell progression, but we'll
aso present optiond systems to represent different philosophies or mechanics of magic,
including magic systems based on fatigue, sanity, life energy, and spiritud risk or
mordlity.

While the wizard class enjoys the spotlight in this chapter, we'll dso take alook
at priests and other spellcasters and present versions of the spell point system appropriate
for those classes. Ladt, but not least, we' |l discuss incorporating this materid into existing
campagns.

The Spell Point System Normally, wizards, priests, and other spellcasters are limited
to adtrict spdll progression table which lists how many spells of each leve they may

retain in memory at onetime. For example, every 7th-level mage shares the same spdll
cgpecity of four 1t-, three 2nd-, two 3rd-, and one 4th level spdll, dthough specidist
wizards (or priests with exceptiona Wisdom scores) gain adight advantage in this area
because of their bonus spells. When a pdll is cadt, it vanishes from the caster’ s memory,
and he cannot make use of it again until he has a chance to rest and study his spell books
once again.

Spdll pointswork alittle differently. Characters no longer receive a standard spell
progression table. Instead, they are assgned a number of spell points based on their
character class and level. When the character studies his spell books or prays for spells,
he uses these spdll points to purchase the Spdlls he wishes to memorize, with some
reasonable retrictions. Naturdly, higher-levd spdls are more expengve than lower-leved
spdls, but high-level characters have more spell points available. Under the spell point
system, a 7th-level mage may decide to memorize five 19-leve spellsinstead of the four
heisnormaly dlowed, a the cost of giving up hishigher-level spdlsfor that day. Or, he
could choose to memorize four 4th-leve spdls, giving up dl hislower-leve spdls, or
strike any baance between the two extremes that he likes.

Specidist wizards receive the norma amount of spell points alowed to a mage of
the same levd, but dso gain an amount of bonus points These bonus points must be used
to sdect gpells from the specidist wizard' s school of specidization, but the specidist can
gpend them as he seesfit. For instance, a 7thlevel invoker normally receives one 14-,
one 2nd-, one 3rd-, and one 4th-level spell asabonus for his specidization, but with spell
points he could choose as many as eight bonus 1st-level spdls.

There are three generd guiddines the wizard mugt till obey when memorizing

pdls by usng spdl points

Thewizard must be well-rested and have access to his spell booksin order to
memorize spdlls. He till may memorize only those spdlsthat he knows and has
available at that time. It takes about 10 minutes per spell level to commit aspell to

'.I'hewizard is limited in the maximum spdll level he may cadt, based on his



character level (and possibly his Intelligence score). For example, a Sthrlevd wizard is
dill limited to spells of 3rd-levd or lower. (See Table 17: Wizard Spell Point
Progression.)

Thewizard is limited in the maximum number of spells of each levd that he can
memorize, regardless of how many spdl points he has available; for example, a Sth-leve
mage can’'t memorize more than four spells of any given spell leve. Even 19-leve spdls
are difficult to memorize, and awizard can't have more than nine spells of any one leve
in his memory, no matter how many spell points he has available. See Table 17.

Some of these guidelines are relaxed or ignored for the optiona systems of magic
described later in this chapter. These systems dispense with the old assumption that spells
vanish from memory when cast and use other restrictions to limit awizard' s power.

Sdlecting Spells

A wizard uses his spell points to choose his arsena of spells when he takes the
time to rest and study his spell books. Most wizards pre-sdlect their spells, if awizard can
memorize two 2nd-leve spdls, he picks two specific 2nd-levd spdlsfrom his spell book
(say, invisibility and wizard lock) and stores them in hismind. Thisisreferredto asa
fixed magick; once chosen, these spells cannot be changed until the wizard casts them and
then studies his spdl books again.

Some of the systems of magic described later in this chapter dlow awizard to
designate free magicks. A free magick is one which the wizard does not place a specific
spell into. By keeping the magick open, the wizard can use it to cast any spell of the
gopropriate level that he hasin his spell books. For example, a 3rd-leve specidist wizard
might spend his spdl points to acquire one fixed 2nd-levd magick within his
gpecidization (invisibility, for ingtance) and one free 2nd-level magick (see Table 18:
Spell Cost by Levd (Wizard) for spdl costs). With the free magick, the wizard can cast
any 2nd-level spdl in his book when he needsit. If the wizard found himsdf ina
Stuation where he needed to probe someone’ s thoughts, he could use ESP; if he needed
to ad afriend involved in afight, he could use strength; or, if he needed to distract some
pursuers, he could use improved phantasmal force. Aslong asthe spel is known to the
wizard and recorded in his spdll books, it's available through a free magick.

Obvioudy, thisis a huge advantage for awizard. Instead of guessing about which
of his spells may be useful in aparticular adventure, the wizard can have all of his pdls
of that level accessible. However, free magicks are less efficient than fixed magicks and
cost more spell pointsto fill. Once the free magick has been used to cast aspell, it is
wiped from the wizard’'s memory, just like afixed magick.

Argyth, a 6th-level mage, has a total of 55 spell points with which to purchase his
spell selection. He expects heavy combat against tough opponentsin the coming
adventure. For 10 points apiece, he chooses three fixed 3rd-level spells—fireball,
lightning balt, and haste. Since he doesn’t know which of his 2nd-level spells may be most
useful, he spends 12 more points to acquire a single free 2nd-level magick, which can be
used to cast any of his 2nd-level spells. He has 13 points | eft over and decides to
memorize two magic missles, one protection from evil, and one free magick cantrip.

Argyth has spent his 55 points. He has one less 1st-level and 2nd-level spell than he



would using Table 21 from the PHB, but he has an extra 3rd-level spell and the ability to
call upon any 2nd-level spell and cantrip he knows once each.

Tierwen isa 3rd-level invoker. She has 15 points available for general selections,
plus 10 more points for spells of the school of invocation and evocation. She decides to
select web and magic missile for her bonus spells, using up all 10 spell points. For her
normal allocation, she chooses jump, light, and stinking doud, totalling 14 spell points.
She has 1 point left over and has purchased exactly what a 3rd-level invoker would
normally receive—three 1st-level spells and two 2nd-level spells.

Table 17:
Wizard Spell Point Progression

Max. Spells
Wizard Max. Spell Memorizedat  Spell
L evel L evel Each Level Points?
1 1st 2(3) 4 (+4)
2 1t 2(3) 8 (+4)
3 2nd 3(4) 15 (+10)
4 2nd 4 (5) 25 (+10)
5 3rd 4 (6) 40 (+20)
6 3rd 4 (6) 55 (+20)
7 4th 5 (6) 70 (+35)
8 4th 5 (6) 95 (+35)
9 5th 5 (6) 120 (+60)
10 5th 5 (6) 150 (+60)
11 5th 5(7) 200 (+60)
12 6th 5(7) 250 (+90)
13 6th 6(7) 300 (+90)
14 7th 6(7) 350 (+130)
15 7th 6 (8) 400 (+130)
16 8th 6(8) 475 (+180)
17 8th 6 (8) 550 (+180)
18 oth 6(8) 625 (+240)
19 9th 7(9) 700 (+240)
20 9th 7(9) 800 (+240)
21+ Sth 8(9) +100 (0) per leve

! Number in parentheses applies to specidist wizards.
2 Number in parentheses represents amount of bonus points speciaist wizards can add to
the base spdll points.

Table 18:



Spell Cost by Leve (Wizard)

Spell Fixed Free
L evel Magick Magick

cantrip — 1
1st 4 8
2nd 6 12
3rd 10 20
4th 15 30
5th 22 44
6th 30 60
7th 40 80
8th 50 100
Sth 60 120
Cantrips

The cantrip spdl from the Player’ s Handbook is intended to describe a host of
minor magicd effects. In this system, awizard may choose to memorize acantrip asa
1st-level spdl—just asit’s described in the PHB—or he can memorize individua
goplicationsof cantrip for acost of 1 spell point each. These one-shot cantrips have the
exact same effect as the 1st-leve spdl, but each gpplication consumes 1 SP and hasa
duration of one full turn.

All cantrips are free magicks by definition; the wizard can perform any minor
magica feat gppropriate for the spdl, without selecting the precise incantation ahead of
time A wizard islimited in the number of cantrips he can memorize a onetime; he can't
alocate more than twice his number of spdlls dlowed for each leve to cantrips. For
example, a 1st-leve mageislimited to no more than two spells of each leve, o he can
memorize amaximum of four cantrips. A 6th-level mageislimited to four spells of any
given level, so he can memorize up to eight cantrips.

All norma consderations for cantrips as described in the PHB 4ill apply—they
are minor magic, useful in role-playing or grandstanding but generaly usdless in combat.
Of course, clever and resourceful players can create plenty of mayhem, even with magic
aswesk asthis.

Exceeding the Spell Leve Limit

If the DM agrees, awizard character may learn and cast spells of ahigher leve
than he would normdly be alowed to know. Thisblursthe line of spell leve distinctions,
making the character’ s exact level somewhat less important; there will be spellsa
character can learn and use easly, as wdl as spellsthat will be extremely costly and
difficult for the character to use.

Before a character can memorize aspell that’s over his head, he hasto learn it
firs. This means that the character must find, purchase, or otherwise ssumble across a
spell of theleve in question and atempt alearn spells check to seeif he can madter it.
However, when a character is dabbling in matters beyond his depth, hislearn spdlls
chance of successis halved for aspell one level higher than he should be able to use, and



divided by 10 for agpdl two leves higher than the maximum normdly dlowed. If a
character does not succeed in learning the pdll at this point, then he can try again at the
levd thet he normally gains the spdll. Under no circumstances can a character learn a
spd| three leves higher than his normd maximum—it’ sjust too difficult, and he'll have
to study hisart for awhile longer before he can make heads or tails of it. Also, because
the spdll is so difficult to learn, the wizard must memorize it as afixed magick.

If the character succeeds in learning the high-level spell, he can then sdect it
normaly by using his spdl points to memorize it. However, Sncethe spdl is
extraordinarily difficult for the character, he must pay twice the ligted normal fixed
magick cogt to memorize it. For many low-leve characters, thiswill make the spell
prohibitively expensive in any event; a2nd-leve specidist wizard only has atota of 12
spdl points avallable, so he could just bardly memorize asingle 2nd-leve spdl of his
speciaty school. Note that a 2nd-level mage just does't have the points available to even
try this feet.

Wizards of medium to high level have a better chance to use a spdl that would
normally be out of reach for them. For example, a 6th-level wizard normdly is limited to
3rd-leve spdls, but with effort he can learn a 4th-level spell and cadt it for 30 spell
points, which is twice the norma cost of 15 spell points. Since a 6th-level mage has 55
spell points avallable, he actudly has afew pointsleft over to select other spells—
dthough it'savery codtly privilege!

Again, thisisan optiond rule, and the DM can decide to ignoreit for his
campaign. Note that dl leve-based characteristics of a spell depend on the caster’ strue
level, s0 even if a 3rd-level wizard somehow acquired afireball, it would only do 3d6
damage. (And he wouldn't have the points avalable to memorize it, anyway.)

Casting Spells For Greater Effect

Another variant rule available with the spdl point system is casting spells for
greater than normd effect. By “overcharging” amemorized spdl (fixed magick only)
with magica energy, awizard can achieve results asif he were awizard of much higher
levd. For example, a2nd-levd wizard is normdly limited to asingle magic missile when
he casts the spell, but with this optiond rule he can fire the spell asa 3rd-level character
in order to create two missiles with the spell. Naturdly, the wizard must devote additiond
spell points to the spell when he memorizesit. The priceis 50% of the spdll’ s base cost
for each additiond cagting level stored with the spell.

Rarik is a 4th-level mage who wants to gain the extra damage potential of a third
magic missle when he casts the spell. Normally, a third missileis gained at 5th level, so
Rarik wants to cast the spell asif he were one level higher. A 1st-level spell requires4
spell points to memorize, but by spending 6 points (50% more than 4), Rarik gains the
ability to cast this one spell asif he were actually 5th level. All level-based variables are
affected, including range, area of effect, duration, saving throw modifiers, and any other
appropriate factors, so Rarik incidentally gains an additional 10 yards of range with his
investment.

Later on in his career, Rarik decides that he'd like a firebdl with some extra
punch. He's a 5th-level mage now, and the spell costs him 10 spell points. Rarik spends
two 50% increments (a grand total of 20 spell points) to cast thisfireball asif he were a



7th-level caster. The range increases from 60 to 80 yards, and the damage is 7d6 instead
of 5d6.

A character can’t invest more than four additiond levelsinto a spdl, which would
tripleits cog, increasing it by 200% above the normd price. Most wizards find thet it's
more efficient to gain extra spells rather than overcharge asingle one, but for spells with
important bresks in power level based on the caster’ s level—Ilike magic missile—one or
two steps of increased casting level may be agood idea.

Reducing Spell Cost

Just as wizards can dlocate extra energy to hold magicks free, cast spells of
higher level than normd, or gain additiond levels of cagting ability, they may dso save
spdll points by memorizing fixed magicks with limitations or reduced power levels. A
spell may be reduced in cost by 25% (round up) per limitation selected, to a maximum
reduction of 50% for two limitations. Redtrictions include the following:

Reduced Spell Power: By investing a spell with less energy than normd, a
wizard can save afew spel points. This reduces the caster’ sleve by four, affecting
range, duration, damage, and dl other level-based variables. In addition, the spell can be
more easly dispelled, since the effective casting leve is used for this purpose.

If the spell has no leve-based variables (e.g., charm person) thislimitation cannot
be selected. A wizard must be at least 5th leve in order to take this limitation.

Prolonged Casting Time: The wizard can Sore less energy than normd in the
spell, hoping to draw energy from hisimmediate environment when the time comes to
cadt it. Thisresultsin alengthy period of gathering energy before actudly rdeasing the
gpdll. Spells with a casting time of |ess than one round require a preparation time of a
number of rounds equal to the spell’ s listed casting time, so a pdl with a cagting time of
3 would require three full rounds of uninterrupted concentration before the wizard could
actudly cast the spell. Spellswith a cagting time of one round require one full turn to
cast, and spels with a casting time of more than one round can’t be reduced in cost
through this limitation.

Special Casting Condition: By narrowing the focus and gpplication of aspdl, a
wizard can reduce the amount of energy and effort required to commiit it to memory. For
example, the wizard can memorize a spell that can only be cast by the light of the moon
or only affects certain types of objects (such as a shatter on crysd only). If the spdl is
particularly redtrictive, the DM may alow a50% reduction in cost. For example, a spell
that can only be cast while the wizard is standing in one specific place of power in the
middle of nowhere might qudify. Naurdly, the DM should keep avery close eyeon
spdlswith thislimitation; if it’ s not redly alimitation, the wizard shouldn't catch a bresk
for it.

Instead of requiring certain conditions to be right for casting, the wizard might
have to take specid stepsto ensure that the target can be affected. For example, his
charm person spdl might require the caster to know the target’ s name or spend aturn
conversing with the subject. Or, amagic missile might have no effect unless the wizard
has touched the subject with his bare hand that day. It's even possble that awizard may
have a spdl that automatically fails againgt atarget wearing a certain color or carrying a
lucky charm.



A wizard shouldn’t have more than one or two cagting conditions that he normaly
obsarves. It'sfine for a shadow mage to have a number of spellsthat can't be cast in
daylight, but if he aso has another pell that can't be used whileit’ sraining, and athird
that only affects orcs, the character concept is clearly being discarded in favor of game
effect.

Table 19:
Bonus Spell Points for Intelligence

Intelligence Bonus
Score Spell Points
911
12-13
14-15
16

17

18

19
20+
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1 Maximum bonus alowed.

Bonus Spell Points for
High Intelligence

Just as priests of extraordinary Wisdom receive greater than norma spell powers,
extremey intelligent wizards can gain afew extra spel points to reflect their superior
minds and memorization skills. Under this optiond rule, wizard characters gain a number
of bonus spdl points equd to their maximum number of languages, based on their
Intelligence score. These spell points can be spent any way the character desires, aslong
as he doesn't exceed his maximum number of spells per level (see Table 17). The bonus
points are shown on Table 19: Bonus Spell Points for Intelligence.

As noted on the table, awizard with an Inteligence of 14 or better gains enough
bonus points to memorize one additiondl 1st-level spdl, which is comparable with the
traditiona priest bonus of an additiona 1g-level spell for aWisdom of 13 or better. A
wizard with an Intelligence of 17 has enough points to use this bonus to gain an extra
2nd-levd sodl, or one extra 1st-level spell with acouple of spdl pointsto spare.

DMs, take note: The cumulative effects of specidist wizard bonuses, sgnature
gpells, and this optiona rule could alow a 1st-level wizard to begin play with as many as
four 19-leve spdls memorized a once! Obvioudy, thisisavery sgnificant boost in
power for alow-leve character. Allowing a character to gain bonus spell points for his
Intelligence score is a reasonable optiond rule, but it dso inflates the game by dragticaly
increasing the power of 19- to 3rd-level wizards. It'sagood ideato strictly enforce the
limits on the maximum number of spells of each levd (see Table 17) permitted to a
wizard character.



Recovering Spell Points

Since spdl pointsin this basic system represent the tota memorization ability of a
wizard character, they are recovered or regained just like spell capability in the sandard
AD&D magic system. In other words, if a character spends 10 spdll points to memorize a
3rd-level spdl, those points are “tied up” by holding the spell ready in the character's
memory and can't be used to memorize another spell until expended. Spell points used to
memorize free magicks are o tied up in the same fashion.

Once acharacter has cast a spell, the spell points used to hold that magick in
memory are gone. The wizard must get agood night's deep and re-study his spell book
in order to regain pdl points expended through casting spells.

Systems of Magic The spell point rules described in the previous section basicaly
duplicate the norma spell progression, casting, and recovery system of the AD&D game.
Spdl points provide more flexibility and some interesting options such as free magicks
and the ability to cast spdlls of higher leve, but the traditiona trappings of magic remain
the same—spdlls are learned through long, tedious study and forgotten once they are cast.
In this section, we'll take alook a severd variant magic systems that use the spell
point mechanics to create entirely different methods of using arcane powers. For
example, many books in fantasy literature assume that channdling magica power
through a character’ s mind and body is a dangerous and exhausting exercise; a character
can cast spells aslong as his samina holds out. With these optiond systems, a magic
system that mirrors this traditional approach can be integrated into an AD& D campaign.

Table 20:

Spell Point Recovery
for Channdlers

Physical Activity Spell Recovered

Hard exertion none

Waking, riding 2 per hour, or 2% of norma maximum
Sitting, resting 4 per hour, or 5% of norma maximum
Seeping 8 per hour, or 10% of norma maximum
Channéllers

Imagine wizards who do not forget spells asthey are cast, but instead fredly use
any spdl in their repertoire whenever they wish. Wizardsin this sysslem of magic are born
with some specia spark or gift that alows them to reach some hidden source or supply of
magical energy and use this to power their enchantments and spells. A young apprentice
knows only one or two ways to harness this energy into useful applications and has avery
limited capacity for tapping and shaping magica energy, while a great archmage knows
dozens upon dozens of spdls and has anearly unlimited cgpability for widding magica
energy.



While this may seem like a world where the wizards reign unchecked, theré' san
important catch: Reaching for and directing magica energy is a dangerous and taxing
exercise, a least as difficult as heavy labor or prolonged exertion, and each spdll awizard
casts leaves him weakened and vulnerable. In fact, wizards can exhaudt their very lives
by casting a spdll that’ s too much for them to handle or by casting too many smdler
gpdlsin succession.

Channdling or summoning magica energy isavery common system of magicin
fantasy literature. Heré' s how it works in the Player’ s Option rules: Bascdly, the wizard
gains spdl points as described in the beginning of this chapter, alocates them to fixed
magicks or free magicks just as he wishes, and sdects the particular spells he wantsto
have locked into memory as fixed magicks. (Since the wizard takes the time to impress
these plsin hismind, it's easer for him to energize them with channdlled magic, and
thus the spdll point cost is lower than free magicks) The following optiond systems from
the previous section are used:

Free magicks may be used to provide the wizard with accessto any spdl in his
repertoire, dthough they’ re dill more expensive than fixed magicks.

The wizard may exceed hisnormd spd| levd limit usng the optiond rules
described previoudy.

The wizard may decide to cast spellsfor greater effect by smply spending more
gpell points when he actualy cagts the spell.

The wizard can save pdl points by choosing to cast spells with a prolonged
cagting time or at reduced power.

Lastly, the wizard modifies his spdl point tota based on his Wisdom and
Condtitution scores, he may not gain bonus spdll points for his Inteligence. The
character’s hit point adjustment for Congtitution and his magical attack adjustment for
Wisdom are added to or subtracted from his spell point totdl. If thislowers a 1-leve
character to less than 4 spell points, he ignores the adjustments; al wizards have a leest 4

spdl points.

While the character may have some spdll points “alocated” or “tied up” in
various fixed and free magicks, this actually makes no difference for achanndler. The
initid sdlection of spellsissmply used to create a date of Spdll powers that the character
can access and to define the cost in pdll points for making use of these powers. The
character may cast any spdll that he has available through ether afixed or free magick,
except that the magick does not vanish from his memory once he's cast the spell. Instead,
the character deducts the number of spdll points required to energize the spell from his
spd| point totd. For example, if amage with 40 spell points has amagic missile
memorized, he can cast that magic missle four times if he wants to!

Channélersand Studying Spells: Since spdls never vanish from achanndler’s
memory, the character does not normally re-memorize pdls during the course of an
adventure. However, channdlers have no particular obstacles to learning new spells or
replacing the spdlls held as fixed or free magicks in their memory. The character must be
wedl-rested and have access to his spell books. It takes 10 minutes per spell level for the
character to memorize anew spdl. In effect, he “overwrites” whichever spells he wishes
to in order to change the dlocation of spell pointsinto free and fixed magicks.



Kerian, a 5th-level channelling invoker, wishes to change the spells he has
memorized. Because of his Constitution bonus, he has 61 points to assign to various
magicks. After resting, he decides to memorize one fixed (shidd) and one free 1st-level
magick (12 SPs), two fixed magicks (web and invighility for 12 SPs), and one prolonged
casting time 3rd-level magick (firebdl for 7 SPs), and one 4th-level magick that exceeds
hislevel (icestorm at 30 SPs). After memorizing the spells, which takes 1 hour and 10
minutes, Kerian is ready to adventure!

If acharacter wishesto change just one pdll in his current repertoire, he il hasto rest
and memorizeit. For example, if amage wished to change hismagic missile spell toa
shield spell, then he would have to deep for eight hours and spend 10 minutes
committing it to memory.

Since spdl pointsin this system represent magic potentid or stamina (for lack of
better words), expended spell points are naturaly recovered as the character’ sfatigue
fades and his strength returns. Just as a human who runs awind sprint eventudly recovers
from his temporary exhaustion, awizard who casts a spdl will soon return to hisfull
magica srength with alittle rest. Spell points are recovered as shown on Table 20: Spdl
Point Recovery for Channdlers.

Characters recover anumber of spell points equa to the percentage listed, or the
whole number, whichever is better. For example, a 6th-level mage has 55 pdl points. If
he deeps, 10% of 55 would be 6 (round up 5.5) spdl points per hour, so he recovers 8 per
hour ingtead. In fact, it's more advantageous for any mage of 7th level or lower to take
the listed number, and mages of 8th leve or higher to work with percentages instead. For
pecidigts, 7th-leve isthe break point.

In addition to the long-term prospects of exhaudting his spell points, achanndling
wizard finds that each spell he casts temporarily tireshim. See Table 21: Spell Fatigue.

Table 21:

Spdll Fatigue

Wizard Fatigue Caused by Spdll Level

Lvl. Light Moderate Heavy Severe Mortal
1-2 — cantrip 1st 2nd 3rd or higher
34 cantrip 1st 2nd 3rd 4th or higher
5-6 cantrip 1<, 2nd 3rd 4th 5th or higher
7-8 1st 2nd, 3rd 4th 5th 6th or higher
9-11 2nd 3rd, 4th 5th 6th 7th or higher
12-13 3rd 4th, 5th 6th 7th 8th or higher
14-15 4th 5th, 6th 7th 8th Oth or higher
16-17 5th 6th, 7th 8th 9th —

18-19 5th 6th, 7th 8th,9th — —

20-22 5th 6th-8th oth — —

23-25 6th 7th-8th Oth — —



26+ 6th 7th-9th — — —

Using the Fatigue Chart: When awizard casts a spell, find the row that matches
the caster’ s level and then read across until you find the leve of the spdll. The column it
appearsin indicates the fatigue caused by the spell. For example, if an 8th-leve wizard
casts afireball, begin on the row titled “Wizard Lvl. 7-8" and read across until you find
the listing for 3rd-leve sodl. This spdl causes moder ate fatigue for the character. If the
wizard casts a 4th-leve spdl, he would suffer heavy fatigue.

Lossof Hit Points: If acharacter has been reduced to
50% or less of his maximum unwounded hit point total, the fatigue rating of the spdl
increases by one. If a character has been reduced to 25% or less of his normal hit point
total, the fatigue rating increases by two categories. For example, a 5th-level wizard who
normaly has 16 hit points has been wounded and only has 8 hit points left. When he casts
hisfireball spell, he becomes severely fatigued instead of heavily fatigued. If he had tried
the same spdll with only 4 hit points, he would have been mortally fatigued, which is not
good.

L oss of Spell Points: Inasmilar manner, a character who has depleted his
magica energy is more susceptible to fatigue, too. The same rules gpply for reduced spell
point totals. Always count the character’ s spell points before the spell iscast, soa
1st-leve wizard cadting hisfirg gpell of the day is beginning with 4 spell points (or more)
and not zero! Again, aloss of 50% increases fatigue by one category, and aloss of 75%
increasesit by two. Specidist wizards add their two point totals together for comparing
the points spent to the origind totd.

Existing Fatigue: If afatigued character casts another spell, increase the fatigue
category of the new spel by oneleve if heis moderately fatigued, two levelsif heis
heavily fatigued, or three levesif heis saverdly fatigued. The character then acquires the
new fatigue level of the spell he just cadt, or stays where he was, whichever isworse. For
example, if the 8th-level wizard mentioned above was dready moderately fatigued and
he cast a2nd- or 3rd-leve spdll, the new spell would be considered heavily fatiguing
because of his exigting condition, and the wizard would become heavily fatigued.
However, if the wizard had cast a 19-leve spdl, he would have remained moderately
fatigued.

Note that fatigue can accumulate from other sources than cagting spells. In the
Player’s Option: Combat & Tactics book, there is afatigue system based on rounds of
combet. If thisisin play, awizard who fights for three or four rounds and then attempts
to cast a spell may bein deep trouble. Characters who are fatigued under that system are
consdered moderately fatigued here, and exhausted characters are heavily fatigued.

Effects of Fatigue: Naturaly, fatigued characters face some significant
disadvantages, as shown below:

Lightly fatigued characters have no combat pendties, but they risk becoming
more exhausted. Their movement rate is reduced to three-quarters normal, so most human
and demihuman wizards will be reduced fromal2toa9. A lightly fatigued character
might suffer from adight headache or just fed tired.

Moder ately fatigued characters suffer a—1 pendty to attack rolls and have their



movement rates halved. Characters e thisleve of fatigue might have a perastent
headache, dightly hazy vison, and pervasve muscle aches in random aress.

Heavily fatigued characters suffer an attack pendty of —2, and an Armor Class
pendty of +1. Their movement is reduced to one-quarter normal. Not only does the
character fed exhaugted, but he dso suffers from a splitting heedache, aches dl over and
could suffer from nose bleeds, eic.

Severely fatigued characters suffer a—4 pendty to al attacks and a +3 pendty to
their Armor Class. Their movement rate is reduced to 1. It isdmost impossible for the
character to stand up at this point (make a Dexterity/Baance check if the character
moves). Of course, he can still concentrate enough to cast spells, but just barely. Other
problems might be the inability to visudly focus on anything for more than a second,
extreme ringing in the ears, or whatever seems appropriate to the DM.

Mortally fatigued characters are incapable of attacking or effectively defending
themsdlves and collapse into atrembling hegp immediately. The character mugt attempt a
saving throw vs pardyzation; if hefails, the strain proves too much and he perishes. If he
passes, he remains unconscious for 1d6 hours before avaking severdy fatigued.
Obvioudy, a channdler should be extremely careful when he beginsto fed tired—he can
cause his own degth if he overdoesit.

Now that Kerian is armed with spells, he decidesit’ stime to head on out. Asheis
traveling through a lightly forested area, he finds himself facing down several large
spiders. Thinking quickly, he casts his invighility spell. Asa result, he loses 6 spell points
and becomes moderately fatigued. In an attempt to get into a better defensive position,
Kerian also realizes that he is too weak to even think about trying to run away. He
manages to stumble against a jutting boulder. In the meantime, the spiders are having
trouble finding the invisible invoker. Kerian takes this opportunity to prepare his
prolonged casting time version of firebal. After three rounds of gathering energy, Kerian
blasts the wicked group of spiders. Not only does he spend 7 spell points, but now heis
severely fatigued. Gasping for breath and sweating profusely, he watches the burnt
remains of the spiders. Without warning, another large spider bites Kerian. Now heis
faced with a quandary. If he casts even a 1st-level spell, he could perish. But then, if he
doesn’'t, he will most certainly die. Kerian managesto cast a final magic missle (the free
1st-level magick that had cost 8 SPs) at the remaining spider before lapsing into
UNCONSCi OUSNESS.

Recovering from Fatigue: Of course, wizards don't stay exhausted forever. Just
astheir spel points will eventudly replenish themselves, their physical cgpacities will
aso return. In order for awizard to “lose” one step of fatigue, he must make a successful
saving throw vs. paralyzation.

Lightly or moderately fatigued characters can attempt a saving throw for each
round of resting.

Heavily fatigued spdllcasters can attempt a saving throw for each turn of resting.

Severely fatigued wizards can attempt a saving throw for each full hour of resting.

Each extraround, turn, or hour (as appropriate) spent resting gives the character a
cumulative +1 bonus on his saving throw, o a heavily fatigued wizard who rests three
turns attempts three saving throws—the first with no modifier, the second with a+1



bonus, the third with a+2 bonus, and so on.

After four hours, Kerian regains consciousness and sits up. He is severely
fatigued but managed to accrue 8 spell points for each hour that he was unconscious,
which brings him up to his full amount. Snce there doesn’t seem to be any immediate
danger, he decidesto stay where heisfor an hour. At the end of the hour, Kerian
succeeds at a saving throw vs. paralyzation. Although he is now only heavily fatigued, he
still doesn’t feel like moving around (his aching body is making him feel dightly
nauseous). After two turns and three rounds, Kerian succeeds at two more saving throws.
He stands up and resumes his path.

Warlocks and Witches

In agreat amount of literature and folklore, magica abilities are considered
supernaurd; they’ re not normaly attainable by most humans, but instead represent gifts
or lore granted by dangerous powers. Wizards who subscribe to these beliefs do not learn
spdls from study and research; instead, they constantly seek to make contact with more
knowledgeable (and therefore perilous) entities of extraplanar origin. The best of these
crestures can be considered chaotic or neutral, while the worst are creatures of such
malice and power that the wizard risks his body, mind, and spirit when merely contacting
these entities.

Wizards who rely on these patrons for magical power are known as warlocks or
witches. Imps and familiars teach them their first Spdlls as novices, and asthey grow in
power they seek more and more powerful tutors. Magic comes easily to these characters,
asupernatural boon that allows them accessto dl the normal spell powers of a standard
wizard. Thereisagrave risk involved with contacting these extraplanar powers: the risk
of losing one' s spirit to the powers that grant the wizard his spells. Magic itsdf is seento
be wrong for mankind, an abomination of nature, and people believe that wizards who
dabble in such things will eventudly be consumed by the hungry powers they bargain
with for power.

Warlocks use the spdl point system as described earlier in this chapter, with the
following notes:

Free magicks may be used to provide the wizard with access to any spdll in his
repertoire, although they’ re sill more expensive than fixed magicks.

Thewizard may exceed hisnormd spell leve limit using the optiond rules
described previoudy.

The wizard may decide to cast spellsfor greater effect by smply spending more
spell points when he actually casts the pdll.

The wizard can save spell points by choosing to cast spells with a prolonged
casting time, reduced power, or pdls with a specid casting condition.

Warlocks and witches gain bonus spell points for high Intelligence scores.

In this system of magic, awizard uses hisnormd dlocation of spell pointsto
seect hisarsena of gpdls. Like the channdller, the character doesn't actualy spend his
spell points until he actudly casts a spell, and his battery of spells remainsin his memory
without vanishing. In other words, the warlock may make use of any of his memorized



spellsfredy until he runs out of spell points. However, please note that the warlock may
never cast more than nine spells of any one leve in the course of asingle day.

However, dl warlocks and witches have a serious limitation: Each time they
spend spd| points to cast a spell, they risk attracting the attention of a chaotic or evil
power. The character has a percentage chance equd to the number of spell points
expended, minus his character level, of being forced to take a step into the pact of service
with the maevolent power. For example, a 7th-level wizard casting a 4th-level spdl (15
SPs) has an 8% chance of drawing too much of his patron’s power and being required
ether to add to the debt of service that he owes his masters or start on the path of
servitude to another dark magter. There' s aways at least a 1% chance of this happening,
regardless of the character’slevdl.

Thefirst few steps of service are easy for the character, and not too great a
burden. In fact, when the character begins play as a 19-leve initiate, there are no
particular game or role-playing effects of his dlegiance to these powers, dthough some
societies may shun or persecute anyone who publicly admitsto trafficking with
supernatura powers. Increasing levels of servitude to the warlock’ s patron may have the
effects shown below; the DM is encouraged to be creative and maevolent. Note that
these stages of commitment parale the Dark Powers checks of the Ravenloft® campaign
SHting.

Stage One, Enticement: The character’s patron grants him a gift of some kind,
but one that comes with a price. He gains aminor unnatura feature or trait that gives him
both an advantage and a disadvantage. These could be red-glowing eyes that permit him
to see 30 feet in the dark; smdl horns, fangs, or talons that can be used to inflict 1d4
points of damage in hand-to-hand combat; the ability to hide in shadows as a thief of
equa levd; acute hearing or sense of smell, giving the character a+1 bonus to surprise
checks; or the ability to speak with dead, speak with animals, or use some other 1t- or
2nd-level spdll as a granted power once per day. In return, the character acquires avisible
mark, feature, or characteristic that marks him as one who dedls with forbidden powers.
his footprints are backwards, his voice is unnaturaly raspy and sepulchrd, his face shows
some conceadable mark of his alegiance, or whatever else the DM decidesis gppropriate.
The generd effect causes a—1 to —2 reduction to Charisma.

Stage Two, Invitation: The warlock’s patron powers grant the character
enhanced ahilities of some kind, but the sirengthening of their bond & so brings periods of
weakness or vulnerability on the character. The enhanced abilities could be a+1 to +2
bonus to any ahility score, abonus of +5 to +10 hit points, or superhuman stamina that
alows the character to ignore minor fatigue or the need to deep for more than four hours.
In return, the character must suffer through periods of weakness when his patron is
distant or inaccessible. For example, the character may have the spell point cogts of his
spells doubled during daylight, moonlight, in temples or sacred ground, or on ships or
boats. The more powerful the advantage, the more universa the character’ s disadvantage.
In addition to his lgpse in magica power, the character may dso suffer ahaved
Condtitution, Strength, or Dexterity score for aslong as the condition perssts.

Stage Three, Touch of Darkness. The warlock’s hitherto conced able features or
subtle traits become so widespread or deformed that thereis no chance of concealing
what he iswithout magica ad. For example, he may sprout great bat- shaped wings that
permit him to fly with amovement of 15 (C), his body may develop satyr-like hoofed



goat legsthat permit amovement of 18, smdl horns may lengthen into dagger-sized
wegpons cgpable of inflicting 1d6 damage each, his skin may become scdy or lesthery
for anatura AC of 6, he may sprout aspiked tail that permits him to attack for 1d6
damage, or hisblazing eyes may cause fear in anyone who meets his gaze.
Unfortunady, these sinister developments usually prevent the warlock from associating
in normal human society for the rest of hislife, with aloss of 3 to 6 points of Charisma

In addition, the character acquires some ghastly habit or dependency that markshim asa
creature of darkness. For example, the warlock may have to drink blood once per day, eat
raw mest or dirt, or degp only in graveyards. The character’ s aignment changes one step
towards evil or chaos to match that of his patron, incurring the normal pendtiesfor a
change of dignment.

Stage Four, Embrace: The warlock gains some supernaturd immunity or
resistance, but dso acquires a supernaturd vulnerability. For example, he may gain the
ability to only be struck by magica wegpons, as well asimmunity to sleep and charm
pells, resstance to pells of a certain school, immunity to poison, the ability to assume
gaseous form (much like avampire) or some other powerful attribute. The price he pays
isavulnerability such as susceptibility to holy water and turning attempts by priests, the
inability to stand contact with common materias such as cold iron or garlic, or the
inability to set foot on sacred ground. (Take alook at the customized limitationsin
Chapter 1 for more ideas.) Thisweakness can be deadly if used againgt the character by
enemies who discover its existence.

The character’ s dignment changes one additiond step towards that of his patron,
possibly incurring pendties for the change. In addition, there is a 1% cumulative chance
per day that the character’ s patron compels him to undertake some service or observe
somerite. The character is controlled by the DM for 1d6 days before he regains full
commeand of hisfaculties.

Stage Five, Creature of Darkness: Eventudly, the warlock’s pact with darkness
overcomes whatever vestiges of humanity remain in his heart, and he becomes adave to
the powers that raised him. At this point, the warlock is no longer vigble as a player
character and passes permanently into the DM’ s hands as an NPC. Powerful new abilities
manifest, such as magic resstance, additiond increases of ability scores, and powers
associated with undead mongters or fiends of various sorts.

Resisting the Descent: Fortunately for player characters, warlocks can attempt to
ress the encroaching evil by fighting off the descent into darkness by sheer force of will.
However, thisis not easy. When the character’ s use of spdll points creates the possibility
for adescent to anew level of servitude, the warlock can acquiesce and accept the new
gtage, or he can fight to retain his independence. This requires a saving throw vs. breath
wegpon, with a penalty equd to the leve the character is threatened by—a warlock at
Stage Three who isin peril of fdling to Stage Four makes his saving throw with a—4
pendty. The psychic turmail of this conflict completely occupies the character’ s attention
for 1d3 days, during which he cannot cast spdlls and fights with a—3 pendty to his attack
rolls.

Warlocks and Recovering Spell Points: Witches and warlocks don' t
automatically recover spell points with the passage of time. For these spellcasters, spell
points represent an ever-dwindling store of magica strength that can only be recharged
with significant risk. Once the character’s spell points have been expended, he must



perform a specid ceremony or rite to summon his extrgplanar sponsors and negotiate
with them for additiond spdll power. Thisrequires at least eight hours per character leve,
which meansthat a high-level wizard may require severd daysin order to renew his spell
powers.

This ceremony restores the wizard to hisfull dlocation of spdl points, a no time
can the wizard have more spel points than the maximum permitted for hisleve,
specidization, and Intelligence bonus. When the character advancesin leve, he gainsthe
full dlotment of pdl points for his new level without resorting to the ceremony.

Studying Spells: Like channellers, warlocks can change their dlotment of spells
and free and fixed magicks by resting and stting down with their spell books.

TheWarlock Campaign: If this variant magic sysemisused in play, wizards
are generdly detested by the rest of the world. Invariably, they turn towards evil asthe
beckoning power of darkness lures them into its embrace. Playing a heroic wizard in such
aseting will be extremdy difficult; by the time most wizards reach 5th or 6th leve,
they’ |l be well on their way to becoming menaces to the lives and sanity of al around
them. A good-aigned witch or warlock would be extremely scarce, Snce the basic
premise of this entire system of magic is that the end judtifies the means—a difficult
concept to reconcile with the precepts of good. These rare wizards must carefully ration
their spdls, usng their magica powers only in the direst Stuations, or they’ |l soon find
that they’ ve set foot to aroad from which they cannot turn back.

Defilers and Preservers

All forms of life contain aspark of magica energy, sharing amydicd life force
that awizard can use to power his pells. In order to cast a pdll, the wizard dowly and
carefully gathersthis power of life until he has accumulated enough energy to creete the
enchantment he desires. Wizards who cast their spellsin this manner are known as either
defilers or preservers, depending on whether they destroy the vegetation from which they
draw their magica power or work carefully so that the vegetation may live. Most wizards
can only draw energy from plant life, but at the very highest levels, defilersand
preservers can actually draw away the life force of animasaswell.

Wizards who rely on the energy of lifein order to cast their spells are afairly
common archetype in fantasy literature, but the modd you may be most familiar with is
the Dark Sun campaign setting. While defilers and preservers may seem to be
inextricably tied to the world of Athas, there' s no reason the DM couldn’t introduce this
system of magic into any campaign. Defilers and preservers use the spell point system as
described at the beginning of this chapter with the following options

Thewizard can exceed his normd spell leve limit by using the optiond rules
described previoudy.

The wizard may decide to cast SpdlIsfor greater effect by accumulating extra spell
points before actudly casting the spell.

The wizard can save on spell points by choosing to cast spells with reduced
power.

The defiler or preserver uses his dlocation of spdll pointsto sdlect hisarray of
spells normaly. However, none of these spells may be cast until the wizard gathers



enough energy to do so. To gather energy, the wizard concentrates on drawing the life
force that surrounds him into his body, draining it away from the nearby vegetation. If the
wizard chooses to defile his surroundings, the vegetation is destroyed by this process, but
acareful wizard can draw only enough energy to cast his spell, leaving the vegetation
around him dive and intact.

A preserver can accumulate spell energy at the rate of 4 spell points plus 1 spell
point per level each round; for example, a4th-leve preserver can accumulate 8 pell
pointsin one round of absorbing energy. If the preserver can gather the required number
of spell pointsin asingle round, he may cast his spdll in the same round, but otherwise he
may be forced to extend his cagting time by one or two full roundsin order to collect the
required energy. A preserver can't “hold” the energy; he can only collect life energy as
part of cagting aspell.

Since accumulating energy takes time, the character may suffer pendtiesto his
initiative depending on how many spdll points he draws in a single round, as shown on
the Table 22: Initiative Modifiers for Preservers and Defilers. Accumulating energy
requires the character’ sfull attention, so he cannot engage in melee or move a more than
afast wak while doing so. However, drawing energy is not actudly part of the
spdlcasting process and is not interrupted by suffering damage, faling saving throws, or
other such things as long as the character remains conscious and free of movemert.

Theinitiative modifier is based on the number of spdll points accumulated in the
round in which the spell is cast. In other words, a character may be wise to draw the
minimum number of points necessary to avoid a hefty initiative pendty for
“overcharging” himsdf for the spdll.

Table 22:

Initiative Modifiers for Preservers and Defilers
Spell Points Initiative
Accumulated M odifier
3orless —1 bonus
4106 none
7t014 +1 pendlty
15t0 29 +3 pendlty
30to 39 +5 pendlty
40to0 49 +7 pendty
50 or more +9 penalty

Dynos, a 5th-level preserver, is casting a haste spell. He can accumulate as many
as 9 SPs per round (4+5), but his spell requires 10 SPsto cast. Dynos spends one entire
round gathering energy and must gather at least 1 more spell point in the following
round in order to cast his haste spell. If he draws his full allotment of 9 more SPs, he
suffersa +1 penalty to hisinitiative. On the bright side, if he only draws the one point in
the second round, his haste spell will gain an initiative bonus to its casting time.



Rowan, an 11th-level preserver, normally gathers 4+ 11, or 15 spell points per
round. In order to cast her cone of cold (a 5Sth-level spell), she must gather 15 spell
pointsin one round, plus an additional 7 in the following round, which causes her to take
a +1 penalty to her casting time in the second round. However, Rowan is capable of
casting any spell of 4th level or lessin a single round.

Instead of drawing just enough energy to cast the spell desired, a preserver or
defiler can choose to continue to accumulate energy in order to increase the effective
cadting leve of the spdll, as described in thefirst part of this chapter. Each additiona
cadting leve requires an investment of 50% more spell points, so Dynos could cast his
haste as a 6th-level wizard by spending 15 SPsingtead of 10 SPsto cast it. Smilarly, a
character may draw less energy and cast a reduced- power version of the spell. In any
event, the initiative modifier is dways based on the number of points accumulated in the
round in which the spell isfindly cast. Rowan could decide to cast her cone of cold with
one extraleved of ability, but she now requires 33 SPsto do so and must gather energy
for two full rounds before unleashing the spell in the third.

The great advantage of the defiler liesin the speed with which he can gather
energy, sSnce he doesn't care whether the life around him survives or not. Defilers
accumulate 4 spell points plus 2 spdl points per leve in one round of gathering energy.
For example, a4th-level defiler can amass 12 spell points per round, instead of the
maximum of 8 dlowed a preserver of the same levd. Unfortunately, the act of defiling
destroys an area of 1 foot in radius per spell point acquired in this fashion, so the defiler
above would raze acircular area 12 feet in radius in one round of defiling.

Once apreserver or defiler castsa spdll, it iswiped from their memory just like a
norma wizard's Spell. Preservers and defilers can re-study their spells or change therr
gpell sdections asif they were standard mages.

The Pain of Defiling: Onthe surface, it may seem that there sno reason to be a
preserver when defiling offers such easy access to power. However, thereé sapriceto be
paid. The wanton destruction of life for persona power is not agood act; defilers can't be
good in dignment. In fact, most defilers tend to have evil tendencies, if not an evil
dignment. Secondly, the land destroyed by a defiler remains usdless for hundreds of
years, the ground may as well have been salted or poisoned by the character. Of coursg, if
the genera populace of an areawere to find out that a character is a defiler, that character
would mogt likely be hunted down. Destroying the land is considered an evil act by most
people—especidly the people who have to work with it.

In addition to destroying mundane vegetation, defiling inflicts 1d3 points of
damage per spdll leve (a successful saving throw vs. spell adlows haf damage) to any
plant-based monsters or creatures caught in the radius of destruction. And while animas
(induding humans and demihumans) don't suffer damage from the energy drain of most
defilers, it isapainful and unnerving experience that forces those characters caught in its
grip to suffer a+1 pendlty to initiative per spell leved; a5th-leve defiler cagting afireball
will cause those standing near him to take a +3 pendty on ther next initiative roll.

High-leve defilers (214 leve or higher) may dso gain the ability to drain life
energy from animas aswell as plants, increasing their power draw to 4 SPs plus 3 SPs
per leved. All living things caught in the defiler’ sradius of destruction (except the defiler
himsdlf) suffer 1d6 points of damage per spdl level. Obvioudy, thisisan act of



irredeemable evil, and it will make the defiler an enemy of dl the forces that protect life
and nature.

Alienists or Summoners

Alienigts ded with powers and entities from terrifyingly remote reaches of space
and time; for them, magical power is nothing more than the triumph of the mind over the
rude boundaries of dimension and distance. With knowledge and strength of will, the
eonsthat lie between the stars themselves can be conquered, and unspeakable things from
the endless black gulfs of space whisper terrifying secrets to the wizard who dares
communicate with them. Each spell, formula, or enchantment represents a hidden truth in
the structure of universe, a secret man was not meant to know, and the dienist plunges
without fear into abysses of chaos and entropy that would blast a wesker man.

While the warlock deals with supernatura powers, his patrons are creatures with
near-human intelligence and motivations. They may embody vice, mdice, or corruption
of the worst sort, but these are human faults. On the other hand, the dienig’saliesare
entities of cosmic evil older than time itsalf and thankfully ignorant (or uncaring) of the
very existence of mankind.

A campaign that features this philosophy of magic is adark and dangerous one
indeed. The cosmology of an dienist campaign necessarily reduces human deities and
powers to mere phantasms or petty children, who are themsalves blissfully ignorant of the
outer gulfs that surround humanity. If the DM decides that contact with dien powersis
the source of magicd ability in his campaign, player character wizards should be
extremely scarce.

Alienigsfal into three generd categories: priests, intellectuds, and scholars.
Sincethe dienig’ s patrons are powers in their own right, many cults or forgotten
religions venerate these entities, and some aienists are priests or students of these vile
societies. Intellectuas are characters who smply desire more and more knowledge, the
chance to plumb the reaches of space and time with the power of their minds; dl too
often, these dienigts blunder into adimension or abeing that is so inimica to human
thought or perception that they return asraving lunatics. The last type of dienis, the
scholar, is a character who approaches his work with the greatest caution. Often, the
scholar’ s god isto learn just enough to interfere with another dienist, and nothing more;
he understands that there are things human eyes should never see, and carefully avoids
them.

The dienist progresses as noted under the spdl point system, with the following
optionsin use:

The wizard may only choose fixed magicks.

The dienist may exceed his normd spell leve limit, with the pendties described
in the beginning of this chapter applied.

The dienigt can choose to reduce the spell point cost of a spdl by making use of a
prolonged casting time or sdecting a specid cagting condition.

The character gains bonus spell points for his Intelligence score, as described
ealier inthis chapter.



Alienigts memorize spdls normaly by using their spdll point dlocation to choose
how many spdlls of which leve will be available. When sdecting spdlls, an dienist can
reduce the spdll’ s cost by choosing alonger casting time or pecia casting condition. The
dienig’ s gpdls are cast normdly and vanish from memory after use, and he recovers
gpdl points normally, so on the surface the dienist seemsto be fairly close to a standard
wizard—the flexibility of the spdl point rules smply alows him to customize his arsend
of spdlls.

Unfortunately for the dienidt, learning a spdl in the firgt place isthe problem. At
1< levd, the dienist beginswith 1d4+1 19t-level spells. Each spdll he attemptsto learn
after thisinitia selection places his sanity a risk. (The chance of insanity varies with
el leve; see Table 24: Risk of Insanity by Spell Level.) Although the secrets unveiled
by the spdll may drive the wizard mad, going insane doesn't prevent the wizard from
learning the spell. In fact, the comprehension of aparticular spell isfar more unbaancing
than attempting to learn a gpell and failing, as reflected by the increased chance for
insanity when a character succeeds in hisrall.

Conducting spell research, investigating the formulae for potions or scrolls, or
researching the ingredients or process for creating amagica item dl create a chance for
insanity. The leve of the spell in question (or the nearest equivalent spdll in the case of a
potion, scroll, or magicd item) is used for the insanity check.

If the wizard fails his insanity check, he mugt attempt a saving throw vs. degth
meagic with apendty of —2. If successful, the wizard is merely delirious or incoherent for
1d3 days as he tries to reconcile his notion of the cosmos with the awful truth revesled to
him. During thistime, the character cannot cast Spells, and fights with a pendty of —1 to
his atack ralls. If the wizard fails both the insanity check and the following saving throw,
he mudt roll on Table 24: Random Insanity Chart.

Table 23:
Risk of Insanity by Spell Leve

Spell  Chance of M odifier to Random

Level Insanity? | nsanity Chart Roll
1st 4% none

2nd 6% none

3rd 10% +5%

4th 15% +10%

5th 22% +15%

6th 30% +20%

7th 40% +25%

8th 50% +30%

oth  60%° +40%

! Increase the chance of insanity by oneleve if the wizard succeedsin hislearn spells
roll; for example, if acharacter learns a 3rd-levd spdll, hisinsanity chanceis actudly
15%. The modifier to the insanity chart is il based on the spdll’ s actud levdl.



2 Maximum chance of insanity

Table 24:
Random Insanity Chart

d100Rolll Result

01-15 Ddirium

1620 Disorientation
21-24 Attraction

25-37 Phobia

3840 Paranoia

41-46 Alienaion

47-53 Amnesa

54-61 Hdlucinatory insanity
62—64 Médancholia
65-69 Dementia praecox
70-74 Monomania
75-79 Mania

80-81 Manic-depressve
82-89 Hebephrenia
9095 Catatonia

96-103 Delusond insanity

104114 Schizophrenia
115-119 Homicidd mania
120-124 Psychic trandocation
125+ Purauit

! The spell level modifies thisroll; see Table 23.

Many of these conditions are not true forms of madness, but instead represent
plagues, curses, or afflictions that may trouble the character. High-leve spdlsare much
more dangerous than low-level spdlsfor this purpose, Snce the most powerful spells
grant the wizard ingghts into the blackest gulfs of cosmic horror. Thefollowing list detall
effects of the various conditions:

Ddirium: The character lgpsesinto a state of delirium lasting for 3d4 daysduring
which he wanders amlesdy and mumbles to himself or rants and raves. He does not
recognize friends and is incagpable of any rationa action; heis easly frightened and flees
most encounters. The character cannot cast spells, and if heis restrained or threatened by
combat, he becomes catatonic for 1 to 6 hours. After the delirium passes, the character
returnsto normd.

Disorientation: The wizard's surroundings make no senseto him, and heis
temporarily unable to recognize places, people, or even his own possessions. Unlike
amnesa, the character retains command of his normd skills and abilities, athough he
fightswith a—2 pendty to his attack rolls and has a 20% chance of miscasting spells.



However, he has a difficult timeinitiating or following through on actions; if told to stay
put, he may wander off, or if his comrades flee from a mongter, he might remain behind,
unaware of his danger. The character has a 5% chance per day, cumulative, of recovering
from his gate.

Attraction: The character develops an unhedthy obsesson with a particular
place, thing, or type of item. This manifests as an uncontrollable desre to be close to the
subject of the atraction. Good examples might be a particular star in the sky, a mountain,
apecid gte, the seg, an artifact or item, and so on. This desire drives the character to
drop everything he' s doing and trave to the site (or in itsdirection, in the case of a
celedtid object). If the wizard' s friends stop him, he' Il become disoriented for 1d6 hours,
and then bend al his efforts towards resuming his trek by whatever means are necessary.
Thereis acumulative 5% chance of recovery per day.

Phobia: Exposure to some terrifying simulus leaves alagting mark in the
character’ s psyche and makes him mortaly afraid of some condition or cregture. A
character confronted with the subject of his phobia automaticaly flees the scene with dll
possible speed for at least 1d3 full turns. If the character cannot escape the condition, he
lapsesinto a catatonic Sate that lasts for 1d6 days. The DM can assign an gppropriate
phobia, or roll on Table 25: Phobias.

A character does not normally recover from a phobia, but certain spells or psionic
effects may desengitize him to hisfear or repair his mind.

Table 25;
Phobias

=
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Phobia

Acrophobia (heights)
Agoraphobia (open spaces)
Astrgphobia (storms)
Claustrophobia (small spaces)
Demophobia (crowds)
Entomophobia (insects)
Monophobia (being done)
Necrophobia (dead things)
Pyrophobia (fire)
Scotophobia (darkness)
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Paranoia: A wizard afflicted with this form of insanity becomes convinced that
the agents of the Outer Powers are aoroad in hisworld, his homeand, and even in his
home town. They could be anywhere. At first, he is merely suspicious of strangers, but as
the condition progresses, his suspicion spreads to those nearest him—nhis friends and
family—and grows in strength, so that he begins taking precautions to guarantee his own
safety. These precautions eventualy include lethd attacks and plots againgt his former
dliesand friends.

The paranoid’ s condition only grows worse as time passes; without magica



hedling or psychic surgery, he will not recover. Generdly, a paranoid PC becomes a NPC
under the DM’s control after 1d6 months have passed, or whenever the DM fedls that the
player isn't role-playing his character effectively anymore,

Alienation: The character experiences an acute sense of didocation or wrongness
in his surroundings. Heis certain that he belongs somewhere dse, dthough he cannot say
where that might be. While the paranoid experiences dienation towards people, an
dienated character regards everything in his surroundings—people, places, and things—
as unnatural and threatening. As the condition progresses, the cheracter loses his ability
to function in society and gradudly sinks into dementia praecox or catatonia over the
course of 1d6 months.

Amnesia: Unable to absorb the secrets revealed to him, the wizard instead purges
his mind of anything that reminds him of the horrors he has explored. Only hislanguage
skills remain; everything dse—his class sills, his proficiencies, knowledge of people
and places—vanishes. Heretains his hit point tota and origind saving throw vaues, but
for dl other purposes heisnow a 1st-level character with no proficiencies. The amnesiac
has a noncumulative 10% chance of recovery each month. During his amnesia, the
character may actualy begin his adventuring career al over again, possibly even
changing class and dignment.

Hallucinatory insanity: The character’ sindgghtsinto the true nature of things
leave him with the ability to perceive sghts, sounds, or sensations from the awful, dien
dimensionsthat parale our own. To other characters, the wizard appears to be hearing
things, seeing things, or experiencing things that don't exist. Unfortunately, these
hdlucinaions have a very tangible redity for the character himsdlf, and for any given
action he undertakes—cagting a spell, making an attack, even trying to walk across a
room or sudy his spels—there is a 33% chance (2 in 6) that one of his hdlucinations
didracts him, preventing him from completing the action. Each month, thereis a 10%
chance that the character learns how to ignore these frightful gpparitions and regains
control of his perceptions.

M elancholia: Theinggnificance of humanity in the face of the Outer Powersisa
terrifying concept, and awizard afflicted with meancholia suffers endlessfits of
brooding and depression as this knowledge sinksinto his mind. Each day, thereisa 5%
cumulative chance that the character experiences an acute episode that completely
disables him for 1d3 days. The meancholic will have no valition to travel, fight, cast
gpells, or even look after his own surviva, dthough his friends may be ableto lead him
aong on ajourney or keep him out of the way on an adventure. Meancholia perssts until
megicaly or psonicaly trested.

Dementia praecox: Thiscondition is Smilar to melancholia, but consgs of a
hopelessness or loss of valition. The character just can't bring himself to care about what
isgoing on around him, even ignoring direct attacks or immediate threais to hislife. Each
time the character attempts an action, such as undertaking ajourney, participaing in a
fight, or cagting a spéll, there is a 50% chance (3 in 6) that his dementia overwhems him
and heingtead does nothing. If the character loses hiswill to fight, he will not even
defend himsdf, losing any Dexterity adjustmentsto AC and suffering other pendties as
the DM deems gppropriate. Dementia praecox perssts until magicaly or psonicaly
treated.

Monomania: The wizard becomes obsessed with asingle god and works



ceasdlesdy until hisgod is achieved. Depending on the dienigt’ s origin, it might be the
summoning of one of the Outer Powers, the secret of the next spell leve, or the
destruction of aparticular cult or occult tome. Aslong as the wizard can pursue his god,
he can undertake any actions that further his purpose, but if he is somehow blocked or
prevented from acting, he islikely to lgpse into catatonia or become manic. Note that the
wizard' s Sngle-minded devotion to his cause is not hedlthy; he ignores deep, goes
without food, and otherwise neglects both himsdf and others. Monomania perssts
through 104 linked, long-term god's; when the wizard accomplishes them, he more or
less returns to normdl.

Mania: Terror of unimaginable depth turnsthe dienigt into astark, raving
madman. Every day, there is a 25% cumulative chance that he will suffer amanic episode
lagting 1d6 hours, during which he attempts to attack or destroy anything around him.
The maniac’s Strength isincredible; a character’ s Strength increases by 6 points (count
each percentile category of 18 as one point), to amaximum of 19. While the maniec is
raging, he can eadlly turn on and kill people close to him, but he' s just aslikely to run off
or try to gnaw the bark off atree. Even if the wizard is temporarily in control of his
senses, he cannot cast spells or embark on long or complicated tasks, the struggle to
retain control consumes too much of his attention. The dienist has a 5% chance per
month of recovering his Sability.

Manic-depressive: This condition combines the worst features of maniaand
melancholia. Every 1d4 days, the character’ s mood swings from the one condition to the
other. A manic-depressive s condition lasts until magicaly or psonicaly treated.

Hebephrenia: Some horrors can forever destroy the mind unfortunate enough to
perceive them; a character suffering from hebephrenia withdraws from redlity into a
childlike state, wandering amlesdy, ignoring most externd stimuli and babbling or
mumbling to himsdlf condantly. This condition is completely debilitating. The character
iseffectively feebleminded, unable to participate in norma society or survive without
congtant care. The dienist may never recover from such a profound shock and has only a
5% chance (noncumulative!) per month to regain his sanity.

Catatonia: The catatonic completely withdraws from redity, ignoring al forms
of externa stimulus. He cannot move, spesk, or act in any way, and may even ignore
food placed in his mouth or panful injuries. Thereis only a 5% chance per month
(noncumulative) that the catatonic will recover from his date, athough it is possble to
provoke a catatonic into a temporary rage lasting 1d6 rounds by continuoudy annoying
or pestering the poor fellow.

Delusional insanity: Thedienist believesthat he is something other than himsdif.
In many cases, he believes that his mind or persona has been placed into the wrong body,
believing that heis actudly acreature or entity of some distant dimension trapped in
human form. The steps he takes to rectify this could range from attempts at suicide to
complex summonings designed to open the “right” dimension to him. The character may
refuse to recognize his former friends and companions, or seek new alies more
appropriate to his“true” sdif, but he generdly retains dl his skills and abilities. Thereisa
5% chance per month that the delusion may end of its own accord; otherwise, only
magica or psionic treatment can help the character.

Schizophrenia: An dienig’s encounter with schizophreniais an extraordinarily
dangerous event. An entity or power from the outer reaches of the cosmos invades the



dienid’ s body, forming a second persondity that has its own gods and skills ditinct
from the wizard’ s normd personaity. This second persona may wish to do nothing more
than observe the host’ sworld, or it may plot to open adimensiona gateway to the plane
of itsorigin and bring others like itsdf to the mundane world.

Each day, thereis a 25% chance that the second personality takes over, retaining
control for 1d4 dayswhile it pursues its own purposes, whatever they may be. During this
time, thewizard is an NPC under the DM’ s control. This condition occasiondly corrects
itsdf after atime (if the invasive persondity finishes whatever it was doing and leaves
voluntarily), but most of the time the wizard will need magica or psonic hep in order to
exorcise the spirit.

Homicidal mania: This resembles schizophrenia, as described above, but it's
much worse. The invasve personais a cregture that delights in mayhem and murder, and
wants nothing more than to kill until it is sated. When the wizard loses control of his
mind, the entity begins stalking and killing its chosen victims (often those dosest to the
hogt), often employing bizarre or disgusting methods to further its enjoyment. As
described above, there is a dight chance (5% per month) that the entity leaves
voluntarily.

Psychic trandocation: Perhaps the most jarring event that could occur to an
dienigt, psychic trand ocation exchanges the wizard’s mind and persona with that of
some inhuman entity from beyond the sars. The effects are somewhat smilar to thet of a
magic jar pell in that the wizard finds himslf trapped in another’ s body while some
dien intdligence animates his own form. The invasve inteligence may Smply be
curious about the wizard' s home, it might have forced the switch in order to escagpe from
a precarious predicament in its own dimension, or it might have waited for eonsfor a
chance to project its mind to the dienist’ s world, with some dire purpose or summoning
in mind. There is a chance that the intelligence will leave of its own accord, or thet the
wizard may find ameans to reverse the situation and reclam his own body. The DM is
encouraged to be creetive and madevolent.

Pursuit: There are entities in the dimengons beyond our own that are so inimical
and insatiable that even spesking their names or catching a glimpse of their existence
courts disagter of the worgt kind. An dienist who blunders across something of this
nature accidentaly attracts the notice of a monstrous adien intelligence, which then
follows the wizard back to his home. The pursuing entity may be a powerful mongter that
desires to devour or possess the morta that roused it, or it could be aforgotten
abomination of formlessintelligence that desiresto devour or possessthe dienidt’ s entire
world. Again, the DM is encouraged to be cregtive and somewhat malevolent; mortas
who tamper with powers of this magnitude risk catastrophes of cosmic significance.

Recurring Episodes of Insanity

While awizard may emerge from a mind- blasting experience with his senses
intact after afew weeks, he is never the same afterwards. Each time the wizard is forced
to roll on Table 24, regardless of the actua result, his Wisdom score drops by 1d2 points
permanently. Wisdom represents stability, strength of will, and mentd fortitude; itisa
good measure of how many shocks a sSingle person can sustain in the course of his
lifetime. Should awizard' s Wisdom score ever be reduced to less than 3, he becomes
permanently insane, and he will never recover from whatever condition(s) he currently



suffers from.

However, there are ways to bolster a character’ s strength of mind after he suffers
aWisdom loss. A condition that is treated by means of arestoration or wish spell,
successful psychic surgery, or an elixir of health does not cause a Wisdom loss, since the
mind is restored to its origina state. Of course, when someone attemptsto hedl the
condition by usng aspdl or psychic surgery, there is a 1% chance that the heder will
contract the condition. As aresult, it might be alittle difficult finding someone willing to
help hed acharacter’ sinsanity.

Priests and Spell Points Just aswizards can create or customize their own spell
progression by usng pdl points, priests can aswell. Instead of memorizing the
“gandard” array of pells of each level, a priest can concentrate his magical power into a
smdl number of spels & the highest leve of power available to him, or he can instead
memorize a greater than normal array of low-level spdls. (Table 26: Priest Spell Point
Progression shows the number of spell points available to a priest as he progressesin
leve.) Other congderations include the following:

The priest must be well-rested and have access to a quiet place suitable for prayer.
It takes about 10 minutes per Spdl level to commit a pdll to memory.

The priest is limited in the maximum spell levd he may cast, based on his
character level. For example, a 5thleve priestis il limited to spells of 3rd-leve or
lower.

The priest islimited in the maximum number of pells of each levd that he can
memorize, regardless of how many spdl points he has available; for example, a Sth-leve
character can’'t memorize more than six spdls of any given spell leve.

Table 26:
Priest Spell Point Progression

Max. Spells
Priest Max. Spell  Memorizedat  Spell
L evel L evel Each Level Points
1 1s 3 4
2 1st 4 8
3 2nd 5 15
4 2nd 5 25
5 3rd 6 40
6 3rd 6 55
7 4th 6 70
8 4th 7 90
9 5th 7 125
10 5th 7 160
11 6th 8 200
12 6th 8 240
13 6th 8 290



14 7th 9 340

15 7th 9 400

16 7th 10 460

17 7th 10 530

18 7th 11 600

19 7th 11 675

20 7th 12 750

21+ 7th 12 +75 per leve
Table 27:

Bonus Spell Points for Priest Characters
Character Level/Spell Level

Wisdom 1-2 34 56 7+
Score 1st 2nd 3rd 4th
13 4 4 4 4
14 8 8 8 8
15 8 15 15 15
16 8 20 20 20
17 8 20 30 30
18 8 20 30 45
19 12 25 45 60

Bonus Spell for High Wisdom: In addition to the base number of spell points available
at each levd, priests with high Wisdom scores gain a specia bonus to reflect their piety
and devotion. (Thisisagandard rule in this spell point system, unlike the optiond bonus
spd| point rule for wizards with high Intelligence scores,) The number of bonus spell
points depends on the character’ s Wisdom score and the maximum spell level available
to him, as shown in Table 27: Bonus Spdll Points for Priest Characters.

A 2nd-level priest with a Wisdom of 18 is still limited to spells of 1st-level or less,
so his spell point bonus would be 8 points—enough to purchase the two 1st-level bonus
spells he would receive under the PHB rules. A 4th-level priest with a Wisdomof 16 is
limited to 2nd-level spells, so he would gain 20 bonus spell points, or enough to select the
two 1st- and two 2nd-level spells he would normally be entitled to.

Note that as acharacter risesin level, and his maximum spell leve increases, the
number of bonus points available to him may increase aswel!

Naturdly, dl of the normd condderations of choosing a spdl aoply; the priest
does not need a pell book and can choose any spell that falls within his spheres of
access. Spells may be chosen as pre-memorized fixed theurgies (the priestly equivaent of
magicks), or the priest can leave atheurgy open to use any spell he wishesto by sdecting
afree theurgy (see the description for wizards.)

Minor Spheres of Access



Normadly, a priest who wishes to select spells from one of his deity’s minor
spheres of access may only choose spells of 3rd leve or lower. However, with the spell
point system, the power’ s secondary interest in aminor sphere can be represented by an
increased cost to select these spells. Since the power is only tangentialy concerned with
these aress, the priest has to work harder and devote more time and concentration to
memorizing these spells. Under this optiond rule, spells selected from a minor sphere of
access are treated as if they were one level higher for spell point costs For example, a
priest with minor access to the sphere of heding could select cure light wounds, but the
spell would cost him 6 SPsinstead of 4; see the Table 29: Spell Point Costs for Mgor and
Minor Spheres.

On the surface, this seems inefficient for the priest, and to some degree it is. But
there is an advantage to this optiona system: the priest is no longer limited to spells of
3rd leve or lower in hisminor spheres. In the preceding example, the priest with minor
access to hedling now has the capability to utilize neutralize poison or cure serious
wounds—athough it is cogtly for him to do so.

Table 28:
Spell Cost by Level (Priest)

Spell Fixed Free
Level Theurgy Theurgy

orison — 1

1st 4 8

2nd 6 12

3rd 10 20

4th 15 30

5th 22 44

6th 30 60

7th 40 80

Table 29:

Spell Point Costs for Mg or and Minor Spheres
Spell Major Major Minor Universal
L evel Fixed Free Fixed Free!
Orison  — — — 1

1st 4 8 6 12

2nd 6 12 10 20

3rd 10 20 15 30

4th 15 30 22 44

5th 22 44 30 60

6th 30 60 40 80

7th 40 80 50 100

! Universd free dlows priests to choose any spell of that level.



Free Theurgiesand Minor Access: Because spdls of the same level may not
have the same spell point cost under this optiond system, free theurgies don’t work in the
normd fashion for spellsin minor spheres. The priest has two choices: he can pay the
spel points for amajor free theurgy, which alows him to frey choose from any spell of
that level to which he has mgjor access, or he can pay for auniversal free theurgy, which
dlows him to choose from any spdl| of that leve, regardiess of whether he has mgor or
minor access to the spell. See Table 29: Spell Point Cogts for Mgor and Minor Spheres.

Arkhosia, a 4th-level priest with a Wisdom of 17, has 25 plus 20 or 45 spell
points. She chooses to memorize one 2nd-level spell asa major free theurgy (12 points),
one 1st-level spell as a universal free theurgy (12 points), one major fixed 2nd-level
theurgy (6 points), one minor fixed 1st-level theurgy (6 points) and two major fixed
1st-level theurgies (4 points each). She ends up spending 44 of her 45 spell pointsto
memorize a total of two 2nd- and four 1st-level spells. Under the standard PHB rules, she
would be entitled to five 1st- and four 2nd-level spells, so Arkhosia is choosing to
memorize fewer spells, but giving herself the flexibility of two free sots.

Orisons

Appendix 1 of this book introduces the orison, or clerica cantrip. These minor
blessings and invocations require only 1 spell point apiece and are considered to be free
theurgies, the priest may make use of any minor magica powers appropriate for the spell
without selecting the enchantment ahead of time. The number of orisons that may be
memorized is equd to twice the priest’s maximum number of spells of one level—a
3rd-leved priest could memorize as many as 10 orisons, Snce heislimited to five spells
of any oneleve.

Recovering Spell Points

Unless one of the optiond systems of magic isin play for priestly magic, sodl
points are regained just like spell capability in the sandard AD& D game. In other words,
if acharacter gpends 10 spell points to memorize amgjor fixed 3rd-leve spell, those
points are “tied up” by holding the spell ready in the character's memory and can't be
used to memorize another spell until expended. Spell points used to memorize free dots
are dso tied up in the same fashion.

Once acharacter casts a pdll, the spell points used to hold that spell (or dot) in
memory are gone. The priest must rest for at least eight hoursin order to regain spell
points expended through casting spells and spend about 10 minutes per spell leve in
devout prayer to use those points to memorize new spells.

Priests and Systems of Magic Asyou may have noticed, there are afew differences
in the way priests and wizards acquire and memorize spells. The spdl point systems
described for each class dready reflect these differences to a degree; for example, some
of the wizard's optional rules aren’t appropriate for priestly spellcasters, and vice-versa,
while the amount of spell points available to each class of spellcagter variesin order to
portray the “norma” spell progression.

A very good way to highlight the differences between priests and wizardsis to



assign schools or systems of magic to each. For example, if you liked the wizard system
of defiling and presarving, you may want to rule that priests cast spells by means of the
channdling rules. In the campaign, wizards will have to be aware of the life energy
around them asthey cadt their spells, while priests will instead be concerned with their
own capecity to ded with the destructive power of divine energy. This provides each
classwith its own distinct flavor and fes—even though both priests and wizards will be

keeping track of spdl points.

Channdlling

Every time apriest casts agpell, he touchesasmal portion of the infinite. The
unimaginable power of adeity poursinto hisbody and is directed into a spell effect. But
the mortd frame was not meant to contain such energies, and the priest risks exhaugtion
or even death by caling on his god’ s power too frequently.

The same rules described for channdling wizards apply to a channdlling priest.
The priest gains spdl points as described above, dlocates them to fixed or free theurgies,
and sdlects the spells he wants to have locked into memory as fixed theurgies. Free
theurgies may be used to provide the priest with access to any spdl in hisrepertoire,
athough they’ re more expengive than fixed dots. The priest may exceed his norma spell
levd limit or cast spellsfor greater effect, dthough his deity may choose not to grant him
these enhanced powers. The priest modifies his spell point total based on his Condtitution
score; the character’ s hit point adjustment for Congtitution is added to or subtracted from
his spell point totdl. If thislowers a 19-leve priest to less than 4 spell points, he ignores
the adjustments; al priests have a least 4 spell points.

While the priest may have spell points “alocated” or “tied up” in fixed and free
theurges, this makes no difference for achanneller. His selection of spellssmply creates
adate of spell powers which the character can access and defines the cost in spdll points
for making use of these powers. The character may cast any spdl| that he has avallable
through ether afixed or free dot normaly, except that the spell dot does not vanish from
his memory once he's cast the pell. Instead, the character deducts the number of spell
points required to energize the spdl from his spdl point totd.

Spdl pointsin this system represent magical stamina. They are recovered asthe
character’ s fatigue fades and his stirength returns. (Refer to Channdllers, on page 80.)
Spell points are recovered as shown on Table 20.

In addition to the depletion of spdl points, channdling dso causes immediate
fatigue effects. Refer to Table 21 and the fatigue rules that follow. Note that the effective
level of aspdl may be higher than itstrue leve, especidly if the priest makes use of a
spdl from aminor sphere of access or casts a spell a a greater than norma effectiveness
by paying extra spell points to do so. Consider quest spellsto be two spell levels higher
than the caster can cast for purposes of caster fatigue and exhaustion.

Ritual Prayer

A priest isan ordinary human, and his spell powers represent nothing more than
the favor of his deity. Without his patron power’ s blessng and attention, the priest is
completdly incgpable of widding magic. Thus, in order to invoke a spell, apriest must
engage in preliminary prayers, invocations, and rites designed to attract his deity’ s notice.



When the power responds, the priest is infused with the spdll points necessary for his
spdll.

Table 30:

Initiative Modifiers for Ritua Prayer
Spell Points Initiative
Accumulated M odifier

3orless —1 bonus

4t06 none

7t014 +1 pendlty

15t0 29 +3 pendlty

Table 31:

Modifiers to Ritua Preparatory Times

Modifier Condition

+1 SP/rd Cadting from place of interest

+2 SP/rd Cadting from sanctified/holy place

+1 SP/rd Priest givesasmdl offering

+2 SP/rd Priest gives amoderate offering

+4 SP/rd Priest givesamgor offering

+1 SP/rd Cadter is pure or faithful to temple

-1 SP/rd Cadgter has committed mild infractions or failed to observe normd rites
and prayers

-3 SP/rd Priest is casting a previoudy expended spell

In this system, the deity or power is concerned more with the priest’s show of
devotion and observance of the proper form, and considers the priest’s actud Stuation to
be irrd evant—after dl, martyrs are made every day. The priest purchases hisinitia
sdection of gpdls by dlocating spell points to free and fixed theurgies of the various
gpell levels. These represent very specific prayersthat he will use to focus his deity’s
power, if the power chooses to respond.

The normd options and rules governing priestly spdll pointsarein use. In
addition, the priest may make use of the reduced spell cost option, choosing the
prolonged casting time in exchange for a 25% reduction in the spell cost. This extends the
cadting time of aspell to the next highest time increment, so a spdl with a cagting time of
4 would require four rounds to cast, and a spdll with acasting time of afull round would
take aturn to cast.

Before the priest can cast apell, he must firgt invoke his deity’ s attention by
speaking various preparatory prayers and performing other actions favorable to his
power. In game terms, he must accumulate enough spell points to power the desired spell.
Low-leve spells are very easy to cast, requiring nothing more than amoment’s



concentration and a brief invocation. However, it can teke along timeto build a
higher-level spdll. A ritud priest gathers 2 spdll points per round through his invocations
and prayers, but the cost to cast aspell isreduced by the priest’slevel. For example, a
1st-leve priest cadting a 1st-level spell must gather 3 spell points (4 for the spell, less 1
for hislevel), which would require one full round of prayer, plus part of a second round.

If the priest’slevel reduces the spell’ s cost to O, the priest need not spend any time
gathering spdll points and casts the gpel with the norma cadting time initiative modifiers.
In the example above, a priest of 4th level or higher reduces a 1-leve spdl to acost of
0, which means he can cast the spdll without spending time to gather his deity’s favor
beforehand. In effect, the spell is minor enough that the power trusts the priest not to
misuse his or her divine energy.

In many cases, the priest’ s gathering time will require more than one round. The
1st-leve priest described above must gather 3 spell pointsto cast his spell, which means
that he gathers 2 pointsin the first round of concentration, and the remaining point in the
round in which he casts the Spdll. Thereisadight initiative modifier for this, as shown
on Table 30: Initiative Modifiers for Ritud Prayer.

Theinitiative modifier is based on the number of spdll points accumulated in the
round in which the spell is cast. For example, a 5th-level priest casting a 3rd-levd spdl
must draw 5 spell points (10 for the spell, less 5 for hisleve), which requires two full
rounds of concentration and part of athird—but since he only needs to gather 1 spell
point in the last round, he gains a—1 bonusto his initiative when he actudly caststhe
spdl.

There are ways to accelerate this otherwise tedious process. Invoking the deity’s
power in asanctified place, making a sacrifice pleasing to the deity, or staying true to the
deity’ s precepts are al good ways to ensure that the deity in question will be willing to
empower the priest with spell energy. See Table 31: Modifiersto Ritua Preparatory
Timesfor examples.

Place/Site of Interest: The priest islocated in some place favored by the god.
This could be aforge for a deity of smithery, abusinessfor agod of commerce, or a
battlefield for a power of war.

Sanctified or Holy Place: The priest islocated in ashrine, temple, or place of
specid and unique significance to the deity he serves.

Offerings. The priest destroys or surrenders items or materids pleasing to his
patron power. This could range from treasure, wegpons, or gems to such things as exotic
gpices, candles, or specialy-prepared libations. A deity of war or battle might consider a
gem-decorated sword to be aminor offering, asword of specid sgnificance or qudity to
be a moderate offering, and a magica wegpon to be amgor offering. Asarule of thumb,
asmdl offering must be worth at least 50 gp, a moderate worth 500 gp, and amaor
offering 2,000 gp or more.

Purity and Faithfulness. Thisis a subjective cal on the part of the DM. Hasthe
priest been careful to follow the precepts of both his temple and his dignment? Has the
player gone out of hisway to role-play his cheracter’ s dedication, or has he beenlazy in
portraying the priet? If the character has been played well and isin favor with his
superiors and his deity, this bonus applies.

Previoudy Expended Spell: Whiletheritud priest generaly expends spdlls



normdly, it is possible for him to gather spell energy in order to re-use a spell that he
dready cast. However, thisis quite difficult, and unless the priest has some other factor
going for him—an offering or agood location from which to cast—he will be unable to
attract the divine power necessary to re-use a spell.

Regaining Spell Points: As noted above, ritua priests expend their spdlls
normally, striking them from memory as they cast the enchantments. In order to reedy
himsdlf to use aspdl again or change his spdll alocation, the priest must rest for at least
eight hours and spend gpproximatdy 10 minutes per spell level praying for the spells he
desres. Despite the fact that ritud priests gain spell energy directly from their daities, the
complicated prayers and forms required to cast a spell must il be refreshed
occasiondly.

Conditiona Magic

In this system of priestly magic, deities grant the ability to cast spdlls based on the
priest’s need, not just on form or prayer. A faithful priest following his patron power’s
tenets will usudly receive the spells he requests, but a priest who strays from the path
will soon find that his patron no longer supports his actions. While the urgency of the
priest’ srequest is a consderation, the deity’ s primary concern iswhether or not the use of
that particular spell will benefit the deity’s own purposes and causes at that moment. The
priest’s spdl powerswill vary with the interest and support of his deity.

The following option is used for conditiona magic:

Spells belonging to aminor sphere of access are more costly than pdlsfrom a
magor sphere, as described earlier. Priests may request free or fixed theurgies by meeting
the normal spell point codts.

Many of the norma priest restrictions are till in place for priestsusing
conditiond magic. Firs of dl, priests must sill “memorize’ any spdl that he wishesto
have access to. After dl, if the priest is granted the ability to cast the spell, then he should
be familiar with exactly how to go about doing so! Secondly, while the priest can cast
gpdls at ahigher character level than his own, he cannot use spells from spell lists above
his own spdl levd.

Before apriest actudly begins play using this system of magic, the player and the
DM should take some time to define positive and negative conditions for that priest’s
faith. These are Stuations or guidelines that define the deity’ s interests and ensure that
the priest only invokes his god's power in pursuit of the deity’s ams. Here are some
examples of conditions:

Table 32
Effects of Conditions

+4  Cader may cast the spdll asif he were 4 leves higher with no incresse to spell
point cost (see Casting Spellsfor Greater Effect), or he may choose to reduce
the cost to 25% normal.

+3 Caster may cast the spdll asif he were 2 levels higher (no increase in SP cost), or



cast with 1 extralevel and a 50% break in the spdll point cost.

+2 Cagter may cast the spell asif hewere 1 leve higher (no additiona SP cost) or
choose to reduce the spell point expenditure by 50%.

+1 No unusud effects.

0 Caster must either select one negative effect of reduced spdll cost and pay the
normal spdll point cost, or he can cast the spdll at the usud leve by paying 150%
of the normal cogt.

-1 Caster must select two negative effects of reduced spell cost and pay the norma
gpell point cogt, or spend twice as many pell points as normd in order to cast the
spell without reduced effect.

-2 The ol fals completely, expending the norma amount of spell points required.

Positive Conditions

The priest isengaged in combat againgt atraditiond enemy of the god or the faith,
such as giantsfor apriest of Thor, or orcsfor the priest of an elven god.

The priest islocated in aplace sacred or specid to the deity, such asa
mountaintop for agod of the air, or adeep forest for adruidical power.

The priest isengaged in aStuation favorable to
the daity; fighting for agod of war, trading for amerchant power, committing theft or
burglary for agod of thieves, or in the open during a storm for a storm god.

The priest’s spdl will directly benefit another worshipper of the same deity, such
as hedling a padadin of the same faith or using spellsto protect townspeople who follow
the priest’ srdigion.

The spdll fulfills atraditiond role or guideline of the power—darting afirefor a
fire god, sowing deceit for agod of mischief, or offering advice or guidance in the case of
agod of wisdom or knowledge.

Negative Conditions

The spell aids or supports atraditional enemy.

The priest islocated in aplace inimical or opposed to his power (awind priest
adventuring underground, afire priest venturing out on the ocean, etc.)

The priest isinvolved in a Stuation distasteful or opposed to his patron power (a
priest of chaos using his spdlsto restore order, apriest of healing attempting to injure
someone with his spells, apriest of battle trying to avoid or escape from afight).

The spdl will directly or indirectly injure or discomfit a fellow worshipper or the
templ€ sinterests.

The priest has failed to observe one of his patron’s holy days or rites, has violated
his aignment, or has generdly misrepresented his patron recently.

As an example of how these conditions might work, consider the case of a priest
of Tempus from the Forgotten Realms campaign setting. (Tempusis a chaotic deity of
battle and storms.) For his positive conditions, he sdlects casting spellsin battle, casting
gpells during astorm, and casting spells that enhance or augment awarrior’s ability to
fight, such as bless, emotion, and other such enchantments. For his negative conditions,
he selects cadting spells outsde of afight, avoiding or fleeing a battle, and spdllsthat ad



lawful characters. Naturdly, the DM can either set up these conditions himsdf or alow
the player to set them
up and then approve the conditions.

Any timethe priest casts a pell, the player should compare the number of
positive conditions that gpply to the number of neggtive conditions, and consult Table 32:
Effects of Conditions.

Maglas, the priest of Tempus previously described, is locked in battle with an
ogre during a thunderstorm. Deciding that things aren’t going his way, he decides to cast
an obscurement spell to cover his escape. Snce heisin battle, and the weather is
appropriate, he has two positive conditions. On the other hand, he’s getting ready to flee,
which is a negative condition. Thereisa net + 1 positive condition, which means that
Maglas can cast the spell normally.

Inthis system, if apriest castsa gpdll, it's still expended until he can re-memorize
it. .. but saving spell points may alow the character to find room for an extrafree
theurgy. For example, if Maglas manages to save 8 spdl points by casting severd spells
in favorable conditions, he may now add a 1st-leve free theurgy to his spell repertoire for
the day.

Recovering Spell Points. Priests who use conditiona magic recover their spell
points normally (see Recovering Spell Points) and may change their spell selection any
time they rest eight hours and spend the time to pray for new spells.

Druidicd Magic

Priests of druidica or agricultural powers may be able to use preserving magic
(see Defilersand Preservers). Preservers draw their magica energy from the lifeforce
that surrounds them but are careful not to draw too much. If the preserving magic system
isalowed for wizards, this option should not be available for priests—it’sagood ideato
keep the flavor and methodology of wizard magic and priest magic distinct and separate.

Preservers strongly resemble ritual priests, snce both must gather their energy
before cagting their spells, but preservers harness the lifeforce around them, while ritua
priests rely on the power of their deity.

Other Spellcasters Wizards and priests aren't the only spellcagtersin the AD& D
game; paadins, rangers, and bards also have magical abilities. These are represented by
gpell point progression tables smilar to those of the previous sections, dthough these
characters don't acquire their spell powers until alittle bit later in their careers.

Paladins

While paadins must wait until 9th level to gain access to their spell powers, they
rgpidly increase in strength until they reach thelr maximum spd ability at 20th levd.
Pdadins are smilar to clerics or crusaders, but they are considered to have access to the
spheres of combat, divination, hedling, and protection. The paadin’s spell point
progression is shown on the Table 33: Pdadin Spell Point Progression.



Table 33:
Paladin Spell Point Progression

Max. Spells
Paladin Cagting Max. Spell Memorizedat  Spell
L evel L evel L evel Each Leve Points
9 1 1st 1 4
10 2 1st 2 8
11 3 2nd 3 15
12 4 2nd 3 22
13 5 3rd 4 30
14 6 3rd 4 40
15 7 4th 4 50
16 8 4th 5 60
17 9 4th 5 70
18 9 4th 5 80
19 9 4th 5 90
20+ 9 4th 6 105
Table 34
Spell Costs by Sphere (Paladin)
Spell Major Major Minor Universal
L evel Fixed Free Fixed Free
orison — — — 1
1st 4 8 6 12
2nd 6 12 10 20
3rd 10 20 15 30
4th 15 30 22 44

Regardless of the character’s actud leve, his casting leve is based on how long he has
actually been ableto use spdlls. A 9th-leve pdadin is consdered a 1st-level cagter for dl
level-based variables that are part of a gpdl description. Thislevd of ability increases as
the paadin continues to advance, reaching a maximum of Sth level when the paadin
reaches 17th level.

Just like wizards and priests, paladins are limited in the maximum spdll levd avalable at
any gven character level. A Sth-level pdadin may only use 1g-levd priest spdls, whilea
paadin of 15th level or higher can use spdls of 4th level or lower. Pdadins are dso
limited in the maximum number of spells of any one leve they can memorize a asngle
time. Unlike wizards or priests, paadins do not gain additiona spdll points after 20th
leve.

Major and Minor Spheres. Under the optiona rules presented in Chapter 3, apaadin
may actudly select minor access to dternate spheres. Because the paadinislimited to



spells of 4th leve or less, the usua digtinction between mgor and minor spheresis
waived; the only difference isin the cogt to use spells from dternate minor spheres,
instead of his primary spheres. See Table 34: Spdll Point Costs by Spheres.

Pdadins recover spdll pointsjust like other priestly spellcagters. If one of the
optiond systems of magic isin play, paadins should use the mechanics that are used by
priestsin the campaign.

Rangers

Rangers gain their spell powers somewhat faster than paadins do, but in the long
run they’ re less formidable as spellcasters; pdadins are more powerful. Rangers have
more in common with druids or shamans than other varieties of priests and may only
learn spdlls of the plant or animal spheres (unless the character has been customized
using the rules presented in Chapter 3). The ranger’s spell point progression gppearsin
Table 35: Ranger Spell Point Progression.

Judt like paladins, rangers begin with the spellcasting ability of a 15-leve
character and reach their maximum casting level of 9 when they reach 16th leve. They
arelimited to spdls of 3rd levd or less and are dso limited in the maximum number of
spells of eech level they may memorize a one time. Rangers pay the same number of
spell points to memorize spells as padadins do.

Rangers normdly use the same system of magic that druids or shamans usein the
campaign. This could include preserving, channdlling, or conditional magic, & the DM’s
discretion. Rangers reach their maximum spell ability at 16th level and do not gain more
spdll points at higher levels.

Table 35:
Ranger Spell Point Progression

Max. Spells
Ranger Cadgting Max. Spell Memorizedat Spel
L evel L evel L evel Each Level Points
8 1 1st 1 4
9 2 1st 2 8
10 3 2nd 3 15
11 4 2nd 3 22
12 5 3rd 4 29
13 6 3rd 4 36
14 7 3rd 5 43
15 8 3rd 5 50
16 +9 3rd 5 60
Bards

With access to any spell and the ability to continuoudy improve their spell
abilities, bards are not very far behind wizardsin terms of sheer magica power. While
they do not gain spdl ahilities until they reach 2nd leve, they dways use their actud
character leve for cdculating level-based effectsin a spdll; they have no separate



“cadting level,” like rangers and paadins.

Bards often employ a different syslem of magic than wizards, snce their pdls
can represent ancient songs or enchantments woven from the interplay of voice,
ingrument, and dance. Certainly, some systems of magic—alienists or warlocks, for
instance—would be inappropriate for the bard’s magicd skills. The bard’s spell point
progression is described in Table 36: Bard Spell Point Progression.

Generdly, bards follow the rules described for wizards in this chapter for
memorizing and cagting spdlls. Like wizards, they may devote extra spell pointsto
memorize free magicks, memorize spellsfor greater effect, use spells at reduced cost, and
any other options the DM deems appropriate. Bards are limited to seven spells of any one
leve, but continue to gain Spdl points after they reach 20th level.

Table 36:
Bard Spell Point Progression

Max. Spdlls
Bard Max. Spell Memorizedat  Spell
L evel L evel Each Leve Points
1 - - -
2 1st 1 4
3 1st 2 8
4 2nd 3 15
5 2nd 4 25
6 2nd 4 35
7 3rd 4 45
8 3rd 5 55
9 3rd 5 65
10 4th 5 70
11 4th 5 85
12 4th 5 100
13 5th 6 120
14 5th 6 140
15 5th 6 160
16 6th 6 190
17 6th 6 220
18 6th 7 250
19 6th 7 285
20 6th? 7 320
21+ 6th 7 +35 per level

1 If the bard is dlowed to specidize (see the class design rulesin Chapter 3), he gainsthe
bonus spell points shown in parenthesis in addition to the sandard amount.

2 |f the optiondl rules for exceeding spell level limit arein play, bards of 20th level or
higher may attempt to employ 7th level spells.



Table 37:
Spell Cost by Leve (Bards)

Spell Fixed Free
L evel Magick Magick

cantrip — 1

1st 4 8

2nd 6 12
3rd 10 20
4th 15 30
5th 22 44
6th 30 60

Optional Rulesfor Spellcasters

At the DM’s option, bards, rangers, and paadins may make use of some of the
optiona additions to the spdll point rules. These include casting spells for greater effect,
reducing the spdll cogt, and using the rules for cantrips or orisons as appropriate.
However, bonus spell points for high Intelligence or Wisdom scores should not be used,
gncethisisaspecia bonus for dedicated priests and wizards.

Chapter 7:
Spell Research and Magical Item Creation

Wizards and priests are congtantly devising new and interesting applications for their
magical powers. It seemsto be a part of the job description; most player characters dive
into research and item enchantment as soon as they reach the required level and set aside
enough money for an appropriate laboratory or dtar.

At firg glance, these activities may seem like they’ re not worth the time and the
trouble. After al, researching anew spdl or creating anew magica item can be alengthy
and expensive undertaking, uncertain of success. In fact, many DMswill requirea PC
wizard or priest to embark on severa adventures—some quite hazardous—in order to
obtain the knowledge or materias necessary. More than one character has dlowed his
ambition to lead him into expensive or fatd midakes.

While research and item cregtion are difficult and tedious endeavors, they can
aso be extremdy rewarding. Firgt of al, player characters confronted with a specific
problem may be able to devise a gpell or item that can respond to that problem perfectly.
Secondly, new items or spells have the advantage of surprise; everyone knows what a
fireball isand how it works, but Felgar’ s incandescent strike is another matter entirely!
New spells or items can provide player characters with defenses or capabilities never



before seen in a campaign.

Spell research and magicd item crestion are discussed together in this chapter
because they represent one of the most rewarding and interesting aspects of the AD&D
game the ability of a character to creste something that will outlast his or her own career
(or evenlifetime, in some casesl), becoming a permanent part of the DM’ s campaign
world. After al, spells and items with names attached to them were first cregted by
adventuring wizards and priests no different from any other player character. What
wizard doesn’ t dream of being known as the next Rary, Bigby, or Otiluke?

Spell Research At some point, amost any player character spellcagter is going to want
to try hishand at spell research. Devising anew spdll isagreat way for a character to
make alagting mark on a campaign, as noted above, but it's aso afun exercise for the
player and the DM; anew spdll customizes and aters the campaign and the game itsdlf.

While both wizards and priests can research new spdlls, it's much more common
for wizards to do so. The philosophy of experimentation and investigation seems much
more gppropriate for wizards, sSince priests are inclined (quite naturaly) to take things on
faith and stick to the proven powers and abilities of their patron deity. However, there's
no reason why a PC priest couldn’t participate in as much research as he or she wishes to;
thisisonly agenerdization, not arule.

There are two parts of spdll research: designing the spell, and actudly executing
the spdll research in game play. The player and DM will have to take time to work out the
details of the spell before the character can embark on his research.

Proposing a Spell

Player characters can research four types of spels: existing spells that they just
haven't had the opportunity to learn, “look-dike’ spdlstha gpproximate an existing
gpdl| thet they failed to learn; spells that would exceed the norma maximum number of
spells dlowed by a character’s Intelligence score; and completely new spells never before
seen in the campaign. Note that priests never have to worry about conducting the first
three types of research, since they can use any pdl belonging to a sphere to which they
have access. Priests only conduct spell research to create entirely new spells.

Existing Spells: From timeto time, wizardswill find that there isa particularly
useful or valuable spell that dudes their grasp. There' s no reason that awizard can't
decide to research afireball or magic jar if he getstired of waiting for an old spdll book
or scrall to fal into hislap. Thisisfairly sraightforward, since the spdl description
aready exigts; the PC can go on to Conducting Resear ch.

Extra Spells: By the time most wizards reach moderate leves, the maximum
number of spellsthey may know & any given level may become quite restrictive. For
example, awizard with an Intdligence of 14 may only know nine spdls of oneleve. In
order to continue to add to his spdll book, the wizard must research any spells above and
beyond this limit, instead of Smply scribing newfound spells into his spell book.
Obvioudy, this makes adding spdlls a tedious and time-consuming chore after a certain
point, but if the PC iswilling to spend the money and time, he may exercise this option.
Again, since the spdll description aready exists, the PC can go on to Conducting
Resear ch.

New Spells: The most interesting aspect of pdll research, the creation of new



spells requires a careful write-up and analysisin order to spot potentia problems or
abuses. Since the player must generate dl the game-effect information for the spell, he
must first write up afull description and then submit it to the DM for approva and
modification. Note that modifying anew spell (i.e., ddeting components, improving
cagting time or range, or changing the way it works) congtitutes anew spell. Creating a
“look-dike’ spdl to mimic aspdl the PCisunableto learn isaso considered to be new
spell research. Go on to Describing a Spell and follow the process of approva and
research step-by-step.

Describing a Spdll

Thefirg step in creating anew spell is describing its intent and effects. The
interested player should take some time to write up a spell description smilar to the
godlsin the Player’ s Handbook. Generdly, anew spdl should be just that—new. Spells
that do the same thing as existing Spells or a combination of existing spells aren't redly
new, and need a better “hook” for purposes of spell research. Here are some guidelines,
by category:

L evel: Naturdly, the character should be able to cast the spell he! strying to
develop, so the spel in question must be at or under his norma maximum spell leved. For
example, a 6th-level wizard can use spells of 3rd-level or less, so he can research 14-,
2nd-, or 3rd-levd dls.

Compare the proposed spdll to asmilar spdll to get an ideaof what afar level
assignment should be. Generdly, spdlls should inflict about one die of damage per levd,
give or take a die; compare the spdl’ s potentia to magic missile, fireball, or flame arrow.
Spellsthat do not alow saving throws, or spellsthat can affect an opponent regardless of
hislevel or Hit Dice, are often of higher level than amilar spdls. Spdlsthat are
improvements of existing spells should be one to three levels higher than the spell they're
moded led on, depending on the extent of the improvement.

School/Sphere: Refer to Chapter 1 and Chapter 2; brief descriptions of each
school of wizard magic and each sphere of priest magic appear in those chapters. Both
wizards and priests may only conduct research in schools or spheresthey have accessto,
S0 acleric may not research new animd or plant spells, and an invoker may not research
illuson gdls.

Range: Damage-inflicting atack spdlls should have a good judtification for
ranges greater than 150 yards (or more than 10 yards per caster leve), while
nondamaging attack spells (sleep, hold, polymorph, and other such effects) rarely exceed
more than 100 yards (or more than five yards per caster level) in range. Other spells can
vary wildly in range, depending on their function; communication or transportation spells
may dlow arange of hundreds of miles.

Duration: While damage from attack spells or the effects of many noncombeat
spdls are permanent, most spellsthat create a condition or change of status for their
subjects have a well-defined duration. Durations can be defined by time (the preferred
method) or until a certain predefined event occurs. For example, invisibility lasts until the
caster makes an attack, while acharm can last for afew days or for severa months,
depending on the victim. Very few low-level spells should bring about a permanent
change or wesknessin aliving target.

Area of Effect: A spell that can affect severd people at once, or severa dozen



people a once, is inherently more powerful than a pdl that affects asingle individua.
Spells designed to affect severa enemies can affect arandom number of subjectsin a
cube of about 20 to 30 feet (for example, hold person affects 1 to 4 targetsin a 20-foot
cube). Spdlls designed to affect more than 10 or 12 individuas shouldn't be larger than a
fireball, which affects a gphere of 20 feet in radius. Exceeding these limits requires a
more powerful (and therefore higher-level) spdl than one that stays well within them.

Components: Most spdlls should have dl three components—verba, materid,
and somatic—unless there's a good reason for omitting one. Spells with only one
component are fairly rare. Note that spells without verbal components can be cast even if
the character is silenced, and are therefore more dangerous than they may appear to be at
first look.

Materiad components that are hard to come by or very expensive can be used to
control aspdl’suse in acampaign. Even though a 19-leve wizard can use identify, each
time he does s0, he must ruin a 100 gp pearl. If the DM enforces materia component
rules, the wizard might think twice before casting the spdll any time he fedslikeit.

Casting Time: The rule of thumb for wizard spellsis a cagting time of 1 per
levd, so a4thleve spdl (for ingtance) should have a cagting time of 4. Priest spells
default to a cagting time of 3 plus 1 per level, s0 a4th-leve priest spell should be around
a7.If agpdl issgnificantly under this mark, it should ether be wesker than spdllsof a
amilar leve, or higher in leve than normd. Conversdy, a prolonged cadting time may
help to compensate for other advantages.

Saving Throw: While the nature of the saving throw varies with the purpose of
the spell, enchantments that incapacitate the victim without the benefit of asaving throw
should be rare or limited to atype of victim affected. The sleep spell isagood example; it
alows no saving throw, but can only affect low-Hit Dice creatures. Damage-causing
spells that affect more than a Sngle target without a saving throw are uncommon and
tend to be highin levd.

Description and Effects. When cregting the actud description of the spell,
remember to note who it affects, how it works, what it does, and how it can be stopped or
undone. If the duration, range, or saving throw is described as * specia,” make sure you
note how it is specid and what itslimits actualy are.

Mogt spells should perform one specific action, dthough spells may present
severd gpplications from which one can be sdected when the spell is cast (see Otiluke's
freezing sphere for an example of this). Spellsthat actudly do two or three things a once,
such as shadow door or guards and wards, are quite rare and are amost dways
high-level enchantments.

Last but not least, creating a new spell is an opportunity to be creative—fed free
to add any color or specid effectsthat are gppropriate. A spell that makes a character
imperviousto cold is useful, but not very colorful; however, a spdl that transforms a
character’ s blood to magicd ice water, thereby enabling him to resist cold damage, isa
little more interesting. Also consider side effects or dangerous combinations of powers
when writing up the spell description.

Approval and Modification
After the player writes up the spdll and refinesiit, the DM should review and
andyze the spdll. Isit theright leve, or isit more powerful than it should be? If the PC



was the target of his own spdll, would it completely obliterate him? Thismight beasign
that the spdll istoo strong. Are the effects reasonable and appropriate for its power level?
Does it permit the subject a chance to avoid its effects? Does the spdll intrude on arole
best |eft to another character—in other words, would it make the wizard a better thief
than the party’ s thief, a better fighter than the party’ sfighter, and so on? A spdll can take
afew stepsin thisdirection, but it should be examined carefully. And, most importantly:
do you, the DM, think that this spell will make your game better or make it worse?

If the 3ol is wdll-badanced and well-considered, then the PC can go onto
Conducting Resear ch. However, if it needs some work ill, you can ether return it to
the player and inform him of any objections, or pencil in the modifications you think are
gppropriate to make the spell work in your campaign. Remember, the player dways has
the option of deciding to not go through with the research if he doesn't like the way the
spell turned out after the DM looked at it!

Conducting Research

Now that the spell has been described and approved by the player and the DM, the
character can begin his research effort. Spell research istime-consuming and expengve.
First of dl, awizard must have access to awell-equipped research laboratory and library,
as described in Chapter 5. Infact, if hislibrary isn't good enough for the research, he may
need to spend time and money improving his scholarly resources before beginning the
research at all!

Priests can get by without purchasing these expensive facilities, but they must
have access to the holy writings and texts available a a gpecific temple of their deity
selected by the DM. In many cases, apriest will have to embark on a pilgrimageto a
remote monastery or atheologica university to find the research materials he will need.

Secondly, the character must refrain from adventuring and concentrate solely on
his research, to the excluson of dl other activities. Spell research consumes & least two
weeks per spell level, so researching a 3rd-level spdl would require at least Sx weeks of
game time. The character may take breaks from his research to attend to other matters,
but if the bregk islonger than aday, he suffers a setback of some kind and loses one
week’ sworth of research. For example, if awizard finishes four weeks of research and
then finds that he must travel out of town for three days, he must repeat one week of his
gudies. If the break turns out to be longer than the time he' s dready invested, dl the
research islost and he must sart over.

Basic Time of Research = 2 weeks per spdll leve

Money isdso an issuein spell research. Expending the supplies, reagents, tomes,
and books required by the research consume 100 to 1,000 gp per spell level, above and
beyond the norma maintenance cost of any laboratory used by the character. Priests must
invest in pecia incenses, candles, and other rdligious items of smilar cost. The DM can
st the price to aleve he deems appropriate, but it should aways represent abit of a
gtretch for the character.

Basic Cost of Research = 100-1,000 gp per spell level
Successor Failure: If the character meets dl the expenses and putsin histime



with the books, he may attempt a success roll after the minimum research time (two
weeks per Spell leve) has passed. The chance of successis 10% and is modified by the
researcher’ s Intelligence score (for wizards) or Wisdom score (for priests) and experience
leve, lesstwice the leved of the spell being researched. (See below.)

Basic Success Chance = 10% + 1% per point of relevant ability score + 1% per
experienceleve — (2 x spdl levd).

For example, a 7th-leve wizard with an Intelligence of 17 researching a 3rd-leve
spell has a success chance of 10% (base) + 17% (Intelligence) + 7% (experience level),
minus 6% (3rd-level spell), for atotd of 28%.

If the character does not succeed in hisfirg attempt (unless he s very high levd,
he probably won't), he may continue his research. At the end of each additiona week, he
may atempt a check with a+10% cumulative bonus. However, if the character ever rolls
aresult of 99 or 100 on his success check, the DM may rule that the spell proves
unworkable and must be abandoned.

Note that the success check replaces the norma learn spells mechanic—if the
character can successfully research the spell, he can add it to his book autometically.

New Spells in the Campaign

A unique spdl isavauable commodity, one with sgnificant trading value among
other wizards or priests. An enterprising PC can choose to sdll his hard-earned knowledge
for whatever price he can get for it, or he can hoard his spell for his own use. In some
cases, awizard may want to be careful about flashing his newfound powers about in
public; unscrupulous spellcasters have been known to stedl the inventor’s spell book in
order to wrest the secrets of the new enchantment from its creator! Priests are less
vulnerable to thiskind of activity, but it's dways possible that their patron power may
take aliking to the spell and make it available to other priests of the same mythos.

Magical Item Creation In many AD& D campaigns, characters are defined by their
magica items. Rings, potions, boots, cloaks—a kinds of devices exist that are designed
to let a character bresk the rules of the game in one way or another. Controlling the
player character’ s acquisition of powerful magical items may be one of the most
important jobs of the DM, since too little can lead to boredom or stagnation, while too
much can create an ever-iraling devation of power gaming and wreck a good game
even fadter.

Just because a character has the ability to make amagica item, the DM shouldn’t
wave his hand and | et the item appear in the campaign. It’'simportant to Strictly enforce
the detalls of magicd item creation, Sncethisis acharacter power that can unbdance a
game very quickly. The point isfor the player to appreciate dl the trouble and effort his
character goes through in order to create even smple items. Forging a powerful item may
take a character out of the campaign for months.

Creating magica items has been described in greeat detail in the Book of Artifacts,
and againin DM™ Option: High Level Campaigns. The rules presented here mirror those
systems and sum up the process for ease of reference. In addition, some more ideas for
strange materids and components for magica items are included in order to widenthe



range of bizarre quests and riddlesa DM can throw at a character while he'sworking on
his next potion or devising anew ring or wand.

Standard vs. Nonstandard Items: A character isn't limited to duplicating
magicd items that gppear in the DMG. He can choose to devise completely new magica
items, tailored to his own needs and tastes. However, the character can attempt to create
new items as he seesfit. Some may be Smple variants of exigting items—for example,
there' s no reason aring of displacement wouldn’t work as well as a cloak of
displacement. Other items can incorporate powers never before seen in amagica item.
Generdly, variant items suffer a—5% penalty to the fina success check, and nonstandard
items suffer a—10% pendlty.

Specialist Wizards: Some magica itemsvery clearly duplicate the effects of
certain spells or specidist schools. For example, awand of polymorphing isobvioudy an
item with strong ties to the school of dteration, while awand of force belongsin the
school of force. If the DM agrees that the item in question doesindeed fdl into the
character’ s specidty, the wizard gains a +5% bonus on his success check when cregting
the item.

Specid Ingredients

Cresting an enchanted item is difficult. Even the smplest devices require
extraordinary materials and processes. In many cases, characters find that an item just
isn't worth the trouble of gathering the components, treating or refining them, and then
weaving the spells that empower the final product. The DM’ s best means for controlling
player character item cresation is through the specia ingredients required by a particular
item.

There are two types of specid ingredients. materials and processes. Materids are
just what one would think—components that are actually incorporated into the structure
of the item. Processes are steps that somehow refine, imbue, or dter the basicitem. In
ether case, the ingredient can range from common to exotic, embracing amost anything
imaginable.

Materials: Asagenerd rule of thumb, more powerful items require more unusud
materias. Materids may actudly represent physical components of theitemin
question—the metd used to forge aring or arod, the wool from which acloak is
woven—or materias might be additives or refinements, such as ahandful of pixie dust
for apotion of flying, or the scales of a giant snake that are incorporated in a phylactery of
proof against poison.

Materids can be completely nonmaterid, metaphorica ingredients as well as
tangible substances. The courage of aknight, the spirit of a mountain, or the breath of a
butterfly are dl examples of thistype of ingredient. A player character may haveto
exercise quite abit of ingenuity and inventiveness to capture these rare qualities or
essences!

Materids are divided into three general categories. common, rare, and excatic.

Common materias can be acquired amost anywhere. Sted, leather, bone, cloth,
oak gaves, and other such things are dl common materids. Note that items suitable for
enchantment must be made of the finest materids available, so awizard might have to
commission an ore-Smeter to create the very purest sted available. Even the most
common magica items require materials worth 100 gp, a abare minimum! Intangible



common materids could include the tears of a maiden, the strength of a smith, or the
essence of arose.

Rar e materias are more difficult to find or more expensive. A particular type or
grade of silk, diamonds, roc feathers, ebony, awizard' s bones, or iron smelted by a
master dwarven smith would be rare. Intangible materids could include the tears of a
heartbroken maiden, the strength of aking, or the essence of rose harvested on the first
night of a new moon. Common materials produced or gathered under unusua
dreumstances—such as the rose essence just described—also count as rare.

Exotic materids can only be acquired through an adventure on the part of the
character. Silk woven from a phase spider, afaceted diamond never exposed to light, an
archmage' s bones, alock of agoddess s hair, or sted smelted from afdlen gar are dl
exotic materids; intangible materids might include the tears of a heartbroken princess,
the strength of the grestest king in the world, or the essence of arose harvested by the
light of a comet that returns once every twenty years.

Processes. Almost anything that aters, changes, decorates, or aidsin the
production of an item without becoming part of the fina pieceis a process. Naturdly, the
exact nature of the process varies with the physical form of the item; potions might be
mixed or brewed in a specid retort, boiled over afire fuded by an unusud substance,
dtirred in a pecid fashion, ditilled, evaporated, infused, fermented, separated, or
purified. Other processes appropriate for various types of item include the following:

Ink for scrolls can be brewed much like a potion;

Thedloy for metalic rings must be mined, smelted, and then cast in some kind of
mold, extruded as wire, or cold-worked. Setting stones, polishing, tempering, inscribing,
or etching could finish the ring. Rings can aso be made from nonmetallic substances,
carefully carved stone, wood, or bone would work.

Wands and rods can be made of wood, iron, bone, crystal, stone, or amost
anything imaginable. These items might require lathing, seeping, tooling, sanding,
carving, polishing, enamdling, etching, or inlaying.

Staves are dmogt dways made of wood, but a gaff’s heds—meta bands that cap
the ends—could be made from any number of substances. Staves can be lathed, carved,
steeped, tooled, sanded, inlaid, or set with crystals or stones.

Functiona weapons and armor can be made from iron, bronze, sted, or any of a
vaiety of fantagtic dloys. Arms of +3 vaue are usualy made from specia meteoric Sed,
+4 wegpons or armor are made from mithral-alloyed sted, and +5 arms are of
adamantite-alloyed stedl. Processes used to make these items include mining, smeting,
refining, forging, cagting, tempering, cooling, etching, inlaying, sharpening, and
enamdling or panting.

Other items could be beaten, boiled, embroidered, engraved, carved, painted,
smoked, cured, glazed, decorated, upholstered, tempered, lacquered, cooled, or heated in
someway. Take alook at the appropriate proficiency descriptions for an idea of some of
the processes involved.

Common processes could include chasing, engraving, marking, or finishing in any
of the manners described above. Rare processes would add a hard-to-find materid—
embroidering with gold threed, boiling in the skull of awizard, or painting with pigment



made from the blood of a cockatrice. Exotic processes could include such things as
deeping the item or its components in the energies of the Positive Materid Plane,
smoking it over afire fuded by branches of Y ggdrasil, the World Oak, or forging the
item with a hammer touched by the hand of agod.

Potions

Among the eesest of items to make, potions range from smple heding brewsto
potent mixtures capable of taming dragons or restoring a character to complete health and
sanity. Some potions are clerica potions and can only be manufactured by priests. These
indude the elixir of health, potion of extra-healing, potion of fire resistance, potion of
healing, potion of sweet water, and potion of vitality.

Level Requirements: Both priests and wizards must be at least 9th leve to create
potions. Specidigsin the school of achemy may brew potions at 6th leve, but must use
specid procedures to do so. They may use the standard procedure after reaching Sth leve
or continue to use their specia process.

Facilities: Wizards require an alchemical laboratory or aforge to brew potions,
priests must have a consecrated atar. (See Chapter 5.) A wizard may need to expand his
library in order to obtain the texts and tomes needed for researching the potion’s formula

Resear ch: Before a character can brew a potion, he must discover what
processes, materials, and specid ingredients are required, and how these must be
combined for success. This research requires 1d3+1 weeks at a cost of 100 gp per week,
but if the character uses acommune or contact other plane spell to speed hisresearch, he
automaticaly sucoceeds in the minimum time.

If the character has afull dose of the potion in question to use as asample, the
research takes only one week and costs nothing. However, he gtill must have accessto a
laboratory or an dtar in order to conduct the research.

Alchemigs may use the research rules above once they reach 9th level, but before
that they must follow alengthier and more expensive process if they take advantage of
their ability to create potions before other wizards can. An dchemist of less than Sth level
must spend two weeks and 500 gp per potion leve to research the formula and then pass
alearn spdls check. (A potion’s equivaent spell leved isits experience point value
divided by 100, rounded up.)

Once a character has researched a potion’s formula, he need not research it again;
he can create samples of the potion as often as he wishes, aslong as he follows the cost
and time requirements.

Processes and M aterials. Potionsthat contain only a single-use require one rare
materid and one common process; potions thet provide severd doses with one brewing
require an exotic material and arare process. (See Special Ingredientsat the end of this
chapter.) Potions that normally produce more than one dose include potion of diminution,
elixir of health, potion of extra-healing, potion of fire breath, potion of fire resistance,
potion of growth, potion of invisibility, oil of impact, and potion of rainbow hues.

One of the advantages of the dchemist is that he need not obtain specid
ingredients before creating a potion; his knowledge of chemicas and reagents enables
him to amulate these rare materids, whether he is using the dchemica process or the
magica process.

Codt and Time: Assuming that the character is able to obtain any specia or



unusua materids required for the potion, it will cost him anumber of gold pieces equd
to the potion’ s experience point value to brew the potion. This process takes one day per
100 gp required.

The achemica process usualy requires one full week and 300 to 1,800 gp
(3d6x100) to brew apotion. If the potion’ s experience point vaue is greater than 700,
then the achemist must spend an extra day per 100 experience points brewing the potion.
However, a 9th leve, the dchemist may choose to use the norma potion-brewing rules
instead.

Success or Failure: The base chance for a successful brewing is 70%, +2% per
character level, —1% for every 100 gp the potion costs. For example, a 13th-level wizard
brewing apotion of fire breath would have a success chance of 96% (70% + 26% for
character levd), less 4% (400 gp), for atotd of 92%. The DM should make this check in
secret, snce on anaturd roll of 96 or higher the process fails, and the potion is cursed in
some way (typicaly, it becomes a potion of poison or delusion instead of whet it should
be).

Alchemists may instead use alearn pdlls check, with a+1% bonus per character
level, to seeif they are successful in brewing the potion. Or, if the dchemist is Sth level
or higher, he may produce the potion by magica means, usng the normal success check
of 70% + 2% per levd. If thisisthe case, the dchemist gains a +5% to his success chance
dueto his speciaist knowledge of potions.

Talghaz the Enchanter, a 9th-level wizard, decides that he needsto produce a
philter of lovein order to help a princess fall in love with one of his comrades. Talghaz
already possesses a minimal library and arranges to borrow the laboratory of his
alchemist friend. As a result, he can begin his research without any additional expense.
He uses no special techniques, so the research takes 1d3+ 1 weeks and costs him 100 gp
per week.

After three weeks, Talghaz finishes his research. He discovers that the potion
requires the tears of a dryad as a rare material and, with some grumbling, sets out to find
a dryad and convince her to shed a few tears for him. One week (and an interesting
adventure) later, Talghaz returns to the laboratory with a vial full of dryad tears and sets
about brewing his potion. A philter of loveis worth 200 XP, so it takes Talghaz two days
and 200 gp to brew the potion.

When Talghaz finishes, the DM checks in secret to see if he was successful. The
base chance is 70%, plus 18% for Talghaz s level, less 2% for the potion’s experience
point value. The DM also decides that a philter of love isright up an enchanter’s alley
and gives Talghaz the +5% bonus for specialization. His total chance of successis 91%;
if the DM rollsa 96 or higher, the failure creates a cursed potion. (Wouldn't that be a
surprise for Talghaz sfriend?)

Scralls

Like potions, scrolls are fairly easy to manufacture and are aso accessible to
characters of moderate level. Scrolls come in two varieties. spell scrolls and protection
scrolls. Spdll scrolls are exactly what the name implies—scrolls that store spells that can
be cast amply by being read. Protection scrolls are specid single-use magicd items that
provide defense againgt a number of threats.



While any character may read a protection scroll without the benefit of aread
megic pdll, wizard spells cannot be cast from a scroll or transcribed into a spell book
until aread magic spel or effect has been employed by the reader. This can be done at
the time of the scroll’ s use, or the reader can prepare ahead of time by using read magic
in advance; once magicaly read, a scroll remainsinteligible for the character who reads
it. Note that only wizards, thieves, and bards may read wizard spells from spell scralls,
thieves and bards can bypass the norma requirement to read magic by usng their specia
class ailities.

Priest spells do not require aread magic spell in order to be used from a scroll.
Priegts, thieves, and bards may read priest spells from spell scralls.

Low-leve wizards and priests may be able to read spells from scrolls that are
normaly beyond ther abilities; even a 19-level wizard has a chance to pronounce the
incantation for afireball or lightning bolt correctly. Refer to Scrolls, in Appendix 3 of the
Dungeon Master® Guide.

L evel Requirements: Wizards may create scrolls when they reach 9th leve.
Priests may scribe scrolls when they reach 7th level. Any spell the character knows (or
has access to, in the case of a priest) can be placed on ascrall, or the character may
attempt to create a protection scroll.

Geometers (specidigsin the wizard school of geometry) have a pecid ability to
creste pdl scrolls beginning at 4th level and protection scrolls at 7th level. When a
geometer reaches 9th leve, he may instead use the normd scroll creetion processif he so
desires.

Facilities: Wizards require access to any kind of |aboratory (alchemicdl, forge, or
research) in order to blend the ink for the scroll, dthough thisis afairly smple task given
the right ingredients. Priests can blend the ink in any reasonable work area, but then must
have access to a consecrated dtar in order to actudly scribe the scroll.

Resear ch: Thereis no research required for spell scrolls or for protection scrolls
that mirror pells available to the character. For example, if awizard knows how to cast
antimagic shell, he can write ascroll of protection from magic without performing any
kind of research. If the scroll has no spell equivaent known to the character, he must
research the scroll using the norma spell research rules. To figure out a scrolls s effective
spdl level, divide the experience point vaue by 500 and then add 2 (Leve = XP/500+2).
For example, scrollsworth 1,000 experience points are considered 4th-leve spdls,

Protection scrolls that have spdll equivalentsinclude the following scrolls:

Scrall Equivalent
Protection from elementals dismisAl
Protection from magic antimagic shell
Protection from petrification sone to flesh
Protection from plants antiplant shell
Protection from poison neutraize poison
Protection from possession digod evil
Protection from undead control undeed
Protection from water ary water

Processes and Materials: Scrollsrequire three components: some form of paper,



aspecidly-blended ink, and a unique quill. Common paper, parchment, or papyrus may
be used to create the scroll; paper provides a +5% bonus to the success roll, while
papyrus inflicts a—5% pendty. All scrolls require arare quill of somekind.

Ink for spells of 1t to 3rd leve requires arare ingredient; ink for spells of 4th to
6th leve requires an exotic ingredient; and ink for spells of 7th to 9th leve requires arare
and an exotic ingredient. (Use the spdll level equivaents noted above for protection
scrolls)

Geometers have the specia advantage of requiring nothing except common paper
or parchment and arare quill (which can only be used once); the ink is not important for
the geometer’s scrolls.

Codt and Time: Inscribing aspell onto a scroll takes one day per spell levd,
while creating a protection scroll takes one full week of uninterrupted work. The only
cost incurred is that of obtaining the required materias.

Geometers have the same time requirements, but must pay 100 gp per spell leve
for their materias for spell scrolls, or 300 to 1,800 gp (3d6x100) for protection scrolls.

Success or Failure: The base chance to successfully create a scroll is 80%, +1%
per character level, —1% per spdl leve (or equivaent spell leve, in the case of protection
scrollg). If the character fails the success check, the spdl heis currently inscribing falls,
and he may not add any more spdlsto that scroll, but any spdlls previoudy placed on the
scroll remain intact and may il be used.

The DM should make the check in secret, since anatura 96 or higher on the
success check creates a cursed scroll. The crestor of the scroll has no ideathat hiswork is
flawed until he tries to use that particular spdll.

Geometers use alearn pdls check instead of the norma success check if they
produce the scroll without any magical ingredients or processes. If ageometer creates a
scroll using the usua methods described above, he gains a +5% bonus to his success
check due to hisfamiliarity with scrolls

Milana, an 8th-level priestess, decides to create a scroll of protection from
poison, since she and her fellow adventurersintend to go wyvern-hunting. Because
Milana is capable of casting the spell neutrdize poison, she does not need to do any
research. Because the spell equivalent is 4th level, the scroll requires an exotic material
for the ink. The DM decides that the ink must include nightshade harvested during the
dark of the moon, so Milana spends a week or more locating the deadly mushrooms and
waiting for the proper time to collect them. The quill must be a feather steeped in the
venom of an adder, and Milana attends to that as well. Fortunately, her templeis near a
good-sized town, and she can easily procure paper.

After gathering the necessary materials, Milana blends the ink (no cost or time)
and begins scribing scroll of protection from poison This requires one full week, at no
particular cost—although the patriarch of her temple suggests that an offering for the use
of the altar would be appreciated. Milana’s chance of success is 80%, +8% for her level,
—4% for the equivalent level of the scroll. The use of paper gives her a +5% bonus, for a
total of 89%. Milana passes the check easily, and finishes her scroll.

Other Items
This broad category includes dl other types of magicd items, including rings,



wands, staves, rods, miscellaneous magical items, and weapons and armor. Player
characters can manufacture dmost any kind of magical item gppearing in the DMG,
except for magica books, tomes, manuals, librams, grimoires, or artifacts of any kind.

In addition, aplayer character may be redtricted from creeting a particular item by
his class. Wizards can create any magicd item that is not pecificaly reserved for the use
of priest characters (i.e., an item such as a staff of curing) or limited to certain races (such
as boots of elvenkind). Racid items are created by priests of that particular race. If the
item can be used by other characters aswell as priests (for example, helm of
teleportation), the wizard can manufacture the item. On the other hand, priests and
specidist wizards can only creste items thet they can use. When cregting an item, a
specidigt wizard gains a +5% bonus to his chance of succeeding.

The most important aspect of an item’s enchantment has very little to do with its
purpose or form. Magica items are divided into severa |oose classes that are based on
the nature of the enchantment: sngle-use, limited-use, sngle-function, and
multiple-function.

Single-use items are depleted after a Sngle usage. Most potions and scrollsfall
into this category, but these have been discussed aready. Other Sngle-use magicd items
indude such things as beads of force, incense of meditation, or any of Quaal’ s feather
tokens.

Limited-use items have a set or variable number of charges that may be used
beforeit is expended. Some
limited- use items can be recharged, but only if they are recharged before their last charge
has been expended. Other limited- use items may have multiple-functions (see below).
Most wands and staves are limited-use items. Other limited-use itemsinclude such
devices as aring of wishes, bag of beans, scarab of protection, or the specia properties
of armor of fear.

Single-function items have only one power, which functions continuoudy or on
demand. Some single-function items have time limitations, after which they cannot be
used until they replenish their magica energy. Some single-function items may fegture a
limited- use feature, in addition to the persistent powers. Items such as aring of shocking
grasp, amulet of life protection, boots of speed, and wings of flying are good examples of
gangle-function items.

Multiple-function items have more than one power and may aso fegture
additiond limited-use powers. Good examples include the rod of alertness, ring of
elemental command, cloak of arachnida, or the helm of brilliance.

L evel Requirements: Both wizards and priests must be at least 11th level to
create any kind of magicd item other than apotion or ascroll. Wizards are dso limited
by the spdlls required to actudly create the item—enchant an item, permanency, and any
other appropriate spells. Priests, on the other hand, do not cast spells to create items, but
instead use a consecrated dtar (see Chapter 5).

Facilities: Wizards require awell-equipped forge and may need to expand their
persond libraries in order to conduct the necessary research. (Again, refer to Chapter 5.)
Priests must have access to a specially consecrated altar. In addition, both wizards and
priests may find it very useful to have some skilled assstants nearby.

Resear ch: Before acharacter can begin work on amagicd item, he must first
discover the steps necessary to create it! This requires research time and effort.



Generdly, a character must spend 1d6+1 weeks and 200 gp per week in order to find out
how to build the item, dthough the DM may rule that exceptiondly powerful items
(5,000 XP vaue or grester, or any item such asagirdle of giant strength that imparts
drastic and persstent bonuses to a character) requires consultation with a sage or some
specid effort on the part of the character to research.

Contact other plane and commune spells are particularly useful in this step of
item cregtion, sSince the successful use of one of these divinations reduces the research
time to the minimum required.

Processes and M aterials. The exact nature of the processes and materias
required varies from item to item depending on its category and type. However, dl items
require an enchant an item spdl (or the equivaent priestly ceremony), and many require
a permanency spell to boot.

Rings require one common process, usualy some type of carving, engraving,
pouring, shaping, or forging. In addition to this process, magica rings have other
requirements based on thar type:

Sngle-function rings require one exotic materid;

Multiple-function rings require one exotic materid and one exotic process per
function;

Limited-use rings require one exotic materia and one exotic process per use.

Rings created by wizards must be prepared with an enchant an item spell and
finished with a per manency spdl, athough charged rings such asthering of the ramdo
not require the permanency spell, sinceit can be recharged. Naturdly, the character must
a0 cast any spdlls required for spell-like functions.

Rods, staves, and wands are not completed with a permanency spell and lose
their magic if their charges are ever completely exhausted. Again, the type of item
determines what processes and materials are required:

Sngle-function wands and staves require one rare materia and one rare process,

Single-use or single-function rods require one excotic materid and one rare
process,

Multiple-function rods, staves, or wands require one exotic materia, and one
exotic process per function,

Limited-use rods, staves, or wands require one exotic materia, and one exotic
Process per use.

Materias for these devices could include the actud shaft or handle, a specid
headpiece or crystal, or specia hedls or caps for the ends. Processes might include
caving, engraving, painting, or tempering.

Miscellaneous magical items require an enchant an item spell (or the appropriate
priestly ceremony), but Sngle-use and limited- use items do not require per manency

dls.

Sngle-use and single-function items require one exotic materia and one exotic
process,



Limited- use items require one exotic materia per function and two exatic
Processes per Use;

Multiple-function items require one exotic materiad per function, one exatic
process, and one rare process per function.

Naturaly, the materials and processes used will vary widdly with the nature of the
item in question. Consdering that miscellaneous magic includes everything from articles
of clothing to boats and decks of cards, the actud construction or creation of the item
could include anything imaginablel See Special I ngredientsfor idess.

Magical weaponsand armor require an enchant an item and a permanency spell
or the priestly equivalents (see pages 121-122 in the DMG). In addition, deviceswith
expendable charges (armor of fear, for example) must be imbued with the appropriate
spells. Weapons and armor that have no specia properties except for conferring combat
bonuses are consdered single-function items; itemswith blending, command, disruption,
throwing, hurling, accuracy, speed, distance, venom, homing, lightning, piercing,
sharpness, wounding, or vorpal properties are conddered multiple-function items.
Armorsthat have specia but expendable properties (fear and ethereal ness) are
limited-use items, and expendable items such as magica arrows or javdins are Sngle-use
items.

Single-use wegpons require one rare materia and one common process,

Sngle-function wegpons and armors require one exotic materid, one common
process, and one rare process;

Multiple-function weapons and armors require one exotic materia and process,
one rare process, and one common process per function;

Limited-use armors and weapons require one exotic materia and process, onerare
process, and one common Process per use.

Table 38:
Magical Item Cost and Time Requirements

ltem Cost Time

Ring, dngle-function XPvdue 1 wk per 100 gp
Ring, dl others 2x XP 1 wk per 100 gp
Rod, sngle-use 1/5 XP 1 wk per 1,000 gp
Rod, sngle-function 1/5XP 1 wk per 100 gp
Rod, multiple-function 1/5XP 2 wksper 100 gp
Rod, limited-use 1/5 XP 4 wks per 100 gp
Saffiwand, sngle-function 1/5XP 1 wk per 100 gp
Staff/wand, multiple-function 1/5XP 2 wksper 100 gp
Staffiwand, limited-use 1/5XP 4 wks per 100 gp
Misc. magic, Sngle-use 2XXP 1 wk per 100 gp
Misc. magic, Sngle-function 3x XP 1 wk per 100 gp
Misc. magic, multiple-function 4x XP 1 wk per 100 gp

Misc. magic, limited-use 2XXP 3 wksper 100 gp



Wegpon, single-use XPvdue 1 wk per 100 gp

Wegpon/armor, single-function 2XXP 3 wks per 1,000 gp
Wegpon/armor, multiple-function 2XXP 4 wks per 1,000 gp
Wegpon/armor, limited-use 2XXP 2 wks per 1,000 gp

Codt and Time: Agan, the cost and time required to manufacture magica items
varies depending on the category and the type of item. For example, if amage wishesto
create a Sngle-function ring worth 1,000 XP, then he must not only spend 1,000 gp (see
the “Cost in XP’ column of Table 38: Magicd Item Cost and Time Requirements), but he
must aso spend 10 weeks (one week for every 100 gp spent) congtructing the item.

The cost of any specia processes or materidsis not included in the base cost to
create the item, so if awizard discovers that he must crush one hundred pearls to create
hisdust of disappearance, it's up to him to find the pearls. The time requirements do not
include any specia quests or processes the character must undertake in order to create the
item.

Successor Failure: All magica itemsthat fal into this broad category share the
same success roll. Assuming the character follows dl the necessary steps, thereis abase
60% chance of success, +1% per caster level, —1% per spell or specia process required to
cregte the item. (The cagter’ sinitid enchant an item or finishing permanency spells do
not count againgt his success chance.) While specidist wizards receive a 5% bonus to
their success chance when creating anitem using abilities from their schoal of
gpecidization, artificers gain aspecia 10% bonus to their success chance due to their
superior item-crafting skills.

At the DM’ s option, characters who display exceptiond ingenuity or go to
extreme lengths to create an item from the very best, most gppropriate materials and
processes available may receive an additiona bonus of +5% to +15% on their success
chance.

If the character rollsa 96 or higher on his success check, theitem iscursed in
some way. For example, a character attempting to produce a cloak of displacement might
create a cloak of poisonousness instead. If for some reason the character was trying to
create a cursed item, aroll of 96 or higher isa ample falure—he doesn’t create a
beneficid device instead!

Thedaric is a 14th-level fire mage who decides to create a wand of fire for those
times when he’ s low on memorized spells. He easily meets the level requirement and
spends a little money refurbishing a laboratory (in this case, a forge) that he found in the
ruins of an archmage’ s tower. The forge comes with a library sufficient for researching
the wand of fire (it's the first item Thedaric has tried to make). Thedaric uses a contact
other plane spell to minimize his research effort, so he only requires two weeks and 400
gp to learn how to create the wand.

As described in the DMG, the wand of fireis a multiple-function item (it has four
separate uses), and a limited-use item, since it uses charges. The DM decides that the
wand requires one exotic material, and four exotic processes, in addition to the necessary
spells, cost, and time. Thedaric discovers that the wand must be forged by a master smith
of the azer (a race of fire-dwarves from the Elemental Plane of Fire), from brass smelted



in the efreeti City of Brass, tempered by the fiery breath of an adult red dragon, graven
while still soft with runes of power, using a fire sapphire (a mythical gemstone the DM
just made up on the spot), and finally polished with a mixture containing the ash of a
thousand year-old tree destroyed by fire. With a heavy sigh, Thedaric sets out on months
of quests, challenges, and adventures, arranging all of the materials and processes.

Several months later, everything' s ready. Thedaric journeys to the elemental
plane of fire, obtains the efreeti brass, gets the azer smith to work it into a wand,
engraves it with the fire sapphire, tricks a dragon into tempering it, and finally polishes
and finishes the itemin his own workshop with his special mixture of ash. The
construction of the item required an amount of gold equal to one-fifth the wand’' s XP
value (900 gp in this case) and 4 weeks per 100 gp, for a total of 36 weeks of forging,
tempering, and polishing!

Thedaric is well-satisfied with his work so far, but now he has to make the wand
magical. First, he'll need to use enchant an itemin order to prepare the wand to receive
spells. After four days, the enchant an itemis finished, and Thedaric attempts a saving
throw vs. spell to seeif it succeeded. His elementalist bonuses to saving throws vs. fire
apply, and Thedaric passes with a surprisingly close shave. He then casts burning hands,
pyrotechnics, firebal, and wdl of fireinto the wand. Each spell requires 2d4 hours per
spell level, so this ends up taking several days in and of itself. Snce he must check the
success of each enchantment and doesn’t know if any one spell will take, Thedaric casts
another battery of the same spellsinto the wand, just to make sure that he gets all the
functions desired—at worst, the wand will have a few extra chargeson it, so thisisa
reasonable precaution against the possibility of failing in one of these steps. Snce the
wand of fireis a limited-use item, it does not require a permanency spell to complete it;
after his second round of spells, Thedaric declares that he isfinished. (He' s not worried
about stocking up on charges right now; he just wants to complete the initial
enchantment, and recharge the wand to its maximum potential later.)

The DM rolled saving throwsvs. spells for each spell Thedaric placed into the
wand, and asit turns out, the extra four spells were an unnecessary precaution; Thedaric
succeeded the first time around. Now the DM checks to seeif the overall process was a
success or failure. The base chance of success for a wand is 60%, plus 14% for
Thedaric’'slevel, —=12% for spells and special processes. The DM decides that Thedaric
was particularly resourceful, and gives him a +10% bonus, and since Thedaric isa fire
specialist, he gains an additional +5% bonus, for a total success chance of 77%.
Thedaric succeeds and now has a wand of fire; the DM decides that the spells he placed
into the wand became its first 8 charges (each spell was cast into the wand twice.)

Now, Thedaric will probably seek to recharge the wand. Recharging items
requires another enchant an item spell, but this one is automatically successful. He can
then begin to place spellsinto the wand to increase the number of charges, up to its
maximum of 50. So, after close to a year of adventuring and construction, Thedaric
finishes hiswand of firel Considering the immense time and effort this took a 14th-level
character, you can see why magical items should be rare and unusual things!

Qualities
When awizard or priest creastes amagica item, he spends alot of time and effort
seeking away to impart to his creation the particular quaities and properties he desires.



While an exhaudtive ligting of each standard item’s usua components would be beyond
the scope of thisbook (and fairly boring, as wel!), we'll take aquick look at some good
ideas for components, spells, and processes designed to imbue an item with the powers
the character desires.

Qudities are divided into twelve loose categories: control or domination, charm
or influence, perception, bodily dteration, bodily augmentation, movement, resistance
and defense, attack or offense, summoning, object dteration, healing and restoration, and
magica manipulation. Mogt itemsfal into at least one, and sometimes two, of these
categories.

Control or Charm: Magica devices of this sort exert acompulson of some
kind, forcing compliance from the subject. Unlike items that rely on influence or the
power of emotion, control devices alow the caster to dictate commands to the subject,
which will then be followed to the letter. Good examples of itemsthet fdl into this
category include potions of giant, dragon, or undead control, or aring of mammal
control or elemental control.

Materids for these items often include specimens or samples from the creature in
guestion—Dblood, hair, swest, or more intangible qudities. Rare or exotic requirements
might force the PC to seek out a unique individua among the subject race, such asafrost
giant jarl, or avampire mage.

Rings, rods, and staves of this class might require decorating or engraving with a
rune signifying the true, secret name of the subjects to be affected. A substancethat is
linked to the subject in some way could be included; for example, a potion of plant
control might reguire the sgp of atreant Snce treants have the ability to animate other
plants, or the potion might have to be prepared in avessd carved from atreant’s
heartwood. Smilarly, a powdered gem taken from aking's crown might be required for a
potion of human control.

In many cases, some form of charm, geas, or quest spell will be required to
enchant the item.

Influence or Emotion: Magica devices with these properties enable the wielder
to exert unusud influence over the subject or impart an emotiond state of some kind
without gaining the ability to direct and control his movements. It is a subtler type of
enchantment than outright control or domination, with more persstent effects that often
highlight aplayer’ s role- playing ability. The wielder of the item is not able to actualy
order the subjects about but instead presents the subject with strong preferences or
impulses that the subject is free to pursue as he seesfit. The least subtle of these items
smply delivers an overwhdming emotion, such asfear or panic, to send the victimsinto
indant flight. A ring of human influence, wand of fear, or philter of love dl fdl into this
caegory.

Unlike the control and charm devices, many devicesin this category enhance the
caster’ s Charisma or e ogquence, without regard to the subject’ s race. Materias associated
with the emotion required are often incorporated into magica items of thistype; for
example, awand of fear might require abone from alich or the terror of a coward. Items
that confer persuasiveness to a character might require something from a creature with
natural charm or beguiling powers, such as a snake' s tongue or wood from the tree of a
dryad.

Processes could include such things as etching the item with the teers of aliar,



engraving it with the secret name of aterrifying fiend, or tempering it on the dtar of a
deity of love or trickery. Rods, rings, and wands of this type are often chased with metas
related to the emotionsin question— silver or gold for noble emations, lead or iron for
base ones.

Spdlsthat may prove useful in enchanting these items include such things as
animal friendship, emotion, enthrall, fear, suggestion, or mass suggestion.

Per ception: Magicd items of this type extend the wearer or user’ s perceptionsin
some way, enabling him to detect things he could not detect before, or extending the
range of his senses beyond hisimmediate surroundings. Devices that expand the senses
include such things asaring of x-ray vision, a medallion of ESP, or a gem of seeing;
items that extend the senses include potions of clairaudience or clairvoyance, crystal
balls, and smilar items.

Materids often include samples or specimens from crestures who naturdly
possess the sense in question, such as the wit of athief, the cunning of afox, or the pick
of adwarf master miner. In addition, gems, glass, or stones of specid clarity or color are
often incorporated into devices of this nature.

The processes required may involve more specimens of appropriate origin, such
as polishing amagicd lens with a paste made from the eye of agiant eagle or seeping a
robe of eyesin theichor of an argus. Other processes could include such things as
grinding lenses or orbs, sanding items with specid mixtures or compounds, magnetizing
meta wands, or painting or inscribing an item in a certain design.

All kinds of divination spdls—clairaudience, clairvoyance, ESP, detect lie, or
true seeing, for example—may be part of the item creation process.

Movement: A grest number of magica itemsimpart some supernatura means of
travel. Some merely augment the wearer’ s natural abilities, while others open up entire
new avenues of movement for the character. There are a number of movement-enhancing
items, induding potions of flying and levitation, boots of speed, boots of striding and
springing, carpet of flying, cloak of the bat, wings of flying, and many others.

Once again, specimens from creatures possessing the desired abilities are often
important materids. Feathers from rare or unusua birds are frequently used for flying
magic, while creatures such as grdlls or beholders provide levitation properties. Other
materials could be more fantagtic, such as the essence of the north wind.

Depending on the nature of the item, the process usudly servesto sed the
magica power into the item. Boots might be stained with a specid mixture or soled by a
particular craftsman or aspecid tool. Cloaks might be cured or waterproofed in some
unusud way.

Useful spdlls for items conferring movement powers include enchantments such
asjump, haste, fly, levitate, teleport, polymorph self, wind walk, or plane shift.

Bodily Alteration: Thiscommon category for magical items imparts some ahility
or power not normally possessed by the wearer. These ahilities are not necessarily
offensve or defensive, but they can provide the character with unusud resistances or
camouflage in certain Stuations. Magicd itemsthat fdl into this category include potions
of diminution, growth, and gaseous form,; items that confer invisibility, blending, or
disguise abilities, and items that provide the wearer with water breathing, adaptation, or
the ability to change his own shape. Naturdly, this category often overlagps with severd
others since the dteration of one's form can augment the wearer’ s powers of movement,



attack, or defense.

In addition to materids harvested from creatures with the desired abilities, inert
objects with the desired properties can be used as materials for these items. For example,
adiamond or crystd of perfect darity might be useful for invighility, while the smalest
grain of sand on abeach (now there' s a chalenge!) might be required for diminution.
Steam from a certain volcano, or wood from avampire s coffin, could impart gaseous
form.

Since many of the itemsin this category are potions, any process that is
reasonable for creating a potion could be used. Other items might be steeped in specid
solutions designed to imbue them with the desired powers, or polished or painted with the
materias required.

Obvioudy, most of these items have spells that are immediately applicable to the
enchantment. Enlarge or its reverse are good for diminution and growth; invisibility,
water breathing, polymorph self, and change self may al be ussful for items of thistype.

Bodily Augmentation: Items of this type increase abilities or skillsthat the
wielder already possesses by making him stronger and more dexterous, increasing his
effective leve, or augmenting his skillsin a specific way. Examples include apotion of
giant strength or heroism, a girdle of giant strength, bracers of archery, or gauntlets of
dexterity. The chief difference between this category and the previous one is that
augmentation changes exigting abilities, while dteration provides abilities the character
would not otherwise have.

There are three mgor classes of item that can augment the user’ s naturd abilities
potions, girdles and gauntlets, and books. Potions often festure the hair, blood, or swest
of a creature possessing the desired quaities—a giant of the appropriate type for a potion
of giant strength or agreat hero for apotion of heroism. Materias for persgent items
might include such things as an arrow carved by a master df fletcher, lesther from the
belt of agiant chieftain, or steel worked by the strongest ogre in the land.

The processes required for potions have been described at length dready. Bdlts,
gauntlets, and other such things reguire curing, cutting and shaping, etching or inscribing,
piercing, goplying metal studs or fasteners, and finishing with various rubs or mixtures.

Spdls that the character may find useful include enchantments such as strength,
bless, prayer, or spider climb.

Resistance or Defense: Thislarge category includes dl kinds of devices that
provide the user with aresstance, defense, or immunity to some attack form. These can
be divided into two subcategories. physica defenses, which protect the user from direct
attack, and magica defenses, which negate specific forms of damage. A few itemsin this
class provide some benefits againgt both physical and magica attack. Examples of items
with resstance or defensive powersinclude al kinds of magicd armor, potions of fire
resistance or invulnerability, the various sorts of protection scrolls, rings of mind
shielding, sustenance, or protection, cloaks of protection or displacement, and many
others.

Naturally, favored materids include those that are resstant to the type of damage
defended againgt by the item. These can be mineras or substances that possessthe
qualities desred—diamonds for hardness, specid clay or crysta for acid resistance,
various metds and dloys for srength and resilience—or samples from a creature known
for acertain defense, such asthe hide of a displacer beast or blink dog, the scale of a



dragon, or the shell of agiant tortoise. Findly, substances inimica to the cresture could
be used to make award; garlic, holy symbols, or holy water could be incorporated into an
amul et versus undead.

Intangible materials such as aknight’ s courage, a moonbeam, or the morning
mists on a sylvan lake may be required instead of physica substances. A scarab versus
golems might require the animating spark of aflesh golem, or the pity of aniron golem.

Items of this class take many shapes and forms, but potions, armor, clothing, and
jewdry are the most common varieties. The processes involved depend on the exact form
of the item. However, processes designed to lend strength— tempering, shellacking or
enamdling, or bonding—are frequently used to finish these items. Any number of spells
provide defenses or resistances of some kind; these may be useful in the creation process.

Healing and Restoration: Resstances generdly prevent injury from taking
place, but magic of this category concentrates on the swift repair of damage or adverse
conditions. Some types of item ingtead offer enhanced hedth or longevity; in generd, if
an item affects the metabolism of the wearer for the purpose of preserving his hedth, it
falsinto this category instead of bodily augmentation. Itemsin this category include
potions of healing and longevity, elixirs of health and vitality, ring of regeneration, staff
of curing, and periapts of health or wound closure.

Many of these devices or brews require herbs, which are speciad medicines and
preparations famed for their healing potency. These herbs may require specid harvesting
or treatment before they can be incorporated into an item. In addition, animal samples
from creatures who enjoy the propertiesin question can be useful; for example, aring of
regeneration may require the heart of atroll, while very long-lived creatures (eves,
treants, or dragons) may be useful for magic that prolongs life.

Adventurers are most familiar with potions of thistype, and these require the
same steps or processes that other potions do—didtilling, brewing, aging, purification,
and so on. Spells of hedling and restoration are often required for creating items of this
class, which meansthat most of these devices are created by priest characters.

Attack or Offense: Asthelargest Sngle category of magicd items, these devices
with offengve powers range from smple enchanted wegpons to mighty saveswith a
dazzling array of dreadful powers. Mogt rods, staves, and wands fall into this category
aong with dmost al wegpons and afair number of rings, potions, and miscellaneous
meagica items. Jugt like defengveitems, attack devices provide the widlder with ether
combat bonuses or magica effects, and afew (such as a staff of power) provide both.

Wesgpons and other items designed to strike blows a an enemy usudly rely on
materias designed to grant extraordinary strength, sharpness, flexibility, or lightness and
ease of use. Specid mineras for the wegpon's aloy are quite common. In addition,
wegpons with specid qudlities (quickness, wounding, hurling, and so on) may include
samples from creatures that naturally possess these powers, a sword of life stealing might
require the essence of awraith, while a mace of disruption could incorporate the holy
symbol of apatriarch dead 1,000 years.

Devicesthat project magical attacks at the wielder’ s enemy often require
materiasthat reflect their nature. A wand of frost could be made from an icicle, the bones
of afrogt giant shaman, or the fang of awhite dragon. A staff of thunder and lightning
might require wood taken from alightning-struck treant; aring of shocking grasp thet is
etched with a solution made from the blood of eectric edlsis aso agppropriate. Obvioudy,



there is awonderful variety of ideas to choose from!

The processinvolved reflects the item in some way. Again, items meant to be
employed as wegpons will often feature some kind of tempering or strengthening, while
other items could be finished in any number of ways. Items of thistype thet require
charges may need certain pdllsto be cast into them over and over again during the
Ccreation process.

Magical Manipulation: Magicd itemsthat affect other magica items, provide
magica powersto their owners, or somehow augment or enhance the spell capability of
their owners belong to this group. These items are among the most potent in the AD& D
game system. This category includes rings of spell storing, spell turning, and wizardry;
rods of absorption and cancellation; wand of negation; pearl of power; incense of
meditation; book of infinite spells; and the beaker of plentiful potions.

Generdly, items of this sort require either highly magica or highly antimegica
materials snce they are designed to manipulate the very stuff of magic itsdf. Magicd
materias include specid dloys of meteoric or extrgplanar minerds, as wel asthings
such asaunicorn’s horn, akirin's hooves, the bones of an archmage, or the holy symbol
of asaint. Antimagicad materids could consist of specimens from creatures with high
magic resstance, iron taken from anonmagica prime materid world, or wood from a
tree rooted in amagic-dead areain worlds where such places exist.

Processes suitable for items of this type may involve polishing or etching with a
solution of magica or antimagica substances, tempering or engraving it in a place of
great magica potentid (the extrgplanar domain of a god of magic, for example), or
bathing it in the raw stuff of magic, such asawild mage swildfire sodll.

Spdls suitable for empowering magic-manipulating items include dweomers such
as antimagic shell, dispel magic, Mordenkainen’s digunction, or spell turning. Priests
may rely on imbue with spell ability or holy word.

Matter Manipulation: Items of this sort are designed to have their greatest
effects on inanimate objects or substances by transforming, destroying, or otherwise
atering something without making a direct attack. Matter-manipulating devices incdude
potion of sweetwater, oil of timelessness, wand of flame extinguishing, decanter of
endless water, maul of the titans, or the horn of collapsing. While many of these devices
have obvious gpplications as wegponsin certain Stuations, in most casesthisisan
incidenta benefit or hazard of their norma function.

Materials for these items often consist of substances that have the effect desired or
anima samples from creatures that can perform the intended action. For example, awand
of flame extinguishing could incorporate ice or water from the heart of the Elementd
Plane of Water, while a spade of colossal excavation might reguire the ground-up claws
of agiant badger to be mixed into the dloy for the shovd’s blade. In a couple of cases,
the item contains some kind of link to one of the dementd planes and produces an
endless supply of one substance or another.

The process varies with the type of item; tools may require balancing, sharpening,
or tempering of some kind. Spdllsthat may be useful include dig, move earth, temporal
stasis, purify food and drink, and other spells designed to affect objects.

Summoning: Itemsthat summon monsters, servants, or championsto aid the
widder fal into the class of summoning devices. In addition to the deviceswhich
obvioudy bring crestures from distant locales, figurines of wondrous power and other



objects that transform into living servitors can be considered summoning devices since
the overdl effect (i.e., the user gainsauseful dly of some kind) is much the same. Other
summoning itemsinclude aring of djinni summoning, staff of swarming insects, brazier
commanding fire elementals, pipes of the sewers, and the horn of Valhalla.
Summoning devices dmost dwaysinclude maeridsthat are pleesng to the
creatures to be commanded, or at least Sgnify them in some way. For example, ahorn of
Valhalla might require the courage of a berserker, iron from the riven shied of a mighty
hero, or gold won from adragon’ s hoard. Devices built to summon extraplanar monsters
often feature materia collected on the subject creature’ s home plane.
The finishing processes of a summoning device usudly reinforce the bond with
the particular creature by bathing or steeping the item in the creature’ sblood or by
somehow imbuing it with a substance desired by the mongter. Severd spells may prove
useful in creating these items, indluding gate, exaction, entrapment, conjure elemental, or
binding.

Items That No Player Character
Should Creste

Therulesfor cregting magicd items dlow the DM agreat amount of latitude in
determining just how difficult the creation of any particular item is going to be. After dl,
the search for afew exotic materials and processes can keegp an ambitious PC busy for
years And the rules have been scaled to make the most powerful and deadly items
prohibitively expensve and time-consuming. But, despite these safeguards, there are il
afew itemsthat are just too powerful for a player character to create.

Thefirg itemisactualy an entire category—magical books. Books, tomes,
librams, manuas, and other such items provide the character with the ability to build
himsdlf an ingant level gain or quickly enhance his ability scores. In most campaigns, it's
safe to assume that magica books are demi-artifacts endowed with a specid purpose and
anear-sentient talent for skipping out on their present owners. For whatever reasons,
powers beyond morta ken had ahand in the creation of these devices, and the only
characters who can duplicate the feat are those who stand on the verge of divine
ascension.

The next two items are Smply so inexplicably weird that the reesons why a PC
would wish to cregte one or the other is dmost impossible to fathom. These are the deck
of many things and the sphere of annihilation. Both have potentialy disastrous
consequences for a campaign and should be extremely rare in any event. In particular,
players seem to have a vindictive streek with regard to spheres of annihilation, usng
them to do things like drain seas and devour planets. The DM iswell advised to prevent
PCs from making afew dozen of these to liven up hisworld. The deck of many things, on
the other hand, offersingant level gains and other such game-busting benefits. If agroup
of PCsfinds one after an arduous adventure and chooses to experiment with it, they’ve
earned the privilege. But preparing anew deck on demand is a privilege too dangerous
for most players.

The last category is the least spectacular: specid racia magic, such as cloaks or
boots of elvenkind. Unless the character isamember of the race in question, he shouldn’t
be able to create these items. However, if the character isan f (for example), and he'sa
priest that has risen high enough in leve to contemplate the manufacture of these devices,



there’ s no reason the DM couldn’t dlow him to do so aslong as he follows the norma
rulesfor item creation.

Recharging Magica Items

Items that possess charges, such as most wands or rods, can be recharged. Some
item descriptions name the particular class and level of character that can recharge the
item; for example, arod of security can only be recharged by the combined efforts of a
wizard and priest of 18th leve or higher. If the item description does not specify the level
required to recharge it, then it can be recharged by any character who can create an item
(i.e.,, an 11th-leved priegt, or awizard with the ability to cast enchant an item), aslong as
the character can aso cast the highet-level spdl smulated or cast by the item. For
example, the highest-level spdll incorporated in awand of fireiswall of fire, a 4th-leve
wizard spdll, which can be cast by awizard of 7th level or higher; therefore, if the wizard
knows wall of fire, it's the requirement to enchant an item that isthe pressng issue in this
case.

If the character can use the appropriate spells, an item can be recharged by smply
cadting enchant an item and then making a saving throw vs. pdll to seeif the spell takes.
(Priests spend aweek praying at their consecrated dtar to recharge their items) If the
enchant an item succeeds, the character may then cast the appropriate spellsinto the item,
taking 1d4 hours per spdll. If the preparatory spdll fails, then the caster must make
another saving throw vs. spdl with a—1 pendty thistime; failing this save resultsin the
item’sruin. 1t will never be usable again.

Assuming the character does't spail the item by attempting to rechargeit, he
may then begin to place spdlls of the gppropriate type into the item. Aslong as he begins
the next spdl within 24 hours of finishing the last one, he can pour chargesinto the item
without stopping to use enchant an item again. Success is automatic, and the character
can place as many (or asfew) additiond charges into the item as he likes. However, he
may never overcharge the item by placing more charges into it than it could have at its
maximum. For example, aring of the ram can hold as many as 10 charges at onetime, so
it can’t be recharged past that limit.

Chapter 8:
Spellsin Combat

While many spells provide a character with information, influence, or unusua powers of
movement, most wizards and priests seem to be interested in spells that bring doom and
destruction upon their enemies. Naturdly, there are a greet number of these
enchantments, ranging from spells that annoy or hinder the subjects to avesome strikes
that can day dozens of monsters a once.

In this chapter, we |l examine the use of spells on the battlefidd. Firgt of al, we'll
take alook at characteristics or properties of combative soels—for example, how far
away can afireball be seen? Next, spellswith specid or unusua effects associated with



them will be dedlt with—just what does afireball do to the air qudity of asmal room?
For those of our readers who are familiar with the Player’ s Option: Combat & Tactics
book, we' Il examine the issue of spells that cause knockdowns and the possibility of
critical strikes or pecific injuries caused by spell damage.

Spell Characteristics If you've played the AD& D game for any amount of time, you
are dready quite familiar with a number of spdll characterigtics such asrange, duration,
area of effect, and other such attributes. Some characteristics are fixed vaues, while
others may vary with the caster’ s level. Player’s Option: Spells & Magic introduces the
new characterigtics of casting subtlety and sensory signature, which describe the
obviousness of aspdl’s casting or effects.

In addition to perception characterigtics, we'll dso take alook at spdlls that may
create knockdowns (a concept from the Player’ s Option: Combat & Tactics book), as
well as spellsthat require attack rolls on the part of the caster.

Casting Subtlety

In many Situations, awizard or priest couldn’t care less who sees him cagting a
gpell. When an archmage is getting ready to eectrocute a band of ogres with his chain
lightning spell, he usudly doesn't take any steps to conced what he is doing and casts the
gpdll in the most expedient fashion possble. On the other hand, some Stuations require
great delicacy on the part of the character. When a wizard wants to charm a guard-captain
in front of the captain’s detachment of soldiers, he'll have to be very careful not to tip his
hand.

Naturdly, some spells are more subtle than others. There are anumber of factors
to take into consideration—the number of components required, the sSze of the materid
components, the length of the casting time, and whether or not the spell requires some
unusual behavior or speech on the part of the cagter.

Noticing Spells: Who notices when spells are being cast? Generdly, anyone who
isdirectly observing the caster notices the strange gestures or air of concentration that
characterize a spell. Depending on the lighting conditions and the amount of digtractions
nearby, an observer might be able to notice the spdllcaster’ s actions from as far as 30 to
50 feet away. Casua observers—people who are on the scene, but don’t have any
particular reason to be watching the spellcaster—rarely notice the spell unlessit's
unusualy obvious If it'simportant to know whether or not a particular NPC or monster
notices the spdllcaster’ s actions, the DM can make an Intelligence check for that
character (Intelligence acts as ameasure of a character’s perceptiveness).

Subtlety Rating: A spel’s subtlety rating is the overal measure of how eeslly the
caster’ s actions are detected by an observer. In some cases, the spell is automaticaly
detected; any character within 10 feet who specifically watches the spellcaster (for
example, someone engaged in melee with the cagter, or avigilant guard) will
automaticaly notice that the character is attempting a spdll. However, if an Intelligence
check is used to determine whether or not a character notices a pell, the subtlety rating is
used as amodifier to the character’srall.

The spdl’s subtlety rating isfigured as shown in Table 39: Spell Subtlety
Modifiers.



Table 39:
Spell Subtlety Modifiers

M odifier Condition

+1 Cadting time of 4 or higher

+2 Cading time of 7 or higher

+3 Cadting time of one round or more

+5 Cadting time of one day or more

+1 Includes verba component

+1 Includes somatic component

+1 Per three materia components included

+1 Spdl indludes unusud action (singing, clgpping, etc.)

+2 Spdll requires dramatic action (shattering gem or breaking item, capering
and dancing, shouting, €tc.)

+4 Spd| requires very obvious action (afull reigiousritud, drawing acircle
on the ground with powder, etc.)

+6 Character going out of hisway to be noticed

—2 Poor lighting

-1 Background noise can mask sounds

-2 Didracting activity nearby

Cadting timeis an important factor in the subtlety of a spell, since the longer the
character isinvolved in the spell, the more likely it is that someone will notice him. The
number of components involved mesasures how complicated the spell is and how difficult
itisto cadt. Last but not least, some spells clearly require some unusua actions or
behaviors that may be hard to disguise. However, if the caster can mask his actions by
performing them in a place or manner that wouldn't be suspicious (for example, dancing
or clgpping in astreet carniva, or shouting on a crowded bettlefield) this last modifier
can be negated.

The spdl’s subtlety rating is the total of its modifiers. It is gpplied to an
observer’s Inteligence when rolling an Intelligence check to seeif he or she notices the
physica act of spellcagting. Remember, in many cases an Intdligence check is
completely unnecessary—awizard who casts a spell in a pitch-black room won't be seen
by anyone, while a priest who uses magic in a crowded town market is probably going to
be noticed by someone nearby.

Vorgaad, a necromancer, is enjoying a stout ale in his favorite taproom when a
pushy paladin challenges him over some trifling issue of raising decently buried
townsfolk and using them for his own evil ends. Vorgaad sighs and orders his minion
Azoth to accept the paladin’s challenge. Accompanied by a large number of tavern-goers,
all concerned step outside into the torchlit yard of the inn. Vorgaad decides that the
paladin will cut Azoth to pieces if he doesn’t do something and decides to use stoneskin
on Azoth to even the odds. Stoneskin has a casting time of 1 and requires verbal, somatic,
and material components. As a result, itstotal subtlety rating is 4. In addition, the DM
rules that the act of sprinkling granite and diamond dust over Azoth is strange enough for



an additional + 1 bonus, giving anyone nearby a +5 bonus to their chance to detect
Vorgaad' s spell. However, the light in the courtyard, the din of the crowd, and the
spectacle of Azoth taunting the paladin all help Vorgaad remain unnoticed; taken
together, these reduce the bonus to 0. Any bystander who succeedsin an Intelligence
check sees Vorgaad cast his spell.

Note that characters can sometimes deceive intelligent enemies by pretending to
cast spells. The would- be trickster should have some idea of what he' s doing; otherwise
he' sjus flailing his arms around and shouting nonsense (which might be adigraction in
and of itsdf!) It dso helpsalot if the target of the charade has seen that particular
character use magic before since the whole act is much more credible when it follows a
real spell. Consder how fast a band of trolls might scatter if they’ d just been fireballed
and then observe the same wizard getting ready to cast another spdll!

Sensory Signature

Another characterigtic of spdllsistheir sensory signature, or just how noticeable
the effects of the spell are. A lightning bolt indludes ablinding flash of light and a
desfening clgp of thunder; clearly, it is much more noticesble than a shocking grasp or an
unseen servant. Many spell effects are completely undetectable; for example, acharm
per son, polymorph self, or feeblemind spell may wresk dl kinds of havoc with the
subject, but outside observers can't see, smell, or hear anything when the spdll is cast that
lets them know that magic was just employed. Sensory effects fdl into (neturdly) five
mgor categories. sight, hearing, smell, touch, and taste.

Sight: Spellsthat create matter, project energy, or create visble changesin the
subject have avisud sensory signature. Any cresture close enough to see the effect will
be aware of the fact that a spell has been cast.

Hearing: Mogt pdlswith visble Sgnatures dso have an audible Sgnature as
well, even if it sawerd hum, buzz, or ZOTTT! asthe magic affectsitstarget. A few
spells have particularly noticegble audible sgnatures, such as lightning bolt, shout, and
other such deadly enchantments. Very few spells have an audible sgnature without some
form of visua sgnature as well.

Sméll: Enchantments such as stinking cloud and cloudkill are the obvious
offendersin this category, but other spells may leave olfactory signatures behind,
particularly spellsthat sart fires. The pungent fumes of a pyrotechnics or incendiary
cloud spdl may easily be the first thing an observer notices, even before he sees the
smoke.

Touch and Taste: Usudly, if acharacter’s close enough to notice a spdll’ s effect
by these methods, he's dready quite aware of the fact that magic has been used against
him. However, in some cases, this might be a character’s only way to detect a spdll. For
example, a character who has been magicdly blinded and deafened would ill fed the
warmth of adigant fireball on hisface or fed the tremors caused by apriest’s
earthquake.

Strength of Sensory Signatures
All sorts of conditions may influence the obviousness of aspdl; alightning bolt
may be reduced to adim, distant flash in a deep fog, but the crack of the thunderbolt will



gill be quite audible! The number of creatures affected by a spell can be used as arough
measure of the strength of a sensory signature, as shown in Table 40: Sensory Signatures.

For example, afireball normdly affects a 20-foot radius, so it would be
considered a huge signature detectable at arange of 500 feet under good visibility
conditions. On the other hand, polymor ph other affects only one target, so it would be a
medium signature spotted at arange of 50 feet. Obvioudy, the DM has a great ded of
latitude here; spdlls break the rules of the game, and many defy classfication.

If the vigihility is poor, the ranges listed above could be reduced by as much as 50
to 75 percent. However, smple darkness may not conceal spdlswith brilliant or fiery
effects; if anything, afireball or lightning bolt iseven morevisble a nightime then it is
in daylight!

Spells can usudly be heard or smelled at half the range they can be seen and felt
a one-tenth the vishility range. The roar of afireball normaly carriesfor 250 feet or so,
even if the blagt itsdf is out of Sght around a corner or behind a hill. A deafened
character who it looking at the blast can Hill fed the heet of thefireball from asfar as
50 feet away. However, sound and smells may not propagete in a perfect circle from the
spdl’ stargeting point—if there’ s a strong wind blowing, the faint stench of a stinking
cloud may be noticegble a mile or more downwind, while stone walls and large areas of
gtill water may reflect or bounce sounds to severa timestherr norma carrying distance.

Table 40:

Sensory Signatures

# of Targets Area Visible at Range
Affected Affected (Size Category)
Sdf Caster 20' (S

1 Target 5 sq.0r 2’ rad. 50" (M)

2-9 Targets 30" sg. or 15’ rad. 200 (L)
10+ Targets 40" 5. or 20' rad. 500" (H)
40+ Targets 100’ sg. or 40’ rad. 1,000 (G)

Sensory Signatures by School

While each school of magic includes a variety of different spells, it's possble to
make some general observations about each school. Both priest and wizard spells of the
listed type share some common Sensory Signatures.

Abjurations. Spells of thistypefal into three |oose categories—those that create
barriers, those that enhance the recipient’s resstance to attack, and those that directly
attack the offending creature or object. Barriersinclude spells such as protection from
evil, minor globe of invulnerability, antimagic shell, or prismatic sphere; generdly, these
gpells have anormd visible signature for their Sze, but don’t produce odd smells or
sounds. Spells that enhance resistance include sanctuary, nondetection, or protection
from normal missiles. These enchantments have small sgnatures or no discernible
sgnatures a al. Abjurations that attack the offending creature includefire trap,
repulsion, or banishment; they may include sght and sound signatures as normd for ther



area of effect. The following are some specific examples:
Protection from evil: moderate visud,;
Minor globe of invulnerability: smdl visud;
Banishment: smdl visud, smdl audio.

Alterations: Thisbroad school includes spells designed to accomplish a
multitude of effects. Asagross generdization, dl dterations have the sgnatures derived
from their areas of effect with a couple of notable exceptions. Alteration spdls that affect
other spells (the so-cdled “metamagic’ spdls, like far reaching or Rary’s mnemonic
enhancer) and spdlls that imbue the cagter with a qudity that doesn’'t change his
appearance (comprehend languages, fly, or water breathing, for example) usudly have
no sgnature a al. Specific examples gppear below:

Burning hands: moderate visua and audio;

Haste: no Sgnature at dl;

Animal growth: moderate visud and audio.

Conjurations. Mot conjuraionsinvolve visua sensory signatures since people
on the scene notice whatever it isthat just appeared, but audio Sgnatures are unusud.
Instead, olfactory signatures—strange smells and odors— often accompany spdls of this
school. Also, tactile sensations such as chills, goossbumps, or nausea may comeinto play
when doors to other dimensions are opened in the vicinity. The following are specific
examples.

Unseen servant: smdl audio and tactile;

Monster summoning: moderate visud;

Power word: small audio and tactile.

Divinations: A grest number of divinations have no sensory signature a al snce
they impart information directly to the caster’ s awareness. However, some divinaion
gpells (such as detect magic) cause the items or objects in question to glow, so that
anyone nearby can see them.

Enchantments: Spdlsof thistype that directly manipulate the subject’s menta
or emotiond dtate have no sgnature to speak of, but afew spells of thistype that relay
compulsions or orders, or affect objects instead of people (command, bind, ray of
enfeeblement, snake charm, trip, or snare, to name afew examples) have norma sensory
sgnatures as gppropriate for their areas of effect.

Charm person: no sensory sgnature;

Hold person: moderate visud/tectile sgnature;

Ray of enfeeblement: small visud/audio sgnature.

Illusions: In one sensg, illusons are nothing more than sensory signatures with no
redlity attached to them. The centra spells of this school—phantasmal force and its
various improvements and refinements—are designed to create the largest “ sSignature”
possible and may easily be observed from quite adistance away. A few illuson spdls
work directly on the mind of the subject and have a much smdler sensory effect; these
include misdirection, phantasmal killer, or eyebite Illusonsthat mask or conced



something ese have no true sensory sgnature in and of themselves; if an invisible wizard
was surrounded by aglow or gained a pungent odor, the spell would be worthless!
Phantasmal force: visud sgnaure by area affected;
Wraithform: smdl visud/tactile sgnature;
Eyebite: no sensory sgnature.

I nvocations. Without question, the school of invocation/ evocation includes the
most spectacular spells available to awizard or priest. Like it or not, awizard who throws
fireballs and lightning bolts is creating a fireworks show that people can see and hear for
quite a distance away. Blinding flashes of light and deafening ped's of thunder leave no
doubt in the observer’ s mind that magic is a work here. Here are some classic examples:

Magic missile: moderate visud sgnature;

Fireball: huge visud, moderate audio/tactile;

Cloudkill: large visud, large olfactory.

Necromancies: While spells of this school can be extremedy potent, the flash and
bang of a powerful invocation isn't found in most necromancy spells. Most necromancy
spdls affect only asingle subject at atime. Tactile sensations such as chills, nausea, or
disorientation are somewhat more common in necromancy than thunderous detonations
or weird haoes of light. The following are some good examples of necromancy spels:

Enervation: smdl visud/audio/tactile;

Animate dead: moderate visua/tactile;

Cure serious wounds: smdl visud/tectile.

Spellswith Attack Rolls

A smdl number of spells require the caster to make an attack roll in order to
deliver damage or other effects to the victim. Some of these can be very potent, but their
power islimited by the requirement to actually touch the subject with a successful attack
roll. Generally, the caster can execute atouch attack (or roll an attack roll) as soon as he
finishes casting the pdll, or he can delay until the end of the current round and then make
his atack. However, if the caster does’t attempt to discharge the spell in theroundin
which it iscag, it iswasted unless the spell has a duration of more than one round. For
example, cause light wounds must be used in the same round in which it is cagt, but Snce
chill touch lasts aminimum of four rounds, the caster doesn't have to “useit or loseit” in
the round he casts the spdll.

A number of spells don’t require the caster to actudly injure the target or breach
the victim’s armor; even aglancing touch will be sufficient to discharge the spdll’s
effects on the target. Spells of thistype ignore the portion of the victim’'s Armor Class
that is derived from wearing armor. In other words, only Dexterity-based and magical
adjustments help a character’s Armor Class against some magical attacks.

Oromonos the wizard takes a dislike to an obnoxious guard and decides to teach
him a lesson with a shocking grasp. Snce the spell only requires the wizard to make
contact with the target, the DM rules that the guard’ s plate mail +1 won’'t help him. Only
the 1-point Armor Class bonus for the armor’ s enchantment counts for the guard’s AC,
which makes him AC 9 to Oromonos's attack instead of his usual AC 2.



Which spells qudify as spells that bypass armor? Badcdly, thisis ajudgment call
for the DM. In order to gain this advantage, the spell description should clearly imply thet
the spell would take effect even if it Struck the victim on the breastplate instead of
requiring the caster’ s hand to actualy touch exposed skin. Another way of looking at it is
this Does the spell emulate the action of a norma wegpon, such as a sword, arrow, or
dagger? If it does, the spell definitely requires anormal attack roll on the part of the
cadter, but if the spell affects the victim' s life force or achievesiits effect from smple
contact, the subject’s armor isignored.

SpdlIsthat directly affect the subject’ s life force include most of the necromantic
touch spdls (chill touch, vampiric touch, energy drain, etc.), the various cause wound
spels and other reversals of heding spdls such as poison, day living, and destruction.
The victim’'s armor does not help to protect him from these attacks. Spells that somehow
change or dter the victim’s Satus, such asimprisonment, plane shift, or dispel evil dso

ignore armor.

A second category of spdllsthat can affect the victim through his armor includes
gpellsthat produce energy or forces against which armor is usaless. For example,
shocking grasp, chromatic orb, watery double, produce flame, fire seeds, or crystalbrittle
can affect an armored or unarmored person equally well.

Some spells that use atack rolls but ignore the victim’'s armor appear in Table 41:

Armor-Breaching Spells.

Spellsthat create physica atacks or emulate the effects of wegpons include such
enchantments as ice knife, hovering skull, Mordenkainen’s sword, and spiritual hammer.
Since these gpdls manifest as tangible weapons and are widlded in the same way, the
subject is dlowed the full benefit of his or her armor. See Table 42: Armor-Observing

Spdlls.

Table 41:
Armor-Breaching Spells

Wizard Spells Priest Spells

chill touch (1<) cause light wounds (1st)
chromatic orb (1st)* produce flame (2nd)
shocking grasp (1) cause blindness or deafness (3rd)
ghoul touch (2nd)* cause disease (3rd)

pain touch (3rd)* curse (3rd)

vampiric touch (3rd) cause serious wounds (4th)
watery double (3rd)? chaotic Seep (4th)?

fire aura (4th)* poison (4th)

mummy rot (5th)* cause critical wounds (5th)
Malec-Keth's flame fist (7th)? dispd evil (5th)
Otto’sirresigtible dance (8th) plane shift (5th)
crystabrittle (Sth) day living (5th)

energy drain (9th) fire seeds (6th)
imprisonment (9th) harm (6th)



sedlusion (6th)?
Sol’s searing orb (6th)?
destruction (7th)

1 From The Complete Wizard' s Handbook
2 From Tome of Magic

Table 42:

Armor-Observing Spells

Wizard Spdlls

fist of stone (1t)? snapping teeth (3rd)*

ice knife (2nd)* turn pebble to boulder (4th)?
Méef’ s acid arrow (2nd) daws of the umber hulk (6th)?
bone club (3rd)* tentacles (6th)*

hovering skull (3rd)* Mordenkainen’s sword (7th)
Mdf’s minute meteors (3rd) shadow form (8th)*

Priest Spells

magica stone (1) flame blade (2nd)

shilldagh (1<) spiritud hammer (2nd)

1 From The Complete Wizard' s Handbook
2 From Tome of Magic

Player’s Option: Combat & Tactics: Inthe revised initiative sysem introduced in
the Combat & Tactics book, spells that require attack rolls are cast as normd (i.e., on the
fast, average, or dow phase, as appropriate for the casting time). After the spell is
invoked, the caster may then make his attack for the round in any subsequent phase. For
example, awizard who cagts chill touch, afast spell, may then make atouch attack in the
average, dow, or very dow phases. Note that the character till recelves only one attack
per round.

Even though the wizard will often be ‘unarmed’ when he uses atouch attack
spell, he does not provoke an attack of opportunity sSince he’ s not attempting to initiate
unarmed combat. All he needsto do is touch the subject, not land afull-force punch or
wrestle with the fellow. However, avictim who is guarding will ill be able to make his
own attack before the wizard can deliver his touch-based attack.

Knockdowns

The concept of knockdowns was introduced in the Player’s Option: Combat &
Tactics rulebook. Knockdowns are hits that send the victim flying or put him on the
ground, knocking him prone. The ability to cause a knockdown varies from weapon to
weapon, and the larger the target, the more resstant he is to knockdown results. Very few



attacks have the power to put afrost giant flat on his back!

While acdub-widlding giant or a powerful barbarian obvioudy has the potentid to
take an opponent off hisfeet, many spells dso have the ability to drive avictim to the
ground with tremendous force, shock, or concussion. In some cases, spell energy may
cause knockdowns through spasms, intense pain, or physiologica shock aswell as sheer
impact energy.

Knockdown Die: The likelihood of awegpon (or aspell) to cause aknockdown
is governed by the size of the knockdown die. Any time a character suffers damage from
aspdl, the caster may roll aknockdown die to seeif there is a chance for a knockdown.
If the number ralled on the knockdown die is higher than the victim’s knockdown
number, he mugt roll a saving throw vs. death magic or fal down.

Usudly, being knocked down forces the character to spend his next action or
attack standing again. Standing is treated as moving hdf the character’ s norma
movement rating, so a knocked-down fighter could choose to stand in the following
round and still receive hisnorma alotment of melee attacks, while a knocked-down
archer who stood up would have to fire a 1/2 his normd rate of fire. (See What You
Can Do in One Round, page 122 of the PHB.)

While acharacter is on the ground, he is especidly vulnerable to atack. Anyone
attacking the knocked-down character gains a +4 bonus to hit, and the prone character
may not goply his Dexterity adjustment (if any) to his Armor Class. Obvioudy, it'sworth
the time to stand up again!

Knockdown Number: A character’ s res stance to knockdowns is measured by
his knockdown number. Size is the most important characterigtic here, dthough a
character with a good saving throw will avoid many knockdowns regardless of hissze.
See Table 43: Knockdown Numbers by Size.

Oromonosisn’t done with that guard yet. Snce the shocking grasp didn’t deter
the fellow, Oromonos throws a lightning bolt at him at point-blank range. The lightning
bolt has a knockdown die of d12 (we'll discuss knockdown die sizes for particular spells
in a moment), and Oromonos rolls an 8 with the d12 while he'srolling his damage for
the spell. Snce the guard is a human (size M) and therefore knocked down on a 7 or
better, he must now make a saving throw vs. death magic or hit the turf. Although the
fellow does save against the lightning bolt itself, he blows his knockdown save and winds
up on the ground, wondering what hit him.

Spells and Knockdown Dice

Clearly, not every spell hasthe potentid for a knockdown. Enchantments such as
charm person or slow may create serious difficulties for the victim, but they’ re not going
to throw him to the ground in the process. Other spells cause ‘knockdowns' just by their
nature; seep, grease, and ice storm can put creatures on the ground by virtue of ther
normd effects. Table 44: Spdlls with Knockdown Effects list spdlsthat actualy use the
knockdown rules.

For spells from other sources, use your best judgment in assigning a knockdown
die. Firg of al, the spel must ddliver energy to the target or cause a physiologica
reaction that might cause the subject to lose contral of his limbs—for example, the agony
associated with Abi-Dalzint' s horrid wilting or throbbing bones has a chance to distract



even the soutest warrior, despite the fact that neither spdll actudly strikes the victim with
atangible blow. Y ou may observe that lightning bolts are particularly good for
knockdowns, because they srike the target with an immense amount of energy and
electrocute the victim at the same time!

Spellsthat stun, daze, deep, confuse, charm, hold, trip, fumble, or tangle the
opponent don’t need a knockdown die; if the spell succeeds, the victim is hindered by the
action of the spell itself, and a knockdown would be redundant. Last but not least, spells
that smulate wegpons (Mordenkainen’s sword, for example) can use a knockdown die
basad on the weapon itsalf; see Player’s Option: Combat & Tactics for acomplete ligting
of weapons and knockdown ratings.

Table 43:

Knockdown Numbers by Size
Sze Knockdown
Category Number

T 3+

S 5+

M 7+

L o+

H 11+

G 13+

Table 44:

Spells with Knockdown Effects

Knockdown Knockdown

Spell Die  Spell Die
Abi-Dazim's horrid wilting? dl2 gudof wind dé
Bigby’sforceful hand dl12 ham di2
Bigby's crushing hand di2  holy word di2
Bigby’s grasping hand d12  iceknife d6
Bigby's clenched fist d20 icegorm (halstorms) d10
blade barrier d10 lightning bolt di2
bone club ds megic missle dé
cdl lightning dl2 magicd gone dé
calise serious wounds di0 Mdf sacid arrow dé
cause light wounds ds meteor swarm d20
cause critica wounds dl12 Mordenkanen'sfathful

chain lightning di2 hound d10
chromatic orb’ dé Mordenkainen’s sword ds
daws of the umber hulk® d10 Otiluke sfreezing

cone of cold ds sphere (globe) d10

delayed blast firebal ds prismatic spray di2



dust devil dé repulson d10

explosve runes d10  shocking grasp as
fire seeds (missile) ds shout ds
firetrap ds Spiritud hammer d10
fire storm d8  tentadles' ds
fireball d8  throbbing bones' ds
fist of stone? d8  thunder saff? d10
flame arrow d10  turn pebble to boulder? d12
flame strike d8  vorted d10

1 From The Complete Wizard' s Handbook
2 From Tome of Magic

Collateral Spell Effects Everyone knowsthat afireball does 1d6 damage per level of
the cagter, but have you ever stopped to consider what else aball of flame 40 feet across
might do? Firgt of dl, afireball will dart alot of fires, especidly in medieva settings

with thatch-roofed houses, garments redolent with anima oils and tanning chemicals, and
lots of wooden congtruction. Secondly, the residud fires Ieft by afireball will produce
smoke—probably alot of it, as many fires amoke very heavily just when they’re getting
started. Next, afireball may foul the ar of aconfined space by consuming a great amount
of the available oxygen. But, for most players and DMs, the same firebd| did 17 points of
damage, and that was it!

In this section, we' |l take aquick look at unusud effects that may accompany the
use of many powerful spdls. In military terms, these incidentd effects are referred to as
collaterd damage—a PC wizard probably isn't trying to sart athree-darm fire when he
torches a city guard with his burning hands spdll, but it might happen anyway.

Depending on the DM’ s mischievousness, al kinds of mayhem may break loose when
wizards gart throwing heavy-damage spells around.

The most important characteristic of a spell for purposes of collaterd effectsisits
genera type and purpose. Thereisn't awholelot of falout from acharm person or magic
missile spell, but many other spells creste environmenta effects that may be long-lasting
or even permanent.

Fire

A gresat number of spells employ fire as aweapon. Fires create smoke, foul
contained atmospheres, and may spread to nearby flammables.

Visbility: Flames don’t produce smoke—burning objects or creatures do. A
fireball thrown in an unfurnished room of bare sone againgt a creature that won't burn
well (say, anice dementd) will leave very little in the way of heavy smoke. On the other
hand, afireball thrown in asod house or a wooden building cluttered with greasy old furs
and shoddy furniture will create a number of smoky residud fires and quickly cloud up
the surroundings. Generdly, afire el creates a cloud of smoke inits area of effect that
persstsfor 2d4 rounds. This obscures vison, forcing al characters and mongtersto suffer
a—2 pendty on missile attacks through the smoke. The stink of burning objects may aso
hinder creaturesthat rely on scent to detect their enemies,



Environmental Effects: Fire spdls naturdly causefires. See [tem Saving
Throws on page 58 of the DMG. In addition to the affected characters, the DM can rall
an item saving throw for the surrounding areg; for example, if a sone room is furnished
with tapestries and wooden benches, the DM can use the row for cloth and thin wood.

If anitem (or avictim's clothing, for example!) failsits saving throw, it may be
on fire. People who catch fire suffer 1d4 points of damage in the following round and an
additiona die of damage in each subsequent round—for example 2d4 in the second
round, 3d4 in the third round, and so on—until they extinguish the flames. The victim
must pass a saving throw vs. death magic in order to extinguish the flames and may gain
a+2 to +8 bonus (DM’ s discretion) if he uses a sensible method for doing so.

Large firesin confined areas (for example, dungeon rooms) can be especidly
dangerous since they deplete the oxygen in the air, making it unfit for breathing. If afire
fills more than 50% of an enclosed room or space, it foulsthe ar. Air-bresathing creatures
ingde the room are affected asif the entire chamber had been targeted with a stinking
cloud spdll. After 1d6 rounds of ventilation (or 1d6 hours in an unventilated areq), the
atmosphere returns to normd.

One more thing about big fires: they make things hot. Imagine a character’s
surprise when he goes to open the castle gates just after the wizard' sfireball goes off! In
fact, the DM may rule that metal and stone objects retain enough hest to be affected asiif
they were struck with aheat metal spdl, dthough under most circumstances they will
only be heated to the minima damage leved of the sodll.

Cold

Cold-based attacks are rarer than fire-based attacks but are ill fairly common
among wizard spells. The most obvious examples are ice storm, cone of cold, and
Otiluke' s freezing sphere.

Vishbility: The supernatura temperatures of a cold-based spell can cause some
aurprisingly thick fog by condensing water vapor in the air. The more humid the setting,
the more likely it isfor cold-based attacks to leave aresdue of fog. Generdly, cold spells
creste acloud of fog equal in Szeto the spdl’ s area of effect. The fog persists for 1d6
rounds, and any attacksin or through the mist suffer a—2 attack penalty.

Environmental Effects. Cold spells don’t start fires, but they can leave a
dangerous coating of ice on the ground; in fact, the ice storm spel specidizesin this
effect. Creatures moving in the area of effect have a 25% chance of risking adip or fall,
which a saving throw vs. death magic (or a Dexterity check, DM’ s choice) can avert.
Note that thisis not as dangerous as the deet gpplication of ice storm since that verson of
the spell is designed to coat the ground with dippery ice.

Objects subjected to intense cold may be weakened or become unusudly brittle
for a short time afterwards. Even if an item passes the saving throw, for the next 1d6
roundsit is especidly vulnerable to normd blows or crushing blows, sufferinga—4
pendty on any further item saving throws.

As noted under fires, metal or stone objects subjected to supernaturdly cold
temperatures may be affected asif struck by achill metal spell.

Electricity and Lightning
The digtinction between lightning and dectricity is principaly one of hitting



power. A lightning bolt’simmense voltage alowsit to overcome the resistance of many
things that normally don't conduct dectricity & al. In addition, the power of alightning
bolt is so greet that the target can blow itsdf to pieces asitsfluids or water content is
flashed to team and then expands. Thisiswhy trees hit by lightning bolts split open; the
water in the wood bursts the tree from indde asit turns to steam.

Inthe AD&D magic system, lightning bolt, call lightning, chain lightning and
blue dragon bregth are lightning attacks. Shocking grasp, glyphs of warding, and the
touch of avolt, shocker, or eectric ed are dectricity atacks.

Vishbility: The bright arc of dectricity or the flash of lightning asit strikes can
temporarily dazzle people looking right at the bolt or spark, especidly when the viewers
gyes are adjusted to darkness or dim light. In this case, the DM may require onlookers to
make a saving throw vs. death magic or suffer a—1 attack penalty for 1d3 rounds as their
vison clears.

In addition, lightning and eectricity may start firesif goplied to flammable targets
(wood or trees usudly, but not people). The smoke from alightning-struck fire can be
just as disorienting as the smoke from afireball.

Environmental Effects: Lightning and eectricity leave few lingering effects
behind; adtink of ozone (ionized air) may persst for 1d6 rounds, possibly confusing
creatures that rely on smell to detect their prey, and objects may be magnetized by their
exposure to powerful dectrica currents. Thisis not fantasy magnetism capable of
picking up an armored warrior and hurling him through the air; thisis low-levd
magnetism capable of skewing compass needles and lodestones.

Hammable items that fail their saving throw vs. lightning or dectricity must make
a second saving throw vs. normd fire or begin to burn. Thismay in turn cause smoke and
other such effects.

Lightning bolts cast underwater dectrocute everything within a 20-foot radius of
the balt’s origin. Since the wizard can start the bolt up to 40 feet away from his position,
he would be wise to do so when using this spell in an agquatic setting. If a caster out of the
water throws alightning bolt into the water, the bolt has its normal effect on any cregture
in its path until it strikes the surface of the weter; at that point, it expandsin a
20-foot-radius globe in the water, and goes no further.

Acid

Another unusua attack form is acid. Very few spells make use of acid asa
wegpon, athough afair number of mongters have acid-based attacks, including the
ankheg, the black dragon, and some dimes, puddings, and oozes.

Vishbility: Acid at work tends to give off noxious fumes, usudly in an area about
5to 15 feet in diameter; the more acid, the larger the area affected. The fumes may
obscure missile and melee attacks at the DM’ s option, creating a—1 pendty for any
cregture trying to attack through the smoke and haze.

Environmental Effects: Acid fumes are unpleasant to be around and may cause
severeirritation of avictim’'s eyes, nose, and throat. If the DM desires, creatures within
the cloud of fumes must roll saving throws vs. deeth magic or suffer a—2 pendty to
attack rolls and Armor Class as long as they remain nearby. This means that a character
struck by Melf’s acid arrow may suffer combat pendties as wdl as damage from the

.



Wind

Spdlls or effects that generate powerful gusts of wind can create a number of
collaterd effects. Enchantments such as dust devil, gust of wind, wind wall, and control
wind are the most common in this group, and monsters such as djinni or agrid servants
can create whirlwinds.

Vighility: While ablast of wind doesn't necessarily obscure vishility, agust ona
very dusty or sandy surfaceis adifferent story atogether. On adry, gritty surface, a
wind-based spdll or atack will create arolling dust cloud that creates a—2 pendty for
people trying to fight or fire misslesinto or through the area of effect.

A blagt of wind can dso make it very difficult to hear anything above the roaring
of the air and may carry acharacter’ s scent downwind and away from a cresture that
relies on amel or hearing to locate its enemies.

Environmental Effects: Strong winds can create dl kinds of havoc in adungeon
by extinguishing torches and candles and plunging the party into darkness. Above the
ground, it can carry the sparks from a campfire farther than norma or blow over alamp,
possibly starting an unexpected fire.

Other Collateral Effects

Magic is astonishing and dmost dway's has effects or uses thet are not
immediately apparent. Fed free to improvise when a player in your campaign tries
something that seems especidly clever—or stupid. What happens when a purple worm is
polymorphed into a puppy dog just after swalowing a till-living character? Or how do
the various rays of the prismatic spray affect the area around them if they missther
target? What kind of wreckage does anacid storm spdll leave behind when castin a
forest clearing? Be creative and take your best guess; the AD& D game is made of
exceptions and specia cases.

Critica Strikes Sometimes, aspdl or a specid attack strikes with such devastating
effect that even the toughest opponent can be crippled or killed by asingle blow. Critical
srikes reflect this capability; even alowly magic missile might srike the cydopsin his
eye, while alightning bolt that strikes awarrior dead-on can kill him in an indant.

Critical strikes add flavor and pseudo-redism to the AD& D game by increasing
the likelihood that the use of a spdl will decide afight oneway or the other. An AD&D
combat can be reduced to a smple process of attrition, but the use of magic should creste
the potentia for a battle-ending injury. Even if the evil giant has 90 hit points, and the
wizard' sfireball won't do more than 42 points of damage at its very best, acriticd strike
may alow that spell to severdy wound or incapecitate the giant. After dl, it'snot very
heroic to throw sx volleys of magic missiles into the same evil high priest; it denigrates
the vadue of magic.

Critical strikes can aso represent specid attack forms common among mongers.
Creatures that spit acid, breathe fire, or exhale poison gas are just as likely to kill ahero
as acregiure that rends him limb from limb with fang and claw. A hdl hound may only
inflict 4 to 7 points of damage with its fiery breath, but that doesn’t mean that a 60-hit
point fighter should not be threatened by the monster’ s attack! Critical strikes help to



keep characters honest since any attack could result in severe injury or deeth.

When Do Critical Strikes Occur?

The critical strike system presented here is meant to be an expansion of the
criticd hit sysem from Player’ s Option: Combat & Tactics. However, some of the
mechanics that work for attack rolls and Armor Class can't be applied directly to saving
throws. For a spell or an attack to have the potentid for a critica strike, it must do
physica damage. While it's easy to imagine a character who is double-charmed or
double-held, it's somewhat hard to extend the effects of such spells past the obvious
results. After dl, by falling the saving throw, the character dready suffered whatever he
was going to suffer for being subjected to the spdll.

Critical strikes occur when the target rollsanaturd 3 or less on his saving throw
and misses his saving throw by amargin of 5 points or more. If the spdl in question does
not alow a saving throw, the target still checks for acritica srike by rolling asaving
throw versus the attack; this specia saving throw has no other purpose than determining
whether or not the character suffersa critica drike.

High-level casters or monsters are more likely to cause critica strikes, as shown
on Table 45: Critical Strike Chance by Cagter Levd.

Note that spells written on scrolls are assumed to be scribed at the 6th leve of
ability or onelevd higher than the minimum leve required to cast them, whichever is
higher; for example, a 5thrlevel wizard spdll requires a Sthrlevel caster, so it is scribed at
the 10th level of ability, but a 1-leve spdl (requiring only a 1st-level caster) iswritten
a the 6th levd of dbility.

Mongters with specid attacks that may entall critical strikes use the table above,
substituting their Hit Dice for cagter leve. As one might suspect, ancient red dragons of
the 20 Hit Dice or higher variety can inflict devastating criticas with ther fiery breeth!

Beshira the Sorceress, a 4th-level mage, hurls a magic missle at an unfortunate
orog. Normally, a magic missle allows no saving throw, but the orog will till roll a d20
for a saving throw vs. spell just to seeif he fails critically or not. The orog isa 3 Hit Die
monster, which means that his saving throw vs. spell isa 16. The orog rolls an 8, which
can't bea critical strike, sinceit’s not a natural 3 or less— even though he missed his
save by 8 points!

A few levels later, Beshira encounters an angry cloud giant and decides that
lightning balt is the best way to deal with him. The cloud giant isa 16 Hit Die monster
and only needs a 7 to make its saving throw. However, the giant rolls a 4, missing its
savel Snce Beshirais now an 8th-level sorceress, this natural 4 may be a critical strike—
except the giant still didn’t miss by 5 points. (He would have had toroll a1 or 2 to miss
his saving throw by a margin of 5 points.)

Later in the same fight, Beshira exhausts her spells and hauls out a wand of fire
to use against the giant. Against rods, staves, and wands, the giant’s saving throw is a 6,
so he will only suffer a critical strikeon aroll of 1.

Critical Strikes the Easy Way

If the math of the preceding system seems to be allittle too much for your
campaign, try this method: the attacker rolls 1d20 when he throws the spell or uses his



specid ability. If the die comes up an 18 or higher, the victim suffersacritica gtrikeif he
falls his saving throw. If the spell or effect does't alow a saving throw, the victim may
gl attempt asaving throw vs. degth magic to avoid the critical drike itsdlf, dthough he
dill suffersthe effects of the gpel even if he avoids the critical hit. This system doesn't
account for the skill or power of the spellcaster or mongter, but it may be alittle faster
than figuring out how much someone missed their save by.

Types of Critical Strikes

Obvioudy, the exact nature of the injuries a character suffers from acriticd srike
will vary with the form of energy or magic that hits him. Different spells or effects can
burn, char, dissolve, eectrocute, freeze, impale, maul, scorch, or wound the victim in
different ways. Therefore, there are ten different critica strike charts, each representing a
different attack form.

Readers familiar with the criticd hit sysem from Player’ s Option: Combat &
Tactics may observe that the target type (humanoid, monster, or animad) isnot a
consderation in the critical strike charts. Instead, only one body form or target typeis
included for each attack. Optiond hit location tables for mongters and animals are
provided in case you wish to incorporate them in your campaign, but you can use the
critical drike tables for any kind of opponent as they are written.

The criticd gtrike tables include acid, cold, congriction, crushing, dectricity, fire,
impact, dashing, vibration, and wounding.

Acid attacks include Melf’ s acid arrow, acid storm, the bresth of a black dragon,
the secretions of ablack pudding, or the effects of holy water on certain undead.

Cold attacksinclude chill touch, cone of cold, Otiluke’ s freezing sphere, white
dragon or silver dragon bresth, and the deethly touch of alich.

Condriction attacks are the forte of giant snakes, monsters with tentacles, and
spdls such as Evard’ s black tentacles or Bigby’s crushing hand. Anything that surrounds
and squeezes the victim could fall into this category.

Crushing attacks are mammoth assaults that can smash a person like abug. Turn
pebble to boulder, Bigby's clenched fist, or the blow from aring of the ram are crushing
attacks. Crushing can aso represent the effects of adangerousfal or the force of an
explosion that hurls a character through the air. If the character’ swhole body is affected
by aphyscad force, it'sacrushing injury.

Electricity indudes various forms of magicd lightning, shocking grasp, and the
breath of a behir or blue or bronze dragon. There is no distinction between eectricity and
lightning for critical dtrikes.

Fireisfairly obvious, but note that explosions (a gas spore explosion or the
retributive sirike of a broken staff) are more accurately described by crushing injuries.

I mpact injuries resut from concentrated applications of force or smal projectiles.
Magic missile, spiritual hammer, or bullets cause impact injuries. In some cases, impact
injuries actudly penetrate the victim's body.

Slashing attacks include spells such asice knife, Mordenkainen’s sword, and
blade barrier. This category aso includes the mauling action of some mechanica traps.

Vibration attacks are rare, but dangerous, literdly shaking the victim to pieces.

A few monsters have specia vibration or sonic attacks.
Wounding attacks result from cause light, serious or critical wounds, and can



aso smulate withering, desiccation, or disease attacks. Wounds appear as gaping sores
or destroyed tissue.

Strike Location

In the movies, the hero dways manages to get shot in the shoulder, the leg, or just
grazed in the Sde. Regrettably, adventurers aren’t aways that lucky, and even afairly
minor critical strike—say, a magic missile—could be extremdy dangerousif it strikes the
character in the eye or the throat. The location of acritical strike is determined by rolling
ad10 and comparing it to Table 46: Criticd Strike Location.

For your convenience, the hit locations are numbered on each subtable in the
critica drike charts.

Called Shots: If aspell or specia attack uses anorma attack roll, the attacker
may choose to use a called shot. A called shot forces the attacker to take a—4 pendty on
his atack rall, but if it hitsand inflicts a criticd Strike, the srike automatically affects the
location the attacker was aiming for. Spdllsthat do not use attack rolls do not permit the
caster to attempt a called shot.

Whole-Body Injuries: Unlike most wegpons, spdls and specid attacks create the
possbility for whole-body injuries which damage a cresture in severd places at the same
time. Thisisafunction of the spdll’s Sze or area of effect.

Table 45:
Critica Strike Chance by Caster Leve

Caster Critical Strike
L evel Occurson. ..
1-5 Natural 3 or less, save missed by 5 or more

610! Natura 4 or less, save missed by 5 or more
11-15°>  Natura 5 or less, save missed by 5 or more
16-20 Natural 5 or less, save missed by 3 or more
21+ Naturd 5 or less

! Potions, wands and stavesfdl into thislevel range for determining critical Strikes.
2 Rings, rods, and miscdlaneous magicd itemsfal into thisrange for critica
strikes.

Table 46:
Critica Strike Location

d10* Humanoid d10' Monster/Animal
1-2 Rightleg 1 Right fordeg/wing

34 Létleg 2 Left fordeg/wing
5 Abdomen 3 Right hind leg
67 Torso 4 Left hind leg



8 Right am 5 Tail?

9 Left am 6-7 Abdomen

10 Head 89 Torso/chest
10 Head

1 |f the defender istwo sizes taller or has a height advantage, roll 1d6 for location; if the
attacker istwo szestaler or has a height advantage, roll 1d6+4 for location.
2 Rolls of 1-5 aretail hitsfor creatures with snake-like or fish-like bodies.

Huge creatures treat criticd drikes asif they were one size smdler, so afrost
giant struck by afireball would suffer 1d3 separate critical strikes, not 1d4. Gargantuan
creatures reduce the strike by two size categories. Regardless of the sSize of the dtrike, the
victim dways suffers a critica dtrikein at least one hit location.

Terthan, a human warrior, is struck by a lightning bolt and blows his save badly
enough to qualify for a critical strike. The DM rulesthat the bolt is a large attack (two to
nine targets reasonably approximates a lightning bolt’ s area of effect) so Terthan will
suffer 1d3 strikes. Herolls a 2, or two separate hits, and refersto Table 46. Naturally,
Terthan is a humanoid; two 1d10 rollsresult in a 5 (abdomen) and an 8 (right arm). Now
Terthan will go on to determine the strike’ s severity and see what kind of injuries he
suffers.

Whole-body injuries can be ignored if the DM wishes; onerall on the hit location
table should be enough for anybody. Whole-body injuries are alittle more “redigtic,” and
they make critical strikes much more deedly, but the game works fine without them.

Table 47:
Whole-Body Injuries

#of Targets Area # of Locations
Affected Affected Affected by Strike
1 Target 5 sg.or 2’ rad. 1 (M)

2-9Tagets 30 sg.orl5 rad. 1d3(L)
10+ Targets 40’ sg.or 20 rad.  1d4 (H)
40+ Targets 100’ sg. or 40 rad.  1d6+1 (G)

Table 48:

Critical Severity

Damage Potential vs. Severity
Target Hit Point Total Roall
Max. damageislessthan 1/2 target hp 1d6

Max. damage is less than target hp 2d4



Max. damage is less than twice target hp 2d6
Max. damageistwice or more target hp 2d8

Severity

Naturaly, critica strikes cover a greet range of severity. There saworld of
difference between a burning hands spell cast by a2nd-level wizard and the avesome
blast unleashed by an ancient, fire-breathing dragon. If the whole-body injury rules cover
the Sze of the atack, severity measuresitsintengty.

The best gpproximation for the severity of acriticd srikeis how much damage
the attack can inflict on its target. Figure the maximum damage potentia of the spell or
effect, compare it to the maximum, unwounded hit point total of the victim, and refer to
Table 48: Critica Severity.

Terthan, the warrior from the previous example, has a normal hit point maximum
of 35 when unwounded. The lightning balt was thrown by a 6th-level wizard with a
potential of 6d6 points of damage (a maximum of 36 points). Snce thisis more than
Terthan’s hit points, without being twice Terthran’ stotal, the severity roll will be 2d6.

Refer to the appropriate critical strike chart and roll the severity dice indicated for
the hit location. The result is the specific injury or effect suffered by the victim for the
critical strike. Unlike the critical hits of the Player’ s Option: Combat & Tactics book,
critica srikes do not inflict doubled damage, and they do not alow the victim a specia
saving throw to avoid the specific effects. After dl, the target dready blew one saving
throw, or he wouldn't be ralling on the critical dtrike table.

Lord Nonnach Redoff the Bold, a 20th-level warrior, rides forth to do battle with
an adult red dragon. The dragon naturally opens the fray with its best fiery blast.
Nonnach must make a saving throw vs. breath weapon, needing only a 4 to succeed.
Unfortunately, Nonnach rolls a 1 and misses. Snce the dragon has 17 Hit Dice, its
victims suffer critical strikesif they misstheir save by at least 3 points and roll less than
a 5—which Nonnach just did.

Chortling with glee, the DM rules that the dragon’s breath is a huge attack,
inflicting critical strikesin 1d4 locations; Nonnach rollsa 3, so he'll get three separate
rolls on Table 46 and winds up with critical strikes to the abdomen, right leg, and left
arm. Now, on to severity: the dragon’s damage potential is 126 points, and Nonnach at
his best only has 109 hit points, so each strike will be rolled with a severity of 2d6. In
addition to the 79 points of damage Nonnach takes from the dragon’s breath, he suffers
minor injuries to his arm and abdomen, but hisleg is burned off at the knee! (And the
DM could require himto make a saving throw vs. death magic to check for death from
massive damage, as described in the PHB.) All of a sudden, Nonnach finds himself
wishing he were somewhere else entirely.

Specific Injuries and Effects
Usudly, acriticd grike resultsin aspecific injury or pendty for the victim. As
noted above, the victim does not gain a saving throw to avoid the specid effects of a



critical strike since he’ sdready failed one pretty badly. However, many crestures can
ignore the effects of certain strikes just by their nature. Most undead mongters are
immune to cold-based attacks and therefore don't suffer any ill effects from cold criticd
grikes. Congtructs such as golems don’t have area physology and can ignore the
incgpacitating effects of internd injuries. Injuries are divided into Sx degrees of severity:
grazed, struck, injured, broken, shattered andfindly severed.

Wounds or injuries are dways accompanied by some loss of hit points, and some
critica strike results may increase the damage caused by the spell or effect. Many aso
inflict temporary attack or movement pendties that persst until the character receives
medica attention of some kind. The actua damage, or loss of hit points, may be
recovered normaly, but the injury’s effects linger until it is specificaly addressed.

After a few months of recovering from his battle with the dragon, Nonnach is
riddled by a high-level wizard's meagic missle spell and receives a critical strike. Magic
missles strike on the impact chart; the location roll isa 10 and the severity roll comes up
as a 6, so Nonnach catches a misslein the eye. The spell inflicts 16 points of damage,
but more importantly, Nonnach is temporarily blinded. He'll suffer a—4 penalty to all
attack rollsuntil hisinjury istreated in some way, although he can recover the loss of hit
points through magical or normal healing.

Grazed, Singed, Chilled, Bruised: While the nature of the injury varies with the
type of critical strike, dl of these minor wounds fall under the category of ‘grazes’” A
graze is not very serious, athough it may cause minor bleeding. A cure light wounds or
any other healing magic cgpable of restoring 4 hit points will hed agraze. Grazes dso
hed naturdly asif they were aloss of 1d6 hit points; if agraze is the equivdent of a 2-hit
point wound, asingle day of rest will cureit and diminate any pendlties. If a character
receives hegling magic, the graze is hedled and he getsto recover hit points from the
same spell or effect.

Struck, Blistered: Sightly more serious than agraze, a‘struck’ result usualy
entails some kind of attack or movement pendties, such as a—2 pendlty to atack rolls.
Injuries of this type can be hedled by a cure light wounds spell or other heding magic
capable of restoring 5 logt hit points. Struck areas hed naturaly asif they were awound
of 2d6 hit points.

Injured, Burned, Frostbitten: Wounds of thislevel can trouble a character for
many weeks, they hed naturdly asif they were aloss of 10d6 hit points. A cure serious
wounds spell, or any other hedling magic capable of restoring 10 hit points or more, can
repair the injury.

Injuries dmogt dways entail Sgnificant combat pendties for the character and
may temporarily reduce a character’ s maximum number of hit points. Since he' sfavoring
apanful injury, he is more susceptible to attacks. Injured arms, legs, or tails reduce a
character to 75% of his norma maximum hit points, while an injury to the torso,
abdomen, or head reduces a character to 50% of his normal. (If the damage done by the
gpdll or effect didn’t bring the character down to his new maximum, he is reduced to the
lower number immediately, but if the damage was severe enough to drop the character
beneath his new maximum, he doesn’t lose any additiond hit points.)

For example, let’ stake alook at Lord Nonnach again. As noted in the example,



Nonnach normally has amaximum of 109 hit points. If he sustained an injury to historso,
he would temporarily be reduced to amaximum of 55 hit points. Even if the torso injury
only did 10 or 15 points of damage, Nonnach is sill going to lose hdf his hit points due
to the effects of hisinjury!

Broken: Most minor bresks are assumed to fdl into the previous two categories,
hairline fractures or chipped bones are painful, but generdly minor, injuries. This
category is reserved for severe fractures that render the limb in question usaless. Broken
bones can be mended by a cure serious wounds spell that is used only to knit the bone;
unlike the grazed, struck, or injured categories, this heding spell restores no hit pointsto
the character. Broken bones hed naturdly asif they were aloss of 20d6 hit points, so a
character with a badly broken leg won't be running sprints anytime in the next month or
two.

Broken arms reduce a character to 75% of hisnormal hit points, and broken ribs
or legs reduce a character to 50% of hisnorma hit point maximum. Any other broken
bones reduce a character to 25% of his normd hit point maximum. Continuing to
adventure with afractured skull or afew broken vertebraeis never agood idea.

Crushed, Shattered, Frozen, or Destroyed: A criticd drike of this magnitude
amply destroys the affected tissue or limb, rendering it forever usdess. Thevictim of
such adevadtating injury never recovers hisfull hedth, without magicd ad. A limb
damaged in thisway is completely usdess, while other areas so affected will leave the
victim incapacitated. One to eight months of bed rest will be required before he regains
even a semblance of mohility.

Aninjury of thiskind can only be repaired by a cure critical wounds spdll or any
other magic capable of restoring at least 20 hit points to the victim. In addition, any bones
in the affected area are assumed to be broken and may require additional magic to knit.

Destroyed shoulders, hips, or limbs reduce a character to 50% of his normd hit
point maximum. Any other injuries of this severity reduce the character to 25% of his
norma hit point maximum. At the DM’ s option, appropriate ability scores may be
reduced by up to 50%; an acrobat with aruined hip will never perform again.

Severed, Dissolved, or Incinerated: Obvioudy, acregture that hasalimb
severed or completely removed from his body can no longer use that limb for movement
or combat. A human with a severed leg can’'t walk or run and is reduced to crawling until
he finds a crutch; a character with a severed shield-arm can no longer employ his shield,
and so on. The only way to undo damage of this scaeis by use of the regeneration spell
or smilar effects, or a properly worded wish.

The shock of losing alimb will prevent a character from moving independently or
attacking for 2d10 full weeks, athough a character who “only” loses ahand or afoot may
be able to perform limited activities within 1d6 rounds of the injury, if he passes asystem
shock roll. Note that creatures with more than four limbs (especidly insects or
octopus-like creatures) are dightly more resistant to this sort of traumaand may be able
to continue the fight after one or two rounds of being stunned.

The loss of alimb will reduce a character’s hit point maximum by 25% for a
partid loss, or 50% for a more catastrophic injury. If the character is able to compensate
with a prosthesis such as awooden leg or ahook, the hit point loss may be reduced by
one levd.



Bleeding

A common effect of many critica drikesis bleeding. Bleeding fdlsinto three
categories. minor, mgjor, and severe. In many cases, bleeding may prove more dangerous
than the origind injury.

Minor bleeding causesthe victim to lose 1d2 hit points per full turn until the
wound is magicaly heded or bound. There is a chance that minor bleeding will stop on
its own; every time the character suffers damage from the bleeding, he may attempt a
saving throw vs. desth magic. If he succeeds, the bleeding stops.

Anybody (including the injured character!) can stop minor bleeding by applying a
bandage. This requires one round.

Major bleeding is much more dangerous, resulting in aloss of 1d2 hit points per
round (not turn) until the injury is healed or bound. In effect, the standard negative 10
rule represents magjor bleeding; the character loses 1 hit point per round when reduced to
negdtive hit points.

Major bleeding can be stopped by a cure light wounds spell or the hedling of 5
points of damage by any other means. In addition, the successful use of the hedling
proficiency hats mgor bleeding. If the wound is bound by an untrained character, make
an Intdligence check for the would-be medic; if hefails, heisunable to help, but if he
succeeds, the bleeding is reduced to minor.

Sever e bleeding causes the victim to lose 10% to 60% (1d6 x 10%) of his
unwounded hit point total every round. For example, afighter with 43 hit points would
lose 4 (10%) to 24 (60%) of his hit points every round. A cure light wounds or 5 hit
points of healing will reduce severe bleeding to mgor bleeding; a cure serious wounds or
10 hit points of heding reduces it to minor bleeding; and a cure critical wounds or 20 hit
points of hedling stopsiit dtogether.

An untrained character has no chance to bind a torso, abdomen, or head wound
with severe bleeding, but atrained heder can attempt a proficiency check witha—4
pendty to reduce severe bleeding to mgor bleeding in these aress. A trained hedler can
reduce severe bleeding from alimb to mgor bleeding with an unpendized proficiency
check, and an untrained character can do the same with a successful Intelligence check at
a—4 penalty. Note that once severe bleeding has been reduced to mgor bleeding, the
character may be able to then reduce the mgor bleeding to minor bleeding.

Bleeding from severa wounds is cumulative; a character with three cases of
minor bleeding from three separate injuries suffers 3d2 damage every turn. After a
character is reduced to O hit points by any level of bleeding, the bleeding stops, and he
amply loses 1 hit point around until he reaches—10 and dies.

Combat Penalties

Many criticd srikes hamper the victim's gbility to fight or move by pendizing
his attack rolls or reducing his movement rate. A character with reduced movement may
not choose to charge, jog, run, sprint, or force-march in order to compensate. A character
reduced to no movement may gill drag himsdlf dong with an effective movement rating
of 1 or ride amount with difficulty.

A few critical drikes may prevent the victim from attacking & al; if thisisthe
case, the character may not engage in spellcasting or performing any other actions except
for usng magicd items or possibly usng psonic powers that affect only his own body.



Knockdowns. Some criticd strikes may inflict a knockdown on the victim. This
IS not an automatic result; the victim may il attempt a saving throw vs. death magic to
remain on hisfedt.

Armor, Shidd, and Equipment Damage

Acid, fire, lightning, and other lethal energies and substances can quickly destroy
acharacter’ sarmor. Unlike the criticd hitsintroduced in Player’s Option: Combat &
Tactics, every criticd grike endangers the victim’s armor and equipment since the
character aready failed a saving throw. However, there’s no need to check everything the
character may have on his person—instead, only check items on or in the location struck.
For example, if acharacter is struck in the face with a burning hands spdl, hismagicd
boots are in no red danger of being destroyed, but his helm or his reading spectacles
might be ruined.

To check for item damage, refer to Table 29: Item Saving Throws in the DMG.
Vibration or sonic attacks can be treated as either a crushing blow or disintegration as the
DM prefers, dthough if you decide to use the disintegration column, a+4 bonusis
reasonable to reflect the |ess destructive nature of vibration attacks. Wounding critical
strikes do not damage equipment.

Partially Destroyed Armor: If acharacter loses hisarmor in one particular
location, the most accurate way to reflect hisincreased vulnerability isto consult the
partial armor rules described on pages 128, 146 and 147 of the Player’s Option: Combat
& Tactics book. Bascaly, the character’ s overall AC will be worsened by the vaue of
the missing piece, and the character will also have an AC 10 location that can be
exploited by acdled shot.

If you don’t have the Combat & Tactics book or don’t want to use partia armor
rules, smply assgn the character a 1-point AC pendty for each piece of missng armor.
For example, if acharacter in chain mail (base AC 5) loses the armor protecting his torso
and right arm, hisarmor is now treated asabase AC of 7. Thisisn't asredidtic, but may
be alittle easer to usein play.

Acid
Hit Location Chart
d10rall Humanoid di0roll Monser/Animal
1-2 Right leg 1 Right fordeg/wing
34 Leftleg 2 Left fordeg/wing
5 Abdomen 3 Right hind leg
6—7 Torso 4 Left hind leg
8 Right arm 5 Tall
9 Left am 67 Abdomen
10 Head 8-9 Torso/chest

10 Head

L ocation: Legs
Severity Effect
1-3 No unusud effect



10

11
12
13

Acid splash grazes victim; pain digtracts character for 1d4 rounds causing a—2
pendty to attack rolls

Leg struck, 1/2 move; pain distracts character for 1d6 rounds, as above, and
causes knockdown

Foot burned, 1/2 move, pain distracts character for 1d6 rounds

Armor destroyed, acid splash as 4 above; if target has no leg armor, leg
burned, 1/4 move, victim knocked down and stunned 1d6 rounds

Hip/thigh burned, minor bleeding, stunned 1d6 rounds, 1/4 move

Armor destroyed, leg struck as 5 above; if target has no leg armor, acid burns
to bone causing mgjor bleeding, no move or attack

Foot dissolved; minor bleeding, victim stunned 1d6 rounds, then no
movement and —2 pendlty to attacks

Leg disolved a knee, mgjor bleeding, no move or attack

Leg dissolved a hip, no move or atack, mgjor bleeding

+As 12 above with an additiona abdomen hit

L ocation: Abdomen

Severity
1-3

4

5

6

7

8
9

10
11
12
13+

Effect

No unusud effect

Acid splash grazes victim, -2 to attack rolls for 1d6 rounds

Abdomen struck, —2 to attack rolls, victim reduced to 1/2 move

Armor destroyed, acid splash as 4 above; if target has no armor, abdomen
burned, 1/2 move, minor bleeding, —2 to attack rolls

Abdomen burned, minor bleeding, 1/2 move, -2 to attack ralls, victim stunned
1d6 rounds by pain

Abdomen burned, minor bleeding, 1/4 move, —4 to attack rolls

Armor damage, abdomen struck, minor bleeding, 1/2 move and —2 to attacks,
if no armor, victim stunned 1d6 rounds, 1/4 move, —4 to attack rolls, mgjor
bleading

Abdomen burned, no move or atack, major bleeding

Abdomind wall dissolved, no move or attack, severe bleeding

Abdomen dissolved, victim reduced to 0 hp, severe bleeding

As 12 above with additiona torso or leg hit (50% chance of either)

Location: Torso

Severity
1-3

4

5

6

= ©

Effect

No unusud effect

Acid splash grazes victim, —2 to attack rollsfor 1d6 rounds

Torso struck; 1/2 move, —2 to atack rolls, victim stunned 1 round

Shield destroyed, acid splash as 4 above; if target has no armor, torso burned,
1/2 move, minor bleeding, —2 to attack rolls

Armor destroyed, torso struck, 1/2 move, —2 to attacks; if target has no
armor, torso burned, victim stunned 1d6 rounds, 1/2 move, —2 to attacks
Torso burned, minor bleeding, 1/4 move, —4 to attack rolls

Torso burned, minor bleeding, no move or attack

Torso burned deeply, mgjor bleeding, no move or attack



11
12
13+

L ocation:
Severity
1-3

8

9

10
11
12

13+

L ocation:

Severity
1-3

4

5

6

7

8

9

10

11

12
13+

Torso partidly dissolved, victim reduced to O hit points with severe bleeding

Torso dissolved, victim killed ingtantly

As 12 above with additiona abdomen, arm or head hit (40% abdomen, 20%
left arm, 20% right arm, 20% head); it might make a difference when the
survivors clam the treasure and possessions left behind by the victim.

Arms

Effect

No unusud effect

Hand grazed by acid splash, weapon or shield dropped

Arm struck, victim digtracted by pain (—2 pendty to attack rolls) for 1d4
rounds, shield or weapon damaged by acid

Hand burned, -2 to attacks with that hand (or no shied useif shidd amiis
burned), victim stunned 1d3 rounds by pain

Armor destroyed, arm grazed by acid asin 4 above; if victim has no armor,
arm burned by acid, —2 penalty to al attacks, victim stunned 104 rounds by
the pain

Arm burned, victim stunned 1d4 rounds, —4 to attacks with affected arm and
—2 to all other attacks

Deep acid burn renders arm usdless, victim stunned 1d6 rounds

Hand dissolved, stunned 1d6 rounds, —2 to al atacks, minor bleeding

Arm disolved at ebow, stunned 1d6 rounds, no attack, mgjor bleeding

Arm dissolved at shoulder, stunned 1d6 rounds, 1/2 move, no attacks, mgor
bleeding

As 12 above with an additiond torso hit

Head

Effect

No unusud effect

Acid splash digtracts victim for 2d4 rounds, —2 pendty to al attacks

Head struck, helm damaged, victim stunned 1d3 rounds; —2 to al attack rolls
iIf victim had no heim

Head struck, —2 to attacks, stunned 1d4 rounds by pain

Helm destroyed, face burned, stunned 1d6 rounds, —2 to attacks; if victim
wears no hem, -4 to dl attacksand 1/2 move

Face burned, victim blinded, stunned 2d8 rounds, Charisma reduced by 2d6
points, minor bleeding

Scap and one ear dissolved, victim stunned 2d8 rounds, mgor bleeding, 1/2
move and no attacks, Charisma reduced by 2d4 points

Face dissolved, victim blinded, no move or attack, mgor bleeding,
CharismalAppearance reduced to 3

Throat dissolved, no move or attack, severe bleeding; if bleeding doesn' t kill
the victim, he asphyxiatesin 1d4+1 rounds

Skull dissolved, immediate degth

As 12 above with additiona torso hit



Location: Tail

Severity Effect

1-5 No unusud effect

6 Tip of tall burned; if prehensile, any items carried are dropped, —2 pendlty to
al tall attacks dueto pain

7-8 Tall burned, lose any tail atacks, norma animals must roll saving throw vs.

desth magic or retrest in pain
9-10 Tall burned, lose any tall atacks, 1/2 moveif anima usestail for movement

11 Tall dissolved & mid-length, victim stunned 1d3 rounds, mgor bleeding, lose
any tall attacks, no movement or attacksif cresture uses tail for movement
12 Tail dissolved, victim stunned 1d6 rounds, pain reduces creature to 1/2 move

and —2 pendty on any attack rolls, mgor bleeding; no move or atack and
severe bleeding if creature usestall for movement

13+ As 12 above with abdomen or torso hit (assign 50% chance to both)
Cold
Hit L ocation Chart
d10rall Humanoid  d10rall Monster/Animal
1-2 Right leg 1 Right fordeg/wing
34 Leftleg 2 Left fordeg/wing
5 Abdomen 3 Right hind leg
6—7 Torso 4 Left hind leg
8 Right am 5 Tal
9 Leftam 6—7 Abdomen
10 Head 89 Torso/chest
10 Head
L ocation: Legs
Severity Effect
1-3 No unusud effect
4 Victim chilled; /2 move and —2 pendlty to attacks for 1d6 hours
5 Leg struck, 1/2 move; victim knocked down and chilled as above
6 Foot frostbitten, /2 move
7 Armor shattered, victim chilled as 4 above; if target has no leg armor, leg

frosthitten, 1/4 move, victim knocked down

8 Hip/thigh frogtbitten, stunned 1d3 rounds, 1/4 move

9 Armor shattered, leg struck as 5 above; if target has no leg armor, bone broken
by cold, no move, -2 to attack rolls

10 Foot frozen; victim knocked down, 1/4 movement, —2 pendty to attacks

11 Leg frozen from knee down, no move, —4 pendty to attacks

12 Leg frozen at hip, no movement or attacks possible

13+ As 12 above with an additiona abdomen hit



L ocation: Abdomen

Severity
1-3
4

5

6

7

8

9
10
11
12

13+

Effect

No unusud effect

Victim chilled, —2 to attack rolls for 1d6 hours

Abdomen struck, victim reduced to 1/2 move, chilled 1d6 hours

Armor shattered, victim chilled as 4 above; if target has no armor, abdomen
frostbitten, 1/4 move, —2 to attack rolls

Abdomen frostbitten, 1/4 move, —2 to attack rolls; victim dowed for 2d6
rounds due to intense cold

Abdomen frosthitten, 1/4 move, —4 to attack rolls; victim dowed for 1d6
hours by intense cold

Armor shattered, abdomen struck, 1/4 move and —2 to attacks; if no armor,
victim dowed 1d6 hours, 1/4 move, —4 to attack rolls

Abdomen partidly frozen, no move or atack; victim succumbsin 104 days
without magicd heding

Abdomen frozen, no move or atack, victim reduced to 0 hp; victim succumbs
in 1d6 hours without magica heding

Abdomen frozen, victim reduced to 0 hp and succumbsin 1d6 rounds without
meagica heding

As 12 above with additiona torso or leg hit (50% chance of each)

Location: Torso

Severity Effect

1-3 No unusud effect

4 Victim chilled, —2 to attack rolls for 1d6 rounds

5 Torso struck; 1/2 move, —2 to atack rolls, victim chilled 1d6 hours

6 Shield shattered, victim chilled as 4 above; if target has no shidld, torso
frostbitten, dowed 1d6 rounds, /4 move, —2 to attack rolls armor, torso
frosthitten, victim dowed 1d6 hours, 1/4 move, -2 attacks

8 Torso frosthitten, 1/4 move, —4 to attack rolls, victim dowed 1d6 hours by
intense cold

9 Torso frogthitten, no movement or attacks possible

10 Torso partidly frozen, no move or atack, victim perishesin 1d4 hours
without magicd help

11 Torso frozen, victim reduced to 0 hp, diesin 1d6 rounds

12 Torso frozen, victim diesimmediately

13+ As 12 above with additiona abdomen, arm or head hit (40% abdomen, 20%
left arm, 20% right arm, 20% head)

L ocation: Arms

Severity Effect

1-3 No unusud effect

4 Hand chilled, weapon or shield dropped

5 Arm struck, shield or weapon dropped, —2 pendlty to attacks with that hand

until victim recovers



6 Hand frogthitten, —4 to attacks with that hand (or no shidd useif shidd amis
struck)

7 Armor shattered, arm chilled asin 4 above; if victim has no armor, am
frosthitten, —2 pendlty to al attacks, victim dowed 1d4 rounds

8 Arm frogthitten, victim dowed 1d4 rounds, —4 to attacks with affected arm
and -2 to al other attacks

9 Deep frogthite renders arm useless, victim dowed 1d6 hours

10 Hand frozen and useless, stunned 1d6 rounds, -2 to dl attacks

11 Arm frozen from ebow down and usdless, stunned 1d6 rounds, -4 to dl
attacks, dowed 1d6 hours

12 Arm frozen from shoulder down, stunned 1d6 rounds, 1/4 move, no attacks,
dowed 1d6 hours

13+ As 12 above with an additiond torso hit

L ocation: Head

Severity Effect

1-3 No unusud effect

4 Frogt disorients victim for 2d4 rounds, —2 pendlty to dl attacks

5 Head struck, helm damaged, victim dowed 1d6 rounds; —2 to dl atack rolls if
victim had no hem

6 Head struck, —2 to attacks, dowed 1d6 hours

7 Helm shattered, face frostbitten, dowed 1d6 hours, —2 to attacks; if vicim
wears no helm, —4 to all attacks and 1/4 move

8 Face frogthitten, victim blinded 1d6 hours and dowed 1d6 hours

9 Scdp and sde of head frozen, victim dowed 1d6 hours, 1/4 move and no
attacks

10 Face frozen, victim blinded, no move or atack

11 Throat/nose frozen, no move or atack, asphyxiation in 1d4+1 rounds

12 Skull frozen through, immediate desth

13+ As 12 above with additiona torso hit

L ocation: Tail

Severity Effect

1-5 No unusud effect

6 Tip of tall frosthitten; if prehendle, any items carried are dropped, —2 pendty
to dl tall attacks

7-8 Tail frogthitten, lose any tail attacks; victim chilled 1d6 hours, suffersa—2
pendty to attacks while chilled

9-10 Tall badly frogthitten, lose any tal attacks, 1/4 move if animal usestail for
movement

11 Tall frozen a mid-length, victim stunned 1d6 rounds, lose any tall attacks, no
movement or atacksif creature usestail for movement

12 Tail frozen, victim stunned 1d6 rounds, pain reduces cresture to 1/4 move and
—2 pendty on any attack rolls, no move or attack if cresture usestail for
movement

13+ As 12 above with abdomen or torso hit (50% chance of ether)



Note: A frozen result kills the affected tissue; without access to powerful heding magic,
the victim must have a frozen limb removed within 1d3 daysto prevent lethd infection or

gangrene.

Constriction

Hit Location Chart

d10rall
1-2
34

5

67

8
9
10

L ocation:

Severity
1-3

© 00

10
11
12
13+

Humanoid d10rall Mongter/Animal
Right leg 1 Right fordeg/wing
Left leg 2 Left fordeg/wing
Abdomen 3 Right hind leg
Torso 4 Left hind leg
Right am 5 Tal
Left aam 6-7 Abdomen
Head 89 Torso/chest
10 Head

Legs

Effect

No unusud effect

Victim knocked down

Knee twisted (struck), knockdown, 1/2 move
Foot didocated (broken), knockdown, 1/2 move
Armor damaged, leg twisted, 1/2 move; leg injured if target has no plate

to cover legs, 1/4 move
Knee didocated (broken), no move, —2 to al attacks
Armor damaged, leg injured, 1/2 move, -2 to dl attacks; leg broken if target
has no plate armor to cover legs, no move, —4 to attacks
Knee crushed, no move, —4 to attacks, minor bleeding
Hip broken and didocated, minor bleeding, no move or attack
Leg crushed, no move or attack, mgor bleeding from compound fractures
As 12 above with additiona abdomen hit

L ocation: Abdomen

Severity
1-3

4

5

6

7
8
9

Effect

No unusud effect

Victim stunned 1d4 rounds

Abdomen struck, victim stunned 1 round and reduced to /2 move

Armor damaged, victim stunned 1d6 rounds; if victim has no plate armor,
abdomen injured, stunned 1d6 rounds, 1/2 move, —2 pendty to al attacks

Abdomen injured, /2 move, —2 to dl attacks

Abdomen injured, minor internal bleeding, 1/2 move and -2 to attacks

Armor damaged, abdomen injured, minor bleeding, 1/2 move and -2 to



attacks; if victim does not have plate armor, 1/4 move, —4 to attacks

10 Abdomen injured, no move or attack, minor interna bleeding

11 Abdomen crushed, no move or attack, mgor interna bleeding

12 Abdomen crushed, victim reduced to O hit points with severe interna bleeding

13+ As 12 above with additiond torso or leg hit (50% chance of each)

L ocation: Torso

Severity Effect

1-3 No unusud effect

4 Knockdown, stunned 1d4 rounds

5 Torso struck, victim stunned 1 round and reduced to 1/2 move

6 Shield damaged, torso struck, 1/2 move

7 Armor damaged, torso struck, 1/2 move, -2 to attacks; if no plate armor, torso
injured, 1/4 move, —4 pendty to al attacks

8 Torso injured, minor interna bleeding, 1/4 move, —4 to attacks

9 Ribs broken, minor interna bleeding, 1/2 move, —2 to attacks

10 Ribs broken, mgjor interna bleeding, no move or attack

11 Torso crushed, victim reduced to O hit points with severeinternd bleeding

12 Torso crushed, victim killed

13+ As 12 above with additiona hit in abdomen (40%), left arm, right arm, or
head (20% each)

L ocation: Arms

Severity Effect

1-3 No unusud effect

4 Hand twisted, weapor/shield dropped

5 Arm twisted, weapon/shield dropped, —2 to attacks

6 Hand broken, -2 to attacks/shield dropped

7 Armor damaged, arm injured, —2 to attacks with that arm; arm broken if
victim has no plate armor, arm usdless

8 Shied damaged, arm broken and usdless, stunned 1 round

9 Arm broken and usdless, stunned 1d4 rounds

10 Shoulder didocated (broken), no attacks, minor bleeding

11 Arm crushed, 1/2 move, no attacks, minor bleeding

12 Shoulder crushed, no move or attacks, mgjor bleeding

13+ As 12 above with additiona torso hit

L ocation: Head

Severity Effect

1-3 No unusud effect

4 Victim stunned 1d6 rounds

5 Head twisted (struck), helm removed, victim stunned 1 round; —2 to attack
rolls due to pinched nervesin neck

6 Head struck, 1/2 move, -2 to attacks

7 Helm damaged, face injured, stunned 1d6 rounds, 1/2 move, —4 to attacks

8 Skull broken, helm damaged, victim reduced to O hit points and conscious 1d4



hours; if victim has no helmet, unconscious for 4d6 days, lose 1d3 points of
Intelligence permanently

9 Jaw didocated (broken), minor bleeding, no move or attack

10 Neck broken, reduced to 0 hp, unconscious 1d6 days; victim must roll saving
throw vs. deeth magic or suffer 50-100% paralysis (1d6+4) x 10%. Paradyss
caused by thisinjury can only be cured by hed, regenerate, or heding magic

of smilar power

11 Throat crushed, reduced to O hit points, mgjor bleeding

12 Skull crushed, immediate death

13+ As 12 above with additiona torso hit

L ocation: Tail

Severity Effect

1-5 No unusud effect

6 Tip of tal struck; if prehengle, any items carried are dropped, —2 pendty to
al tall attacks dueto pain

7-8 Tall injured, lose any tal atacks, norma animals must roll saving throw vs.

death magic or retregt in pain
9-10 Tail broken, lose any tal attacks, /2 moveif anima usestall for movement

11 Tail crushed, victim stunned 1-3 rounds, lose any tail attacks, no movement
or attacksif cresture uses tail for movement

12 Tail crushed, pain reduces creature to 1/2 move and —2 pendty on any attack
rolls, minor bleeding; no move or atack if creaiure usestail for movement

13+ As 12 above with additiona abdomen or torso hit (50% chance each)

Crushing

Hit Location Chart
d10roll Humanoid d10roll Monger/Animal

1-2 Right leg 1 Right fordeg/wing
34 Left leg 2 Left fordeg/wing
5 Abdomen 3 Right hind leg
6—7 Torso 4 Left hind leg
8 Right arm 5 Tal
9 Left am 67 Abdomen
10 Head 89 Torso/chest
10 Head
L ocation: Legs
Severity Effect
1-3 No unusud effect
4 Victim knocked down
5 Leg struck, knockdown, /2 move
6 Foot broken, 1/2 move
7 Armor damaged, leg struck, 1/2 move; if target has no armor to cover



legs, leg injured, 1/4 move, -2 to all attacks

8 Hip broken, minor bleeding, no move, -2 to al attacks

9 Armor destroyed, leg injured, 1/2 move; leg broken if target has no armor
to cover legs, no move, —4 to attacks

10 Knee crushed, no move, —4 to attacks, minor bleeding

11 Hip shattered, minor bleeding, no move or attack

12 Leg crushed, no move or attack, mgor bleeding from compound fractures
13+ As above with additiona abdomen hit

L ocation: Abdomen

Severity Effect

1-3 No unusud effect

4 Victim stunned 1d6 rounds

5 Abdomen struck, victim stunned 1 round and reduced to /2 move

6 Armor damaged, victim stunned 1d6 rounds; if target has no armor,

abdomen injured, stunned 1d6 rounds, 1/2 move, —2 pendty to attacks
7 Abdomen injured, stunned 2d6 rounds, /2 move, —2 to hit
8 Abdomen injured, minor interna bleeding, 1/4 move and —4 to attacks
9 Armor damaged, abdomen injured, minor bleeding, /2 move and -2 to
attacks; if victim has no armor, stunned 2d6 rounds, mgor interna
bleeding, 1/4 move, —4 to attacks

10 Abdomen partidly crushed, /4 move, —4 to attacks, mgor internd
bleeding, stunned 2d6 rounds

11 Abdomen crushed, no move or attack, mgjor interna bleeding

12 Abdomen crushed, victim reduced to O hit points with severe internd
bleading

13+ As above with additiond leg or torso hit (50% each)

Location: Torso

Severity Effect

1-3 No unusud effect

4 Knockdown, stunned 1d4 rounds

5 Torso struck, victim stunned 1 round and reduced to 1/2 move

6 Shield destroyed, torso struck, /4 move, stunned 1d6 rounds

7 Armor destroyed, torso injured, stunned 1d6 rounds, 1/4 move, -2 to
attacks

8 Ribs broken, stunned 1d6 rounds, /4 move, —4 to al attacks

9 Ribs broken, stunned 2d6 rounds, minor bleeding, 1/4 move, —4 to attacks

10 Ribs crushed, mgjor interna bleeding, no move or attack

11 Torso crushed, victim reduced to O hit points with severe interna bleeding

12 Torso crushed, victim killed

13+ As above with additional abdomen (40%), head (20%), or arm (20% each)
hit

L ocation: Arms

Severity Effect

1-3 No unusud effect



4 Hand struck, weapon/shield dropped

5 Arm struck, —2 to attacks with that arm

6 Hand broken, —2 to all attacks, weapon or shield dropped

7 Armor destroyed, arm injured, —2 to attacks with that arm; if victim has no
armor, arm broken, stunned 1 round

8 Shield destroyed, arm broken, stunned 1d3 rounds

9 Hand crushed, stunned 104 rounds, minor bleeding

10 Shoulder didocated (broken), no attacks, minor bleeding

11 Arm crushed to elbow, 1/4 move, no attacks, mgjor bleeding

12 Arm crushed to shoulder, no move or attacks, mgjor bleeding

13+ As above with additiona torso hit

L ocation: Head

Severity Effect

1-3 No unusud effect

4 Victim stunned 1d6 rounds

5 Head struck, helm removed, victim stunned 1d6 rounds; head injured, —2
to attack rallsif victim had no hem

6 Head injured, stunned 2d6 rounds, 1/4 move, -2 to al attacks

7 Helm destroyed, face injured, stunned 2d6 rounds, 1/4 move, -4 todl
attacks; victim must roll saving throw vs. desth magic or be blinded as
well

8 Skull broken, hem destroyed, victim reduced to O hit points and
unconscious 2d6 hours

9 Face crushed, minor bleeding, no move or attack, —2 Charisma
permanently

10 Skull broken, unconscious 1d6 days, —2 to all attacks, lose 1 point each of
Intelligence/Wisdom/Charisma permanently

11 Skull crushed, reduced to O hit points, mgjor bleeding; victim loses 1d6
points of Intelligence, Wisdom, and Charisma (ahed or regenerate spell
can restore lost ability points)

12 Skull crushed, immediate death

13+ As 12 above with additiona torso hit

L ocation: Tail

Severity Effect

1-5 No unusud effect

6 Tip of tail struck; if prehensile, any items carried are dropped, —2 penalty
to dl tail attacks dueto pain

7-8 Tal injured, lose any tail attacks; norma animals must roll saving throw
vs. Death magic or retreet in pain

9-10 Tall broken, lose any tall attacks, 1/4 moveif anima usestall for
movement

11 Tail crushed, victim stunned 1d6 rounds, lose any tall attacks, no
movement or atacks if creature usestall for movement

12 Tail crushed, pain reduces cresture to 1/4 move and —2 pendty on any

attack rolls, minor bleeding; no move or atack and mgor bleeding if



creature uses tail for movement
13+ As 12 above with additiona abdomen or torso hit
Electricity

Hit Location Chart
d10roll Humanoid d10roll Monser/Animal

1-2 Right leg 1 Right fordeg/wing
34 Left leg 2 Left fordeg/wing
5 Abdomen 3 Right hind leg
6—7 Torso 4 Left hind leg
8 Right am 5 Tal
9 Leftarm 6—7 Abdomen
10 Head 89 Torso/chest
10 Head
L ocation: Legs
Severity Effect
1-3 No unusud effect
4 Victim shocked and knocked down; spasms distract character for 1d4
rounds causing a—2 pendty to attack rolls
5 Leg struck, 1/2 move; victim knocked down and shocked for 1d6 rounds
6 Foot burned, 1/2 move, victim knocked down, spasms last 1d6 rounds
7 Armor destroyed, leg burned, 1/2 move, victim knocked down and
stunned 1d6 rounds
8 Hip/thigh burned, knocked down, stunned 1d6 rounds, 1/4 move
9 Armor destroyed, leg broken, stunned 1d6 rounds, 1/4 move and -4

pendty to al attacks

10 Foot incinerated; minor bleeding, victim stunned 1d6 rounds, then no
movement and —4 pendty to al attacks

11 Leg incinerated at knee, mgor bleeding, no move or attack

12 Leg incinerated at hip, no move or attack, mgor bleeding

13+ As 12 above with an additiond abdomen hit

L ocation: Abdomen

Severity Effect

1-3 No unusud effect

4 Victim shocked and knocked down, —2 to attack rolls for 1d6 rounds

5 Abdomen struck, —2 to attack rolls, 1/2 move, victim knocked down

6 Armor destroyed, abdomen burned, 1/2 move, —2 to attack rolls, victim
stunned 1d6 rounds

7 Abdomen burned, 1/2 move, —2 to attack rolls, victim stunned 2d8 rounds

8 Abdomen burned, 1/4 move, —4 to attack rolls, stunned 2d8 rounds

9 Armor destroyed, abdomen burned, victim stunned 2d8 rounds, 1/4 move, —4
to attack rolls

10 Severeinterna burns, no move or atack



11 Abdomen partidly incinerated, no move or attack, death followsin 1d4 hours
if victim is not treated with a cure critical wounds or more powerful hedling
megic

12 Abdomen incinerated, immediate death

13+ As 12 above with additiond torso or leg hit (50% chance of each)

Location: Torso

Severity Effect

1-3 No unusud effect

4 Victim shocked and knocked down, —2 to attack rolls for 1d6 rounds

5 Torso struck; 1/2 move, —2 to attack rolls, victim knocked down

6 Shield destroyed, torso burned, victim knocked down, 1/2 move, -2 to
attack rolls

7 Armor destroyed, torso burned, victim stunned 1d6 rounds, 1/2 move, —2
to attacks

8 Torso burned, victim stunned 2d8 rounds, 1/4 move, —4 to attack rolls

9 Torso burned, no move or attack

10 Torso burned deeply, no move or attack, possible stopped heart; roll a
saving throw vs. desth magic or die in 1d3 rounds

11 Torso partidly incinerated, victim reduced to O hit points and diesin 1d3
turns unless treated by cure critical wounds or more powerful healing
meagic

12 Torso incinerated, victim killed ingtantly

13+ As 12 above with additiona abdomen, arm or head hit (40% abdomen,
20% left arm, 20% right arm, 20% heed)

L ocation: Arms

Severity Effect

1-3 No unusud effect

4 Hand shocked, wegpon or shield dropped

5 Arm struck, victim knocked down, —2 to attacks for 1d6 rounds due to
muscle spasms

6 Hand burned, -2 to attacks with that hand (or no shield use if shild armis
burned)

7 Armor destroyed, arm burned, —2 pendlty to dl attacks, victim stunned
1d6 rounds

8 Arm burned, victim stunned 2d8 rounds, —4 to attacks with affected arm
and -2 to al other attacks, current crosses body and may stop heart; roll
saving throw vs. death magic or diein 1d3 rounds

9 Arm broken and usdess, victim stunned 2d8 rounds

10 Hand incinerated, stunned 1d6 rounds, —2 to al attacks

11 Arm incinerated a elbow, stunned 1d6 rounds, no attacks

12 Arm incinerated a shoulder, stunned 2d8 rounds, 1/2 move, no attacks

13+ As 12 above with an additiona torso hit

L ocation: Head

Severity Effect



1-3 No unusud effect

4 Victim shocked, knocked down, —2 pendlty to attacks for 1d6 rounds

5 Head struck, helm destroyed, victim stunned 1d6 rounds, —2 to all attack
rals

6 Head struck, —2 to attacks, stunned 2d8 rounds, victim desfened

7 Helm destroyed, face burned, stunned 2d8 rounds, —4 to al attacks and 1/2
move

8 Face burned, victim blinded, stunned 2d8 rounds

9 Scalp burned, victim stunned 2d8 rounds, 1/2 move and —4 pendty to
attacks; roll saving throw vs. death magic or heart stops, killing character
in 1d3 rounds

10 Face burned, victim blinded, no move or attack, unconscious 4d6 days

11 Head burned, victim blinded, deafened, and paralyzed, and remains so
until he receives aregenerate el or smilar heding magic

12 Skull incinerated, immediate death

13+ As 12 above with additiond torso hit

L ocation: Tail

Severity Effect

1-5 No unusud effect

6 Tip of tail shocked; if prehensile, any items carried are dropped, —2
pendty to dl tail attacks

7-8 Tail burned, lose any tail attacks, norma animas must roll saving throw

vs. Death magic or retreat
9-10 Tall burned, lose any tail attacks, 1/2 move if animal usestal for

movement

11 Tall incinerated & mid-length, victim stunned 1d3 rounds, minor bleeding,
lose any tail attacks, no movement or attacks if cregture usestail for
movement

12 Tail incinerated, victim stunned 1d6 rounds, pain reduces cregture to 1/2

move and —2 pendty on any atack rolls, minor bleeding; no move or
attack and mgor bleeding if creature usestail for movement
13+ As 12 above with abdomen or torso hit (50% chance of either)

Fire

Hit Location Chart
d10roll Humanoid di10roll Monser/Animal
1-2 Right leg 1 Right fordleg/wing
34 Left leg 2 Left fordeg/wing
5 Abdomen 3 Right hind leg
6—7 Torso 4 Left hind leg
8 Right arm 5 Tal
9 Left aam 67 Abdomen
10 Head 89 Torso/chest

10 Head



Location: Legs

Severity Effect

1-3 No unusud effect

4 Victim singed, —1 pendty to attack rolls

5 Leg scorched, 1/2 move, —1 pendty to attack rolls

6 Foot burned, 1/2 move, —1 pendty to attack rolls

7 Leg burned, 1/2 move, —2 penalty to attack rolls; if victim iswearing
metal armor, hot steel scorches him for an additiond 2d4 damage in the
following round, and 1d4 damage in the round after that.

8 Hip/thigh burned, 1/4 move, -2 to dl attacks, victim must roll saving
throw vs. death magic or be on fire (see page 122)

9 Leg burned, 1/4 move and —4 pendty to dl attacks; if victim wears metd
armor, armor is destroyed and continues to inflict damage as 7 above

10 Foot incinerated; minor bleeding, victim stunned 1d6 rounds, then no
movement and —4 pendty to dl attacks

11 Leg incinerated at knee, mgjor bleeding, no move or atack

12 Leg incinerated at hip, no move or attack, mgor bleeding

13+ As 12 above with an additiona abdomen hit

L ocation: Abdomen

Severity Effect

1-3 No unusud effect

4 Victim snged, —1 to attack rolls

5 Abdomen scorched, —1 to attack rolls, /2 move

6 Abdomen burned, 1/2 move, -2 to attack rolls; if victim wears metal
armor, he is seared as described in 7 for the previous chart

7 Abdomen burned, 1/2 move, —2 to attack rolls, victim must roll saving
throw vs. desth magic or catch fire (see page 122)

8 Abdomen burned, 1/4 move, —4 to attack rolls, stunned 1d6 rounds

9 Abdomen burned, stunned 1d6 rounds, 1/4 move, —4 to atacks; if victim
wears meta armor, armor destroyed, victim seared asin 6 above

10 Abdomen burned severely, no move or attack

11 Abdomen partidly incinerated, no move or attack, death in 1d4 hours
unless victim recaives cure critical wounds or more powerful magic

12 Abdomen incinerated, immediate death

13+ As 12 above with additiona torso or leg hit (50% chance of each)

L ocation: Torso

Severity Effect

1-3 No unusud effect

4 Victim singed, —1 to attack rolls, stunned 1 round

5 Torso scorched; 1/2 move, —2 to attack rolls

6 Torso burned, 1/2 move, -2 to attack rolls; if victim carries shidd, shidd
destroyed, causing searing damage as described above

7 Torso burned, victim stunned 1d6 rounds, 1/2 move, -2 to attacks; if

victim wears meta armor, he is seared as described above



8 Torso burned, victim stunned 1d6 rounds, 1/4 move, —4 to attack rolls,
victim mugt roll saving throw vs. death magicor catch fire (see page 122)

9 Torso burned, no move or attack

10 Torso burned deeply, no move or attack, victim on fire (see page 122)

11 Torso patidly incinerated, victim reduced to O hit points, diesin 1d3 turns
unlesstreated by cure critical wounds or more powerful magic

12 Torso incinerated, victim killed ingtantly

13+ As 12 above with additiona abdomen, arm or head hit (40% abdomen,
20% left arm, 20% right arm, 20% head)

L ocation: Arms

Severity Effect

1-3 No unusud effect

4 Hand singed, weapon or shield dropped

5 Arm scorched, -2 to attacks

6 Hand burned, —2 to attacks with that hand (or no shield use if shidldarm is
burned)

7 Arm burned, —2 penalty to all attacks; if victim wears metal armor, seared
for 2d4 damage in next round, 1d4 in round after that

8 Arm burned, victim stunned 1d6 rounds, —4 to attacks with affected arm
and -2 to dl other attacks; roll saving throw vs. desth magic or caich fire

9 Arm burned and usdless, victim stunned 1d6 rounds and on fire

10 Hand incinerated, stunned 1d6 rounds, —2 to all attacks

11 Arm incinerated at elbow, stunned 1d6 rounds, no attacks

12 Arm incinerated a shoulder, stunned 1d6 rounds, 1/2 move, no attacks

13+ As 12 above with an additiond torso hit

L ocation: Head

Severity Effect

1-3 No unusud effect

4 Victim snged, —1 pendlty to attacks

5 Head scorched, —2 to all attack rolls, if victim wears metal helm, hot metal
sears him for 2d4 damage next round, 1d4 more the round after

6 Head scorched, —2 to attacks, victim must roll saving throw vs. degth
meagic or catch fire (see page 122)

7 Face burned, stunned 1d6 rounds, —4 to al atacks and 1/2 move; if victim
wears metal hem, seared for additional damage as 5 above

8 Face burned, victim blinded, stunned 1d6 rounds

9 Scap burned, victim stunned 1d6 rounds, 1/2 move and —4 pendlty to
attacks, victim set on fire

10 Face burned, victim blinded, no move or attack

11 Head burned, victim blinded and deafened, and remains so until he
receives aregenerae el or Smilar heding magic

12 Skull incinerated, immediate degth

13+ As 12 above with additiona torso hit

Location: Tail



Severity
1-5
6

78
9-10
11
12

13+

I mpact

Effect

No unusud effect

Tip of tail singed; if prehensile, any items carried are dropped, —2 penalty

to dl tail attacks

Tail burned, lose any tail attacks; norma animasimmediatdy retrest

Tall burned, lose any tall attacks, 1/2 move if animd usestal for
movement; roll saving throw vs. desth magic or catch fire (see page 122)

Tall incinerated & mid-length, victim stunned 1d3 rounds, minor bleeding,
lose any tall attacks, no movement or attacks if creature usestail for
movement

Tail incinerated, victim stunned 1d6 rounds, pain reduces cregture to 1/2
move and —2 pendty on any attack rolls, minor bleeding; no move or
attack and mgor bleeding if creature usestall for movement

As 12 above with abdomen or torso hit (50% chance of ether)

Hit Location Chart

di0rall
1-2
34

5

6—7

8

9

10

Humanoid diO0roll Monger/Animal

L ocation: Legs

Severity
1-3

~No o1k~

o

10

11
12

13+

Right leg 1 Right fordeg/wing
Leftleg 2 Left fordeg/wing
Abdomen 3 Right hind leg
Torso 4 Left hind leg
Right arm 5 Tal
Leftam 6—7 Abdomen
Head 89 Torso/chest

10 Head
Effect
No unusud effect
Victim knocked down

Knee struck, victim knocked down, 1/2 move

Foot broken, 1/2 move, minor bleeding

Leginjured, 1/2 move; if target has no armor to cover legs, 1/4 move, —2

to dl attacks, and minor bleeding

Hip broken, stunned 1d6 rounds, minor bleeding, no move, —4 pendty to
al atacks

Leg injured, stunned 1d6 rounds, 1/2 move, -2 to dl atacks; if victim has
no armor, leg broken, no move, —4 to al attacks, mgjor bleeding

Knee shattered, minor bleeding, stunned 1d6 rounds, no move, —4 pendty
to al attacks

Hip shattered, mgjor bleeding, stunned 1d6 rounds, no move or attack
Leg shattered, stunned 2d6 rounds, no move or attack, magjor bleeding
from compound fractures

As above with additiona abdomen hit



L ocation: Abdomen

Severity Effect

1-3 No unusud effect

4 Victim stunned 1d6 rounds

5 Abdomen struck, victim stunned 1 round, reduced to 1/2 move

6 Abdomen struck, 1/2 move, —2 to dl atacks; if victim wears no armor,
abdomen injured, stunned 1d6 rounds, 1/2 move, —2 to dl atacks, minor
bleading

7 Abdomen injured, stunned 1d6 rounds, 1/2 move, —2 to attacks, major
bleeding

8 Abdomen injured, mgor bleeding, stunned 1d6 rounds, 1/4 move, —4 to dl
attacks

9 Abdomen injured, stunned 1d6 rounds, mgjor bleeding, 1/4 move, -4 to dll
attack rolls, armor destroyed; if victim wears no armor, no move or
attack, major bleeding

10 Abdomen injured, no move or attack, magjor bleeding

11 Abdomen destroyed, no move or attack, mgor bleeding

12 Abdomen destroyed, victim reduced to O hp, severe bleeding

13+ As above with additiona torso (50%) or leg (50%) hit

Location: Torso

Severity Effect

1-3 No unusud effect

4 Knockdown, stunned 1d4 rounds

5 Torso struck, victim stunned 1 round, 1/2 move

6 Torso struck, 1/2 move, shield damaged; if victim has no shield, stunned
1d6 rounds, 1/2 move, —2 to atacks, minor bleeding

7 Armor damaged, torso injured, 1/2 move, -2 to attacks, if victim wears no
armor, stunned 1d6 rounds, ribs broken, minor bleeding, 1/2 move, —2
pendty to attacks

8 Torso injured, stunned 1d6 rds, mgjor bleeding, 1/4 move, —4 to attacks

9 Ribs broken, mgor bleeding, stunned 1d6 rounds, 1/4 move, —4 attacks

10 Ribs broken, maor bleeding, no move or attack

11 Torso destroyed, victim reduced to 0 hp, severe bleeding

12 Torso destroyed, victim killed

13+ As above with additional abdomen (40%), arm (20% each) or head (20%)
hit

L ocation: Arms

Severity Effect

1-3 No unusud effect

4 Hand struck, weapon/shield dropped

5 Arm struck, —2 to attacks with that arm

6 Hand broken, minor bleeding, —2 to al attacks

7 Armor damaged, arm injured, —2 to dl attacks; if victim has no armor, am

broken, —4 to attacks with that arm, minor bleeding



8 Shied damaged, arm broken, stunned 1 round, minor bleeding

9 Weapon dropped, arm broken, stunned 1d6 rounds, minor bleeding
10 Shoulder injured, no attacks, stunned 1d6 rounds, minor bleeding
11 Arm shattered, 1/2 move, no attacks, stunned 1d6 rounds, minor bleeding
12 Shoulder shattered, stunned 2d6 rounds, no move or attacks, major
bleeding
13+ As 12 above with additiond torso hit
L ocation: Head
Severity Effect
1-3 No unusud effect
4 Victim stunned 1d6 rounds
5 Head struck, helm removed, victim stunned 1 round, —2 to attack rolls; if
victim has no hdm, stunned 1d6 rounds, —2 to attacks
6 Head injured, victim stunned 1d6 rounds, —2 to attacks, minor bleeding
7 Helm damaged, face injured, stunned 1d6 rounds, 1/2 move, —4 to attack

ralls; if victim has no helm, unconscious 2d4 hours, minor bleeding, 1/4
move, no attacks

8 Skull broken, hem destroyed, victim reduced to O hit points, unconscious
1d4 hours, minor bleeding; no movement or attacks

9 Jaw/face broken, mgor bleeding, no movement or attack; victim loses 1d3
points of CharismalAppearance permanently

10 Head injured, mgor bleeding, unconscious 1d6 days, victim must roll
saving throw vs. deeth magic or lose 1d3 points of Intdligence, Wisdom,
and Charisma permanently

11 Throat destroyed, no move or attack, stunned 2d6 rounds, severe bleeding

12 Skull destroyed, immediate death

13+ As above with additiona torso hit

L ocation: Tail

Severity Effect

1-5 No unusud effect

6 Tip of tail struck; if prehensile, any items carried are dropped, —2 penalty
to dl tail attacks due to pain

7-8 Tail injured, minor bleeding, lose any tail attacks, norma animas must

roll saving throw vs. death magic or retreat in pain

9-10 Tail broken, minor bleeding, lose any tall atacks, 1/2 move if anima uses
tail for movement

11 Tail injured, victim stunned 1d3 rounds, lose any tail attacks, no
movement or atacks if cregture usestall for movement

12 Tail destroyed, pain reduces creature to 1/2 move and —2 pendty on any
attack rolls, mgor bleeding; no move or attack if cresture usestail for
movement

13+ As 12 above with additiond torso or abdomen hit

Slasning



Hit Location Chart

d10rall
1-2
34

5

67

8

9

10

Humanoid d10roll Monser/Animal

L ocation: Legs

Severity
1-3

~No orh

© 00

10
11
12
13+

Right leg 1 Right fordeg/wing
Leftleg 2 Left fordeg/wing
Abdomen 3 Right hind leg
Torso 4 Left hind leg
Right am 5 Tal
Leftarm 6—7 Abdomen
Head 89 Torso/chest

10 Head
Effect
No unusud effect

Leg struck, minor bleeding, victim knocked down

Knee struck, knockdown, minor bleeding, 1/2 move

Leg injured, /2 move, minor bleeding

Leg injured, knockdown, 1/2 move, minor bleeding; if victim has no armor,
stunned 1d4 rounds, 1/2 move, mgor bleeding

Kneeinjured, stunned 1d4 rounds, minor bleeding, 1/4 move, —2 attacks
Leg injured, minor bleeding, 1/4 move, —2 to attacks; if victim has no amor,
leg broken, mgjor bleeding, no move, —4 to al attacks

Hip broken, stunned 1d6 rounds, no move or attack, mgjor bleeding

Leg severed at knee, stunned 2d6 rounds, magor bleeding, no move or attack
Leg severed at thigh, stunned 2d6 rounds, no move or attack, severe bleeding

As above with additiona abdomen hit

L ocation: Abdomen

Severity
1-3

4

5

6

7
8
9
10
11

12
13+

Effect

No unusud effect

Abdomen grazed, minor bleeding

Abdomen struck, victim stunned 1 round, 1/2 move, minor bleeding

Abdomen struck, armor damaged, stunned 1d3 rounds, 1/2 move, minor
bleading; if victim wears no armor, abdomen injured, stunned 1d6 rounds, 1/2
move, —2 pendty to dl attacks, minor bleeding

Abdomen injured, 1/2 move, -2 to al attacks, mgjor bleeding

Abdomen injured, mgor bleeding, 1/4 move, —4 to dl attacks

Abdomen injured, armor destroyed, 1/4 move, —4 to all attacks; if victim has
no armor, unconscious 1d6 hours, mgor bleeding

Abdomen injured, no move or attack, magor interna bleeding

Abdomina wall destroyed, stunned 2d6 rounds, no move or attack, severe
bleeding

Abdomen destroyed, victim killed

As above with additiond torso or leg hit (50% of either)

Location: Torso



Severity Effect

1-3 No unusud effect

4 Torso grazed, minor bleeding

5 Torso struck, stunned 1 round, 1/2 move, minor bleeding

6 Shield damaged, torso struck, 1/2 move, minor bleeding

7 Armor damaged, torso injured, 1/2 move, -2 to dl attacks; if victim wears no
armor, stunned 1d6 rounds, mgor bleeding, 1/2 move, —2 pendty to dl
attacks

8 Torso injured, mgor bleeding, stunned 1d6 rounds, 1/4 move, —2 attacks

9 Ribs broken, mgjor bleeding, stunned 1d6 rounds, 1/4 move, —4 attacks

10 Ribs broken, mgjor bleeding, stunned 1d6 rounds, no move or attack

11 Torso destroyed, severe bleeding, unconscious 2d6 days, no move or attack

12 Torso destroyed, victim killed

13+ As above with additiona abdomen (40%), arm (20% each), or head (20%) hit

L ocation: Arms

Severity Effect

1-3 No unusud effect

4 Hand struck, weapon or shield dropped

5 Arm struck, minor bleeding, shield damage or weapon dropped

6 Hand injured, minor bleeding, —2 to attacks or no shield use

7 Armor damaged, arm injured, minor bleeding, —2 to al attacks; if victim has
no armor, arm broken, stunned 1d6 rounds, mgjor bleeding, —2 to dl attacks

8 Hand severed, stunned 1d6 rounds, major bleeding

9 Arm broken, and useless, stunned 1d6 rounds, mgjor bleeding, 1/2 move, —2
to all other attacks

10 Shoulder injured, stunned 1d6 rounds, no attacks, major bleeding

11 Arm severed at elbow, stunned 2d6 rounds, no attacks, major bleeding

12 Arm severed a shoulder, no move or attacks, severe bleeding

13+ As above with additiond torso hit

L ocation: Head

Severity Effect

1-3 No unusud effect

4 Head grazed, minor bleeding, victim stunned 1d6 rounds

5 Head struck, helm removed, victim stunned 1 round, —2 to attack rolls; if
victim has no helm, head injured, stunned 1d6 rounds, 1/2 move, -2 penaty
to dl attack rolls

6 Eye destroyed, stunned 2d6 rounds, —2 to all attacks

7 Helm damaged, face injured, stunned 1d6 rounds, 1/2 move, —4 to dl attacks,
minor bleeding

8 Skull broken, halm damaged, maor bleeding, unconscious 1d6 hours

9 Faceinjured, victim blinded, mgor bleeding, no move or atack

10 Skull broken, unconscious 1d6 days, mgjor bleeding, 1/4 move, —4 pendty to
al atacks

11 Throat destroyed, severe bleeding

12 Skull destroyed, immediate death



13+ As above with additiona torso hit

L ocation: Tail

Severity Effect

1-5 No unusud effect

6 Tip of tail struck; if prehensile, any items carried are dropped, —2 penalty to
tall attacks, minor bleeding

7-8 Tail injured, lose any tail attacks, minor bleeding, normd animas must roll
saving throw vs. death magic or retreat in pain

9-10 Tail broken, lose any tail attacks, 1/2 moveif animd usestail for movemernt,
minor bleeding

11 Tail destroyed, stunned 1d3 rounds, mgjor bleeding, lose any tail attacks, no
move or atack if creature usestail for movement

12 Tail severed, sunned 1d6 rounds, 1/2 move, —2 pendty on dl attacks, mgjor
bleeding; no move or attack if cresture usestail for movement

13+ As 12 above with doubled damage dice

Vibration

Hit Location Chart

d10roll Humanoid di10rol Monster/Animal

1-2 Right leg 1 Right fordeg/wing

34 Leftleg 2 Left fordeg/wing

5 Abdomen 3 Right hind leg

6—7 Torso 4 Left hind leg

8 Right arm 5 Tal

9 Left am 67 Abdomen

10 Head 8-9 Torso/chest

10 Head

L ocation: Legs

Severity Effect

1-3 No unusud effect

4 Victim grazed and knocked down

5 Leg struck, 1/2 move; victim knocked down, stunned 1d4 rounds

6 Foot injured, 1/2 move, victim knocked down, stunned 104 rounds

7 Armor destroyed, leg injured, 1/2 move, victim stunned 1d4 rounds

8 Hip/thigh injured, knocked down, stunned 2d4 rounds, 1/4 move

9 Armor destroyed, leg broken, stunned 2d4 rounds, 1/4 move and—4 penalty to
al atacks

10 Foot disntegrated; minor bleeding, victim stunned 2d4 rounds, then no
movement and —4 pendty to all attacks

11 Leg disintegrated at knee, mgor bleeding, no move or attack

12 Leg disntegrated at hip, no move or attack, major bleeding

13+

As 12 above with an additiona abdomen hit



L ocation: Abdomen

Severity Effect

1-3 No unusud effect

4 Victim grazed and stunned 1 round

5 Abdomen struck, —2 to attack rolls, 1/2 move, stunned 104 rounds

6 Armor destroyed, abdomen injured, 1/2 move, —2 to attack rolls, victim
stunned 1d4 rounds

7 Abdomen injured, 1/2 move, -2 to attack rolls, victim stunned 2d4 rounds

8 Abdomen injured, 1/4 move, —4 to attack rolls, stunned 2d4 rounds

9 Armor destroyed, abdomen injured, victim stunned 2d4 rounds, 1/4 move, -4
to attack rolls, minor bleeding

10 Abdomen injured internaly, no move or attack, mgjor bleeding

11 Abdomen partidly disntegrated, no move or attack, death followsin 1d4
hoursif victim is not trested with a cure critical wounds or more powerful
heding magic

12 Abdomen disntegrated, immediate degth

13+ As 12 above with additiona torso or leg hit (50% chance of each)

Location: Torso

Severity Effect

1-3 No unusud effect

4 Victim grazed, sunned 1 round

5 Torso struck; 1/2 move, —2 to attack rolls, stunned 1d4 rounds

6 Shield destroyed, torso injured, stunned 1d4 rounds, 1/2 move, —2 to attack
rals

7 Armor destroyed, torso injured, stunned 2d4 rounds, 1/2 move, —2 penalty to
attacks

8 Torso injured, victim stunned 2d4 rounds, 1/4 move, —4 to attack rolls

9 Torso injured, no move or attack, minor bleeding

10 Ribs broken, no move or attack, major bleeding

11 Torso partidly disntegrated, victim reduced to O hit points and diesin 1d3
turns unless treated by cure critical wounds or more powerful healing magic

12 Torso disntegrated, victim killed ingtantly

13+ As 12 above with additionad abdomen, armor head hit (40% abdomen, 20%
left arm, 20% right arm, 20% head)

L ocation: Arms

Severity Effect

1-3 No unusud effect

4 Hand grazed, weapon or shield dropped

5 Arm struck, stunned 1d4 rounds, —2 to attacks with that hand

6 Hand injured, —2 to attacks with that hand (or no shidd useif shidd amiis
burned), minor bleeding

7 Armor destroyed, arm injured, —2 pendty to dl atacks, victim stunned 1d4
rounds

8 Arm injured, victim stunned 2d4 rounds, —4 to attacks with affected arm and—

2 to dl other attacks, minor bleeding



9 Arm broken and usdless, victim stunned 2d4 rounds

10 Hand disintegrated, stunned 1d4 rounds, —2 to dl attacks, minor bleeding

11 Arm disintegrated at elbow, stunned 2d4 rounds, no attacks, magjor bleeding

12 Arm disintegrated at shoulder, stunned 2d4 rounds, 1/2 move, no attacks,
magjor bleeding

13+ As 12 above with an additiond torso hit

L ocation: Head

Severity Effect

1-3 No unusud effect

4 Victim stunned 1 round

5 Head struck, helm destroyed, victim stunned 1d4 rounds, —2 to dl attack rolls

6 Head struck, —2 to attacks, stunned 2d4 rounds, victim deafened

7 Helm destroyed, face injured, stunned 204 rounds, —4 pendty to all attacks, %2

move, victim deafened

8 Faceinjured, victim blinded and deafened, stunned 2d4 rounds

9 Skull broken, stunned 2d4 rounds, 1/2 move and—4 penalty to attacks; roll
saving throw vs. death magic or lose 1d3 points of Intelligence

10 Jawi/face broken, no move or attack, unconscious 4d6 days, mgor bleeding,
victim desfened

11 Throat destroyed, stunned 2d4 rounds, severe bleeding

12 Skull disntegrated, immediate degth

13+ As 12 above with additiona torso hit

L ocation: Tail

Severity Effect

1-5 No unusud effect

6 Tip of tail grazed; if prehensile, any items carried are dropped, —2 penalty to
al tall attacks

7-8 Tail injured, lose any tall atacks, norma animals mugt roll saving throw vs.
Degth magic or retreat

9-10 Tall injured, lose any tail attacks, 1/2 move if anima usestail for movement

11 Tail disntegrated at mid-length, victim stunned 1d4 rounds, minor bleeding,
lose any tail attacks, no movement or attacksif creature usestail for
movement

12 Tail disntegrated, victim stunned 2d4 rounds, 1/2 move and —2 pendty on any
attack rolls, mgjor bleeding; no move or attack and severe bleeding if creature
usestall for movement

13+ As 12 above with abdomen or torso hit (50% chance of either)

Wounding

Hit Location Chart
d10rdll Humanoid di10rdll Monster/Animal
1-2 Right leg 1 Right fordeg/wing



34 Leftleg 2 Left fordeg/wing
5 Abdomen 3 Right hind leg
6—7 Torso 4 Left hind leg
8 Right arm 5 Tal
9 Leftarm 6—7 Abdomen
10 Head 89 Torso/chest
10 Head
L ocation: Legs
Severity Effect
1-3 No unusud effect
4 Victim grazed, —1 pendlty to attack rolls
5 Leg struck, 1/2 move, —1 pendlty to atack rolls
6 Foot injured, 1/2 move, —1 pendty to attack rolls
7 Leg injured, 1/2 move, —2 pendty to attack rolls, minor bleeding
8 Hip/thigh injured, 1/4 move, -2 to al attacks, major
bleeding
9 Leg injured, 1/4 move and —4 pendty to dl attacks, mgor bleeding
10 Foot withered, victim stunned 1d6 rounds, then no movement and—4 penalty
to al attacks
11 Leg withered at knee, minor bleeding, no move or attack
12 Leg withered a hip, no move or attack, minor bleeding
13+ As 12 above with an additiona abdomen hit
L ocation: Abdomen
Severity Effect
1-3 No unusud effect
4 Victim grazed, —1 to attack rolls
5 Abdomen struck, —1 to attack rolls, 1/2 move
6 Abdomen injured, /2 move, —2 to attack rolls, minor
bleeding
7 Abdomen injured, 1/2 move, -2 to attack rolls, mgjor
bleeding
8 Abdomen injured, 1/4 move, —4 to attack rolls, stunned
1d6 rounds
9 Abdomen injured, stunned 1d6 rounds, 1/4 move, —4 to attacks, major
bleading
10 Abdomen withered, minor bleeding no move or attack
11 Abdomen withered, no move or attack, desth in 1d4 hours unlessvictim
receives cure critical wounds or more powerful magic
12 Abdomen destroyed, immediate desth
13+ As 12 above with additiona torso or leg hit (50% chance

of each)

L ocation: Torso
Severity Effect

13

No unusud effect



4 Victim grazed, —1 to atack rolls, stunned 1 round

5 Torso struck; 1/2 move, —2 to attack rolls

6 Torso injured, 1/2 move, —2 to attack rolls

7 Torso injured, victim stunned 1d6 rounds, 1/2 move, —2 to attacks, minor
bleeding

8 Torso injured, victim stunned 1d6 rounds, 1/4 move, —4 to attack rolls, minor
bleading

9 Torso injured, no move or attack, magor bleeding

10 Torso withered, no move or attack, major bleeding

11 Torso withered, victim reduced to O hit points, diesin 1d3 turns unless treated
by cure critical wounds or more powerful magic

12 Torso destroyed, victim killed ingtantly

13+ As 12 above with additiona abdomen, arm or head hit (40% abdomen, 20%
left arm, 20% right arm, 20% head)

L ocation: Arms

Severity Effect

1-3 No unusud effect

4 Hand grazed, weapon or shield dropped

5 Arm struck, —2 to attacks with that hand

6 Hand injured, —2 to attacks with that hand (or no shidd useif shidd hand is
injured)

7 Arm injured, —2 pendty to al atacks, minor bleeding

8 Arm injured, stunned 1d6 rounds, —4 to attacks with affected arm, —2 penalty
to dl other attacks, minor bleeding

9 Arm injured and usdless, victim stunned 1d6 rounds, minor bleeding

10 Hand withered, stunned 1d6 rounds, —2 to dl attacks

11 Arm withered at elbow, stunned 1d6 rounds, no attacks

12 Arm withered at shoulder, sunned 1d6 rounds, 1/2 move, no attacks

13+ As 12 above with an additiona torso hit

L ocation: Head

Severity Effect

1-3 No unusud effect

4 Victim grazed, —1 penalty to attacks

5 Head struck, —2 to dl attack rolls

6 Head injured, —2 to attacks, stunned 1d6 rounds

7 Faceinjured, stunned 1d6 rounds, —4 to dl attacks and 1/2 move

8 Faceinjured, victim blinded, stunned 1d6 rounds

9 Head partially withered, stunned 1d6 rounds, 1/2 move and—4 penalty to
attacks, minor bleeding

10 Face destroyed, victim blinded, no move or attack, mgor bleeding

11 Throat destroyed, stunned 1d6 rounds, severe bleeding

12 Skull destroyed, immediate death

13+ As 12 above with additiona torso hit

L ocation: Talil



Severity Effect

1-5 No unusud effect
6 Tip of tail struck; if prehensile, any items carried are dropped, —2 penalty to
al tall attacks
7-8 Tail injured, lose any tall atacks, norma animals mugt roll saving throw vs.

Spell or immediately retreat
9-10 Tall injured, lose any tail atacks, 1/2 moveif animd usestail for movement,

minor bleeding

11 Tail withered, sunned 1d3 rounds, minor bleeding, lose tall attacks, no
movement or attacksif cresture usestail for movement

12 Tail destroyed, victim stunned 1d6 rounds, 1/2 move and

—2 pendty on any attack rolls, mgor bleeding; no move
or atack and severe bleeding if creature usestail for
movement

13+ As 12 above with abdomen or torso hit (50% chance of either)

In addition to the usud spell characteristics (range, components, duration, casting time,
area of effect, and saving throw), severa additiond characterigtics areincluded in these
new spells. These refer to materia discussed in Chapter 8 and include thefollowing
items

Casting Subtlety: This describes how easily the spell may be cast without the
cagter’ s action being spotted for what it is. The number given is the base modifier to an
observer’s Intelligence check based on the physical components and cagting time of the
spell. However, the DM may apply stuational modifiers as he deems appropriate.

Sensory Signature: Spells possess sensory sgnatures ranging from smdl to
gargantuan describing how spectacular and noticeable the spdll’ s effects are.

Knockdown: If the spell causes a knockdown chance when it strikes a creature,
the knockdown dieis noted here.

Critical Strikes: If the spell is capable of causing a criticd drike check, the
spell’s sze, number of locations hit, and the type of damage is noted here. For example,
lightning bolt would be noted as large (1d3 hits), dectricity. Huge creatures treat spells as
if they were one Size smdler, and gargantuan creatures treat gpdls asif they were two
Szessmdler.

If you are not using any of these optiona spell characterigicsin your campaign,
amply ignore the information; the basic spdl description can be used for play in most
campagns.

First-Leve Spdls

Detect Phase

(Divination, Dimension)

Range: O Components: V, S
Duration: 2 rds/leve Cading Time 1

Areaof Effect: 10 x 60 ft. Saving Throw: None



Subtlety: +2 Knockdown: None
Sensory: Moderate visud Criticd: None

Creatures or objects that are phased—that is, in the Border Ehtered Plane—can
be detected by using this spell. The spdll affects a path 60 feet long and 10 feet wide; any
phased creatures or objectsin this area are reveaed as soft, blue-glowing outlines visble
to anyone in the vicinity. Creetures or effects detected by this spdl include: phase
Spiders, ghodtsin their ethered State, characters or creatures employing oil of
etherealness, psonic etherealness or phasing, and al other smilar effects. Doorway's or
portals to extradimensiona spaces are dso detected, athough anything hidden within
remains unseen.

Detect phase does not reved the location of creatures or objects conceded by
magicd invishility or illusons. Note that detecting a phased monster doesn't necessarily
give the cagter the ahility to attack it, but creatures such as phase
spiderslose any specid surprise bonuses they may receive if they are detected by using
this spell.

Detect Secret Passages and Portals

(Divination)

Range: O Components: V, S
Duration: 1 turn Cading Time: 1
Areaof Effect: 10 x 10 ft. area/level Saving Throw: None
Subtlety: +2 Knockdown: None
Sensory: None Critic: None

This spell enables awizard to detect secret doors, compartments, caches, and
gmilar devices. Only passages, doors, or openings that have been ddliberately
constructed so as to escape detection are detected by this spell—a trap door buried
beneath cratesin acdlar, anillusonary wdl, or an amulet left in a cluttered room would
not be detected. The wizard affects an area of 10 feet square per level, so a 4th-leve
wizard could search four sections of wall, floor, or ceiling. Any doorways or openings
detected by this spdl glow softly for one full turn. 1t's possible that awizard might not
find a secret compartment in the area of effect if the compartment is behind or under
another object that covers it completely. This spdll only detects the doorway or opening;
the wizard may have to search for a mechanism or catch that opens the door.

Dictation

(Invocation/Evocation, Geometry)

Range: 10-ft. radius Components: V, M
Duration: 1 turn/level Cadting Time: 1
Areaof Effect: Specid Saving Throw: None
Subtlety: +2 Knockdown: None

Sensory: Smdl audio Critica: None



This spell causes any words spoken by the wizard or anyone within 10 feet of him
to appear on a piece of paper or the blank page of abook. It isuseful for recording
conversations, verbal agreements, interrogations, or even notes or observationsif the
wizard doesn’t want to take the time to write them down himself. Generaly, a person
reading aloud takes about one to five minutes to read a page, depending on how many
words are on a page.

Foreign languages are not trandated, dthough foreign words are given the correct
aphabetic spdling in the wizard' s native tongue; for example, the phrasec’est la vie
would appear as it does here, with no English trandation, but a phrase or namein Arabic
or Chinese would not be transcribed in those dphabets. Magica spells and invocations
are not recorded, so this spell can't be used to create a backup copy of ascroll even asit's
read by the wizard, but a clever wizard may be able to record a magical item’s command
word if an enemy within range uses it while the spdll isin effect.

The materid component for this spell is the blank page, scroll, or paper that the
dictation will appear on. This must be prepared with a special wash of vinegar, which
brings the cost to 10 gold pieces per page so readied.

Expeditious Retrest
(Alteration)

Range: O Components: V, S
Duration: 3rds. + 1 rd./levd Caging Time 1
Areaof Effect: The caster Saving Throw: None
Subtlety: +2 Knockdown: None
Sensory: None Critical: None

The wizard Kerith was noted for his astounding lack of courage in the face of
even the mogt inggnificant dangers. He developed this spdll early in his career to assst
himin his frequent and precipitous withdrawas from combat. When cast, expeditious
retreat provides the wizard with an amazing fleetness of foot, enabling him to runiin
great legps and bounds. The caster’s movement rate istripled for the duration of the spell,
s0 awizard with amovement of 12 would be ableto run a arate of 36 while the spell
was in effect. In addition, the wizard can jump up to 5 feet in the air or make a 15-foot
horizontal legp with ease. The wizard does not have to move while the spdll isin effect,
but if he moves at al, his unnatura speed and bounds prevent him from taking any other
actions except for running—in other words, he can’t take a haf-move and throw a
missile, or charge, cast a pdll, or do anything else except move.

The wizard cannot increase his movement further by any means, including
additiond movement-affecting magica spells or items. Kerith was dso noted for his
cynical observation to acompanion: “I don't have to outrun the troll. | just have to outrun
you.”

Protection from Vermin
(Abjuration)



Range: Touch Components. V, S, M

Durdtion: 2 rds/leve Cading Time 1
Areaof Effect: Creature touched Saving Throw: None
Subtlety: +3 Knockdown: None
Sensory: Smdll visud/olfactory Critical: None

This spell creates amagica barrier around the recipient, preventing the attacks of
nonintelligent mongters of lessthan 1 Hit Die. Cregturesin this category include normd
centipedes, spiders, bats, and rats, but any monster with an Intelligence of low or better
can ignore the spell’ s effects.

The barrier extends about one foot from the protected character’ s body and moves
with him; vermin cannot tolerate the aura s touch and recoil from the character. Any
attacks that require physical contact (bites, stings, claws, etc.) automaticdly fail, but a
cregture with aranged attack can gtill atack the spdll’ s recipient.

The spell endsif the recipient attacks a creature he has been protected againg, or
triesto pin or trgp the vermin by forcing the repdlling barrier againgt them. The materid
component for this spell isacone of pungent incense burned in atiny bronze censer
containing osquip ashes.

Ray of Fatigue
(Necromancy)

Range: 10 yds. + 5yds/leve Components: V, S

Durdtion: 1 rd./leve Cading Time 1
Areaof Effect: 1 creature Saving Throw: Neg.
Subtlety: +2 Knockdown: None
Sensory: Smdl visud Criticd: None

This nefarious spdl| affectsthe victim'slife energies, increasing any fatigue or
exhaugtion the victim currently possesses. Alert and wdl-rested characters suddenly
become tired and duggish, and characters who are dready fatigued may be reduced to
near-helplessness. In effect, the ray adds one level of fatigue or encumbrance to the
victim. Moderately encumbered characters suffer a—1 pendty to attack rolls, heavily
encumbered characters suffer a—2 pendty to attacksrollsand a+1 Armor Class pendlty;
and severely encumbered characters suffer a—4 penalty to attack rolls and a+3 Armor
Class pendlty. (Assume that mongters suffer a—1 pendty to their attack rolls and reduce
their movement rates by 33%.) The victim is dlowed a saving throw to negate the spdll’s
effects.

If you are using the fatigue rules from the Player’ s Option™: Combat & Tactics
book, this spdll operatesin adightly different manne—fresh characters become
fetigued, gaining one level of encumbrance; fatigued characters become exhausted,
gaining two leves of encumbrance; and exhausted characters collapse in aquivering
heap, unable to move or attack.

Second-Leved Spdls



Cat’s Grace

(Alteration)

Range: Touch Components. V, S, M
Duration: 1 hr./leve Cading Time: 2
Areaof Effect: Creature touched Saving Throw: None
Subtlety: +3 Knockdown: None
Sensory: Smdl tectile Criticd: None

Just as a strength spdll can increase a subject’ s physicd power for atime, cat’s
grace can enhance a subject’ s Dexterity. All abilities and skills that are Dexterity-based
may be affected by an enhanced Dexterity score, including a subject’ s reaction
adjustment, missile attack adjustment, defensive adjustment, Dexterity- based proficiency
scores, and adjustments to thief abilities. The exact amount of Dexterity gained depends
on the subject’ s class; multi-classed characters use the most favorable die.

Class Dexterity Gain
Rogue 1d8 points
Warrior 1d6 points
Wizard 1d6 points
Priest 1d4 points

The spell cannot confer a Dexterity score of 20 or more, and it is not cumulative
with any other Dexterity-enhancing magica or psionic power. Subjects without Dexterity
scores gain a—1 bonusto AC and a +1 to attack rolls with missiles for the duration of the
gpdl. The materid component for this spell is afew whiskers from an even cat.

Displace Sdlf

(Alteration, Dimension)

Range: O Components: V, M
Duration: 1 rd./leve Cading Time: 2
Areaof Effect: The caster Saving Throw: None
Subtlety: +2 Knockdown: None
Sensory: None Criticd: None

Emulating the naturd ability of the displacer beast, this pell causes the cagter to
appear to be about two feet away from his true location. Any cresture making amelee or
missile attack againgt the cagter automatically misses with hisfirg attempt and suffersa—
2 penalty on al subsequent attack rolls. In addition, the wizard dso gains a+2 bonus on
saving throws for any pell or specid attack aimed directly a him, not a any other
characters or the areaaround him. The only spell that will reved the caster’ strue location
istrue seeing.

The materia component for this spell isasmdl grip of |lesther made from
displacer beast hide that is twisted into aloop.

Moon Rune



(Alteration, Geometry, Artifice)

Range: O Components: V, S M
Duration: Permanent Cading Time: 2
Areaof Effect: Upto 1 %. ft. Saving Throw: None
Subtlety: +3 Knockdown: None
Sensory: Smadl visud Criticd: None

By using this spdll, the wizard can creste an invisble mark or rune on any
surface. Thismark remains invisible until conditions specified at the time of the cagting
are met. For example, the wizard could specify that the runes are only visible by the light
of the moon or by the light of amoon of a certain phase (hdf, full, etc.), when viewed by
an df, at sunset or sunrise, when viewed by awizard, when the caster is present, and o
on. The spel cannot be used to transcribe magica runes, signs, glyphs, or symbals, but as
many as saven letters or marks can be drawn. Unlike a magic mouth spell, amoon rune is
permanent and will appear any time its conditions are met.

In addition to gppearing when the proper conditions are met, amoon rune aso
becomes visble if adetect magic, detect invisibility, true seeing, or other such spdl or
effect isused onit. A read magic spell will reved the maker’ swords, if any. Moon rune
cannot be cast on aliving creature. The mark cannot be dispelled, but it can be removed
by the caster or by an erase spdll.

A moon rune requires a gpecid mixture of pigment including mithral filings or
powder worth at least 100 gp.

Protection from Poison

(Abjuration)

Range: Touch Components: V, S
Duration: 1 rd./leve Cading Time: 2
Area of Effect: Creature touched Saving Throw: None
Subtlety: +2 Knockdown: None
Sensory: None Criticd: None

With this abjuration spell, the wizard provides a protective barrier smilar to that
created by the spells protection from evil or protection from vermin, warding the recipient
againg creatures that possess venom or poison of some kind. Poisonous monsters or
poisonusing characters of 4 or less Hit Dice or levels are prevented from making
physical contact with the spell recipient, while venomous crestures of 4+1 Hit Dice or
poison-using characters of five levels or more suffer a—2 pendty on their atack rolls
againg the protected character. Only injected or contact poisons from naturd or innate
sources (such as compounds made from plants or the venom from a snake) in aposition
to possibly injure the character are protected againgt; athief carrying avia of ingestive
poison in his pouch is ot counted as a venomous character while a character that is
brandishing a poisoned short sword is counted as venomous. The spdll recipient can il
be poisoned by a spitting attack or a thrown dagger smeared with poison.

If the spell recipient attacks a creature he has been warded againgt or uses the



resistance of the spell’ s aurato force his antagonist to give ground, the spdl ends.
Regrettably, reaching out to drink from a poisoned cup dispels the effect, so this spell
offers no protection againgt ingested poisons. The spell functions normally if cast upon a
jpoison-using creeture or character.

Wall of Gloom

(Conjuration/Summoning, Shadow)

Range: 30 yards Components: V, S M

Duration: 2d4 rds. + 1 rd./levd Cading Time: 2

Areaof Effect: Two 10-ft. cubes, Saving Throw: Specid
+ one 10-ft. cubeflevel (max. is 8 cubes)

Subtlety: +3 Knockdown: None

Sensory: Huge visud, smdl tactile Critical: None

This spdll crestesawal or barrier of ominous shadow in any areawithin the spell
range. The wall of gloom does not obscure sight completely, but objects or creatures
within thewall, or on its other Sde, are dim shadows that can barely be seen. Creatures
atempting missile fire through the wal suffer a—2 pendty to their attack rolls. In
addition, the supernatura cold and darkness of the wall of gloom may cause creatures
moving through the wall to recoil in fear. Creatures of 4 Hit Dice or lesswho enter the
wall must make a saving throw vs. spdll or retrest for 1d3 rounds; crestures of 4+1to 7
Hit Dice must save or hesitate for 1 round before entering the wall; and undead and
creatures of 7+1 Hit Dice or more ignore the wall’ s fear effects.

The wal can take any shape the caster desires, aslong asitisat least 10 feet high
and 10 feet thick. The material component is a bit of fleece from ablack sheep and the
eyelash of arevenant.

Third-Level Spdlls
Bands of Sirdllyn
(Conjuration/Summoning)

Range: 40 yards Components: V, S M
Duration: 1 turn + 1 rd./level Cading Time: 3
Areaof Effect: 1 cresture Saving Throw: Neg.
Subtlety: +3 Knockdown: None
Sensory: Medium visud Criticd: None

Once employed by the mysterious ancient wizard known as the Arcanamach, the
mage Srellyn rediscovered this forgotten dweomer many centuries after itslast use. The
el causes anumber of shining metd bands to materidize out of the ar, encircling and
capturing atarget of the caster’s choice. The victim is allowed a saving throw vs. spdll to
elude capture, with a—1 penalty per three caster leves (for example, —1 for a4th to 6th
leve cagter, —2 for a 7th to 9th level caster, —3 for a 10th to 12th level caster, and so on),
snce higher-level cagterstend to conjure more bandsin a denser pattern. Any cresture of
less than sze G (gargantuan) can be snared, but gargantuan monsters are smply too big



to be restrained by the bands.

If the victim fails his saving throw vs. pdll, heiis caught and held immobile by
the bands. He may not move hisarms and legs, but heis till capable of speech and can
employ psionic powers or use worn magica items, such asrings. Subjects with a Strength
rating may atempt to burst the bands and free themselves with a bend barg/lift gatesrall.
If the subject does not have a strength rating, it may make a saving throw vs. petrification
with a—4 pendty.

The spdl| requires three miniature bands of slver that are interlocked so that all
three are connected.

Lance of Disruption
(Invocation/Evocation, Elemental Air, Force)

Range: O Components: V, S
Durtion: Instantaneous Cading Time: 3
Areaof Effect: 5 ft. x 60 ft. Saving Throw: 1/2
Subtlety: +2 Knockdown: d10
Sensory: Huge audio vibration Critical: Medium (1 hit)

This spdll creates abeam of concussve, disrupting force that lashes out from the
wizard' s hand in a path 5 feet wide and 60 feet long. Any crestures caught in the beam’s
path suffer 5d4 points of damage, plus 2 points of damage per caster level (maximum
damage is 5d4+30); for example, a 6th-level wizard would inflict 5d4+12 damage with
the lance of disruption. Victims are dlowed a saving throw vs. spdl for hdf damage. The
lance s energy ddivers a powerful blow againgt inanimate objects and can easly blast
light furniture, thin wooden walls, or fragile stonework to flinders. Barred wooden doors
can be blasted of their hinges and even sturdy iron-bound doors or heavy stonework can
be serioudy damaged by the lance of disruption.

Creatures with amorphous or nonsolid bodies, such asfire or air ementas and
some oozes and dimes, are resgtant to the lance' s effects and only sustain half damage,
or one-quarter damage with a successful save.

Lesser Sign of Sedling
(Abjuration, Geometry)

Range: O Components: S, M

Duration: Specid Cading Time: 1 turn

Areaof Effect: One porta Saving Throw: 1/2

Subtlety: +2 Knockdown: d8

Sensory: Medium visud Criticd: Medium, type varies

By using this spell, the caster creates a magica ward that has two mgjor effects;
firgt of dl, it affects a doorway or item that opens (a chest, for indtance) asif it werea
hold portal spell, keeping it securely locked and closed. Secondly, if the protected
doorway is forced open by any means, magicd or physica, the signis not only destroyed,
but dso strikes the offending creature for 1d8 points of damage +1 point of damage per



level of the caster. The duration of this spdll is either one day per leve of the caster or
until discharged, whichever happensfirst. The exact form of energy is chosen by the
caster when he creates the lesser sign; acid, cold, fire, eectricity, or sonic disruption are
popular choices.

The dgnisnot hidden or concedled in any way and is usudly quite prominent on
the item or porta it protects. The caster cannot specify particular creatures or conditions
for the lesser Sgn’ s operation; it functions againgt any cregture that attempts to passiit
(except for extraplanar creatures of 6 HD or more and wizards of higher levd than the
caster—they can merely ignoreit asif it were not there). The sign cannot be dispdlled by
gpells of lower spdll levels such as knock, but the caster can remove it any time he
chooses, thus ending the spell, or it can be defeated by an erase spell cast by awizard of
equd or higher level than the origind cadter.

The materiad component for alesser sign can be a pinch of either powdered
diamond (cold), ruby (fire), emerad (acid), pearl (sonic disruption, or sgpphire
(electricity), depending on the type of energy the wizard wishes the sgn to employ. The
vaue of the gemstone must be &t least 100 gold pieces.

Protection from Amorphs

(Abjuration)

Range: O Components: V, S M
Durdtion: 2 rds/level Cading Time: 3
Areaof Effect: The caster Saving Throw: None
Subtlety: +3 Knockdown: None
Sensory: Medium tactile Critical: None

This abjuration resembles the spells protection from vermin or protection from
evil, but in this case the caster is protected from the attacks of any of the various
amorphous mongers, including dimes, jdlies, oozes, puddings, cubes, and dithering
trackers. In order to quaify as an amorphous creature, the monster must have an
amorphous or fluid body, attack through acids or secretions of some kind, and be native
to the Prime Materid Plane (as opposed to extraplanar eementals and such creatures).
The mongter cannot stand the touch of the barrier surrounding the protected character,
and its natura attacks automaticaly fail. If the mongter has an innate ranged attack of any
kind, these dso fall.

If the protected character makes an attack against the mongter, or if he forcesthe
barrier againgt the mongter, the spell ends and heis no longer protected. The materid
component isamixture of rare sdts sprinkled in asmdl circle around the character to be
protected.

Solvent of Corrosion
(Conjuration/Summoning, Alchemy)

Range: 10 yards Components. V, S, M
Duration: 3 rounds Cadting Time: 3
Areacof Effect: 1 0. ft./leve Saving Throw: 1/2



Subtlety: +4 Knockdown: None
Sensory: Medium visua Critica: Medium (1 hit) acid
large olfactory

This spell conjures a corrosive, acidic dime of horrid strength on one surface or
creature within the spell’ srange. Up to one square foot of surface area per caster level
can be affected, so a 5th-level cagter can affect 5 square feet—enough to create a 2-foot
by 3-foot holein adoor or wall, or thoroughly drench aman-szed creature. The acid eats
through 6 inches of wood, lesther, or bone, 4 inches of stone, or 1 inch of metal each
round. Against monsters composed of stone, metal, or wood, the solvent inflicts 1d3
points of damage per caster level per square foot affected in the first round, 1d2 per caster
level in the second round, and 1 per two caster levelsin the third and final round.
Therefore, a 10th-level wizard who strikes atreant with solvent of corrosion inflicts
10d3, then 10d2, and findly 5 points of damage. Each round, the victim is allowed a
saving throw vs. spdll for haf damage.

Agang flesh, the solvent is much less effective; it is caustic and burns painfully,
inflicting 1 point of damage per cagter level in the first round, but no further damage in
the second or third round. However, the burning in the following rounds doesinflict a—2
pendty to the victin''s attacks while the solvent is active. The solvent is extremdy likely
to cause extensve damage to the victim’s armor and equipment; item saving throws vs.
acid may apply at the DM’ s discretion. If the armor or equipment is magicd in nature,
then the saving throw is made with the usud bonuses dlowed to the magicd item.

The great dchemist Vandarien developed his solvent to dissolve iron grates, stone
and woodwork traps, and other such hazards. The solvent’ s effectiveness againgt minera
or wood- based creatures was a mere sde effect of his research. The materid component
of this spdll isamixture of vinegar, water, and adrop of black dragon acid.

Wall of Water

(Invocation/Evocation, Elemental Water)

Range: 30 yards Components. V, S M
Duration: Specid Cading Time 3
Areaof Effect: Specid Saving Throw: None
Subtlety: +3 Knockdown: None
Sensory: Large visud Criticd: None

Thisspdl cdlsinto being acurtain or fidd of water that remains intact and
upright in defiance of gravity. The wal lasts aslong as the wizard chooses to concentrate
on maintaining it or one round per leve if the wizard chooses not to concentrate on
holding it together. The caster may shape the wall of water in one of three ways.

A. Water Curtain. In thisform, the wizard conjures one plane of water, 5 feet
square and 1 foot thick, per experience level; for example, a 5th-level caster can create
five 5-foot x 5-foot x 1-foot wall sections that would be enough to block an arched
passageway 15 feet wide and 10 feet high with a curtain of water 1 foot thick. The
curtain’s lower edge must rest upon the ground, but it need not be anchored on either



sde, and it remains cohesive and upright for the duration of the spell. Once raised, the
wall cannot be moved.

B. Hemisphere. In this manifestation, the wall of water forms adome 1 foot thick
over the caster, with an inner radius equal to 3 feet plus 1 foot per caster level; a 7th-levd
caster could create a dome with a 10-foot radius. The wal must rest upon the ground. The
domeisimmobile

C. Sphere. If cast underwater, the caster may shape the wall of water into a
sphere 1 foot thick, with an inner radius equd to 3 feet plus 1 foot per caster level (no air
isin the sphere). The sphere is centered on the caster and moves with him.

In any form, the wal of water has two primary effects. Firg of dl, misslefire
through thewal is next to impossble, suffering a—4 attack pendty for each foot of
thickness aswell as a—1 damage penalty for every two feet of thickness. Crestures gain a
+1 bonus to saving throws againg attack spells that must pass through the wall. If the
spell dlows no saving throw, none is granted by the wall of water. Secondly, physica
passage through the wall is hindered; any creature trying to pass through must take one
full round to do so and becomes soaked to the skin in the process.

Thewall of water can be defeated or bypassed by a number of spells or effects. At
the end of the spdll’ s duration, the water loses its cohesiveness and collapses, which may
surprise those shdltering under the hemisphere or standing next to the curtain. Note that
the water itsef may be fresh water (25% chance), sdt water (50% chance), or brackish
(25% chance), dthough the sphere will dways be composed of the water type that
surrounds it. The materid component isavid full of blessed spring water.

Fourth-Level Spdls
Conjure Elementa-Kin
(Conjuration/Summoning, all Elemental, Geometry)

Range: 60 yards Components. V, S M
Duration: 1 turn/level Cading Time: 1 turn
Areaof Effect: Specid Saving Throw: None
Subtlety: +6 Knockdown: None
Sensory: Medium tectile Criticd: None

Like the conjure elemental spell, this summoning can be usad to summon a
creature from one of the four eemental planes—a sylph from the plane of Air, a pech or
sandling from the plane of Earth, afire snake from the plane of Fire, or anereid or water
weird from the plane of Water. The wizard must decide which dementd-kin he will
conjure when he memorizes the spell since the components and procedures are different
for each. An dementa specidist can conjure only from his own eement.

Elemental-kin can only be conjured if there is a good amount of their native
element at hand; a good-sized fire or abody of water is required for those e ementa-kin.
In addition to this and either an aguamarine, amber, ruby or emerald gem worth 1,500
gold pieces, the wizard must also provide the spell’s materid component, which varies by
element:



Air Elemental-kin: Burning incense

Earth Elemental-kin: Soft clay

Fire Elemental-kin: Sulphur and phosphorus
Water Elemental-kin: Water and sand

The elemental-kin is bound to obey the wizard’s commands and will not turn against him, but it is
generally annoyed by its summoning and cooperates only as instructed. Given the chance, the creature will
disappear and return to its homein the elemental planes; in order to prevent this, the wizard must
concentrate on keeping the creature from leaving. (If the wizard iswounded or grappled, or casts another
spell, his concentration is broken.) The elemental-kin can be controlled or maintained at a distance of 30
yards per caster level.

The various dementa-kin creatures are described in detail in the Monstrous
Manud tome, under the heading Elemental. At the DM’ s option, other elemental

creatures of 4 Hit Dice or less may be summoned with this spell.

Improved Strength

(Alteration)

Range: Touch Components. V, S, M
Duration: 1 rd./leve Cading Time 4
Areaof Effect: Creature touched Saving Throw: None
Subtlety: +4 Knockdown: None
Sensory: None Criticd: None

By casting this spell, the wizard can empower a creature with superhuman
grength. Unlike the 2nd-level strength spell, improved strength alows the recipient of the
spdll to ignore race or class restrictions on his maximum Strength score, possibly
reaching scores as high as 25. The exact amount of strength gained varies by the
recipient’s class group:

Class Strength Gain*
Warrior 1d8+4 (max 25)
Priest 1d6+4 (max 23)
Rogue 1d6+4 (max 23)
Wizard 1d4+4 (max 21)

* Count each percentile bracket of exceptiona strength as one point; the strength gain
proceeds as 18, 18/01, 18/51, 18/76, 18/91, 18/00, 19, and so on.

Evenif the recipient isnot awarrior, he gains dl the benefits of an exceptiond
Strength category; for example, if athief with a Strength of 14 gained 7 points, he would
possess a Strength of 18/76 for the duration of the spell. In addition to the attack and
damage bonus, increased chance to open doors or bend bars, and increased carrying
capacity, the spdl recipient may temporarily gain the ability to throw boulders as agiant
of equivaent Strength, as shown below:



Strength Equivalent  Rock Hurling

Score Giant Type Range Damage
19 Hill giant 80 yards 1d6

20 Stone giant 100 yards 1d8

21 Frogt giant 100 yards 1d8

22 Fire giant 120 yards 1d8

23 Cloudgiant 140 yards 1d10

24 Sormgiant 160 yards 1d12

25 Titan 200 yards 1d20

When the spell ends, the recipient is struck by intense exhaustion; he can do
nothing except rest for 1d3 full turnsto recover his strength. The materia component isa
drand of hair from agiant.

Lesser Geas
(Enchantment/Charm, Song)

Range: 10 yards Components: V
Duration: Specid Cading Time: 2
Areaof Effect: 1 creature Saving Throw: Neg.
Subtlety: +1 Knockdown: None
Sensory: Medium audio Critical: None

By means of this spell, the wizard places a magica command upon a cregture of 7
Hit Dice or lessto carry out some service, undertake atask, or refrain from some action
or course of activity. The caster specifies the conditions of the lesser geas when he casts
the spell; the victim must be intelligent, conscious, able to understand the cagter, and not
under the influence of any spdls or effectsthat affect or control its mind. The lesser geas
cannot compel acreature to kill itself or perform acts that will result in certain degth,
athough the wizard can use the spdll to coerce the subject into dmost any other
nondestructive course of action. The victim is entitled to a saving throw vs. spell to avoid
the lesser geas, but suffers a—2 pendty on its saveif thewizard is of higher leve or Hit
Dice, or a—4 pendity if the wizard is more than twice the victim's leve or Hit Dice.

Thewizard must be careful in the wording of hislesser geas since the casting and
fulfillment are tricky. The subject should be given atangible, achievable god, with clear
courses of action available to him. “Climb that mountain!” or “Tear that mountain down
rock by rock!” are legitimate geases, but a geas such as“Become amountain!” isjust not
gpecific enough to work.

Similar to the 6th-level spdll geas, the lesser geas compels the subject to obey the
wizard's command. If the geased creature failsto follow the wizard' singtructions; it will
grow sick—each week that passes, the creature loses one point from each ability score, 1
hit point per Hit Die, and suffers acumulative —1 pendty to attack rolls and saving
throws. These pendties cannot reduce an ability score to less than 3, reduce a cregture to
lessthan 1 hit point per Hit Die, or reduce its attacks and saves by more than 4 points.
Thelesser geas can be countermanded by aremove curse spdll, or alimited wish or wish.
However, if the subject entertains thoughts of removing the lesser geas, it will protect



itself by giving the subject awarning headache. If the subject perssts, then the sickness
will begin,

Mordenkainen’'s Force Missles
(Invocation/Evocation, For ce)

Range: 30 yds. + 10 yds/level Components: V, S

Durétion: Instantaneous Cading Time 4

Areaof Effect: 1-7 targets Saving Throw: Specid

Subtlety: +3 Knockdown: d10

Sensory: Medium visud, Criticd: Medium (1 hit)
large audio impact

This spdll crestes abrilliant globe of magica energy that stresks forth from the
caster’ s hand to unerringly drike its target, much like amagic missile spell. The subject
must be seen or otherwise detected in order to be targeted by this spell. The wizard
crestes one missle a 7th level and an additiona missle a every third leve after 7th—in
other words, two missiles at 10th leve, three at 13th, four at 16th, and so on, to a
maximum of seven missiles at 25th leve. Each missleinflicts 2d4 points of damage to
the target and then burgtsin a 3-foot radius concussive blast that inflicts 1 point of
damage per level of the caster—for example, a 12th-level wizard could conjure two force
missiles, each of which drikes for 2d4+12 points of damage. The victim may attempt a
saving throw vs. pdll to negate the concussion damage, but the impact of the missle
itsdf dlows no saving throw.

Jugt like magic missile, the force spheres may be directed at as many or asfew
targets as the cagter likes. The missiles can easily damage or destroy inanimate objects,
especidly fragile or ddicate items.

Psychic Protection
(Abjuration, Mentalism)

Range O Components. V, S M
Duration: 3 rds/leve Cading Time 4
Areaof Effect: The caster Saving Throw: None
Subtlety: +4 Knockdown: None
Sensory: None Critical: None

This spell provides the caster with a+6 bonus to saving throws (or dlows a
saving throw in the case that one is not normdly alowed) againgt pdlls or effects that
control or destroy his mind, including command, domination, feeblemind, hold magic jar,
insanity, possession, and the psionic powers of domination, mass domination, and switch
persondity. Any attempt to subvert or destroy the wizard’s mind automaticaly fails, but
the wizard is il vulnerable to spdlls or effects thet influence his actions without taking
control of his psyche. In other words, attacks that Smply encourage the victimto act ina
certain way or influence his perceptions do not trigger the magica warding of the spell. A
partid list of spells, powers, and effects that are not defended againgt includes charm,



suggestion, emotion, confusion, hypnotism, fear, antipathy, beguiling, Otto’sirresistible
dance, amind flayer’ s menta blast, and most psionic attacks.
The materid component for this spel isatiny figurine of the wizard, cast iniron.

Ultravision

(Alteration)

Range: Touch Components. V, S, M
Duration: 2 hrs. + 1 hr./level Cadting Time: 1 round
Area of Effect: Creature touched Saving Throw: None
Subtlety: +6 Knockdown: None
Sensory: None Criticd: None

An improved verson of the infravision spll, ultravision alows the spell recipient
to see perfectly in norma darkness, arlight, or moonlight to the full range of his
unobscured daylight vision. (See Chapter 13 of the Player’ s Handbook; in most outdoor
Settings, this means that the character can spot movement at 1,500 yards.) In underground
settings, the spell enables the recipient to see up to 90 feet in nonmagica darkness.
Magica darkness, fog, or smoke is less effective than norma againgt a character using
ultravision; the spdl permitsthe recipient to see at least 30 feet in magica darkness, and
at least 10 feet in any kind of vaporous, foggy, or smoky atmosphere. Ultravision does
not permit the recipient to spot invisble creatures, and it does not function in the
presence of strong light sources (lanterns, torches, and so on).

The materid component for this spell is ablack agate worth &t least 50 gold
pieces.

Vitriolic Sphere

(Conjuration/Summoning, Elemental Water, Alchemy)

Range: 150 yards Components. V, S M

Duration: Specid Casting Time 4

Areaof Effect: 5-ft. radius Saving Throw: 1/2

Subtlety: +4 Knockdown: d8

Sensory: Medium visud, Criticd: Large (1d3 hits)
large olfactory acid

This spell conjures aone-foot sphere of glowing emerad acid that the caster can
direct to gtrike any target within range. When it reaches its target, the sphere explodes
and drenches the victim in potent acid. The victim suffers 1d4 points of damage per
cagter leve (to amaximum damage of 1204) and may attempt a saving throw vs. pdll for
half damage. If the victim fails his saving throw, he continues to suffer acid damagein
the following rounds, sustaining two less dice of damage each round. For example, an
8th-leve wizard inflicts 804 damage with this spdll on the first round, 6d4 on the second
round, 404 on the third round, 2d4 on the fourth round, and the spell endsin thefifth
round. Each round, the subject is entitled to a saving throw—the spdl ends when he
succeeds, or when the acid damage runsiits course. The acid can aso be neutralized with



soda, ash, lye, charcod, or removed with alarge quantity of water.

The vitriolic sphere aso splashes acid in a 5-foot radius around the primary
target. Any crestures within the splash radius must save vs. pardyzation or suffer asplash
hit that inflicts 1d4 points of damage per every five caster levels. Splash hits do not cause
continuing damage. The materid component for this spdl isadrop of giant dug bile.

Fifth-Level Spdlls
Improved Blink

(Alteration, Dimension)

Range O Components. V, S
Duration: 1 rd./leve Cading Time 1
Areaof Effect: The caster Saving Throw: None
Subtlety: +2 Knockdown: None
Sensory: Medium visud Critical: None

Naturdly, this spell is an improvement of the 3rd-leve dteration spell blink,
dlowing the wizard to shift his body to any point within 15 feet of his current location.
Unlike the lower-levd spdl, improved blink alows the wizard to choose the exact time of
his jump, the exact destination, and the orientation or facing of his choosing. For
example, awizard confronted by an enemy fighter could blink just before the fighter
attacked, reappearing directly behind hisfoe for aback attack. If the wizard blinks away
from an attack, his enemy automaticaly misses—but creatures with multiple attacks may
be able to reposition themsdves for another swing if the wizard blinksto alocation
within reach.

If the wizard intends to take any action such as atacking, casting a pell, or using
amagica item, he must decide before the round begins if he will do so before or after he
blinks. If he acts before he blinks, he may be endangered by an attack before he finishes;
he can choose to proceed with his action, hoping that he won't be hit, or he can abort his
action by taking his blink for the round. On the other hand, if the wizard begins his action
after his blink, the initiative modifier of hisatack or spdl is added to the time of his
blink to determine when he attacks.

A blinking wizard dueling a fighter decidesto blink first, when the fighter attacks
and then lightning balt the offensive fellow. The fighter rolls a modified 6 for initiative, so
the wizard waits until 6, then blinks, making the fighter miss. At that time, he starts his
lightning balt, which has a casting time of 3—the spell will go off on 9.

In the Player’s Option: Combat & Tacticsinitiative system, the wizard must count
1, 2, or 3 phases from the time of his blink for fast, average, or slow actions. If the fighter
above attacked in the average phase, the wizard would blink during the fighter’ s attack,
and then his lightning bolt (a fast spell) would go off 1 phase later, with any other slow
actions.

Because the wizard can pick the location he is blinking to, he may not choose to
blink into a movable object in order to force it asde—he must blink to an area clear of



obstructions or obstacles. If he does attempt to blink into a movable object, he will find
himsdlf displaced to arandom location (use the blink 1d8 rulesin the PHB for
determining where he

ends up).

Leomund’ s Hidden Lodge
(Alteration, Enchantment/Charm)

Range: 20 yards Components: V, S M
Duration: 1d4 hrs. + 1 hr./levd Cadling Time: 2 turns
Areaof Effect: 30 q. ft./level Saving Throw: None
Subtlety: +7 to +10 Knockdown: None
Sensory: None Criticd: None

Similar in most regards to the 4th-level spdl Leomund’ s secure shelter, this spell
offers one sgnificant improvement: The shelter is perfectly camouflaged to blend in with
whatever terrain or surroundings are gppropriate. It may appear as a house-sized boulder
in rocky or mountainous aress, a sand dune, adeadfdl, asmal grassy knall, or even a
mighty tree. The spell aso conceds dl tdltde sgns of habitation, including any smoke,
light, or sound coming from within the lodge. Creatures or characters who are
exceptiondly well-tuned to their surroundings (elves, druids, rangers, and various sylvan
mongters) may attempt a saving throw vs. spell to spot the hidden lodge if they pass
within 30 fet; dl other crestures cannot find the wizard' s refuge without the aid of true
seeing or Smilar magic.

In dl other respects, the hidden lodge resembles Leomund' s secure shelter. The
interior isleve, clean, and dry, and the whole thing is Surdily constructed from timber,
stone, or sod. It is secure againgt winds of up to 100 miles per hour, impervious to norma
missiles, and the doors, windows, and chimney have the option to be wizard locked and
guarded by an alarm spdl. Smple furnishingsincude up to ten bunks, asmal writing
desk, atrestle table and benches, and an optiona unseen servant to wait on the wizard. (If
any of the optiona secondary spells are added on to this spell, then the casting time goes
up to one hour and adds a +3 modifier to the subtlety reting.)

The materid components are a square chip of stone, crushed lime, afew grains of
sand, a sprinkle of water, and a splinter of wood, plus a crushed diamond worth at least
100 gold pieces. If the secondary spells are to be included, their materia components are
required a so.

Proofing versus Combustion
(Abjuration, Elemental Fire)

Range: Touch Components. V, S, M
Duration: Permanent Cading Time: 1 turn
Areaof Effect: Specid Saving Throw: None
Subtlety: +6 Knockdown: None

Sensory: None Criticd: None



The renowned fire wizard Ddtim developed this spell some years ago to protect
important items or structures againg the various incendiary spdls with which he was
familiar. Proofing renders an inanimate object nearly imperviousto fire, granting the
affected item a +3 bonus to saving throws vs. magica fire (including adragon’s breeth),
and a +6 bonus to saving throwsvs. normd fire. Thisis cumulative with the saving throw
bonus of amagica item, so acloak of protection +4 could have abonus of +7 to +10 on
any item saving throws versus combustion effects. Remember that an item falsits saving
throw on anaturd roll of 1, regardless of any bonuses.

The item affected must be one discrete congtruction or object, athough it can be
articulated or composed of severd parts (for example, asuit of armor, a catapult, a house,
or acariage). At 9th level, the wizard can proof an article of clothing or asmal piece of
furniture a 12th leve, asmadl vehicle or large piece of furniture; a 15th level, a smdl
building or large vehide a 18th level, amedium building or avery large vehide and a
20th leve or higher, alarge building or smal fortification. A character dressed ina
completely proofed article of clothing (alarge cloak) gains a+2 bonus to saving throws
vs. fire.

The materia component for proofing versus combustion is afire-brick made with
the ashes |ft from a phoenix’ s fire. Seafaring wizards often use this spell to protect their
vessds from hogtile fireballs and various fire-throwing devices,

Rusting Grasp

(Alteration, Elemental Water, Alchemy)

Range: O Components: V, S, M
Duratior: 1 rd./leve Cading Time 5
Areaof Effect: The caster Saving Throw: Specid
Subtlety: +4 Knockdown: None

Sensory: Medium visud/olfactory Criticd: None

By cadting this spell, the wizard gains the power to corrode ferrous metas and
dloysa atouch. Iron and iron-based dloys such as sted, meteoric iron, mithral, and
adamantite are affected, but noble metals such as gold, silver, and copper are not subject
to reduction through rugting. Any ferrous metd touched by the wizard must make an item
saving throw vs. disntegration (usualy a 17 or better on a d20) or be destroyed. Magica
arms or armor may gpply their bonusto this save, so asword +3 would gain a+3 to its
roll. Other magical metal items may receive a+1 to a +6 bonus based on the DM’ s
estimate of their power.

Thewizard may employ rusting grasp in combat by smply touching the
equipment of metal-wearing characters or creatures. If he tries to touch the armor of a
character, the wizard need only hit the opponents unarmored AC. If the armor fallsits
save, rusting grasp permanently destroys 2d4 points of AC through corrosion. For
example, plate mail +3 (base AC 0) could be reduced to abase AC of 2to 8if it falsits
item saving throw.

Wegpons are more difficult to grasp; the wizard must make an attack roll against
AC 4 (modified by the opponent’ s Dexterity) in order to touch the wegpon. If the weapon
falsits saving throw, it is destroyed. Important note: The wizard must touch the wegpon



and not the other way around! Unlike arust monster, he doesn’t corrode wegpons smply
by being hit.

Againg metdlic crestures, rusting grasp functionslike the priest spdll cause
serious wounds in that it inflicts 2d8+1 point of damage per successful attack. The spell
lasts for one round per level, and the wizard can make one touch attack per round. The
materia component is an antenna from a rust monder.

Tenser’' s Destructive Resonance
(Invocation/Evocation, For ce)

Range: 60 yds. + 10 yds/level Components. V, S M

Durtion: Instantaneous Cading Time 5

Areaof Effect: 1 object Saving Throw: Specid

Subtlety: +4 Knockdown: d12

Sensory: Huge audio, Criticd: Huge (14 hits)
large tactile crushing

When this spdll is cadt, athin beam of destructive blue force springs forth from
the caster’ sfingertip and strikes any one object within range. The beam imparts an
immense amount of energy to the object struck, causing it to spontaneoudy explode.
Large, massive objects have more potentid destructive energy than smdl, lightweight
objects, but the wizard must hold the beam on the larger object for alonger timein order
to cause detonation.

The beam has two principd effects. First of al, the object struck isdisintegrated
if it falsitsitem saving throw. Secondly, any cregture near the destroyed item suffers
damage proportiond to the weight of the item detonated, plus blast damage of 1d6 points
per two caster levels. Creatures caught within the blast radius may atempt a saving throw
vs. pardyzation for haf damage (1 point per caster level), but the base damage of the
exploson may not be saved againgt.

Weight Resonance Base Explosive
(Ib.) Time Damage Radius
1-5 Ingtant 1d8 2ft.

6-25 Ingtant 1d12 3ft.
26-100 Onerd. 1d20 5ft.
101-500 Two rds. 2d12 10 ft.
501-2,000  Threerds. 3d12 15 ft.

Objects more massive than 2,000 pounds are smply too big to detonate. Living
flesh and enchanted objects or items are immune to the destructive resonance, but a
wizard could choose to use Tenser’ s destructive resonance on an object worn or carried
by another creature. However, if he does o, the victim is entitled to a saving throw vs.
gpell to negate the beam entirely and prevent any damage & al, and then gains a save for
haf damage againg the blast effect even if the beam succeedsin detonating his
equipment.

The materid component for this spel isatiny orb of findy-crafted gold with a



amall removable ring surrounding it that must be taken off as the spell is cast.

Prying Eyes

(Divination)

Range 1 mile Components. V, S, M
Duration: 1 hr./leve Cading Time: 1 turn
Areaof Effect: Creates 1d4+1 Saving Throw: None
eyesleve

Subtlety: +6 Knockdown: None
Sensory: Tiny visud Criticd: None

This spell conjures asmal horde of semitangible magical orbs or eyesthat can be
used to reconnoiter an area at the wizard' s command. Each of the eyesis aout the size of
asmdl apple and can see 120 feet (norma vison only) in dl directions. In order to report
ther findings, the eyes must return to the caster’s hand to replay in the caster’ s mind
everything they have seen during their existence. The eyes are subject to illusons,
darkness, fog, and any other factors that would affect the wizard' s ability to receive
visud information about his surroundings. The eyes only see asanorma human would—
abilities and spdl effectsincluding infravison do not dter the eyes vison. It only takes
the eye one round to replay one hour of recorded images.

The spel conjures 1d4 eyes, plus 1 eye per caster level. Theeyesexist for upto 1
hour per cagter leve, or until they return to the wizard; after relaying its findings, an eye
disgppears. Each eyeis AC 4, flies by levitation at arate of 12, and has only 1 hit point—
agngle hit from any wegpon or damaging pdll destroysit. A successful dispel magic
destroys dl eyes caught in the area of effect. While theindividua eyes are quite fragile,
they’re smdl and difficult to spot, epecidly in conditions of poor vishility such as
darkness, fog, or rain. Of course, if the eye is being sent into darkness, then it's very
possible that it could hit awall or other smilar obstacle and destroy itsdlf.

When the wizard creates the eyes, he can specify any set of instructions or orders
that he wishes, up to 25 words. Any knowledge the wizard possesses is assumed to be
known by the eyes aswdl, so if the wizard knows what atypica Jakalian merchant
looks like, the eyes do as well. Sample commands might be, “ Surround me a arange of
400 yards and return if you spot any dangerous creatures,” or “ Spread out and search the
town for Arweth; follow him for three turns, staying out of sght, and then return.” Note
that in the first command, the eye only returnsif it spots a creature that the wizard would
regard as dangerous, a seemingly innocuous peasant that is actudly a shapechanged
dragon wouldn't trigger the eye sreturn. In any event, if an eyeis ever more than one
mile digtant from the wizard, it indtantly ceasesto exist. However, the wizard' s link with
the eye is such that he won't know if the eye was destroyed or if it just wandered out of
range.

Some command words can be used to abbreviate the directions. For example,
“surround me” directs the eyes to form an equaly-spaced ring at whatever range is
indicated, and then move with the wizard. As eyesreturn or are destroyed, the rest
automatically space themsalves to compensate. “ Spread out” directs the eyesto move
away from thewizard in al directions. Other commands that might be useful include



having them form aline in a certain manner, making them move a random within a
certain range, or have them follow a certain type of cresture. The DM isthe find judge of
the suitability of the wizard' s directions.

The materia component is a handful of crysta marbles.

Vile Venom
(Conjuration/Summoning, Elemental Water, Alchemy)

Range: 30 yards Components: V, S M
Duration: 1 hr./leve Cadting Time 5
Areaof Effect: Specid Saving Throw: Specia
Subtlety: +4 Knockdown: None
Sensory: Smdl visud Criticd: None

By cadting thisinherently evil spdll, the wizard conjures asmall amount of deedly
poison directly onto any wegpon blades or other surface within the area of effect. The
Spell creates one dose per caster level; asingle dose is sufficient to coat onesize S
wespon such as adagger or an arrowhead, three doses can coat a Sze M weapon, and five
doses can coat asize L weapon. The venom remains potent for up to one hour per caster
levd, dthough an envenomed blade remains so for only 1d3 successful attacks before the
poison has been worn off. The potency of the venom varies by the caster leve, as shown
below.

L evel Onset Time Strength
9th 2-12 rounds 20/1d3
12th 2-5 rounds 25/2d4
15th 1-2 rounds 30/2d6
18th+ Immediate death/20

If aweapon coated with Vandarien’s vile venom successfully hits a cregture, the
victim must make a saving throw vs. poison or suffer the first damage figure—if the
caster was a 12th-leve wizard, this would be 25 points. (Naturaly, thisis damage above
and beyond any caused by the weapon that injects the poison.) Even if he succeedsin the
save, the victim il sustains alesser amount of damage, as shown in the second figure.

Instead of creating an ingnuative poison (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 square foot per caster level can be affected. One square foot is enough to
coat a doorknob, a sword-hilt, the handle or clasp of a chest, or an object of smilar sze.
The contact poison has the same effects as the ingnuative venom, but the victim gainsa
+2 bonus on his saving throws. The contact poison’ stoxicity fades a the end of the
spdl’s duration.

The materid component isasmdl vid of venom from a giant sneke.

Sixth-Leve Spdlls
Arrow of Bone



(Necromancy, Artifice)

Range: O Components. V, S M

Duration: Specid Cading Time: 6

Areaof Effect: 1 missle Saving Throw: Specid

Subtlety: +4 Knockdown: Varies

Sensory: Smdl visud/tactile Critica: Medium (1 hit)
impact

By drawing runes of dire power upon asmple arrow, bolt, dart, or javein, the
cagter changes the wegpon into a sinister missile of cold, enchanted bone. The wizard
may then throw or fire the wegpon in the normd fashion, or he can chooseto giveitto a
companion to use. If the wizard employs the arrow of bone himsdf, he srikes with the
THACO of awarrior of haf hisown level and a+3 bonus to his atack rall; if he givesit
to someone else, the bone arrow merely confersa+1 bonusto hit. A creature struck by
the weapon must make a saving throw vs. deeth magic or die; even if successful, the
victim sustains norma damage for the missile, plus an additiona number of points equa
to the wegpon’s maximum damage (for example, 1d6+6 for an arrow or javein, or 1d3+3
for adart). Unlike the death spell or finger of death, the victim can beraised or
resurrected in any expedient manner.

The arrow of bone does not destroy undead or nonliving creatures outright.
Insteed, the arrow inflicts norma damage plus four times the missil€ s norma maximum
(1d6+24 for an arrow, 1d3+12 for adart, and so on), or half that if the subject creature
succeeds in its saving throw.

The materid component is a powdered diver of bone mixed with black dragon
blood. The resulting mixture is used to paint runes on the wegpon. If the splinter of bone
can be taken from the remains of a close blood relative of the subject (asibling, parent, or
grandparent), the victim receives a—4 pendty on his or her saving throw if struck by the
arrow of bone.

Dimensional Blade
(Invocation/Evocation, Dimension, Artifice)

Range: O Components: V, S

Durdtion: 1 rd./leve Cading Time: 3

Areaof Effect: 1 object Saving Throw: None

Subtlety: +2 Knockdown: None

Sensory: Smdll visud Criticd: Moderate (1 hit) dashing

This spell makes a sngle wegpon incredibly sharp by reducing one of its physicd
dimensonsto an infinitesma messurement. The dimensional blade can dash through
matter with as much effort as it takes to wave a stick through the air. Even stcone and iron
can be carved to pieces with ease. The spell can be cast on dmost any hand-held dashing
(type S) weapon, aswdll as afew thrown weapons of thistype, such as the chakram,
shuriken, or ahand axe.

Againg creatures, the dimensional blade ignores any portion of Armor Class



derived from armor itsdlf; only magica and Dexterity adjustments affect the opponent’s
AC. For example, awarrior in chain mail +2 with a Dexterity of 17 isnormdly AC 0,
but againg the dimensiona blade he only applies the 3-point adjustment for Dexterity

and the 2-point magicd adjustment, for atotal AC of 5. Creatures wearing purely magica
armor (such as bracers of defense) may keep the full magica adjusment. Mongters with
thick or toughened hides, such as dragons, may lose part of the Armor Classa the DM’s
discretion. The wegpon gains a+2 bonusto atack and damage rollsin any event, but the
wielder ignores any Strengthbased combat adjustments—muscle power doesn’t help the
blade at dl.

The dimensional blade isdso quite effective againgt inanimate objects. Any
object with adiameter or thickness smdler than the blade' s length must make asaving
throw vs. disintegration when struck, or be cleanly severed in twain. Larger objects can
be sawed through or diced away at the rate of about 5 cubic feet per round. It's
dangerous to attempt to disarm adimensional blade; the weapon used must make an item
saving throw vs. disintegration or be destroyed.

Finaly, the blade is a0 effective againgt phased or ethered crestures since part
of its exigenceisforced into the Ethereal Plane. If the wielder has some way to detect
creatures conceded in thisway, the blade can strike and affect them normally, but
without the power to negate Armor Class or other combat bonuses.

The wizard must touch the weapon to be affected by the spell, but afterward
anyone may wield it. The materid component for this spell isarazor-thin shard of glass.

Etherea ness

(Dimension)

Range: Touch Components. V, S
Duration: 1 hr./leve Cadting Time: 1
Areaof Effect: Creature(s) touched  Saving Throw: Neg.
Subtlety: +2 Knockdown: None
Sensory: None Criticd: None

By means of this spell, the wizard and up to sSix other creatures joined by linked
hands become ethereal (dlong with their equipment). While ethered, the group need not
stay together. The group’ s presence can be detected only by detect phase, true seeing, or
amilar spells and effects. No physicd, or magicd attack can affect him, unless his
assallant is ethered aswell (dthough some mongters, such as the basilisk, have gaze
wegpons whaose power extends into the Etheredl Plane). The spell recipients are actually
in the Border Ethered and can il perceive their physical surroundings, but the world
appears gray, misty, and indistinct to them. Note that as ethered creatures can perceive
the physica world here, a character could scout out his surroundings or make good an
escape from the safety of the Border Ethered.

Thewizard and his companions may remain in the Border Etheredl for up to one
hour per level; when the spdll expires, they return to norma existence, dthough the
wizard can choose to end the spell before its full duration. The wizard o has the option
of moving himself or the group from the Border Etheredl into the Deep Ethered, in which
case they remain ethered when the spell ends. He will have to use this spell again or find



another way back in order to return to his home plane.

The wizard can attempt to use ethereal ness to banish an unwilling subject. He
must make a successful atack roll in order to touch him, and the subject receives a saving
throw vs. ol to negate the effect. An unwilling subject automaticaly remainsin the
Border Ethered for an amount of time specified by the wizard at the time of the casting,
but no more than one hour per caster level. When used like this, etherealness does not
affect the caster, only the subject.

Greater Sign of Sedling
(Abjuration, Geometry)

Range: O Components: S, M
Duration: Permanent Cading Time: 1 turn
Areaof Effect: Specid Saving Throw: Specid
Subtlety: +5 Knockdown: Specia
Sensory: Medium visud Criticd: Specid

A more potent form of the lesser sign of sealing, this spell alows the cagter to
guard an item or portal and prevent dl other creatures from opening or passing through
the sedled item or surface. The greater sign has severd effects; firg of dl, it affectsa
doorway or item that opens (a chest, for instance) as awizard lock spell. If placed in an
open corridor or archway to prevent passage, the greater sign creates amagica barrier
that repels all who try to pass.

Second, the greater sign greatly strengthens the physica structure of any door or
item it is placed upon, granting a +6 bonus on any item saving throws and dlowing the
item or door to ignore 1 point of damage per caster level from any attack. For example, a
greater sign cast by a 12th-level wizard would reduce the damage of any blow or spell by
12 points, so afighter armed with a broad sword (maximum damage of 8 points) could
never hack through a door protected by the sign.

Findly, if the protected doorway or item is forced open or destroyed by any
means, the Sgn itsdlf isnot only destroyed, but aso releases a spdll upon the offending
cregture. The spell held by the Signis cast into the ward when the greeter sign is crested,
and any spdll the caster has memorized may be used in this way, from afireball or
shocking grasp to avery nasty wish or polymorph. The range of the Sgn’sretributive
gpell is 10 yards per cagter level, s0 it is possible to destroy the warding from a safe
distance.

The ggnisdigplayed in plain 9ght, and most wizards will recognize it for whet it
is. The caster cannot specify particular creatures or conditions for the Sgn’s operation; it
functions againg any creature that attempts to pass it, though the wizard can fredy pass
through his own sgn without activating it. The greater sign can be removed by the
caster, thus ending the spell, or it can be defeated by alimited wish or wish spell cast by a
wizard of equa or higher level than the origind cagter; it cannot be dispelled.

The materiad component for a greater Sgn is a powdered diamond worth at least
1,000 gold pieces.

Superior Magnetism



(Alteration)

Range: 30 yds. + 5yds/leve Components. V, S, M

Duretion: 1 rd/5 leves Cading Time: 6
Areaof Effect: Specid Saving Throw: None
Subtlety: +4 Knockdown: None
Sensory: None Criticd: None

When this spell is cadt, the wizard designates one inanimate object of stone, earth,
or metal within the spdl’ s range to function as a powerful magnet, atracting dl metal.
The object affected can be no larger than a 10-foot cube, athough a section of wall, floor,
or celling about 10 square feet will work. Once magnetized, the object exerts a powerful
attractive or repulsive force (caster’ s choice) againgt objects of ferrous metd. The effects
vary by the proximity of the metal objectsto the center of magnetism, as shown below:

Distanceto Movement Rate Effective Missile Attack
Magnetism per Round Strength Penalty

10 feet or less 40 feet 22 (Garg.) —40

20 feet or less 20 feat 20 (Huge) -20

30 feet or less 10 fest 18 (Large) -10

40 feet or less 5 feet 14 (Medium) -5

50 feet or less 2 feet 10 (Smdl) -2

60 feet or less 1 foot 4 (Tiny) -1

The movement rate represents how fast objects are drawn to or repelled from the
center of magnetism. If the cresture or object in question is heavier than the magnetized
item, the magnetized item does the moving instead. The effective Strength isthe “pull” of
the magnetism at that range; the Size equivaent refers to cresture Sizes, not wegpon Sizes.
(All humansized wegpons are consdered smal or tiny for this chart). A character or
creature carrying loose metd items or objects such as wegpons, shields, helms, buttons,
and so on must win an opposed Strength check (see Player’ s Option: Combat & Tactics
for information on opposed ability checks) in order to keep his possessions from being
wrenched out of his grasp by the magnetism. Securing awegpon in its sheath, holding an
item with both hands, and other precautions may give the character a+2 to +4 to his base
ability score, a the DM’ s discretion.

Characters wearing metal armor must attempt an opposed Strength check to
ignore the effects of the magnetism. If the character fails his Strength check outright, he
loses hisfooting and flies towards or away from the object at the full rate indicated. He
suffersfull faling damage based on the speed with which he hits the item—1d6 for every
10 feet of the movement rate, or hdf that damage if heis repdled and smply thrown
back onto the ground. If the character passes his Strength check but is beaten by the
magnetism roll, he is moved one foot for each point he logt by. Again, some precautions
or assstance may help iron-wearing charactersin their Strength checks. For mongters,
compare the creature' s size to the effective Sze of magnetism.

An armored character who is stuck to a surface or object loses any Dexterity
adjusments to AC and cannot make any physical attacks. He can try to wriggle out of his
amor and free himsdf, employ amagica item, or use psonic powersif he hasany a his
disposal.



Lodestone the fighter is charging a wizard when the dastardly felon megnetizesa
sizable boulder about 30 feet from Lodestone’ s present position. Lodestone carries a long
sword, a shield, and wears plate mail; he has a Strength of 17. First, he checks to see if
he holds onto his sword and shield, making two opposed Srength rolls. He loses the
shield, but keeps hold of his sword. Now the DM checksto see if Lodestone resists the
drag on hisarmor. At 30 feet, the magnetism has a Strength of 18. Lodestonerolls a 6,
but the magnetismroll isa 12. Even though both Lodestone and the magnetism made
their Strength rolls, the magnetismroll is higher than Lodestone’ s roll and does not go
over itstarget Strength score. As a result, Lodestone is dragged 6 feet closer to it. Next
round, Lodestone tries again and blows hisroll altogether, moving a full 10 feet closer.
Now only 14 feet from the boulder, the magnetism's Srength is effectively a 20, which
means Lodestone isin big trouble. If he blows hisroll again the next round, he'll go
flying into the boulder at a rate of 20 feet/round, which will inflict 2d6 points of damage.

If acreature wins its Strength check, it can ignore the spell’ s effects and move out
of the zone of influence normdly.

Srellyn’s superior magnetism aso affects the passage of iron or sted missles,
such as stedl-headed arrows or quarrels. Any missile that passes through the zone of
influence suffers an attack pendty equa to the movement a the range indicated. For
example, if the path of an arrow brings it within 40 feet of a magnetized object, the attack
auffersa—5 pendty. Findly, it is possble for the casting wizard to be affected by this
gpell aswdl. Asaresult, the wizard had better make sure that he' s out of the effective
area of effect when cagting.

The materia component for this spdl isasmall bar magnet, bent into a U-shape
and coated with mithral.

Trollish Fortitude

(Necromancy)

Range: O Components: V, S M
Duration: 1 rd./leve Cading Time 6
Areaof Effect: The caster Saving Throw: None
Subtlety: +4 Knockdown: None
Sensory: None Critical: None

This powerful spdl imbues the caster with the physical fortitude and resilience of
atroll. While the spdll isin effect, the caster regenerates 3 hit points per round until he
reaches his norma maximum. He aso gains atroll’s ability to ignore dismemberment,
decapitation, and other horrible injuries that would normdly incapecitate or kill him
outright (athough losing alimb may prevent the caster from taking certain actions, such
as running, climbing, and other activities). Bleeding, wounding, being reduced to
negdtive hit points, and other effects that cause the victim to lose hit points from round to
round are ignored—the caster instead regains 3 hit points per round, up to his norma
maximum. If the caster is reduced to less than O hit points, he is incapacitated and must
make a system shock roll or lose dl of his highest level spdlls. The incapacitation lasts



only until his regeneration restores him to 1 hit point or more; he can move, fight, and
cast spells again as soon as his hit point totd is postive.

Trollish fortitude does not provide the caster with any defenses againg lethal
poison, disease, and other effectsthat don't cause aloss of hit points. Hit points lost
through level draining, vampiric touch, or vampiric regeneration cannot be regenerated
snce this represents damage to the victim' s life force, and not physica injury. In
addition, fire damage and acid damage cannot be regenerated. While the spdll isin effect,
the cagter can rgoin severed limbs smply by holding them in place, but if the spdll ends
while alimb (which were aready moving toward him) is il separate from his body, he
immediady suffersthe full effects of the injury.

The materia component for this spell isashred of dried flesh from atroll’ s heart
that must be pulverized into dust. The dugt is then sprinkled on the caster.

Seventh-Leve Spdls
Descent into Madness
(Enchantment/Charm, Mentalism)

Range: 10 yds/leve Components. V, S, M
Duration: Permanent Cading Time 7
Areaof Effect: 1 creature Saving Throw: Negates
Subtlety: +5 Knockdown: None

Sensory: Moderate visua Criticd: None

Moreingdious and powerful than the feeblemind spell, descent into madness
afflicts one creature with arandom form of insanity. The spell can affect any cregture
with an Intelligence of low (5) or higher; however, a character or creature protected by a
mind blank isimmune to this gpell. Creatures are entitled to anorma saving throw vs.
spd| to withstand the spell. The form of insanity caused by the spell is determined by a
roll on the chart:

d% Insanity Type
01-15 Ddirium

16-22 Disorientation
23-34 Phobia

3540 Paranoia

4144 Aliendtion

45-54 Amnesa

55-64 Hdlucinatory insanity
6569 Meanchalia
70-74 Dementia praecox
7583 Mania

84-89 Hebephrenia
90-95 Catatonia

96-00 Homicidd mania



The various types of insanity and their game effects are described under the
Alienist in Chapter 6. The cagter has no ideawhat kind of madness the spdll inflicts on its
victim, although he may be able to form an educated guess after observing the victim for
afew rounds. Descent into madness accel erates the process of insanity radicaly,
producing an advanced condition amost immediately; for example, a character rendered
paranoid by this spdl skips past suspicion and instantly regards hisfriends and dlies as
enemies of the wordt sort. The victim has asmall chance of recovering with the passage
of time (as described under each type of insanity) but other than that the only waysto
repair the effects of this pell are restoration, wish, or use of the psionic power psychic
urgery.

The materid component is a special cube of gold wire worth at least 500 gold
pieces shaped to represent a tesseract, or four-dimensond figure.

Neutrdize Gas

(Abjuration, Elemental Air, Alchemy)

Range: 60 yards Components. V, S, M
Duration: Ingtantaneous Cading Time 1
Areaof Effect: One 10-ft. cube/lvl. Saving Throw: None
Subtlety: +5 Knockdown: None
Sensory: Large visud/olfactory Criticd: None

By using this spell, the wizard renders inert and makes bregthable any harmful
vapors, gases, clouds, or fogsin the area of effect. Thisincludes stinking cloud, cloudkill,
solid fog, death fog, incendiary cloud, acid storm, gaseous breath weapons, spore or mold
clouds, and smilar spells and effects. Harmful gas or vapor istransformed into a
common, harmless fog cloud of the same dimensions as the origind effect, and then
dissipates 1d3 rounds later. Creatures who were injured before neutralize gas is cast
continue to suffer any effects from their previous exposure—the spell does not hedl or
counter existing damage, S0 a cregture that is choking and gagging from a stinking cloud
would receive no relief from this dweomer.

If cast in the same round of the effect’ s gppearance, neutralize gas may be used to
counter gaseous breath wegpons, spores, and molds by granting any creatures affected a
+4 bonus to their saving throws and reducing any damage to one-hdf or one-quarter
normal, depending on whether or not the victims make their saving throws. Air-based
cregtures are not affected by this spell; neutrdize gas only “clearsthear” of any harmful
inhaants. The materia components are a bit of charcoa and some bark from a treant.

Persistence
(Invocation/Evocation)

Range: O Components: V, S M
Durtion: 1 day/level Cading Time: 1 turn
Areaof Effect: The caster Saving Throw: None
Subtlety: +6 Knockdown: None

Sensory: None Critica: None



Related to both the contingency and permanency spells, persistence dlowsa
wizard to cast aspell of 6th leve or lower and then hold it until it is needed. There are
two genera uses for persistence: to use a persona spell effect as needed up to the
maximum duration of the persistence itsdlf, or to prepare an ingantaneous spdll and hold
it ready until the cagter wishesto useit.

A. Personal effect. Any spdl that augments the wizard' s naturd abilities—detect
magic, protection fromevil, jump, infravision, fly, wraithform, or other caster-affecting
spdls—can be made persistent by use of this spell. The wizard casts persistence and then
immediatdly follows with the desired spell. Instead of taking effect immediately, the
magic of the persistence holdsiit reedy for use by asmple act of will. Thewizard can
then “turn on” or “turn off” the girded spell as often as he likes over the course of the
duration of the persistence. The duration of the girded spdl only runswhile the spdl is
active, so a 15th-level wizard who makes afly spdl persistent will be able to use 1d6+15
turns of flight (the normal duration of fly) over the next 15 days (the duration of the
persistence) as he seesfit.

Thisis especidly useful because it dlows the wizard to cast the girded spell and
the persistence and have the girded spdl’ s effects available while he then memorizes
another spll in place of the spdll made persistent. It is aso useful because the girded
spell can be activated ingantly by an act of will. The main difference between this el
and contingency liesin the fact that a persistent spell may be invoked severa times (up to
the limit of itsnorma duration) while a contingency functions once only.

B. Held spell. Spelsthat have an instantaneous effect, such as mogt attack spells
and some movement spells like teleport or dimension door, can be rendered persistent as
well. The held spdll may be activated or discharged a any time during the duration of the
persistence, but its magic is then exhaugted asiif it had been cast normdly. This
resembles the effect of a contingency spell, but the effect has no predefined conditions
and smply occurs when the caster willsiit to.

Damaging or offensve spdls that have a duration (for example, flaming sphere or
wall of fire) cannot be rendered persistent. A wizard may have no more than one
persistence spdl active a any given time; if he girds anew spdl while an old oneis Hill
persistent, the old spdl is smply replaced by the new one. The materid component isa
crystd chalice of exquisite workmanship worth at least 2,000 gp. The materia
component of aheld or girded spell is expended when the spdll is made persistent.

Seven-Eyes

(Abjuration, Conjuration/Summoning)

Range O Components: V, S M
Duration: 1 rd./leve Cadting Time: 7
Areaof Effect: Create 7 eyes Saving Throw: Specid
Subtlety: +5 Knockdown: Varies
Sensory: Medium visud Criticd: Varies

This spdl conjuresinto existence seven magical orbs that float above the caster’s
head in aring about 5 feet in diameter. The eyes remain for 1 round per leve, or until the



caster chooses to either expend the orb by using it in attack or defense. In addition, as
long as a least one eyeis Hill in existence, the caster gains 360° vison and can detect
invisibility and detect phase a will, with a 60-foot range. The powers of each eye are
described below.

Eye of the Mind. This orb protects the caster against menta attack, charm, or
influence, induding charm, beguiling, hold, and emotion effects. The first such attack is
negated by the orb and destroysit in turn. If the wizard dedires, the eye of the mind can
instead be used to charm person like the 1st-level wizard spell, dthough thisdso
expends the orb.

Eye of the Sword. This eye deflects the firgt physica attack that endangers the
cagter, including hand-held or missile attacks, and then disappears. The wizard can dso
employ the eye of the sword to creste five magica blades that strike as magic missiles for
1d4+1 points of damage each. (Knockdown d6, medium (1 hit) impact)

Eye of the M age. One manifestation of raw energy, such as lightning, fire, force,
cold, or asmilar effect, is asorbed by the eye of the mage. The eye can dso project a
60-foot long by 5-foot wide lightning bolt that inflicts 4d8 damage (saving throw vs. spell
for hdf damage) to dl in its path. Either use expends the eye' s power. (Knockdown d12,
large (1-3 hits) dectricity)

Eye of Venom. This eye can be used to hdt any one attack or effect that could
poison the cagter. In the case of an attacker armed with an envenomed weapon, the caster
may decide to expend ether the eye of venom or the eye of swordsin order to block the
attack. The eye can dso be used to poison one creature within 30 feet; the victim must
make a saving throw vs. poison or die in one round.

Eye of the Spirit. Thefirg attack that affects the victim' s life energy, including
energy drain, strength drain, cause wounds, trap the soul, magic jar, or death is parried
by the eye of the spirit. The wizard may instead choose to expend the eye' s power by
cadling enervation (see the 4th-level wizard spell) upon one target within 30 feet.

Eye of Artifice. This eye deflects and is destroyed by the first attack directed at
the caster from amagica device. If the attack aso takes aform that may be blocked by
another eye (for example, the bolt from awand of lightning) the caster may choose which
eyeisexpended. If used to attack instead, the eye of artifice functions as a dispel magic
cast a 8th leve.

Eye of Stone. Thiseye offers protection againgt the firgt attack that could petrify
the caster and then vanishes. It can aso be expended to cast hold person.

Although any number of eyes can defend the wizard in the course of asingle
round, only one eye may be used to attack per round. When the caster uses an eyeto
attack, he may not cast a pdll, attack physicaly, or employ another magicd item in the
same round; willing the eye to discharge its energies requires his complete concentration.
Eye attacks are consdered to have an initiative modifier of 1 or a gpeed of very fagt in the
Player’s Option: Combat & Tactics initiaive sysem.

The materia component is saven blessed gemstones worth at least 50 gold pieces
each.

Eighth-Level Spdlls



Anadyze Dweomer
(Divination, Artifice)

Range: 10 yards Components. V, S, M
Durdtion: 1 rd/2 levels Cading Time: 8 hours
Areaof Effect: 1 object or cresture  Saving Throw: None
Subtlety: +7 Knockdown: None
Sensory: Medium visud/small Criticd: None

audio

This spell revedsto the caster dl spells, enchantments, dweomers, and magica
properties present in one creature or object. One property, spell, or power isreveded
each round in approximate order of when the spells were cast or the properties were
acquired. (If the DM doesn't know which spells were placed on the subject first, a
random roll for order of discovery isfine)) The caster has a base 50% chance to discern
the existence and identity of aparticular spell or property, +2% per level to amaximum
of 99%. The only enchantments that remain inscrutable to analyze dweomer are those
surrounding artifacts or relics.

A 16th-level wizard finds an unknown wand and decides to use analyze dweomer
to study it. The DM knows that it’s a wand of fire, and he decides that the spells enchant
an item, firebal, burning hands, and wall of fire were used to create the wand, in that
order. In thefirst round, the wizard has an 82% chance to identify enchant an itent in the
following round, an 82% chance to discover firebdl; in the next round, an 82% chance to
perceive burning hands, and so on, for all remaining enchantments. Note that the DM
could have decided that any rare or unusual materials or processes used to create the
wand would also be revealed as if they were spells.

After the wizard andyzes one object or creature, the spdll ends, evenif its
duration has not expired yet. Casting this pdl is physicdly taxing; the wizard must pass
a system shock check or be exhausted and unable to do anything but rest for the next 1d8
hours. While this spell is most frequently used in the comfort and safety of the wizard's
laboratory, amage could aso cast analyze dweomer to study the magica seds and
barriers on aportd, to determine just how a companion has been cursed, or to examine a
potentia opponent for defensive spells.

The materia component for this spell isatiny lens of ruby or sgpphiresetina
smdl golden loop. The gemstone must be worth at least 1,000 gp.

Heart of Stone

(Necromancy)

Range O Components. V, S M
Durdtion: 1 year Cadting Time: 1 day
Areaof Effect: The caster Saving Throw: None
Subtlety: 8 Knockdown: None

Sensory: None Critical: None



This potent spell exchanges the necromancer’ s own living heart for afindy
crafted heart of perfect, unblemished stone that dters the very nature of the wizard's
body. Aslong asthe heart of stone remainsin effect, the caster need not fear attacks that
pierce, dash, or cut him; he does not bleed and can ignore the most horrible injuries of
thiskind. The caster can dso ignore most magica effects such as spdls, magica devices,
and innate spell abilities of less than 8th levd.

In game terms, the character suffers only 1 point of damage from any type Sor
type P attack, plus any magicd adjustment for the wesapon. For example, if struck by a
long sword +1, he would suffer only 2 points of damage. Strength and specidization
bonuses are ignored. If the wizard is dismembered, he suffers no additiona damage other
than the inconvenience of having his limbs removed, and he can resttach a severed limb
by holding it in place for one full turn. The heart of stone isadso partially effective
againg type B attacks since it prevents bruising, swelling, and crushed blood vessdls.
Agang bludgeoning weapons, the wizard only suffers hdf the norma damage. Cause
wound spells dways inflict minimum damege againgt awizard protected by this spell.
While the caster may not fed asword in hisrib cage, any damage sustained interrupts
spellcadting.

In addition to ressting injury, the heart of stone aso renders the character
immune to fatigue and exhaugtion, whether normal or magical. He al'so gains a+4 bonus
to saving throws vs. petrification atacks.

Whilethe heart of stone is quite powerful, it haslimitations. First of dl,
determined physicd attack can eventualy destroy the wizard despite his unnatura
resistance to injury—amob of angry peasants with hatchets and spears can finish him off
1 point at atimeif that's what it takes. Second, the heart confers no protection against
other attack forms, such asfire, eectricity, cold, acid, and so on, athough any bleeding
caused by aburn isignored. Disintegration effects also affect the caster. Most
importantly, the caster loses the ability to naturdly recover from injury and no longer
regainslog hit points with the passage of time. Hedling pdlls, potions and items are
reduced to their minimum effect, so acure serious wounds (2d8+1 hit points restored)
would only return 3 hit points to awizard protected by heart of sone. However, limited
wish or wish can be used to restore 1 hit point per level of caster or al but 1d4 hit points,
respectively.

In addition to these disadvantages, heart of stone aso renders the caster
vulnerable in one other way: his own red heart can be destroyed, ingantly daying him.
Naturaly, the caster will want to take steps to hide and protect his true heart to prevent
this from hgppening. The living heart continues to beet for the duration of the spell but
requires no specia receptacle or facilities to protect it—the caster could leaveit lying on
the floor, if he wished.

The heart of stone cannot be dispelled, athough a more powerful negation magic
such as Mordenkainen’ s digjunction can bring the spdll to an end. Stone to flesh dso
undoes the magic of the heart of stone. No matter how the spdll is ended, the wizard's
own living heart indantly returnsto its proper place, and the stone heart appears
wherever the living heart was kept. At thistime, any injuries the wizard currently has are
multiplied by 1d6 as the wounds begin to bleed again. For example, a necromancer who
was injured for 6 points of damage instead suffers 6d6 when the spell ends.



The materia component for this spdll is the stone heart itsdf. Thismust bea
carved stone of qudity (jade, obsidian, or gold-veined marble would be appropriate)
worth not less than 5,000 gold pieces. It must be prepared by use of the enchant an item
spell. The stone is not consumed at the spell’s end and may be used again if it is
undamaged.

Iron Body

(Alteration, Elemental Earth)

Range: 0 Components: V, S, M
Durdtion: 1 rd./leve Cading Time: 8
Areaof Effect: The caster Saving Throw: None
Subtlety: +5 Knockdown: None
Sensory: Medium visud Critical: None

This gpd| transforms the caster’ s body into living iron, which grants him severd
powerful resstances and abilities. While the spdl isin effect, the caster can only be
injured by blunt weapons of +3 or better value, or mongters of 8+3 Hit Dice or more,
Slashing wegpons, faling, crushing, and condriction attacks of al types are completely
unable to harm the cagter, athough an atack may knock him off-baance or pin him
beneath tons of debris. Spdlls or attacks that affect the subject’s physiology or
respiration—for example, poison, cloudkill, enfeeblement, contagion, or pain touch—fall
completely, since the caster has no physiology or respiration while the Spdl isin effect.
Also, spdlsthat have weight limits should be gpplied to the wizard asif he weighed over
3,000 pounds. The wizard ignores electrical attacks and saves at +4 againgt fire attacks. If
he saves, he takes quarter damage; if not, he takes hdf damage. If hit with arod of
smiting, he takes 2d8+6 points of damage unless the attacker rolls anatura 20. If this
occurs, then the damage is doubled.

In addition to the natura immunities of an iron body, the wizard enjoys powerful
offengve abilities. His Strength scoreis raised to 20 (+3 to attack rolls, +8 damage) for
the duration of the spell, and he can punch or bludgeon his enemies twice per round for
1d4 points of damage per blow, plus his Strength bonus. Unfortunately, his movement
becomes dow and awkward, so heis reduced to amove of 3 and suffersa—2 pendty to
hisinitiative rolls (or areduction of his base phase by one sep, in Player’s Option:
Combat & Tactics). Most importantly, the wizard's clumsiness and lack of breath prevent
him from cagting any spdlswhile theiron body isin effect.

Iron body may create additiona hazards for the wizard asthe DM deems
appropriate. For example, rust mongters are extremely dangerous to awizard using this
spell. Heat metal spellsinflict double damage to the caster. And, naturaly, the wizard
anks like a stone in water—athough he could survive the crushing pressure and lack of
air at the bottom of the ocean—at least until the spdll expired. Some magicd items, such
as pations or winded instruments, may be temporarily unussble aswall.

The materia component for this spell isasmal piece of iron that once belonged
to aniron golem.



Ninth-Level Spells
Programmed Amnesia
(Enchantment/Charm, Mentalism)

Range: 20 yards Components: V, S
Duration: Specid Cading Time: Specid
Areaof effect: 1 creature Saving Throw: Specid
Subtlety: +8 Knockdown: None
Sensory: None Criticd: None

This particular spell was the last and most powerful spell developed by the
archmentaist Rheizom. It dlows the wizard to sdectively destroy, dter, or implant
memories in the subject creature as he sees fit. He can completely reprogram a character,
inventing anew persona, a new dignment, and assigning anew class as he seesfit. Only
sentient beings can be affected; if the subject is not human, humanoid, or demihuman, he
gainsa+4 bonus on his saving throw.

As described above, programmed amnesia can be used to achieve severd
different effects. The wizard may choose to make use of any or dl of the effects listed
below:

A. Memory erasure. Any or al memories possessed by the subject can be erased
at the caster’ swill, including knowledge of specific events, people, or places.

B. Memory implant. The caster can create false memoriesin the subject’s mind
as he seesfit. Imaginary friends, events that didn’t redlly take place, betrayas by people
the subject regards as his friends, or the friendship of an enemy could dl beimplanted in
the subject’s mind.

C. SKill erasure. The subject can be made to forget any or al class-based sKills or
proficiencies, including dl or part of his THACO (it resets to 20), thief abilities,
spdllcasting, turning undead, or any other ability that slems from knowledge. About the
only characteritics that can’'t be affected by this usage of Rheizom's programmed
amnesia are hit points, saving throws, and ability scores. A character’s native language
cannot be erased, either.

D. Per sona erasur e. Combining the effects of a skill erasure and amemory
erasure, this leaves the subject as aclean date. Only his ability scores, hit points, saving
throws, and native language remain. The character may assume any class or dignment
avalable, beginning as a 19-level character just asif he had decided to dua-class. (Even
demihumans can dud- class in this fashion, Snce they forget dl skills of their previous
class)

E. Persona implant. By erasing the exising persondity and implanting afdse
set of memories, the wizard can build anew personafor the mind-wiped character. In
effect, he can decide what class, dignment, and persondity the subject will assume after
his persona erasure. If the new personais an adventurer, the character dual-classes, as
described above.

F. Programmed erasure. The subject can be programmed to suffer amemory,
skill, or persona erasure when a certain event takes place. For example, the wizard could
st the subject to be wiped clean as a date when the subject receives a coded message or



arrives a some degtination. Optionadly, the wizard can decide to have an erasure partialy
or totdly lifted when the programmed condition comes to pass.

The cagting time of this spell varies according to what effects the wizard wishesto
impose on the subject. To cast just one of the listed effects, the wizard must spend two
days secluded away from any distractions—a persona laboratory is agood example of a
secluded place. In between the intense eight-hour casting sessions, the wizard can deep
and eat in the area he chose to seclude himsdlf in. If the wizard bresks his secluson for
any reason, the spell islogt. Also, for every effect over the first, another day (with its
eght- hour intense casting period) must be spent in seclusion.

The wizard must be able to see the spell’ s subject. At the end of each day of
cadting, the subject makes a saving throw vs. spell to negate the effect.

Programmed amnesia is normaly permanent, unless the wizard cares to specify a
st of conditions or parameters that will end the effect (see F, above). Its effects can only
be undone by arestoration or wish spell, or by successful use of the psionic science
psychic surgery. A character who picks up new skills or class ahilities while annesiac
must make a saving throw vs. spdl when his own red memories return; if hefals, the
skills he learned as an amnesiac are gone forever, replaced by his former abilities, but if
he succeeds he retains any new skills, and may even choose to continue in his new class
as adud-classed character. Dungeon Masters should keep in mind that an amnesiac
character should till meet the new cdlass sfull prerequisites before he can become that
class.

Ohbvioudy, thisisavery powerful spell, and the DM should very carefully
examine a PC’ s use of this magic. Dungeon Magters, take note—there are dozens of
excdllent plot vehicles hiding here if an NPC wizard uses this on a player character! Also,
be aware that destroying a creature s personality and replacing it with one more amenable
to the wizard' s designsis never agood act.

Sphere of Ultimate Destruction
(Conjuration/Summoning, Dimenson)

Range: 5 yds/leve Components. V, S, M
Duration: 1 rd./leve Cading Time 9
Areaof Effect: Creates a sphere Saving Throw: Specid
Subtlety: +5 Knockdown: None
Sensory: Smdl visud Criticd: None

This awful spdl brings into existence a short-lived sphere of annihilation (as
described in Appendix 3 of the DMG). The sphereisablack bal of nothingness about 2
feet in diameter that ingtantly and utterly destroys any matter that comes into contact with
it. The sphere appears anywhere in the spdll’ s range and moves up to 15 feet per round as
the wizard directs. If the wizard attempts to bring the sphere into contact with aliving
creature, the potentid victim gains a saving throw vs. breath weapon to dodge aside, but a
victim who is unaware of the sphere’' s gppearance or unable to move is destroyed without
asaving throw.

Once conjured, the sphere of ultimate destruction may not move exactly asthe



caster wishes. The wizard has a 75% chance to contral it, plus 1% per point of
Intelligence over 12 and 3% for each point over 15. In other words, awizard with an
Intelligence of 18 would gain a+12% bonus to his chance to contral the sphere. If the
wizard fails to control the sphere in any given round, it automaticaly moves directly
towards him a its maximum speed of 15 feet per round. Unlike the magicd item, another
wizard may not contest the caster’ s control of a sphere of ultimate destruction unlessthe
second wizard possesses a talisman of the sphere. (Seethe DMG.)

Should agate spdl be cast upon the sphere, there is a 50% chance that the sphere
is destroyed, a 35% chance that nothing happens, and a 15% chancethat agapistornin
the spatid fabric, catgpulting everything in a 180-foot radius to another plane of
exigence. If the sphere istouched by arod of cancellation, atremendous explosion
inflicts 3d4 x 10 points of damage to everything within 60 feet as the two forces negate
each other. No other spdll or magica item has any effect on a sphere of ultimate
destruction.

There is a5% chance that any particular manifestation of this spell does not cause
avictim’s utter destruction but instead transports him to arandom plane of existence. The
conjuring wizard has no way of knowing whether he has destroyed his enemy or merdly
blasted him into some remote dimension. The materid component of this spdl isadark
crysta bal that has been on the Etheredl Plane and that can be comfortably held in two
hands.

As noted in the previous chapter, several new spell characteristics gppear in the
spell descriptions of this book. These include casting subtlety, sensory signature, critical
srikes, and knockdown. Refer to page 136 for more information about these new
characterigtics.

First-Level Spdls

Adtra Cderity

(Alteration)

Sphere: Adtral

Range O Components. V, S
Durétion: 1 hr./level Cading Time 4
Areaof Effect: The caster Saving Throw: None
Subtlety: +3 Knockdown: None
Sensory: None Critical: None

This spell enhances the cagter’ s movement capabilities in extraplanar settings by
atuning him to his new surroundings. While very few 14-levd prietsfind themsdvesin
this Stuation, higher level characters often make use of this spell. Astral celerity doubles
the character' s movement rate on the Astral Plane; normdlly, characters move a arate of
30 timestheir Inteligence score in feet per round, but this spdl increases thisto 60 feet
timestheir Intelligence score. As an incidenta benefit, the caster o attunes himsdlf to
the plane much faster and suffers no pendties for missile fire while agtrd.

While astral celerity ismost often used in the astrd plane, it dso offersa small
benefit to ethered characters, too: their movement rates are increased by 50%, so a



character with a movement rate of 12 would enjoy a movement rate of 18 while this spell
was in effect. Of course, time and distance have little meaning in the overdl scheme of
the Adiral or Ethereal Planes, but relative speed could be very important in avoiding an
unpleasant encounter or escaping from pursuit of some kind.

Battlefate

(Alteration)

Sphere: Chaos

Range: 20 yds. Components. V, S, M
Durdtion: 2 rds/leve Cading Time 4
Areaof Effect: 1 cresture Saving Throw: None
Subtlety: +4 Knockdown: None
Sensory: None Critical: None

This spell dters probability to favor one character or creature locked in battle. His
opponent may stumble at an avkward time, aclumsy parry might catch the enemy’s
wegpon a just the right angle, or he hgppens to notice the foe moving in for aflank
attack. The more powerful the priest, the more potent the aid; combat modifiers provided
by battlefate equal +1 per three levels, so a 19t-level caster providesa+1 bonus, a
4th-level cagter a+2 bonus, a 7th-level caster a+3, and so on to amaximum of +5 for a
13th-leve priest. The exact form of the aid or assistance varies from round to round—rall
adé to see which aspect of the subject’s combat abilities are affected in any given round.
dé Effect
Nothing happens
Defenses enhanced, apply bonus to subject AC
Luck enhanced, apply bonusto saving throws
Accuracy enhanced, apply bonus to attack rolls
Damage enhanced, gpply bonus to damage rolls

Lucky opening! Subject gains one extra attack with either enhanced accuracy or
damage (subject’ s choice)

OO WN -

If the character does not make aroll of the specified type in the round, he gains no
benefit for the spell; for example, if the character gains the saving throw bonus but
doesn't have to make any saving throws during the round in question, battlefate doesn't
help him. Of course, in the following round, the spell may provide him with a different
benefit. Note that on aroll of 1, battlefate does not help the character ththe priest intends
to ad—such is the nature of chaos.

The materid component for this spdll is an eectrum coin tossed by the priest as
he casts the spdll.

Blessed Watchfulness
(Alteration)

Sphere: Guardian
Range: Touch Components. V, S



Duration: 4 hrs. + 1 hr./level Cadting Time 4
Area of Effect: Creature touched Saving Throw: None
Subtlety: +3 Knockdown: None
Sensory: None Critica: None

By cadting this spdll, the priest confers exceptional powers of observation and
dertness to one cregture for the duration of the spell. While blessed watchfulnessisin
effect, the desgnated sentinel remains dert, awake and vigilant for the duration of the
pdl. Infact, it takes aroll of 1 to surprise someone under this effect. He ressts deep
gpdls and smilar magic asif he were 4 levels or Hit Dice higher than his actud level and
gains a+2 bonus to saving throws againgt other spells or effects that could lower his
guard or force him to abandon his watch, including charm, beguiling, fear, emotion, and
gamilar mind-affecting spdls. If the effect normally alows no saving throw, the watcher
gains no pecia benefit.

Calculate

(Divination)

Sphere: Numbers

Range O Components. S, M
Durdtion: Instantaneous Cading Time 4
Areaof Effect: The caster Saving Throw: None
Subtlety: +3 Knockdown: None
Sensory: None Critical: None

By means of this spell, the priest can accurately estimate the chance of success of
one specific action, such as dimbing adangerous cliff, making atrick bowshot, crossng
aburning room unharmed, or even giriking an enemy. The action in question must be one
that would normally be resolved by adieroll, but the priest doesn’t have to be the person
who attempts the feat; he can use cal culate to estimate the odds for anyone taking an
action in hisgght. The priest has a 70% chance, +2% per leve, of making an accurate
esimate.

If successful, the DM reved s to the player the action’s chance for success or any
modifiers that may bein play. For example, he could reved a particular opponent’s
Armor Class or THACO, the saving throw an opponent would require in order to save
againg a particular spell cast by the priest or the priest’ s wizard companion, or a
character’ s chance to open doors, bend bars, or use athief ability. The priest could even
calculate his odds for actions that might be resolved by adie roll or DM caprice, such as
his chance to avoid detection by hiding behind arock. This spell takes into account
factorsthat the priest himsalf may not be aware of, so from time to time a character may
receive some very confusing results from this spell. For instance, if the priest doesn't
know that an orc chieftain is actudly a polymorphed tanar’ ri masguerading as an orc, he
may be astonished to learn that the “orc” hasa THACO of 7!

If the priegt falls his cdculation check with aroll of 99 or 00, his cdculation is
wildly skewed in arandom fashion. The materia component for this spell isaminiature
abacus of ivory worth at least 100 gp. It is not consumed in the casting of the spell.



Cdm Animds

(Enchantment/Charm)

Sphere: Animd

Range: 60 yds. Components: V, S
Duration: 1turn+ 1rd./leved Cading Time 4
Areaof Effect: Specid Saving Throw: Specid
Subtlety: +3 Knockdown: None

Sensory: Moderate audio Criticd: None

This spell soothes and quiets norma animals, which renders them docile and
harmless. Only creatures with Intelligence ratings of 1 to 4 (in other words, animal- or
semi-intelligent creatures) can be affected by this spell. The caster can cdm 2d4 Hit Dice
of animas, plus 1 Hit Die per leve, so a4th-level priest could affect 2d4+4 Hit Dice of
creatures. The cagter can affect any animals he wishes to within the spell’ srange, but all
the subjects must be of the same species. The subject creatures are not dlowed asaving
throw unless they have magica powers, abilities, or are clearly not entirdly naturd; a
priest could calm anormal bear, war dog, or wolf with little trouble, but it's more
difficult to affect awinter wolf, hell hound, or owlbear.

While under the influence of this spell, the affected creatures remain where they
are and do not attack or flee, unless they are attacked or confronted by a significant
hazard such as afire or ahungry predator. Once roused, the spell’ s magic is broken and
the animds are free to act in whatever fashion they normally would. Note that crestures
affected by this spell are not hel pless and defend themsalves normaly if attacked.

Dispel Fatigue
(Necromancy)

Sphere: Necromantic

Range: 30 yds. Components. V, S, M
Durtion: Instantaneous Cading Time 4
Areaof Effect: 1 cresture Saving Throw: None
Subtlety: +4 Knockdown: None
Sensory: None Critical: None

This spdl removes physicd fatigue or exhaustion from the subject by undoing the
physiologicd effects of his exertions. The subject isingantly restored to hisnormd, fully
rested level of endurance or vigor. This spell can be used to negate the penalties of forced
marching, long swims, jogging, running, or sprinting, or even accumulated fatigue points
from either the Player’ s Option: Combat & Tactics rules or the magic faigue rulesin
Chapter 6. Once this spell has been cagt, the subject may start to accumulate fatigue or
fatigue-based pendties again, depending on how he continues to exert himsdlf. The
materid component is a sprinkle of fresh, blessed springwater.



Firdight

(Alteration)

Sphere: Elementd Fire

Range: Touch Components. V, S, M
Durdion: 4hrs.+ 1 hr/2levds  Cading Time 4
Areaof Effect: 1 object Saving Throw: None
Subtlety: +4 Knockdown: None
Sensory: Largevisud Critical: None

Thisvariant of the el 1og of everburning changes one smal fire no larger than a
campfireinto firelight. The flame ceases to produce smoke and becomes much cooler;
within 1 turn of the spdl’s cadting, the fire cools enough to be handled or touched
barehanded without causing harm. Thefirelight isresstant to gusts of wind or poor
burning conditions (pouring rain, lack of ar, and so on), but completeimmersionin
water, vacuum, or magica darkness extinguishes the flame immediately. Firelight burns
brighter and steadier than anormd flame, and a torch enchanted with this spell sheds
light in & 30-foot radius instead of the normal 15-foot radius. The fuel source lasts
throughout the duration of the spell. Unlike log of everburning, thisspdl isnot at dl
useful for staying warm since firelight produces very little heet.

Firelight inflicts 1d2 points of damage per caster level if cast on crestures of
living or elementa fire, but has no other effect on these mongters. The materid
component isamix of resns and incense, thrown into the flame to be affected.

Orison
(Various schools)

Sphere: All

Range: 10 yds. Components. V, S
Duration: Specid Cading Time 4
Areaof Effect: Varies Saving Throw: None
Subtlety: +3 Knockdown: None

Sensory: Smdl visud/audio  Critical: None

The most humble of priestly spellsisthe orison, abrief prayer or invocation of a
minor nature. Typically, priestslearn anumber of orisons as acolytes or studentsin order
to hone their spdllcasting skills and emphasize concepts, idedls, or phrases of particular
importance to the faith. Because an orisonsis not even on par with other 1st-level magic,
apriest memorizes anumber of individua orisons equa to three +1 per level (uptoa
maximum of nine) when he devotes a 1g-level spell dot to orison. In other words, a
1st-level priest can memorize four orisons for one 1st-level spdl dot, a2nd-levd priest
can memorize five, and so on.

Unlike cantrip, an orison must have a specific effect, dthough the priest need not
decide which incantation he will use until he actudly casts the spdll. Regardless of the
prayer chosen, the orison’ s duration is never more than one round per level. Known



orisons indude the fallowing:

Alleviate: A sngle cresture suffering from nausea or pain isrdieved of its
discomfort. Magicaly induced nausea or pain isonly dleviated if the victim passes a
saving throw vs. pdl with a—2 pendty.

Calm: A single cregture that has been startled or frightened is soothed. Victims
suffering from magica fear may attempt a save vs. el with a—2 pendty to cam
themsdlves.

Clarity: For the duration of the orison, the priest’s speech is clear and free of
impediment—useful for readings from sacred texts and other such rites. Magica
conditions such as confuse languages cannot be overcome by this orison.

Courage: The priest gainsa+1 bonusto his next attack roll, aslong asthe attack
is made within the spdll’ s duration.

Guidance: The priest gains a+1 bonus to a Wisdom or Intelligence check to
determine the right course of action in amord dilemmaor puzzle.

Healing: By histouch, the priest may hedl acreature of 1 point of damage.

Magic sense: If thereisapersstent sodl effect or magica item within 10 yards,
the priest fedls a recognizable tingle or sensation of some kind. He has no way to
determine what item or spell may have caused the reaction.

Memory: Any item the priest commits to memory during the spell duration is
more completely and permanently learned; he gains a+2 bonusto any checksto recal
the exact appearance, wording, or meaning of an item, text, or message.

Resistance to magic: The caster gainsa+1 bonusto his next saving throw
againg magic of any type, aslong asit occurs during the orison’s duration.

Resistance to poison: The priest gainsa+1 bonusto his next saving throw vs.
poison, as long as it occurs during the orison’s duration.

Other orisons of smilar power or scope may be permitted by the DM. Generdly,
an orison should not affect more than one cregture or dieroll a atime, and an orison that
can actualy cause immediate harm to a creature should inflict no more than 1 or 2 points
of damage. An offensve orison would be quite rare and most probably associated with an
evil or chaotic priesthood.

Protection from Chaos

(Abjuration)

Sphere: Law

Range: Touch Components. V, S, M
Duration: 3 rds/leve Cading Time 4
Areaof Effect: 1 cresture Saving Throw: None
Subtlety: +4 Knockdown: None
Sensory: Smdll visud Criticd: None

Resembling the spdll protection from evil, this abjuration wards the creature
touched from the attacks of minions of chaos. Chaotic creatures suffer a—2 pendty to
attack rolls againgt the spdll recipient, and the subject gains a +2 bonus to saving throws
againgt spells or other attacks employed by chaotic creatures. Attempts to possess,



dominate, or exercise other forms of mental control againgt the recipient are
automaticaly blocked by this spell.

Protection from chaos aso wards the recipient againgt contact with extraplanar
creatures of chaotic origin, including tanar’ri, daad, and eadrin. Unlike protection from
evil, this spell does not necessarily guard against summoned or conjured creatures unless
the crestures in question are chaotic in dignment. However, protection from chaos does
protect the recipient from crestures influenced by confusion and chaos spdlls and effects.
The naturd or bodily atacks of such creatures automaticaly fail, as long as the recipient
does not use the spdll’ s power to trap, pin, or drive back the chaotic creaturesin question.
The spdl endsiif the recipient makes amelee attack againgt creatures that are prevented
from attacking him by this spdll.

The materid component isasmall ring of gold or lead tempered by a chaotic
amith. Note that this Spdll is not reversible.

Strength of Stone
(Invocation/Evocation)

Sphere: Elementd Earth

Range: Touch Components. V, S, M
Duration: 3rds+ 1rd/leve  Cading Time 4
Areaof Effect: 1 cresture Saving Throw: None
Subtlety: +4 Knockdown: None
Sensory: None Criticd: None

This spdll grants supernaturd strength to the recipient by raisng his Strength
score by 1d4 points or to aminimum of 16, whichever is higher. Each 10% of exceptiond
Strength counts as 1 point, so a character with a Strength of 17 could be raised as high as
an 18/30, but no higher. Both the priest and the recipient must be in contact with solid
stone or earth when the spell is cast—standing on the ground will do nicdly, but flying or
swimming will not. The spdll lasts for 3 rounds plus 1 round per caster leve or until the
subject loses contact with the earth. Obvioudly, this can happen in a number of ways,
including being picked up or grappled by alarger cresture, being knocked through the air
by an impact or exploson, or even being magicaly moved in some fashion.

The materid components are a chip of granite and ahar from a giant.

Sunscorch
(Invocation/Evocation)

Sphere: Sun

Range: 40 yds. Components: V, S
Durétion: Instantaneous Cading Time 4
Areaof Effect: 1 creature Saving Throw: Neg.
Subtlety: +3 Knockdown: d6

Sensory: Moderate visud, Criticd: Medium (1
moderate tactile hit) fire



This spdll creates a brilliant ray of scorching heat that dants down from the sky to
drike one target of the caster’s choice. The victim is entitled to a saving throw vs. spell to
avoid the ray—a successful save indicates that it missed dtogether. Any creature struck
by the ray sustains 1d6 points of damage, plus 1 point per caster level. Undead creatures
and mongters vulnerable to bright light sustain 1d6 points of damage, plus 2 points per
cagter leve. In addition to sustaining damage, living victims are dso blinded for 1d4
rounds by the spell.

The sun mugt bein the sky when sunscorch is cast, or the spdl fails entirdly. It
cannot be cast underground, indoors, or in hours of darkness, athough routine overcasts
do not hinder the sunscorch.

Wind Column
(Invocation/Evocation)

Sphere: Elementd Air

Range O Components: S
Duration: 2 rds/level Cading Time: 1
Areaof Effect: The caster Saving Throw: None
Subtlety: +1 Knockdown: None

Sensory: Moderate visud Criticd: None

A priest with access to this spell need not fear most routine fals, since the casting
of the wind column creates a pillar of strong windsto dow his descent. The spdl is most
effective in areas or regions where a strong breeze is available, such asthe heights of a
mountain or the mast of aship a sea. In areas of dead, cam air, it is much more difficult
to muster the windpower necessary to arrest the caster’ sfall. The caster’ s rate of descent
(and risk of damage) varies with the strength of the prevailing winds, as shown below.

If the wind is very strong, the caster can even choose to gain dtitude instead of
fdling, dthough he can rise no higher than 5 feet per levd above hisorigind height
before the wind column loses cohesiveness and he sartsto fall again. However, apriest
could use thisto legp out a castle window and alow the winds to bear him to the roof of
the tower, if the conditions are right.

Wind Falling Damage
Strength Rate Sustained
Vey drong 2 ft./sec. (120 ft./rd.) None

Strong 4 ft./sec. (240 ft./rd.) None
Moderate 8 ft./sec. (480 ft./rd.) 1 per 10 ft.1
Light 16 ft./sec. (960 ft./rd)  1d2 per 10ft.
None 32 ft./sec. (2000 ft./rd)  1d3 per 10 ft.2

1 Maximum of 8 points
2 Maximum of 10d2
8 Maximum of 12d3

If you prefer to use the combat round scale from Player’s Option: Combat &
Tactics, rounds are gpproximately one-tenth as long, and movement per round is reduced



accordingly. For example, in moderate winds, the caster will fall about 48 feet per round
in the Combat & Tactics scale.

Second-Level Spdls
Astral Awareness

(Divination)

Sphere: Adtral

Range: O Components: V, S
Duretion: 1 hr./level Cading Time 5
Areaof Effect: The caster Saving Throw: None
Subtlety: +3 Knockdown: None
Sensory: None Criticd: None

This divination attunes the caster’ s perceptions to the sllver void of the Agirdl
Pane or the misty grayness of the Ethered Plane. While the spell isin effect, the caster
automaticaly notes the approach of dl kinds of astrd or ethered phenomena, including
shifting conduits, the psychic wind, ether cyclones, demiplanes and debris, color poals,
and curtains of vaporous color. The character has a 90% chance to detect a color pool
fromitsinvisble sde and a 5% chance per leve to determine which plane a curtain or
pool leadsto smply by studying its color.

In addition to his awareness of physical phenomena, the caster gains a +2 bonus
to surprise checks againgt adtral or ethereal monsters. He also has a 5% chance per level
to detect the threat of crestures whose gaze extends into the Ethereal (basilisks, for
instance) before he enters the range of the monster’ s gaze weapon.

Chaos Ward

(Abjuration)

Sphere: Chaos

Range: Touch Components. V, S, M
Duration: 2 rds/leve Cading Time 5
Areaof Effect: Creature touched Saving Throw: None
Subtlety: +4 Knockdown: None
Sensory: Smal visud Critical: None

By using this spdll, the priest can creste a shimmering aura of whirling light that
surrounds the chosen creature. This protective aura makes the spell recipient more
difficult to hit in hand-to-hand combet by providing a—1 bonus to the subject’s Armor
Class. Againgt missle attacks or ranged spdlls amed directly at the recipient, the chaos
ward is even more effective snce it provides a—2 bonus to Armor Class and a+2 bonus
to any saving throws required. In addition, there is a chance that missile attacks or
directed spells may be deflected or reflected by the chaotic energy of the shield, as shown
below:



d%'  Effect

01-85 Nounusud effect, subject gains norma benefits of chaos ward

8695 Spel or attack automatically defeated

9699 Spel or attack ricochets, affecting a random creature within 30 feet—normal
attack roll or saving throw needs to be rolled for the random cresture to be
affected

100+  Spdl or attack reflected back at originator, norma attack roll or saving throw

aoplies
1 Add the caster’ s leve to the d% roll.

In order to qualify as a gpell amed directly at the recipient, a spell must affect
only the subject in question; a spell such as hold person or sleep that happensto include
the subject inits area of effect does not count as a directed spell and does not trigger the
chaos ward. The materid component is a playing card used by arogue of chaotic
dignment.

Cure Moderate Wounds

(Necromancy)

Reversble

Sphere: Heding

Range: Touch Components: V, S
Duration: Ingtantaneous Cadting Time 5
Areaof Effect: Creature touched Saving Throw: None
Subtlety: +3 Knockdown: d8
Sensory: Moderate visud Criticd: Medium (1 hit)
wounding when reversed

Somewhat less common than the well-known cure light wounds and cure serious
wounds, this hedling spell was created by a priest who found that his heroic companions
required his skill at doctoring more than his advice and wisdom. By laying his hand on
the subject’ s body, the priest can heal 1d10+1 points of damage. Noncorporeal,
nonliving, or extraplanar creatures cannot be hedled by this spdll. The reverse of this
spell, cause moder ate wounds, requires the priest to successfully touch the victim and
inflicts 1d10+1 points of damage. (The knockdown and critical strike entries above are
for spdl’sreverse)

Etheredl Barrier

(Abjuration)

Sphere: Adtral, Wards

Range: 120 yds. Components. V, S M
Duration: 1 turrvleve Cading Time: 1 turn

Areaof Effect: Two 10-ft. Saving Throw: None
squares/leve



Subtlety: +6 Knockdown: None
Sensory: None Critical: None

The ethereal barrier isadefense againg the passage of extradimensiond
creatures, including characters or mongters that are phased, ethereal, or travelling via
dimension door or shadow walk. The priest creates an imperceptible barrier of 10 square
feet per level that may be arranged in any fashion the priest desires. For example, a
3rd-leved character can ward six 10-foot by 10-foot surfaces, which would be sufficient to
guard a 10-foot by 10-foot by 10-foot room (four walls, a celling, and afloor need to be
protected.) Note that some monsters may be capable of abandoning their ethereal
gpproach in order to Ssmply enter the barred area on their own feet—the ethereal barrier
only barstheir passage as long asthey are traveling in the Border Ethered. Also, while
this spell can’t be worn down by any form of attack, it does not bar teleportation, gates,
or the passage of astral creatures.

Ethereal barrier may be cast as cooperative magic by severd priests working
together. Aslong asdl involved characters can cast the spell, the areas of effect of each
priest are added together. Totd the levels of dl priestsinvolved and multiply by two to
find the number of 10-foot by 10-foot squares that may be warded. For example, four
6th-level casters (24 total levels) can ward 48 10-foot by 10-foot squares. The duration is
determined by the highest leve priest involved, plus 1 turn for each additiond priest. In
the previous example, this would be 6 turns plus 3 turns for three additiond priestsfor a
total of 9turns.

Thisspdl isaso suitable for focus magic (see the spell focus in the Tome of
Magic). The materid component is a specia compound of rare earths and lead worth at
least 10 gp per gpplication. One application is required for each 10-foot by 10-foot square
to be warded.

Iron Vigil

(Alteration)

Sphere: Guardian

Range: O Components: V, S
Duration: 1 week + 1 day/level Cading Time: 1 turn
Areaof Effect: The caster Saving Throw: None
Subtlety: +5 Knockdown: None
Sensory: None Critical: None

This spdl dlows the priest to ignore hunger, thirst, and extremes of climate for an
extended period of time. While the spell isin effect, the priest requires no food or drink.
Heis effectively immune to exposure, dehydration, and heat or cold injury, Snce no
naturaly occurring dimatic condition will cause him harm. (Lightning, floods, tornadoes,
earthquakes, and other such hazardous phenomena can il cause physical injury, of
course.)

During theiron vigil, the priest is able to ignore the need to deep by choosing to
meditate instead. While meditating, the priest can kegp watch on his surroundings, but he
suffersa +1 pendty to any surprise checks. If the character wishes to memorize spells, he



must deep normaly.

At thevigil’s end, the priest must egt and drink; if no food or water is available,
the character must make a Congtitution check once every four hours a a cumulative —1
pendty or fdl into a comaand perish within 1d3 days if he receivesno aid. He dso
requires a least four hours of rest for each day that he did not eat, drink, or deep during
hisvigl.

Resist Acid and Corrosion

(Abjuration)

Sphere: Protection

Range: Touch Components: V, S
Duration: 1 rd./leve Cading Time 5
Area of Effect: Creature touched Saving Throw: None
Subtlety: +3 Knockdown: None
Sensory: None Critica: None

This spell provides a subject with a better resistance to acid, corrosives, and
caudtic substances of dl kinds. Mild corrosives cannot harm the subject at dl, athough
they can till damage his gear. More intense acids and corrosives (black dragon bregth,
Melf' sacid arrow, and the naturd attacks of various puddings, oozes, dimes, and jdlies)
inflict only haf the norma damage on the protected character. If the attack requires a
saving throw, the subject gains a+3 bonus, sustaining haf damage with afailed save or
one-quarter damage with a successful saving throw.

Restore Strength
(Necromancy)

Sphere: Necromantic

Range: Touch Components: V, S
Durétion: Instantaneous Cading Time 5
Areaof Effect: Creature touched Saving Throw: None
Subtlety: +3 Knockdown: None
Sensory: Moderate visua Criticd: None

This spell removes unnaturd weskness, debilitation, or exhaustion from the
creature touched and restores him to his normal strength and stamina. It is useful in
countering the effects of chill touch, ray of enfeeblement, ray of fatigue, the touch of a
shadow or roper, and any similar spdl or effect. Only temporary ability score losses may
be dleviated by this spdll; if a character suffers an incapacitating, physicd injury, restore
strength cannot help him. Also, loss of strength or stamina from purely natural causes
such as exposure, disease, or exertion is not repaired by restore strength. The duration is
permanent in that the subject remains a his maximum strength and endurance only until
heisdrained (or exerts himsdf) again.

Soften Earth and Stone



(Alteration)

Sphere: Elementd Earth

Range: 10 yds/leve Components. V, S, M
Duration: Permanent Cadting Time 5
Areaof Effect: 10-ft. square/level Saving Throw: None
Subtlety: +4 Knockdown: None
Sensory: Moderate visud Criticd: None

When this spell iscadt, dl naturd, undressed earth or stone in the area of effect is
softened. Wet earth becomes thick mud; dry earth becomes |oose sand or dirt; and stone
becomes soft clay, easily molded or chopped. The priest affects a 10-foot square areato a
depth of 1 to 4 feet, depending on the toughness or resilience of the ground at that spot
(DM option). Magica or enchanted stone cannot be affected by this spell, nor can dressed
or worked stone.

Creatures attempting to move through an area softened into mud are reduced to a
move of 10 feet per round. Any creatures caught within the mud when the spell takes
effect must make a saving throw vs. pardyzation or lose the ability to move, attack, or
cast spdlls for 102 rounds as they flounder about in the muck. Loose dirt is not as
troublesome as mud, and cregtures are only reduced to haf their norma movement rate,
with no chance of being caught for around or two. However, it isimpossible to run,
sprint, or charge over either surface.

Stone softened into clay does not hinder movement, but it does allow charactersto
cut, shape, or excavate areas they may not have been able to affect before. For example, a
party of PCstrying to bresk out of a cavern might use this spdl to soften awadll.

While soften earth and stone does not affect dressed or worked stone, vertical
surfaces such as dliff faces or cavern ceilings can be affected. Usudly, this causesa
moderate collgpse or landdide as the loosened materia peds awvay from the face or roof
and fdls. A moderate amount of structura damage can be inflicted to man-made
structures by softening the ground beneath awall or tower, causing it to settle. However,
most well-built structures will only be damaged by this spell, not destroyed. The materia
component isabit of dip (wet clay) from the whedl of a master potter.

Watery Fist
(Conjuration/Summoning)

Sphere: Elementa (Water)

Range: 60 yds. Components. V, S M
Duration: 1 rd./leve Cading Time 5
Areaof Effect: Specid Saving Throw: None
Subtlety: +4 Knockdown: d10

Sensory: Moderate visua Critical: Medium (1 hit) crushing

This spell conjures a coherent pseudopod of water from any suitable body of
water at least 5 feet across and 2 feet deep (for streams) or 10 feet in diameter and 2 feet
deep (for ponds or poals). The pseudopod can stretch up to 10 feet plus 1 foot per caster



leve from its source, S0 a 3rd-leve priest could command watery fist to Strike at a
cresture hovering thirteen feet above alake or standing on the shore 13 feet from the
water. The pseudopod obeys the priest’ s mental commands, athough the priest must
concentrate each round in order to maintain control of the watery member.

The pseudopod isincapable of fine manipulation, but it can be used to make
bludgeoning or constricting attacks. When used to sirike at opponents, it attacks with the
cagter's THACO and inflicts damage as shown below. The priest may add his magica
attack adjustment (from his Wisdom score) to his THACO, but Strength-based
adjustments or specia wegpon skills don’t help the priest to control watery fist. The
pseudopod may be able to make rear or flank attacks if the priest can direct it into the
proper position.

If used to encircle and congtrict, the pseudopod must first make an attack roll as
described above, inflicting damage based on the priest’ s leve. However, in following
rounds, the pseudopod automatically strikesits grappled target for constricting damage,
+1 point per round of condtricting. In other words, in the first round the victim sustains
listed damage, in the second round he sugtains listed damage +1, in the third he sustains
listed damage +2, and so0 on. The pseudopod holds its target with an effective Strength
equd to the priest’s Wisdom score.

Caster Striking Condricting
L evel Damage Damage
14 1d6 1d3

5-8 1d10 1d6

9-12 1d12 1d8

13+ 2d8 1d10

Watery fist can be released by the priest any time he cares to stop concentrating
on maintaining it. The pseudopod immediately resumes its normal state, possibly
drenching agrappled cregture or extinguishing asmal fireif the caster wishes. The
pseudopod is AC 6 and has 15 hp plus 1 hp per caster level, but it can only be damaged
by magica weapons, fire, or cold; al other attacks smply pass through the water.
Transmute water to dust, part water, lower water, and Otiluke’ s freezing sphere dl
destroy watery fist on contact.

The materia component isavid full of blessed water or asprig of mistletoe that
is thrown onto the body of water from which the fist will be summoned.

Third-Level Spdlls
Control Animd
(Enchantment/Char m)

Sphere: Animal

Range: 60 yds. + 10 yds/level Components: V, S
Durtion: 1 round/level Cading Time: 6
Areaof Effect: 1 animad Saving Throw: Neg.
Subtlety: +3 Knockdown: None



Sensory: Smdl audio/tectile Criticd: None

When apriest cagts this spell, he forces an animal to do his bidding. The cregture
isentitled to asaving throw vs. spdll; if it fails, the caster may direct the creature with
ample commandsto act in any fashion desired. Sample commands include attack, run,
fetch, etc. Suicidd or sef-destructive commands grant the subject another saving throw
to break free of the caster’s control, with a+1 to +4 bonus depending on the extremity of
the caster’ s orders. Ordering an animd to engage in combat is not necessarily
sdf-dedtructive, aslong as the prospective opponent is not more than three timesthe
animd’s Hit Dice or more than two size categories larger than the subject. For example, a
wolf (3 Hit Dice, size M) would attack atroll (6+6 Hit Dice, Sze L) without hesitation,
but it might bresk free of the caster’s control if ordered to attack aSze H dragon or an
8+8 HD umber hulk.

Control animal establishesamentd link between the caster and the subject, and
the anima can be directed by slent mental command as long as it remains within range.
Because the cagster’ s intelligence directs the animal, the cresture may be able to take
actions normaly beyond its own comprehension, such as manipulating objects with its
paws and mouth. The caster need not concentrate in order to maintain control of the
creature unless heistrying to direct it to do something it normally couldn'’t.

Control animal only works on norma or giant-szed animas with Intelligence
ratings between 1 and 4. Magica animds, mongters, and creatures of low Intelligence or
higher are immune to the effects of this gpell. Druids dways avoid using this spell.

Detect Spirits

(Divination)

Sphere: Divination

Range: 0 Components. V, S, M
Durdtion: 1 turn + 1 turn/level Cading Time 6
Areaof Effect: 10 x 60 ft. path Saving Throw: None
Subtlety: +4 Knockdown: None
Sensory: Moderate visua Criticd: None

This divination reveds the presence of disembodied or noncorpored spirits of dl
types, including wraiths, ghodts, spectres, astraly-projecting creatures, characters or
mongters employing magic jar or possession, and (of course) animal spirits and spirits of
nature. Characters or monsters who are smply invisible, phased, or ethereal do not count
as spirits, Since they are physically present in the flesh despite their unusud satus. The
caster detects spiritsin a path 10 feet wide and 60 feet long; any within the area of effect
arereveded in ther preferred form or gppearance for dl to see. Smply detecting a spirit
does't give the cagter any specid ability to communicate with or atack the entity.

The materid component for this spdll isasmal pendant of copper wire worth at
least 20 gp.

Dictate
(Enchantment/Charm)



Sphere: Charm, Law

Range: 30 yds. Components. V
Duration: 1 rd./leve Cading Time 6
Areaof Effect: Up to 6 crestures Saving Throw: Neg.
in a20-ft. cube

Subtlety: +2 Knockdown: None
Sensory: Smadl audio Criticd: None

Origindly deveoped by the Harmonium faction of the Outer Planes, this useful
gpell has come into more widespread use in recent years. While the spdll isavallableasa
2nd-leve enchantment for members of the Harmonium, the generd version is not quite as
efficient and is consdered a 3rd-leve odll.

The dictate spdl is an improved verson of command, affecting up to 6 crestures
in a20-foot cube. The caster is not limited to asingle word and can issue an order of no
more than adozen words in length. All the specified targets who fall their saving throws
must attempt to obey the caster’ s ingtructions. For example, a priest could issue a dictate
such as“Stay here until | return,” “Throw down your weapons,” or “Seize that €f!” The
subjects will continue to obey nonimmediate orders for up to one round per experience
level of the cagter.

Subjects who cannot understand the caster are not affected, so characters who do
not understand the cagter’ s language are immune to this spell. In addition, the order must
creste an immediate and obvious course of action for the subject; adictate to “Die!” or
“Fed sorry for him!” would smply cause the subject to stand il in confusion for one
round. Poorly worded or confusing commands grant the subjects a+1 to +4 bonus on
their saving throws & the DM’ sdiscretion. Smilarly, if after the subject fails his saving
throw he is given an obvioudy sdf-destructive dictate, the subject Smply loses his next
round as he fights off the compulsion.

Etherea ness
(Alteration)

Sphere: Numbers

Range O Components. V, S
Duration: 1turn+ 1rd/leve  Caging Time 1
Areaof Effect: The caster Saving Throw: None
Subtlety: +2 Knockdown: None
Sensory: None Criticd: None

This spell resembles the 5th-leve wizard Spdll ethereal ness in many respects, but
there are afew important differences. First, the priest may not leave the Border Etheredl
and venture into the Deep Ethered; therefore, at the end of the spdll’ s duration, he must
return to the Prime Materid Plane whether he wants to or not. Secondly, the priest may
not use this spell on an unwilling target and can only make another cregture ethered if the
subject iswilling and in physica contact with the priest when the spell is cast. Besdes
himsdf, the caster can bring one creature per two experience levels (three a 5th, four at



7th, five a 9th, and s0 on) to the Ethered Plane. Even if the priest abandons his charges
in the Border Ethered, the stranded characters will automaticaly materiaize when the
spell ends.

While ethereal, the priest cannot be detected by any means short of atrue seeing
or detect phase spell. He percelves his surroundings as misty, gray, and otherworldly. No
action he takes can affect the physical world, but he can pass through walls, doors, and
other solid objects without hindrance. The priest can choose to end the spell voluntarily a
any time, materidizing in the physica world in one round. If the caster occupies asolid
object when the pdll ends, he is hurled into the Deep Ethereal and stranded in a catatonic
stupor until he can be rescued.

Fortify

(Alteration)

Spheres War

Range: 60 yds. Components. V, S, M
Duration: Permanent Cadting Time: 1 round
Areaof Effect: 10 ft. cube/2 levels Saving Throw: None
Subtlety: +6 Knockdown: None
Sensory: Moderate visud Criticd: None

By means of this spell, the priest prepares an area as a defendive position. Fortify
may be used to prepare an open outdoors area such as afield, road, or grasdand, or a
rough or broken outdoors area such as a hillside, forest, or boulder-fdl. Large rooms or
chambers such as acavern or agreat hal may be fortified as well. The exact effects of the
spell depend on the nature of the site to be fortified.

A. Open Outdoors Site: A rampart or dike of earth and loose stone rises from the
ground aong the perimeter of the Site, leaving a shallow ditch on the outward face.
Creatures defending the dike receive 50% cover againg missilefire (+4 bonusto AC), or
25% cover (+2 bonus) if they expose themselves by engaging in melee combat or firing
missiles out of the dike. Attackers cannot charge, run, or sprint over the ditch-and-dike.
Large, open rooms or chambers with few features may fal into this category.

B. Rough Outdoor s Site: Loose stones and boulders, deadwood, and patches of
dense briars are arranged to form a defensible wall or rampart along the perimeter of the
area of effect. Characters hiding behind the wall receive 75% cover (+7 bonusto AC), or
50% cover if they expose themsdlves by firing missles or defending thewdl. In
hand-to-hand combat, the wal’ s defenders recelve a +1 bonus to attack rolls; man-sized
attackers must spend one full round in climbing over the wall in order to enter the
fortified area. Natural caverns and large, cluttered chambersfal into this category, as
wdll.

C. Marshy or Lowlying Site: In areas such as swamp, marsh, bog, or tundra,
fortify cannot raise awall or dike to cover the defenders. Instead, the spell crestes a
water-filled ditch around the perimeter of the area of effect. Thisditch is 10 feet wide and
210 4 feet deep; mogt creatures require 1 full round to negotiate the ditch, and defenders
gain a+1 bonus to attack rolls againgt enemies who are wading the ditch or climbing up
the other Side.



The fortifications are permanent, athough erosion, weathering, and excavations,
clearing, or filling can quickly raze the Site, returning it to its origind state. The materid
component isthe shell of a snail dusted with 100 gold pieces worth of diamond powder.
In Battlesystem® rules, fortify provides adefending unit with a+2 bonusto its AR
againg missle and melee attacks, but no bonus againgt missle attacksin marshy or
low-lying aress.

Summon Animal Spirit

(Necromancy)

Sphere Summoning

Range: 10 yds/leve Components. V, S, M
Durtion: 1 round/level Cading Time 6
Areaof Effect: Specid Saving Throw: None
Subtlety: +4 Knockdown: d8
Sensory: Moderate visud Criticad: Medium (1 hit)

dashing

This spell summons aminor spirit or entity to the caster’ s aid. Clerics usudly
summon minor dementas of some kind, while shamans typicaly conjure an animd spirit
or spirit of nature. Regardless of the spirit’sorigin, it gppears as aghosily beast of some
kind—wolves, bears, tigers, or lions are most common. The animal spirit obeysthe
mental commands of the priest, attacking his enemies or performing any other task that it
could reasonably accomplish. The creature isincorpored and cannot handle or
manipulate objects of any kind, but it can see and hear asanormd animd of its archetype
and could be used to scout a dangerous area or act as adistraction of some kind.

In combat, the animal spirit has the following statistics: MV 24; AC 4; THACO
15; Dmg 2d4. It can only be injured by magica weapons and can strike mongters hit only
by +1 or better weapons. The spirit has anumber of hit points equa to 10 plusthe
caster’slevel, so a 6th-levd priest conjures aanimd spirit with 16 hit points. The
creature is not affected by charm, sleep, hold, or other mind-affecting spells and suffers
no damage from cold-based attacks. However, it is vulnerable to dispel magic or turning
as an undead mongter of the caster’ s Hit Dice. If the animal spirit isturned, destroyed, or
dispdled, the priest who summoned it must make a saving throw vs. spdll or be stunned
for 1d4 rounds.

Because the spirit isintdlligent and free-willed under the caster’ s direction, the
priest need not concentrate in order to direct its attacks—an animal spirit could be
ordered to attack a spellcaster in the back of an enemy party, while the cleric waded into
hand-to-hand combat. The animal spirit makes use of flank or rear atacks when it can
and gains any norma combat bonuses that a living creature in its position would be
entitled to. The priest enjoys ingantaneous, slent communication with the animal spirit
and can order it to stop attacking, to change its target, or to undertake amost any
concelvable action desired. However, the spirit must remain within the spdl’ srange; if it
is ever more than 10 yards per caster level away from the priedt, it disspates harmlesdly.

The materia component isasmal whigtle carved from a bone taken from the
aopropriate type of animd.



Hold Poison

(Necromancy)

Sphere: Heding

Range: Touch Components. V, S, M
Duration: 1 day/leve Cading Time: 1
Areaof Effect: Creature touched Saving Throw: None
Subtlety: +3 Knockdown: None
Sensory: None Criticd: None

Thisspdl isan improved verson of slow poison, with a duration measured in
days rather than hours. When cast upon a victim who has been poisoned by any means,
hold poison arrests the venom and prevents it from doing any additiona damage to the
victim. (In most cases, the spell must be cast during the poison’ s onset time in order to be
effective)) Damage that has dready been inflicted is not restored, but as long as the hold
poison isin effect, the victim can be cured or heded of damage caused by poison by any
norma means.

This spell can be used to indefinitely postpone the onset of apoison if the caster
chooses to continue to cast it on the poisoned character before the previous hold poison
wears off. However, each time anew hold poison is used to stop the venom’ s advance for
another few days, there is a 2% cumulative chance that the spdll fails and the poison runs
its course. Evil priests have been known to deliberately poison a person and then use this
gpell to grant the victim a stay of deeth for afew days. This can be an extremely effective
threat if the victim doesn't have access to a neutralize poison spel.

The materiad component isthe priest’s holy symbol and abud of garlic, crushed
and smeared on the injury (or eaten if the poison was ingested).

Repair Injury

(Necromancy)

Sphere: Heding

Range: Touch Components: V, S
Duration: Instantaneous Cading Time: 1 turn
Areaof Effect: Creature touched Saving Throw: None
Subtlety: +5 Knockdown: None
Sensory: None Criticd: None

Repair injury isintended for use in campagns featuring the criticd hit or critica
gtrike rules. This spell addresses one specific injury or wound (see Chapter 8). It can be
used to knit a broken bone, dleviate the swelling and pain of a sprain or atwigt, or repair
soft-tissue damage such as an injured eye, ear, or asevered tendon. If used asasimple
curing spdll, repair injury restores 1d10+1 hit points to the injured character, but if used
to address the effects of a specific injury, repair injury automeaticaly removes one
grazed, struck, injured, or broken condition, and aleviates any combat, movement, or
maximum hit point pendties associated with the injury in question. The spell does not



restore any logt hit points to the victim, other than the 1d10+1 that are incidentd to the
working of the spell.

Beran, a fighter with 44 hit points, is struck by an ogre’s club. The blow inflicts
12 points of damage, but Beran also suffers a broken hip. Thisinjury will reduce himto a
maximum of 25% of his normal total, so Beran's current hit points drop from 32 to 11
after the battle ends. In addition, he is not capable of moving or attacking due to the
effects of the injury.

When the smoke clears, Talmos the priest comesto Beran's aid. Using repair
injury, he knits Beran’s broken hip. The spell cures 6 hit points in the process. Beran no
longer suffers the movement or attack penalties for a broken hip and has 17 hit points to
his credit. With time or additional healing, he can regain his normal total of 44.

Repair injury isdso hepful in deding with wounds thet fal in the crushed,
shattered, or destroyed category. This spell reduces the severity of the injury to the
broken level, which meansit heds asif it were 20d6 logt hit points. Only one repair
injury can be used on any given wound, S0 a character with a shattered knee could il
require alot of time to recover after an gpplication of this spell.

Severed limbs, destroyed eyes or ears, and ability score losses caused by injuries
cannot be hedled by this spdll. Repair injury isthe equivalent of cure serious wounds for
the purpose of dowing or sopping bleeding.

Unfailing Premonition

(Divination)

Sphere: Time

Range O Components. V, S
Duration: 1 turn + 2 rds./level Casting Time: 6
Areaof Effect: The caster Saving Throw: None
Subtlety: +3 Knockdown: None
Sensory: None Criticd: None

By anticipating possible futures and outcomes of the caster’ s actions, this spell
provides the character with atemporary sixth sense or fed for danger. The spell operates
on a subconscious level, and the caster receives strong intuitive impulses when he
contemplates courses of action that may bring immediate physicd injury or harm to him.
For example, if the priest was about to open a trapped chest, the unfailing premonition
would cregte aflash of indght or agut feding tdling him that he shouldn’t do so.
Smilarly, opening adoor that leads into the lair of aferocioustroll may aso trigger the
spell’swarning. Threatening a NPC who is likely to respond by drawing awegpon and
attacking the PC would create awarning, but threatening a NPC who will get even with
the priest in an hour or two will not trigger the premonition.

The unfailing premonition is aso quite useful in combat, as long as the priest
obeys his ingtincts and ducks, dodges, or withdraws when his subconscious tells him to.
While the spdll isin effect, the priest gains a +2 bonusto his Armor Class and saving
throws, but in any given round there is a 25% chance that he will have to forego his



intended action in order to obey the spell’ s warning impulses.

The premonition only works on actions undertaken by the priest himsdlf. If his
companion is about to pull amysterious lever that will drop a 10-ton block of stone on
the priest, he recelves no warning.

Weather Prediction

(Divination)

Sphere: Weather

Range O Components. V, S
Duration: Ingtantaneous Cading Time: 1 rd.
Areaof Effect: The caster Saving Throw: None
Subtlety: +5 Knockdown: None
Sensory: None Critical: None

By casting this spell, the priest can predict the weather conditions at his location
for aperiod of time equa to one day per level. The caster becomes aware of the
prevailing conditions, trends, and westher systems that may affect his present location.
Temperature, wind speed and direction, cloud cover, and precipitation can al be
predicted with 95% accuracy for the next day, less 10% for each day after that. In other
words, the priest’s prediction is 95% accurate for the first day, 85% accurate for the
second, 75% accurate for the third, and so on. In addition, magica or supernatural
phenomena cannot be predicted.

Priests of powers concerned with weather may use this spell to determine the best
time for certain ceremonies or observances. Other priests find weather prediction useful
for planning journeys or selecting campsites.

Wind Servant
(Conjuration/Summoning)

Sphere: Elementd (Air)

Range: 20 yds./level Components: V, S
Durdtion: 1 rd./leve Cading Time: 6
Areaof Effect: Specid Saving Throw: None
Subtlety: +3 Knockdown: None
Sensory: Moderate audioftectile Critical: None

This spell dlowsthe priest to exert fine control over air currents and winds,
possbly extinguishing smdl fires or manipulating light objects as he seesfit within the
spell’srange. Generdly, the priest is limited to one discrete action per round since he
must focus his wind servant tightly on any given task. Thewind servant can affect objects
or creatures weighing up to 1 pound per caster level, twice as much if the object is
reasonably light or airy (acloak, scrall, or haystack, for instance), or 10 times as much if
the object is designed to be carried by the wind, such asaship’ssal or abird in flight.

If an object iswithin the spell’ sweight limit, the caster may direct the wind
servant to carry it dong in guss and air currents a a flying movement rate of 12 (E). If



the object leaves the limits of the spdl’ s range, the wind servant fails, and the object
drops or fals normdly from that point. Flying crestures of Sze M or smaller can be
forced to land or be driven away by use of the spell if they fal within the weight limit, or
dowed by 50% if they exceed the weight limit. Employing the wind servant againgt an
arow or light missle adds apendty of —4 to the attack roll.

In dusty, snowy, or sandy regions, the caster can instead use wind servant to
create avicious zephyr of singing dust around an enemy. This zephyr inflicts damage
equal to the opponent’ s base AC less 2d6 points and creates a—2 pendty to thevictim's
attack rolls. For example, an enemy in leather armor +1 (AC 7) would suffer 7 — 2d6
damage if atacked by means of this spell. Note that any use of the wind servant requires
the priet’s undivided attention; he can take no other actions while directing the sodll.

Fourth-Levd Spells

Adamantite Mace

(Alteration)

Spohere: Elementd (Earth)

Range: Touch Components. V, S, M

Durdtion: 1 rd./leve Cading Time: 7

Areaof Effect: Caster’ sweapon Saving Throw: None

Subtlety: +5 Knockdown: d12

Sensory: Small visud Criticd: Medium (1 hit)
impact

By means of this spll, the priest transmutes his own cudgel, mace, or S&ff into an
enchanted weapon of adamantite, the most magica minerd known. The adamantite mace
gains a+2 bonus to attack and damage rolls, but it can strike crestures normally hit only
by +4 or better wegpons. As an incarnation of elementa earth, the mace inflicts up to
twice the damage (roll twice the required damage dice) againgt creatures of lementd ar
or magica avians such as griffons, perytons, pegas, and winged baatezu or tanar’ri. The
adamantite mace retains its specia properties for one round per leve of experience of the
caster.

The materia component is a specid powder made from a diamond worth 100 gp,
sprinkled over the weapon.

Dimensiona Anchor
(Alteration)

Sphere: Guardian

Range: 10 yds/leve Components. V, S
Duration: Lturn+ 1rd./levd  Cading Time 1
Areaof Effect: 1 cresture Saving Throw: None
Subtlety: +2 Knockdown: None
Sensory: Moderate visual Criticd: None

When apriest casts this spdll, a green ray springs from his outstretched hand and



unerringly strikes a cresture within line of sight and the range of the spell, covering the
subject with ashimmering emerdd fied that completdy blocks bodily extradimensiond
travel. Forms of movement barred by the dimensional anchor include blinking, dimension
door, etherealness, gate, phasing, plane shift, maze, shadow walk, teleportation, and
amilar gpdl-like or psonic abilities. The fidd persasts for one turn plus one round per

cagter level and has no effect other than blocking extradimensiond travel. The

dimensional anchor does not interfere with the movement of cresturesin astral form, nor
doesit block extradimensiond perception or atack forms such as abaslisk’ s gaze.

Entrench
(Alteration, I nvocation/Evocation)

Sphere: War

Range: 60 yds. Components. V, S, M
Duration: Permanent Cadting Time: 3 rds.
Areaof Effect: 10-ft. cube/2 levels Saving Throw: None
Subtlety: +3 Knockdown: None
Sensory: Moderate visua Criticd: None

An improved verson of the fortify spell, entrench has much the same effect, but
prepares an even more formidable set of defenses. Like fortify, entrench may be used to
prepare an open outdoors area such as afield or grasdand, or arough outdoors area such
asahillsde or forest. Large rooms or chambers may be entrenched aswell. In addition to
the ditches and ramparts of the fortify spell, entrench makes use of loca materidsto
create asmall palisade and an array of stakes or sharp stones to discourage attackers.

A. Open Outdoors Site: A rampart or dike of earth faced by a staked ditch rises
from the ground dong the perimeter of the Ste. Creatures defending the dike receive 75%
cover againg missilefire (+7 bonusto AC), or 25% cover (+2 bonus) if they expose
themsdlves by engaging in melee combet or firing missiles out of the dike. Attackers
cannot charge, run, or print over the rampart, and must spend one full round negotiating
the defensesin order to attack. The dike's defenders receive a +1 bonus to attack rolls
againg any creatures trying to move through the stakes or stones.

B. Rough Outdoor s Site: Loose stones, deadwood, and briars are arranged to
form adefensble wall dong the perimeter of the area of effect, faced by an array of sharp
stakes or stones. Characters hiding behind the wall receive 90% cover (+10 bonusto AC),
or 50% cover (+4 bonus) if they expose themsdves by firing missiles or defending the
wall. Attacking creatures cannot run, charge, or sprint through the defenses, and must
spend one full round to get through the stakes plus an additiond round climbing over the
wall in order to enter the fortified area. The wall’s defenders gain a +1 bonus to attacks
agang creatures negotiating the defenses.

C. Marshy or Lowlying Site: In swamps or bogs, entrench crestes a water-filled
ditch around the perimeter of the area of effect. Thisditch is 15 feet wide and 3 to 6 feet
deep; most creatures require two full rounds to negotiate the ditch and climb up the far
sde, and defenders gain a+1 bonus to attack rolls against enemies who are wading the
ditch or climbing up the other side.

The fortifications created by this spdll are permanent, dthough erosion,



wesethering, and clearing or filling can return the Site to its origind state. The materid
component isthe shell of agiant nautilus. In the Battlesystem rules, entrench providesthe
defending units with a+3 bonus to their AR versus missile and melee attacks, but only a
+1 bonus againg missile attacks in marshy aress.

Omniscient Eye
(Divination)

Sphere: Divination

Range O Components. V, S M
Duration: 1turn+ 1rd/levd  Casing Time 7
Areaof Effect: The caster Saving Throw: None
Subtlety: +5 Knockdown: None
Sensory: None Critical: None

This divination enhances the caster’ s vision by dlowing him to see through any
normal or magical darkness, fog, or mist to arange of 60 feet. In addition, the caster has a
chance of piercing magica illusons, blending, and invishility equa to 70% plus 1% per
level of experience, less 2% per spell leve. For example, a 7thlevel priest has a 70% +
7% - 4%, or 73% chance, to gpot awizard conceding himsdf by usng the 2nd-leve sodl
invisibility.

Unlike the 5th-level spdll true seeing, the omniscient eye does not grant the caster
the ability to perceive secret doors, traps, lost or misplaced objects, or creature
aignments; it Imply ensures that the caster can see the surroundings as they would
appear without the interference of westher, lighting, or illusonary magic. Thus, the
omniscient eye can be deceived by careful camouflage, concedlment, or other purely
physica precautions. Other phenomena that may bypass this spell’ s power include
psionic invighility, true trangparency, or extradimensiona objects or cregtures.

The materia component of this Spdll isa specid ointment for the eyesthat is
composed of rare powders and herbs. The ointment costs at least 100 gold pieces for a

sngle goplication.

Recitation

(Abjuration, I nvocation/Evocation)

Sphere: Combat

Range: O Components: V, S M
Duration: 1 rd./leve Cading Time 7
Areaof Effect: 60-ft. radius Saving Throw: None
Subtlety: +5 Knockdown: None
Sensory: Moderate audio Critical: None

By reciting a sacred passage or declaration, the priest invokes his deity’ s blessing
upon himself and his dlies, while causng confusion and weskness among his enemies.
All creatures within the area of effect a the ingtant of the spell’s completion are affected.
Allies of the priest gain a+2 bonusto attack rolls and saving throws, or a +3 bonus if



they are of the same faith (not just dignment) as the caster. Enemies suffer a—2 pendty
to attack rolls and saving throws. After the recitation, the priest is free to take further
actions during the spell’ s duration as he sees fit—he need not concentrate to maintain the
gpell. Asareault, it ispossible for the priest to cast aprayer spell, which increasesthe
bonuses and penalties provided to +3 and —3 respectively. If another priest isusing chant
at the same time, then the bonuses and penalties given by it are also allowed to add to the
totd.

The materid spdl component isthe priest’s holy symbol and a copy of whatever
text or scroll he holds sacred. Neither are consumed by the spell.

Suspended Animation
(Necromancy)

Sphere: Necromantic

Range: Touch Components. V, S, M
Duration: Specid Cading Time 4

Area of Effect: Creature touched Saving Throw: None
Subtlety: +8 Knockdown: None
Sensory: None Criticd: None

By using this spdll, the caster can place one willing subject in a gate of suspended
animation. The victim’'s breathing, heartbest, and other vital processes dow to the point
of nonexigtence, dthough he or she seemsto be deeply adeep, not dead. A cagter of 7th
to 10th level can maintain the suspended animation for up to one week plus one day per
level; acagter of 11th to 15th level can maintain the state for up to one month plus one
week per level; and a caster of 16th leve or higher can place someone in suspended
animation for one year plus one month per levd.

This spdl has many useful gpplications. Fird, al bodily or menta afflictions
become quiescent during the victim’s dumber. Poison, insanity, and many curses
(lycanthropy, geas, and mummy rot included) can be arrested, if not cured, and have no
effect on the subject while he degps. Of coursg, if the spell is broken prematurdly, al the
conditions that were halted by the spdll will start once again. Second, the subject requires
no food or water, but he gill needs air and dies if deprived of oxygen. Third, for every
month that the subject isin suspended animation, he recovers one hit point.

The caster can awaken the subject at any time within the spdll’ s duration,
athough he must bein the subject’ s presence to do so. Optiondly, the priest may
pre-specify an amount of time within his norma duration or a specid condition to
awaken the deeper. A condition must include aphysical simulusto the subject, such asa
change in temperature, the touch of the sun, the kiss of a princess, or whatever the priest
desires. If the priest maintaining the spell dies or is not able to awaken the deeper, then
the subject can be taken to another priest of the same deity to be awakened.

If the subject is attacked, he is completely helpless and can be killed by asingle
blow. However, if the subject is atacked without being dain for some reason, he gainsa
saving throw vs. spell each round to emerge from his suspended animation. The subject
will be extremely groggy and disoriented if his dumber is disturbed in this fashion,
uffering a—2 pendty to al dierolls for 1d6 turns, but if he awakensin the normal or



prescribed fashion, heis disoriented for only one round.

Some of the drawbacks to this spell affect the casting priest. First of dl, it takes
al of the priest’ s concentration to cast and maintain this spell. This means that the priest
cannot cast any other spell while a subject is being held under the influence of the
suspended animation. For each week that the subject isin suspended animation, the priest
loses one point of Condtitution. This happens each week until the priest transfers the spell
to another priest of the same dignment. Transferring this spell requires a successtul
saving throw vs. spdll. If the saving throw is successful, then the priest who transfersthe
gpell can sart recovering Condtitution at arate of one point per hour of bedrest. If the
saving throw doesn't succeed, then the priest loses another point of Condtitution and
cannot try to transfer the spell again for 8 hours. Either way, because of the temporary
lapse of the spell, the subject will automaticaly lose 1 hit point eech time atrandfer is
attempted.

The materia component for this spdll isarare herb that must be prepared with
exacting care. The treatment codsts at least 200 gold pieces and requires 1d3 days of the
priest’ s time and attention.

Unfalling Endurance
(Necromancy)

Sphere: Necromantic

Range: Touch Components. V, S
Duretion: 1 day/level Cadting Time 1 round
Areaof Effect: 1 creature/leve Saving Throw: None
Subtlety: +5 Knockdown: None
Sensory: None Critical: None

This spell enhances the natura hardiness and stamina of the affected crestures by
rendering them virtualy immune to fatigue or exhaustion. During the casting of the spdll,
the caster must touch each creature to be affected. While under the spdl’ sinfluence, the
subjects may force march with no penaty, engagein up to 12 hours of hard labor per day
with no fatigue (or up to 16 hours with moderate fetigue), and gain a+4 bonus to
Strength/Stamina or Congtitution/Fitness checks. In addition, the subjects gain a +4 bonus
to saving throws againgt spells or magica effects that cause weakness, fatigue, or
enfeeblement. Finaly, an affected cresture sfaigue rating (from Player’ s Option:
Combat & Tactics) is doubled, and the subject gains a +4 bonus to his saving throwsto
recover from afatigued or exhausted ate.

Windborne
(Conjuration/Summoning)

Sphere: Elementd (Air)

Range: O Components: V, S M
Duration: Specid Cading Time: 7
Areaof Effect: The caster Saving Throw: None
Subtlety: +5 Knockdown: None



Sensory: Moderate visud Criticd: None

This spel provides apriest of dementd air with the ability to conjure a powerful
column of wind that can bear his weight, permitting him to fly or glide for long distances.

If used from a high place such as a mountainsde or tower, the caster can glide a
maximum horizontal distance of 20 feet per foot of initid dtitude—for example, if the
priest used this spell and launched himsdf from a hilltop 800 feet high, he could glide a
maximum distance of 16,000 feet, or about 3 miles.

If windborne is cast by a priest on level ground, theinitial gust carries him doft to
amaximum dtitude of 10 feet per caster level. From that point, he may then glide 10 feet
per foot of initid atitude. For example, a 7th-leve priest would ascend to an dtitude of
70 feet and thus be able to glide for atota horizonta distance of 700 feet. He can choose
to glide for amuch shorter distance, but never lessthan hisinitia dtitude.

While gliding, the priest moves a arate of 15 (or about 450 feet) with a
maneuverability class of D. Eachround, he drops between 20 and 40 feet. He can choose
to descend at a much more rapid pace, dropping up to 200 feet per round without risk of a
damaging impact upon landing. The caster does't gain a mastery of aerid combat with
this gpdl and suffers a—2 pendty to his attack rolls and Armor Classif he becomes
involved in combat while gliding.

The materia component for this spdll is the feether from agiant eegle.

Fifth-Level Spdlls
Animate Flame

(Alteration)

Sphere: Elementd (Fire)

Range: 120 yds. Components. V, S
Duration: 1 rd./leve Cadting Time 8
Areaof Effect: 1-ft. diameter/leve Saving Throw: None
Subtlety: +4 Knockdown: None
Sensory: Large visual, Criticd: Varies

moderate tactile/olfactory

While using this spdll, the priest can command aflame to leave its source of fuel
and move a hisdirection. The flameis magicaly preserved at the intensity it possessed
when animated and does not weaken or fail even if it has nothing to burn. The priest can
affect any naturd fire within range, but magicd fires (including bresth wegpons) can only
be animated and controlled on aroll of 11 or higher on ad20, —1 per leve or Hit Dice
difference between the caster and the creature or spdllcaster who created the flamein
question. For example, a Sth-leve priest can animate aflaming sphere cast by a4th level
wizard on aroll of 6 or better on 1d20. In order to animate instantaneous effects such as a
red dragon’ s breath or afireball, the priest must begt his opponent’ sinitiative in the
round he casts this spell and succeed in his attempt to take control of the flame.

Under the priest’ s direction, an animated flame can move a arate of 12, dthough
it cahnot cross water or wet or muddy ground. If the priest directs the flame to leave the



spell’ srange, the spdll ends and the flame stops and burns whatever it may be resting on.

Animate flame can be avery effective wegpon; the fire attacks with a THACO of 10 and
may be able to Strike severa creatures in the same round, depending on itsSze. It inflicts
damage as shown below:

Number of
Sze Diameter Targets Damage
Torchor lantern  lessthan 1 ft. 1 1d3
Small campfire 1-2ft. 1 1d4
Lagecampfire  3-5ft. 2 1d6
Bonfire 6-10 ft. 4 2d6
Conflagration 11-20 ft. 8 3d6
Inferno 21 ft. or more 20 5d6

Crestures actualy caught within the firé s diameter are automaticaly hit (without
an atack roll) for the ligted damage. Very hot or unusudly cold fires may inflict damage
(at the DM’ s discretion) asif they were one category larger or smaler. In addition to
attacking the cagter’ s enemies, the fire will naturaly cause any combusgtiblesit comes
into contact with to burn, as well; an animated fire can easlly torch asmall town, given a
few rounds to move from building to building.

The animated flame can be dispelled normaly. 1t can dso be defeated by contact
with a significant volume of water, ice, cold, or earth or dirt, just as anormd fire can be
drowned or smothered.

The priest can affect asnglefire of up to 1 foot in diameter per levd of
experience; if anaturd fireistoo large for him to animate, he can animate asmdler
portion of it and command the portion he controls. Magicd fires cannot be divided in this
way, S0 it requires avery high-level priest to deflect the breath wegpon of ared dragon!

Dimensiona Trandocation

(Alteration)

Sphere: Numbers, Summoning

Range: 60 yds. Components: S
Duration: 1 rd./leve Cading Time: 3
Areaof Effect: 1 creature Saving Throw: Specid
Subtlety: +1 Knockdown: None
Sensory: Smadl visud Critical: None

By using this spdll, the priest sedls off the multidimensond existence of a
magical, undead, or extraplanar creature. The affected creature can be forced entirely into
its extrgplanar dimension, which removesit from the physical world, or its extraplanar
existence can be severed, forcing it entirely into the Prime Materia Plane. If the priest’s
level exceedsthe subject’slevel or Hit Dice, the subject is not alowed a saving throw,
but creatures of higher level or Hit Dice than the caster are entitled to a saving throw vs.
spell to negate the effect. Also note that magic resistance may apply, aswell.

If used to banish an extraplanar or multidimensiond creeture, dimensional



trangl ocation prevents the creature from returning to the Prime Materia Plane for the
duration of the spell. The creature may be able to take other actions, such asusing
meagicd items or gpell-like abilities on itsdlf while it waitsto return. If the caster ingteed
forces an extradimensiona creeture into the Prime Materid Plane, one or more of the
following effects may apply, a the DM’s option:

The creature’s Armor Class may be reduced by 1d6 points for the duration of the
spdll.

The quality of amagica weapon needed to strike the creature may be reduced by
one “plus’; for example, amonster normaly hit by +2 or better wegpons may
become vulnerable to +1 weapons for the spell’ s duration.

The creature may suffer permanent death upon the loss of dl its hit points.

Use of 1d6 spell-like powers (such as gating in alies) may be limited or negated.
Undead creatures lose the ability to drain life energy levels.

This gpell does not prevent extradimensiond travel on the Prime Materid Plane

(i.e, dimension door, blinking, teleport, or smilar effects), but it does prevent the subject
from plane shifting or becoming ethereal whilein effect.

Impregnable Mind

(Enchantment/Char m)

Sphere: Protection, Thought

Range: Touch Components: V, S
Duration: 1 turn + 1 rd./level Cading Time 1
Areaof Effect: Creature touched Saving Throw: None
Subtlety: +2 Knockdown: None
Sensory: None Criticd: None

This spdl guards the spdll recipient againgt magica or psonic atacks that affect
the mind. Thisincludes beguiling, charm, domination, feeblemind, hold, and Smilar
effects, aswel as most telepathic psonic powers and attacks. Against magica
influences, impregnable mind grants a+4 bonus to saving throws; if the attack normally
alows no saving throw, the spell recipient may attempt one at no modifier. Againgt
telepathic psonics, the ol inflicts a—6 pendty to the attacking psionicist’ s power
checks, making it more likely that a psionic attack or telepathic contact will fail.

I mpregnable mind offers no protection against nontelepathic psionics, such asa
telekinetic thrashing or other psonics that affect the bodly.

Othertime

(Alteration)

Sphere Time

Range O Components. V, S M
Duration: Specid Cading Time: 7

Areaof Effect: The caster Saving Throw: None



Subtlety: +5 Knockdown: None
Sensory: Smadl visud Critical: None

When a priest enters othertime, he steps into a different redity in which the world
around him isfrozen a a moment in the future. Until time catches up to him, he may
move about unhindered and observe his surroundings, no force known can detect his
presence or harm him in the aternate redity, athough hein turn cannot affect any
creature or object in the physica world. For instance, he could read a book at the page it
was opened to, but he could not turn the page since that would require him to move an
object that is temporarily immovable for him. To his companions or enemy in red time,
the priest appears to smply vanish dtogether, only to reappear at some later point.

The duration of this spell isalittle odd, to say the least. The priest may choose a
duration of up to 1 round at 7th to 9th level, 2 rounds at 10th to 12th level, 3 rounds at
13th to 16th, 4 rounds at 17th to 19th, up to a maximum of 5 rounds at 20th level or
higher. The duration chosen by the priest governs the length of the othertime; if the priest
decides that the spdll will last 2 rounds, then he isingtantly transported to that point in
time, surrounded by the frozen dill-life of the world as it will appear 2 rounds after the
priest cast othertime. The caster then has 2 rounds to himsdf to take any actions he cares
to, athough he cannot affect the red world by any physicd, magicd, or mental means.

While the cadter isin the othertime, heis completdly unaware of the intervening
events. In the example above, if the caster’ s friends were teleported away 1 round after
the caster left and replaced by an identica group of dopplegangers, the caster would have
no chance to detect the switch; dl he sees are the bodies of his“friends,” frozen in the
positions they will occupy when he emerges from the othertime. This dso means that
nasty things like dragon breath, cloudkills, or mind blasts that pass through the spot
where the caster happens to be have no efect on him—he smply does not exist in the
redl world while he waits for everyone else to catch up to him.

As noted above, the caster gains an amount of subjective time equa to the
duration of the spell. By leaping 3 rounds into the future, the caster gains 3 rounds of
actionsin the othertime. He could drink a potion, cast a pell, and then maneuver for an
attack, for example, or he could gain a 3-round head start by running for his life while no
one ese can pursue him. If the priest uses this time to study a beattle and position himsalf
for an attack, he gains a—4 bonusto hisinitiative roll on the round he emerges from
othertime, and a+4 attack bonus with hisfirst strike.

Legping in and out of the time stream is a dangerous activity; every time the priest
employsthis spell, there is a 1% noncumulative chance that he becomes stuck in
othertime, doomed to deeth by thirst or starvation when his own rations run out. Only the
most extraordinary measures (awish spell, divine intervention, etc.) can save a character
in this predicament. Once a priest isin othertime, he cannot pray for further spells. After
al, if the priest isgoing to atract his deity’ s attention by praying for spells, the deity will
mogt likely dlow him out! The materia componert for this spdll is an hourglass filled
with rare sdts, worth at least 100 gold pieces.

Produce Ice
(Conjuration/Summoning)



Sphere: Elementd (Water)

Range: 60 yds. Components. V, S, M
Duration: 2 rds/leve Cading Time: 8
Areaof Effect: Cube 1 ft./level Saving Throw: Specid
Subtlety: +5 Knockdown: None
Sensory: Moderate visud, Criticd: None

amdl tectile

This spell creates supernatura cold in the area of effect, condensing all
atmogpheric and standing water into athick rime of ice. If there is no source of water or
even enough humidity to support this spell, then the DM can rule that the spell has no
effect. The caster affectsa cubic areaof 1 foot per level to aside, so a 12th-level caster
affects a 12-foot by 12-foot by 12-foot cube (up to amaximum of 25 feet to asde). This
can have severd effects; firg of dl, any cresture caught in the area of effect when the
temperature is lowered suffers 204 damage plus 1 point per level of the caster (or
20d4+12, for the 12th-level caster described above), or haf that damage with a successful
saving throw vs. spell. Any firesin the area are suppressed and may (50% chance) be
extinguished.

Creatures entering the area of effect after the initial creation of ice suffer no additional damage,
although the air will be noticeably dry and cold. However, theice formed by the spell coats all surfaces and
may cause creaturesto slip and fall. Any creature moving into or out of the affected area must make a
saving throw vs. spell or fall, losing their action for the round. Theice lasts at least 2 rounds per caster
level, and then begins to melt at whatever rate nature decrees.

If cast on abody of water, this spell creates an iceberg of the sated dimensions. A
swimmer or aguatic cresture could be caught in the ice and trapped until theice melts;
mogt air-breethers will suffocate from this treetment, but afew aquatic creatures (fish,
amphibians, etc.) may survive being frozen, a the DM’ s discretion.

The materid component is a scae from a white dragon.

Righteous Wrath of the Faithful

(Enchantment/Char m)

Sphere: War

Range: O Components: V, S, M
Durdtion: 1 rd./leve Cading Time: 8
Areaof Effect: 30-ft. radius Saving Throw: None
Subtlety: +5 Knockdown: None
Sensory: None Criticd: None

When apriest cags this spell, hefires hisdlies and companions with adivine
meadness or fury that grestly enhances their combet ability. Allieswho are fighting on the
dde of the priest are affected as if they had received an aid spell, gaining a+1 bonusto
attack rolls and saving throws, plus 1d8 additiona hit points for the duration of the spell.

Allieswho share the same faith (not just aignment) of the caster are transported
into the righteous wrath; they gain one additiona melee attack each round and a +2
bonus to saving throws and attack and damage rolls. Creatures under the influence of the
righteous wrath gain 1d8 additiona hit points, which are the first points logt if the subject



ugtains any injury (see aid, on page 257 of the PHB). Charactersin a state of divine
frenzy are difficult to charm or hold. Against spells or effects that target the subject’s
mind or emotions, the saving throw bonusincreases to +3.

When the spdll ends, dl remaining additiond hit points are lost. Characters who
fought under the righteous wrath find themsalves extremdy fatigued and must rest for
one full turn before exerting themselves again; if forced to fight in this Sate, they are
treated asif they were exhausted under the Combat & Tactics fatigue rules. The materid
component of this spell isthe priest’ s holy symbal.

Sixth-Level Spells

Command Monster

(Enchantment/Char m)

Sphere: Charm

Range: 60 yds. Components: V
Duration: 1rd/2 levels Cading Time 1
Areaof Effect: 1 creature Saving Throw: Specid
Subtlety: +1 Knockdown: None
Sensory: Smdll audio Criticd: None

This spdl dlowsthe priest to issue acommand to any one creature within the
spell’srange. The magic of the spell trandates the priest’ s order into alanguage or form
the subject creature can understand. The creature must have an Intelligence of at least 1 in
order to be affected by this spdll; nonintelligent creatures (those with a score of 0) cannot
comprehend any order, no matter how the priest phrasesit. Other creatures gain asaving
throw vs. spell to resst command monster, but only if they have an Intdligence of
Exceptiond (15) or better, or the creature’ s levels or Hit Dice are equal to or greater than
the caster’s.

Judt like the 1st-level spdl command, this spell coerces the subject into obeying
the priest’ s one-word order to the best of its ability. The order must be absolutely clear
and unequivocd; the subject will continue to obey for one round per two caster levels—
gx rounds at 12th level, seven at 14th, and so on. If this action places the subject in
morta peril, he may atempt a saving throw (whether he was origindly entitled to one or
not) in order to break free of the spell’s power. Therefore, ordering a character standing
at the edge of adliff to “jump” will create an opportunity for the subject to bregk free. A
command to “die’ or “deep” renders the cresture unconscious for the spell’ s duration.

Undead crestures are immune to this spell.

Entropy Shield
(Abjuration)

Sphere: Chaos
Range: O Components: V, S M
Duration: 1 rd./leve Cading Time: 9



Areaof Effect: The caster Saving Throw: None
Subtlety: +5 Knockdown: None
Sensory: Moderate visud/tactile Criticd: None

This potent defense surrounds the caster in a chaotic maelstrom of energy and
demimatter that blocks or deflects many attacks. The entropy shield extends about two
feet in dl directions from the caster’ s body. The warping effect of the field causes any
melee or hand-to-hand attack to miss 50% of the time—even if theroll dlows an attack
to continue, the priest dill gains a—2 bonusto his Armor Class. Norma missiles or
hurled wegpons miss autométicaly as the entropy shield deflects them from the caster.
Even magicd missle attacks (produce flame, magic missile, or Melf’s acid arrow, for
example), Sege engines, and giant-thrown boulders may be deflected as if they were
hand-to-hand attacks.

Againg spdlls or effects that produce energy, gas, or other physica attack forms
(fireball, lightning bolt, cloudkill, and other such spells) the entropy shield provides a
50% chance that the attack smply does not affect the protected priest. Even if the
harmful energy or matter penetrates the shield, the caster gains a+2 bonus on his saving
throw. This does not cause aspdll to fizzle or fall; apriest sanding in the middle of a
fireball isamply not touched by the spdll, which will inflict its norma damage on
anyone esein the area of effect. Any spdl or effect that does not create matter or energy
to harm or hinder the victim can pass through the entropy shield normaly, so mind-based
attacks and magicdl effects such as petrification, paralyzation, enfeeblement, or
polymorph (to name afew) can Hill affect the priest.

In addition to its defensive benefits, the entropy shield has the ahility to repe
normd or giant-szed animas and creatures of lawful dignment, such as extraplanar
mongters from the lawful planes. Any such cregture attempting to attack the shielded
priest in hand-to-hand combat must roll asaving throw vs. spell at the end of the round. If
the creature falls, it recoils from the priest and cannot attack him physicdly for the
remainder of the spell’ s duration (athough it could decide to turn on one of the priest’s
companions).

The materid component for this spell is agemstone worth at least 100 gold pieces
that has been exposed to the chaotic energies of Limbo.

Whirlwind
(Invocation/Evocation)

Sphere: Elementd (Air)
Range: 60 yds. + 10 yds/level Components. V, S, M

Duration: 1 rd./leve Cading Time 9

Areaof Effect: Cone 10 ft. Saving Throw: Specid
wide at base and 30 ft. tall

Subtlety: +6 Knockdown: d20

Sensory: Huge visud/audio, Criticd: Large (1d3
large tectile hits) crushing

This spell creates a powerful cyclone of raging wind that moves as directed by the



priest. The whirlwind can move by zigzagging aong the ground or over weter a a
movement rate of 6. The whirlwind dways moves after dl other creatures have moved,
and many creatures can avoid it Smply by keeping their distance. If the cyclone exceeds
the spdll’ srange, it moves in arandom, uncontrolled fashion for 1d3 rounds—possibly
endangering the caster or his dlies—and then disspates.

Any cregture of Sze L (large) or smaller that comesin contact with the whirlwind
must make a saving throw vs. breath wegpon or suffer 2d8 damage. Sze M (man Szed)
or samdler creatureswho fal ther firs saving throw must attempt a second one, or be
picked up bodily by the whirlwind and held suspended in its powerful winds, suffering
1d8 points of damage each round with no save alowed. The caster may direct the cyclone
to gect any carried creatures whenever he wishes, deposting the hapless souls wherever
the whirlwind happens to be when they are released.

Maintaining the whirlwind requires the caster’ s full atention, and he cannot cast
other spdlls or make any attacks while directing the spell’s course. If his concentration
fails for some reason, he cannot smply cancel the spell. Instead, the spell becomes
uncontrolled as described above and dissipates after 1d3 rounds.

In truly desperate circumstances, priests of elementa air have been known to
ddiberatdy overrun their companionsin order to carry them out of the path of some
certain doom. Few care to repeat the experience. The material component for this spell is
ahandful of dust collected from a zephyr or snow from awilliwaw.

Seventh-Level Spdlls

Antiminera Shell

(Abjuration)

Sphere: Protection, Elementa (Earth)

Range O Components. V, S, M
Duration: 1 turn/leve Cadting Time: 1 round
Areaof Effect: 10-ft. radius Saving Throw: None
Subtlety: +6 Knockdown: None
Sensory: None Criticd: None

When apriest cagts this spell, he creates an invisble force field or barrier that
blocks the entrance of animated or living minera creatures. It is effective againgt
elementals and crestures of eementd origin such as agrid servants, djinns, and mephits;
golems and other congtructs; crestures of living stone, such as gaeb duhr or xorn; and
objects, weapons, or armor animated by some outside force. It does not bar the passage of
undead mongers, living cregtures carrying inanimate materid, or nonanimated minerals
such asagiant-thrown boulder or a common rockdide. The antimineral shell moveswith
the cagter, but if the cagter triesto force it againg a creature affected by this spll, the
antimineral shell fails. The materia component is a drop of some caugtic solvent, such as
acid from ablack dragon.

Conjure Air or Water Elemental
(Conjuration/Summoning)



Reversible

Sphere: Elementd (Air/Water)

Range: 80 yds. Components. V, S
Duration: 1 turn/leve Cading Time: 6 rds.
Areaof Effect: Specid Saving Throw: None
Subtlety: +5 Knockdown: None

Sensory: Moderate visud Criticd: None

Priests of dementd ar or ementad water can summon eementas from their
respective spheres, just as druids can conjure fire or earth eementas. The summoned
eementd i1s60% likely to have 12 Hit Dice, 35% likely to have 16 Hit Dice, and 5%
likely to have 21 to 24 Hit Dice (20+10d4). Unlike the wizard verson of this spell, the
caster does not need to concentrate to maintain control of the eemental since the creature
regards the cagter as afriend and obeys him implicitly. The eementa remains until
destroyed, dispelled, sent away by adismissa or aholy word spell, or the spell duration
expires.

Impervious Sanctity of Mind

(Abjuration)

Sphere: Protection, Thought

Range O Components. V, S M
Duration: 1 turn/leve Cadting Time: 1 round
Areaof Effect: The caster Saving Throw: None
Subtlety: +6 Knockdown: None
Sensory: None Criticd: None

When using this spell, the priest renders his mind completdly immune to any
mind- affecting spdll, power, or psionic effect. Thisincludes amnesia, awe, beguiling,
charm, command, confusion, domination, emotion, empathy, ESP, fascination, fear,
feeblemind, hold, hypnotism, insanity, magic jar, mind blast, phantasmal killer,
possession, rulership, sleep, soul trapping, suggestion, telepathy, and any psionic attack
or power of the telepathic discipline. In short, if the spell or effect coercesthe priest into
taking an action or forming an impression that he doesn't wish to, it faillswhile
impervious sanctity of mind isin effect. The only mind-affecting spells or powers that
can affect the protected priest are those of exceedingly powerful creatures or artifacts and
relics.

Unlike the wizard spell mind blank, the impervious sanctity of mind offers no
protection against detection or scrying. However, it is effective against some attacks and
powers that mind blank is powerless againgt. The spdl requiresasmal ring of lead that
was once breathed upon by ared dragon.

Tsunami
(Conjuration/Summoning)



Sphere: Elementd (Water)

Range: 200 yds. + 50 yds/level Components. V, S, M
Duration: Specid Cadting Time: 3 rds.
Areaof Effect: Wave 2 ft. high Saving Throw: None
and 10 ft. long per leve
Subtlety: +6 Knockdown: Specia
Sensory: Gargantuan visud, Criticd: None
huge audio

Thismighty spell summons atsunami, or gigantic wave, from any mgor body of
water. The body of water must be at least 1 milein width, so in most circumstances the
tsunami can only be summoned from the seg, large lakes, or extremely big rivers. The
waveis 2 feet high and 10 feet long for each level of experience of the cagter, so a
15th-leve priest would summon atsunami 30 feet high and 150 feet wide. The wave can
appear anywhere within the spell’ s range and immediately sweeps forward in the
direction specified by the caster. This may take it out of the alowed range or even back at
the casting priest. The tsunami moves at arate of 24 (240 yards per round) and lasts one
round at 14th level, two rounds at 18th leve, or three rounds a 22nd or higher level.

Ships caught by the tsunami must make a seaworthiness check (see Table 77:
Ship Typesin the DMG) with a pendty equa to the wave s height in feet. For example, a
tsunami created by a 15th-leve caster would inflict a—30% penalty to avessd’s
seaworthiness check. If the check isfailed, the vessdl capsizes and sinksin 1d10 rounds,
with the possible loss of those aboard. Human or humanoid swimmers caught in the wave
must make a saving throw vs. death magic or be drowned in the wave; any creature in the
water in the wave' s path will be carried dong aslong asit lasts.

If the priest sent the wave towards the shore, the tsunami loses 5 feet of height for
every 20 yardsit travels, a 30-foot wave could wash 120 yards inland before there was
nothing left of it. Creatures caught in the area sustain 104 points of damage for every 5
feet of height the tsunami currently possesses and are carried aong until it ends.
Air-breathing creatures must make saving throws vs. death magic or be drowned outright
by this trestment. WWooden buildings have a chance equd to three timesthe wave's
current height of being destroyed by the tsunami (90% for a 30-foot wave, for example)
while stone buildings have a chance equal to the wave' s height (or 30% for a 30-foot
wave). Topography may influence or channd the wave' s advance, so a good-szed hill
could stop atsunami cold, although its seaward face may be denuded of creatures and
vegetation by the wave.

Note that this spdl in the hands of ahigh-level character can blanket an avesome
amount of territory and literdly destroy or drown anything in its path. The tsunami is so
strenuous a e that the priest is exhausted and helpless for 1d6 hours after summoning
it.

Italicized spells are reversible. Boldfaced spells can be found in the Tome of Magic.
SMALL CAPITALIZED spells agppear in The Complete Wizard' s Handbook. Underlined
spdls areintroduced in Appendix 1 of this book. As mentioned in Chapter 2, some pdlls
have been reassigned to the school of universal magic.



Universal Magic
Barred: None

Cantrip (1st)

Comprehend Languages/Confuse Languages (1st)
Detect Magic (1st)

Hold Portal (1<)

| dentify (1)

Read Magic (1<)

Wizard Mark (1<)

Knock/Lock (2nd)

Protection from Cantrips (2nd)
Wizard Lock (2nd)

Dispe Magic (3rd)

Remove Curse/Bestow Curse (4th)
Teleport (5th)

Enchant an Item (6th)

Teeport Without Error (7th)
Permanency (8th)

Adra Spdl (9th)

Abjuration
Barred: Illusonigts, transmuters, shadow mages

Alarm (1<)

Protection from Evil/Protection from Good (1st)
PROTECTION FROM HUNGER AND THIRST (1ST)
Protection from Vermin (1st)

FILTER (2ND)

Protection from Cantrips (2nd)

Protection from Paralyss (2nd)

Protection from Poison (2nd)

INVISBLE MAIL (3RD)

IRON MIND (3RD)

Lesser Sign of Seding (3rd)

Nondetection (3rd)

Protection from Amorphs (3rd)

Protection from Evil, 10" Radius/Protection from Good, 10° Radius (3rd)
Protection from Norma Missiles (3rd)

FIRE AURA (4TH)

Fire Trap (4th)

HALO OF EYES(4TH)

Minor Globe of Invulnerability (4th)

Minor Spell Turning (4th)

OTILUKE S DISPELLING SCREEN (4TH)




Psychic Protection (4th)

voidance/Attraction (5th)

Digmissl (5th)

INVULNERABILITY TONORMAL WEAPONS (5TH)
Lower Resistance (5th)

MORDENKAINEN’ S PRIVATE SANCTUM (5TH)
Proofing vs. Combustion (5th)

Safeguarding (5th)

Von Gask’s Refusal (5th)

Antimagic Shell (6th)

DRAGON SCALES (6TH)

Globe of Invulnerahility (6th)

Greater Sgn of Seding (4th)
INVULNERABILITY TO MAGICAL WEAPONS (6TH)
Repulson (6th)

Banishment (7th)

Neutralize Gas (7th)

Sequester (7th)

Seven-eyes (7th)

Spd| Turning (7th)

FEARWARD (8TH)

Mind Blank (8th)

Searten’'s Spdll Immunity (8th)

Elemental Aura (Sth)

I mprisonment/Freedom (9th)

Prismatic Sphere (9th)

Alteration
Barred: Abjurers, force mages

Affect Normd Fires (1<)
Burning Hands (1st)
CHROMATIC ORB (1sT)
Color Spray (1<)
Dancing Lights (1)
Enlarge/Reduce (1st)
Erase (1)

Expeditious Retreat (1)
Feather Fall (1)
FireBurst (1st)

Fist of Stone (1st)
Gaze Reflection (1st)
Jump (1)

Lasting Breath (1st)
Light (1)

Mending (1<)




Message (1st)

Metamor phose Liquids (1st)
Murdock’s Feathery Flyer (1st)
Shocking Grasp (1<)

Spider Climb (1<)

Alter Sdf (2nd)

Cat’s Grace (2nd)

Continud Light (2nd)
Darkness, 15’ radius (2nd)
Deeppockets (2nd)

Displace Sdf (3rd)

Fog Cloud (2nd)

Fool’s Gold (2nd)

Irritation (2nd)

Levitate (2nd)

Magic Mouth (2nd)
Maximilian’s Earthen Grasp (2nd)
Moon Rune (2nd)
Pyrotechnics (2nd)

Ridethe Wind (2nd)

Rope Trick (2nd)

Sense Shifting (2nd)

Shatter (2nd)

Strength (2nd)

VOCALIZE (2ND)

Whispering Wind (2nd)
Alacrity (3rd)

Blink (3rd)

Delude (3rd)

Explosive Runes (3rd)

Far Reaching | (3rd)

Fly (3rd)

Gust of Wind (3rd)

Haste (3rd)

Infravison (3rd)

Item (3rd)

Leomund' s Tiny Hut (3rd)
Maximilian’s Stony Grasp (3rd)
Méf’s Minute Meteors (3rd)
Secret Page (3rd)

Slow (3rd)

SNAPPING TEETH (3RD)
Squaring the Circle (3rd)
Tongues/Babble (3rd)

Water Breathing/Air Breathing (3rd)
Wind Wall (3rd)




Wraithform (3rd)

Dilation | (4th)

Dimension Door (4th)

Extenson | (4th)

Far Reaching 1 (4th)

Fire Shidd (4th)

Improved Strength (4th)
Leomund’ s Secure Shelter (4th)
Massmorph (4th)
Mordenkainen’s Celerity (4th)
Otiluke s Resilient Sphere (4th)
Pant Growth (4th)

Polymorph Other (4th)
Polymorph Sdf (4th)

Rainbow Pettern (4th)

Rary’s Mnemonic Enhancer (4th)
Solid Fog (4th)

Stoneskin (4th)

Turn Pebble to Boulder/Turn Boulder to Pebble (4th)
Ultravison (4th)

Vacancy (4th)

Wizard Eye (4th)

Airy Weter (5th)

Animal Growth/Shrink Animal (5th)
Avoidance/Attraction (5th)
Distance Digtortion (5th)
Extenson 11 (5th)

Fabricate (5th)

Far Reaching 111 (5th)
Improved Blink (5th)

Leomund s Hidden L odge (5th)
Leomund's Secret Chest (5th)
Lower Resistance (5th)
MORDENKAINEN’S PRIVATE SANCTUM (5TH)
Passwall (5th)

RARY’S TELEPATHIC BOND (5TH)
Rusting Grasp (5th)

Stone Shape (5th)

Telekiness (5th)

Transmute Rock to Mud/Transmute Mud to Rock (5th)
Claws of the Umber Hulk (6th)
Control Westher (6th)

Deeth Fog (6th)

Dilation Il (6th)

Digntegrate (6th)

Extenson I11 (6th)




Glassee (6th)

Guards and Wards (6th)

Lower Water/Raise Water (6th)
Mirage Arcana (6th)

Mordenkainen’'s Lucubration (6th)
Move Earth (6th)

Otiluke s Freezing Sphere (6th)

Part Water (6th)

Project Image (6th)

Sone to Flesh/Flesh to Sone (6th)
Superior Magnetism (6th)

Tenser's Transformation (6th)
TENTACLES(6TH)

Transmute Water to Dust/Improved Create Water (6th)
Duo-dimengon (7th)

Hatch the Stone from the Egg (7th)
Mordenkainen’s Magnificent Mansion (7th)
Phase Door (7th)

Reverse Gravity (7th)

Statue (7th)

Suffocate (7th)

Vanish (7th)

Abi-Dalzim’sHorrid Wilting (8th)
Airboat (8th)

Glassted (8th)

Incendiary Cloud (8th)

Iron B 8th

Otiluke' s Telekinetic Sphere (8th)
Polymorph Any Object (8th)

Sink (8th)

Crystabrittle (8th)

Estate Transference (9th)

Glorious Transmutation (Sth)
Mordenkainen’s Digunction (9th)
Shape Change (9th)

Succor/Call (9th)

Temporal Sasis/Temporal Reinstatement (9th)
Time Stop (9th)

Conjuration/Summoning
Barred: Diviners, invokers

Armor (1st)

Conjure Spell Component (1st)
Find Familiar (1)

Grease (1st)



Mount (1st)

Unseen Servant (1<)

CHOKE (2ND)

Glitterdust (2nd)

Méef’'s Acid Arrow (2nd)
Summon Swarm (2nd)

Wall of Gloom (2nd)

Bands of Srdlyn (3rd)

Flame Arrow (3rd)

Mongter Summoning | (3rd)
Phantom Steed (3rd)

Sepia Snake Sigil (3rd)
SNAPPING TEETH (3RD)
Solvent of Corrasion (3rd)
Watery Double (3rd)
Conjure Elementa-Kin (4th)
DUPLICATE (4TH)

Evard' s Black Tentacles (4th)
HALO OF EYES(4TH)

Monster Summoning 11 (4th)
Summon L ycanthrope (4th)
Vitriolic Sphere (4th)

Conjure Elementd (5th)
Khazid’s Procurement (5th)
Leomund's Secret Chest (5th)
Mongter Summoning I11 (5th)
Mordenkainen's Faithful Hound (5th)
Summon Shadow (5th)

Vile Venom (5th)

WALL OF BONES (5TH)
Conjure Animds (6th)
Ensnarement (6th)
Forest’sFiery Constrictor (6th)
Invisble Stalker (6th)

Mongter Summoning 1V (6th)
TENTACLES (6TH)

Drawmij’s Ingant Summons (7th)
I ntensfy Summoning (7th)
Limited Wish (7th)

Monster Summoning V (7th)
Mordenkainen’s Magnificent Mangion (7th)
Power Word, Stun (7th)
Prismatic Spray (7th)
Seveneyes (7th)

Maze (8th)

Mongter Summoning VI (8th)




Power Word, Blind (8th)

Prismatic Wl (8th)

Symbol (8th)

Trap the Soul (8th)

Gete (9th)

Mongter Summoning V11 (Sth)
Power Word, Kill (9th)

Prismatic Sphere (9th)

Sphere of Ultimate Dedtruction (Sth)
Wish (9th)

Divination
Barred: Conjurers, force mages, song wizards

DETECT DISEASE (1ST)

Detect Phase (1st)

Detect Secret Passages & Portals (1st)
Detect Undead (1)

DIVINING RoD (1sT)

DEATH RECALL (2ND)

Detect Evil/Detect Good (2nd)
Detect Invighility (2nd)

DETECT LIFE (2ND)

ESP (2nd)

Know Alignment/Undetectable Alignment (2nd)
Locate Object/Obscure Object (2nd)
Past Life (2nd)

Alamir’s Fundamental Breakdown (3rd)
Clairaudience (3rd)

Clairvoyance (3rd)

Wizard Sight (3rd)

Detect Scrying (4th)

L ocate Creature (4th)

Magic Mirror (4th)

Contact Other Plane (5th)

Fase Vison (5th)

Khazid’s Procurement (5th)

KNOw VALUE (5TH)

Prying Eyes (5th)

RARY’S TELEPATHIC BOND (5TH)
Legend Lore (6th)

True Seaing (6th)

Vigon (7th)

Andyze Dweomer (8th)

Screen (8th)

Foresght (9th)




Enchantment/Charm
Barred: Invokers, necromancers, dimensiondigts, artificers, geometers

Charm Person (1st)
DIVINING RoD (1sT)
Friends (1st)

Hypnotism (1<)

Sleep (1)

Taunt (1)

Bind (2nd)

Deeppockets (2nd)

Forget (2nd)

Insatiable Thirst (2nd)
Ray of Enfeeblement (2nd)
Scare (2nd)

Tasha s Uncontrollable Hideous
Laughter (2nd)

BONE CLUB (3RD)

DELAY DEATH (3RD)
Hold Person (3rd)

Minor Malison (3rd)
Suggestion (3rd)

Watery Double (3rd)
Charm Mongter (4th)
Confusion (4th)

Emoation (4th)

Enchanted Wegpon (4th)
Fire Charm (4th)

Fumble (4th)

Greater Malison (4th)
Leomund’ s Secure Shelter (4th)
Lesser Gess (4th)

Magic Mirror (4th)

Chaos (5th)

Domination (5th)

Fabricate (5th)

Fecblemind (5th)

Hold Mongter (5th)
Leomund s Hidden L odge (5th)
Leomund’ s Lamentable Belaborment (5th)
Magic Staff (5th)

Mind Fog (5th)
BLACKMANTLE (6TH)
Eyebite (6th)

Geas (6th)




Guards and Wards (6th)

Mass Suggestion (6th)

Charm Plants (7th)

Descent into Madness (7th)
Hatch the Stone from the Egg (7th)
Shadow Walk (7th)

Steal Enchantment (7th)
Airboat (8th)
Antipathy-sympethy (8th)
Binding (8th)

Demand (8th)

Mass Charm (8th)

Otto’ s Irresigtible Dance (8th)
Sink (8th)

Mordenkainen’s Digunction (Sth)
Programmed Amnesia (9th)
Succor/Call (9th)

[llusion/Phantasm
Barred: Abjurers, necromancers, achemigts, geometers

Audible Glamer (1)
Change Sdf (1<)

CORPSE VISAGE (1ST)
Nystul’s Magic Aura (1st)
Phantasmal Force (1st)
Spook (1st)

Ventriloquism (1)
Blindness (2nd)

Blur (2nd)

Deafness (2nd)

Fool’ s Gold (2nd)
Hypnotic Pattern (2nd)
Improved Phantasmal Force (2nd)
Invighility (2nd)
Leomund's Trap (2nd)
Mirror Image (2nd)
Misdirection (2nd)
Whispering Wind (2nd)
[llusionary Script (3rd)
Invighility, 10° Radius (3rd)
Lorloveim’s Creeping Shadow (3rd)
Phantom Steed (3rd)
Spectral Force (3rd)
Wraithform (3rd)

Fear (4th)



Halucinatory Terrain (4th)
lllusonary Wall (4th)
Improved Invishility (4th)
Minor Cregtion (4th)
Phantasmd Killer (4th)
Rainbow Pettern (4th)
Shadow Monsters (4th)
Vacancy (4th)

Advanced lllusion (5th)
Demishadow Mongters (5th)
DreamyNightmare (5th)
Magor Crestion (5th)
Seeming (5th)

Shadow Door (5th)
Shadow Magic (5th)
Demishadow Magic (6th)
Eyebite (6th)
Lorloveim’s Shadowy Transformation (6th)
Mirage Arcana (6th)
Midead (6th)

Permanent Illusion (6th)
Programmed Illusion (6th)
Project Image (6th)
Shades (6th)

Vel (6th)

Mass Invisihility (7th)
Sequester (7th)

Shadow Wk (7th)
Shadowecat (7th)
Simulacrum (7th)

Screen (8th)

Weird (9th)

I nvocation/Evocation
Barred: Conjurers, enchanters, illusonigts, mentalists, shadow mages, song wizards

Alam (1)

Copy (1st)

Chromatic Orb (1st)
Dictation (1<)

FireBurst (1st)

Magic Missle (1st)

Shidd (1s)

Tenser’s Hoating Disc (1st)
Wall of Fog (1<)

Flaming Sphere (2nd)



|CE KNIFE (2ND)

Stinking Cloud (2nd)

Web (2nd)

Augmentation | (3rd)

Firebal (3rd)

INVISIBLE MAIL (3RD)

Lance of Disruption (3rd)
Lightning Bolt (3rd)

Médf' s Minute Meteors (3rd)
Wall of Water (3rd)

Dig (4th)

Divination Enhancement (4th)
Fire Shidd (4th)

Fire Trap (4th)

Ice Storm (4th)
Mordenkainen’s Celerity (4th)
Mordenkainen's Force Missiles (4th)
OTILUKE SDISPELLING SCREEN (4TH)
Otiluke' s Resllient Sphere (4th)
Shout (4th)

Thunder Staff (4th)

wal of Fire (4th)

wal of lce (4th)

WIND BREATH (4TH)

Bigby's Interposing Hand (5th)
Cloudkill (5th)

Cone of Cold (5th)

Dream (5th)

Leomund’ s Lamentable Belaborment (5th)
Sending (5th)

Tenser's Dedtructive Resonance (5th)
Wall of Force (5th)

Wall of Iron (5th)

Wadl of Sone (5th)
Augmentation Il (6th)

Bigby's Forceful Hand (6th)
Chain Lightning (6th)
Contingency (6th)

Deeth Fog (6th)

Dimensiond Blade (6th)

Guards and Wards (6th)

Otiluke s Freezing Sphere (6th)
Tensear’'s Transformation (6th)
Acid Storm (7th)

Bigby's Grasping Hand (7th)
Delayed Blagt Firebdl (7th)




Forcecage (7th)

Hatch the Stone from the Egg (7th)
Limited Wish (7th)

M alec-K eth’s Flame Fist (7th)
Mordenkainen’s Sword (7th)
Persstence (7th)

Bighy' s Clenched Fist (8th)

Binding (8th)

Demand (8th)
Gunther’sKaleidoscopic Strike (8th)
Homunculus Shield (8th)

Incendiary Cloud (8th

Otiluke s Telekinetic Sphere (8th)
Bighby’s Crushing Hand (9th)

Chain Contingency (Sth)

Elemental Aura (9th)

Energy Drain (9th)

Meteor Swarm (Sth)

Necr omancy
Barred: Enchanters, illusonigs, transmuters, dimensondigts, mentdists, dchemids,
artificers, song wizards

Chill Touch (1<)
CORPSE VISAGE (1ST)
Detect Undead (1)
Ray of Fatigue (1)
CHOKE (2ND)

DEATH RECALL (2ND)
GHouL TOUCH (2ND)
Spectral Hand (2nd)
BONE CLUB (3RD)
DELAY DEATH (3RD)
Feign Death (3rd)
Hold Undead (3rd)
HOVERING SKULL (3RD)
PAIN TOUCH (3RD)
Spirit Armor (3rd)
Vampiric Touch (3rd)
Contagion (4th)
Enervation (4th)
Mask of Death (4th)
Animate Dead (5th)
FORCE SHAPECHANGE (5TH)
Magic Jar (5th)
MuMMY ROT (5TH)




Summon Shadow (5th)

THROBBING BONES (5TH)

WALL OF BONES (5TH)

Arrow of Bone (6th)
BLACKMANTLE (6TH)
Bloodstone's Spectral Steed (6th)
DEAD MAN’'SEYES(6TH)

Desth Spdl (6th)

Reincarnation (6th)

Tradllish Fortitude (6th)
Bloodstone' s Frightful Joining (7th)
Control Undeed (7th)

Finger of Degth (7th)

I ntensify Summoning (7th)
Suffocate (7th)

ZOMBIE DOUBLE (7TH)
Abi-Dalzim’sHorrid Wilting (8th)
Clone (8th)

DEFOLIATE (8TH)

Heart of Stone (8th)

Homunculus Shield (8th)
SHADOW FORM (8TH)

Energy Drain (9th)

Wail of the Banshee (9th)

Elemental Air
Barred: Eath dementdigts

Feather Fall (1st)

Lasting Breath (1st)

Wall of Fog (1<)

Fog Cloud (2nd)

Ridethe Wind (2nd)

Stinking Cloud (2nd)

Whispering Wind (2nd)

Alamir’s Fundamental Breakdown (3rd)
Gust of Wind (3rd)

Lance of Digruption (3rd)

Water Breathing/Air Breathing (3rd)
Wind Wall (3rd)

Conjure Elementa-Kin (4th)

Solid Fog (4th)

Airy Water (5th)

Cloudkill (5th)

Conjure Elementd (5th)

Control Westher (6th)




Death Fog (6th)
Neutralize Gas (7th)
Suffocate (7th)
Airboat (8th)
Incendiary Cloud (8th)
Elemental Aura (Sth)

Elemental Earth
Barred: Air dementdids

Fist of Stone (1st)

Fool’ s Gold (2nd)

Maximilian’ s Earthen Grasp (2nd)

Alamir’s Fundamental Breakdown (3rd)
Maximilian’s Stony Grasp (3rd)

Conjure Elementa-Kin (4th)

Dig (4th)

Stoneskin (4th)

Turn Pebble to Boulder/Turn Boulder to Pebble (4th)
Conjure Elementd (5th)

Digtance Digtortion (5th)

Passwall (5th)

Stone Shape (5th)

Transmute Rock to Mud/Transmute Mud to Rock (5th)
wal of Iron (5th)

Wal of Stone (5th)

Glassee (6th)

Move Earth (6th)

Sone to Flesh/Flesh to Stone (6th)

Transmute Water to Dust/Improved Create Water (6th)
Hatch the Stone from the Egg (7th)

Statue (7th)

Glassted (8th)

Iron B 8th

Sink (8th)

Crygabrittle (9th)

Elemental Aura (Sth)

Elemental Fire
Barred: Water dementdists

Affect Norma Fires (1<)
Burning Hands (1<)
Dancing Lights (1)
FireBurst (1st)
Flaming Sphere (2nd)



Pyrotechnics (2nd)

Alamir’s Fundamental Breakdown (3rd)
Firebal (3rd)

Flame Arrow (3rd)

Méf’s Minute Meteors (3rd)
Conjure Elementa-Kin (4th)

Fire Charm (4th)

Fire Shield (4th)

Fire Trap (4th)

Wal of Fire (4th)

Conjure Elementa (5th)

Proofing vs. Combustion (5th)
Forest’sFiery Constrictor (6th)
Delayed Blagt Firebdl (7th)

M alec-Keth’s Flame Fist (7th)
Incendiary Cloud (8th)

Elemental Aura (Sth)

Meteor Swarm (Sth)

Elemental Water
Barred: Fire dementdidgts

Metamor phose Liquids (1st)

Insatiable Thirst (2nd)

Alamir’s Fundamental Breakdown (3rd)
Wall of Water (3rd)

Water Breathing/Air Breathing (3rd)
Watery Double (3rd)

Conjure Elementa- Kin (4th)

Ice Storm (4th)

Vitriolic Sphere (4th)

wal of Ice (4th)

Airy Water (5th)

Cone of Cold (5th)

Conjure Elementd (5th)

Rusting Grasp (5th)

Transmute Rock to Mud/Transmute Mud to Rock (5th)
Vile Venom (5th)

Lower Water (6th)

Otiluke s Freezing Sphere (6th)

Part Water (6th)

Transmute Water to Dust/Improved Create Water (6th)
Acid Storm (7th)

Abi-Dalzim’sHorrid Wilting (8th)
Elemental Aura (9th)




Dimension
Barred: by philosophy

Detect Phase (1st)
Enlarge/Reduce (1st)

Gaze Reflection (1)
Deeppockets (2nd)

Digplace SAf (2nd)

Rope Trick (2nd)

Blink (3rd)

Dimension Door (4th)

Distance Digtortion (5th)
Improved Blink (5th)

Leomund's Secret Chest (5th)
Dimengond Blade (6th)

Etherea ness (6th)

Drawmij’s Ingant Summons (7th)
Duo-dimengon (7th)
Mordenkainen’s Magnificent Mansion (7th)
Phase Door (7th)

Shadow Walk (7th)

Maze (8th)

Gate (9th)

Sphere of Ultimate Degtruction (9th)
Time Stop (9th)

Force
Barred: by philosophy

Armor (1)

Magic Missle (1<)

Shidd (1)

Tenser’'s Hoating Disc (1)

Levitate (2nd)

INVISBLE MAIL (3RD)

Lance of Disruption (3rd)
Mordenkainen’s Force Missiles (4th)
Otiluke s Resllient Sphere (4th)
Bigby's Interposing Hand (5th)
Teekiness (5th)

Tenser’ s Destructive Resonance (5th)
Wall of Force (5th)

Bigby's Forceful Hand (6th)
Repulsion (6th)

Bigby's Grasping Hand (7th)
Forcecage (7th)




Mordenkainen’s Sword (7th)
Bigby’'s Clenched Fist (8th)
Otiluke s Telekinetic Sphere (8th)
Bighby’s Crushing Hand (9th)

Mentalism
Barred: by philosophy

Charm Person (1<)
Hypnotism (1<)

Spook (1st)

ESP (2nd)

Forget (2nd)

Clairaudience (3rd)
Clairvoyance (3rd)

IRON MIND (3RD)
Suggestion (3rd)

Charm Mongter (4th)
Phantasmd Killer (4th)
Psychic Protection (4th)
Rary’s Mnemonic Enhancer (4th)
Dominetion (5th)
Feeblemind (5th)

Magic Jar (5th)

Sending (5th)

Eyebite (6th)

Gess (6th)

Mass Suggestion (6th)
Tower of Mental Resistance (6th)
Descent into Madness (7th)
Demand (8th)

Mind Blank (8th)
Programmed Amnesia (9th)

Shadow
Barred: by philosophy

Chill Touch (1<)

Sleep (1)

Spook (1st)

Blur (2nd)

Continua Darkness (2nd)
Darkness, 15 Radius (2nd)
Ray of Enfeeblement (2nd)
Scare (2nd)

Spectral Hand (2nd)



Wall of Gloom (2nd)

Lorloveim’s Creegping Shadow (3rd)
Nondetection (3rd)

Phantom Steed (3rd)

SPIRIT ARMOR (3RD)

Wraithform (3rd)

Dimension Door (4th)

Enervation (4th)

Evard' s Black Tentacles (4th)

Fear (4th)

Minor Cregtion (4th)

Shadow Mongters (4th)
Demishadow Mongters (5th)

Magjor Creation (5th)
Mordenkainen's Faithful Hound (5th)
Passwdll (5th)

Shadow Door (5th)

Shadow Magic (5th)
BLACKMANTLE (6TH)
Bloodstone's Spectral Steed (6th)
Demishadow Magic (6th)
Lorloveim’s Shadowy Transformation (6th)
Shades (6th)

Duo-dimension (7th)

Phase Door (7th)

Shadowecat (7th)

Shadow Walk (7th)

Maze (8th)

SHADOWFORM (8TH)

Energy Drain (9th)

Alchemy
Barred: by philosophy

Affect Norma Fires (1<)
FireBurst (1st)

Grease (1st)

Metamor phose Liquids (1st)
Patter nweave (1st)
Protection from Evil/Protection from Good (1st)
Fool’s Gold (2nd)

Glitterdust (2nd)

Méef’s Acid Arrow (2nd)
Pyrotechnics (2nd)

Sense Shifting (2nd)

Stinking Cloud (2nd)



Alamir’s Fundamental Breakdown (3rd)

Flame Arrow (3rd)

Méf’s Minute Meteors (3rd)

Protection from Evil, 10" Radius/Protection from Good, 10' Radius (3rd)
Solvent of Corrosion (3rd)

Enchanted Weapon (4th)

Fire Charm (4th)

Fire Trap (4th)

Vitriolic Sphere (4th)

Cloudkill (5th)

Fabricate (5th)

Rusting Grasp (5th)

Transmute Rock to Mud/Transmute Mud to Rock (5th)
Vile Venom (5th)

Deseth Fog (6th)

Glassee (6th)

Sone to Flesh/Flesh to Stone (6th)

Transmute Water to Dust/Improved Create Water (6th)
Acid Storm (7th)

Hatch the Stone from the Egg (7th)

Neutralize Gas (7th)

Statue (7th)

Glassted (8th)

Incendiary Cloud (8th)

Crygdbrittle (Sth)

Glorious Transmutation (Sth)

Artifice
Barred: by philosophy

CHROMATIC ORB (1ST)
DIVINING RoD (1sT1)
Mending (1<)

Bind (2nd)

|CEKNIFE (2ND)
Leomund's Trap (2nd)
Moon Rune (2nd)

BONE CLUB (3RD)
Explosive Runes (3rd)
Flame Arrow (3rd)

Item (3rd)

Mdf’s Minute Meteors (3rd)
SNAPPING TEETH (3RD)
Enchanted Weapon (4th)
Magic Mirror (4th)
Thunder Staff (4th)




Magic Staff (5th)

Arrow of Bone (6th)
Dimensiond Blade (6th)
Steal Enchantment (7th)
Anayze Dweomer (8th)
Antipathy-sympethy (8th)
Shape Change (9th)

Geometry
Barred: by philosophy

Alam (1)

CopPy (1sT)

Dictation (1<)

Erase (1st)

Shidd (1)

Hornung's Baneful Deflector (1st)
Hypnotic Pattern (2nd)

Moon Rune (2nd)

BONE CLUB (3RD)

Explosive Runes (3rd)

Lesser Sign of Sedling (3rd)

Secret Page (3rd)

Sepia Snake Sigil (3rd)

Conjure Elementa-Kin (4th)

Fire Trap (4th)

Minor Globe of Invulnerability (4th)
Rainbow Pettern (4th)

There/Not There (4th)

Thunder Staff (4th)

Animate Dead (5th)

Avoidance (5th)

Conjure Elementd (5th)
INVULNERABILITY TONORMAL WEAPONS (5TH)
Khazid’s Procurement (5th)
MORDENKAINEN’ SPRIVATE SANCTUM (5TH)
Von Gask’s Refusal (5th)
Ensnarement (6th)

Globe of Invulnerability (6th)

Greater Sign of Sedling (6th)

Guards and Wards (6th)
INVULNERABILITY TO MAGICAL WEAPONS (6TH)
FEARWARD (7TH)

Phase Door (7th)

Sequester (7th)

Vanish (7th)




Binding (8th)

Maze (8th)

Symbol (8th)

Trap the Soul (8th)
Gate (9th)

Shape Change (9th)

Song
Barred: by philosophy

Audible Glamer (1<)

Charm Person (1st)

Find Familiar (1)

Friends (1st)

Sleep (1)

Taunt (1)

Forget (2nd)

Summon Swarm (2nd)
Tasha s Uncontrollable Hideous
Laughter (2nd)

Whispering Wind (2nd)
Fireflow (3rd)

Hold Person (3rd)

Mongter Summoning | (3rd)
Suggestion (3rd)

Charm Mongter (4th)
Confusion (4th)

Emotion (4th)

Lesser Gess (4th)

Monster Summoning 11 (4th)
Shout (4th)

Summon Lycanthrope (4th)
Chaos (5th)

Dismis (5th)

Hold Mongter (5th)
Leomund’ s Lamentable Belaborment (5th)
Mongter Summoning Il (5th)
Control Westher (6th)

Mass Suggestion (6th)
Monster Summoning 1V (6th)
Banishment (7th)

Charm Pants (7th)

Mongter Summoning V (7th)
Power Word, Stun (7th)
Spell Shape (7th)

Binding (8th)




Mass Charm (8th)

Mongter Summoning VI (8th)
Otto’s Irresistible Dance (8th)
Power Word, Blind (8th)
Mongter Summoning VI (8th)
Power Word, Kill (9th)

Wail of the Banshee (9th)

Wild Magic
Barred: All except wild mages

Hornung's Guess (1t)

Nahal’s Reckless Dweomer (1st)
Patter nweave (1st)

Chaos Shield (2nd)

Hornung's Baneful Deflector (2nd)
Nahal’s Nonsensical Nullifier (2nd)
Alternate Reality (3rd)

Fireflow (3rd)

Fool’s Speech (3rd)

There/Not There (4th)

Unluck (4th)

Vortex (5th)

Waveform (5th)

Wildshield (6th)

Wildstrike (6th)
Hornung's Surge Selector (7th)
Spell Shape (7th)

Hornung' s Random Dispatcher (8th)
Wildzone (8th)

Stabilize (9th)

Wildfire (Sth)

Wildwind (9th)

In the PHB, clerics have mgor accessto all, astra, charm, combat, creation,
divination, guardian, healing, necromantic, protection, summoning, sun, and minor access
to dementd.

Revision: Clericslose accessto sun, elemental air, and elemental fire. They
retain minor accessto elemental water and elemental earth.

Previoudy, druids had mgor accessto dl, animd, eementd, heding, plant,
weather, and minor access to divination.

Revision: Druidslose accessto the sphere of divination. They gain maor
accessto the sphere of sun.

* Cooperative magic spdlls. Bold spells appear in the Tome of Magic. Italicized spells are
reversible. Underlined spells are introduced in Appendix 2 of this book. As mentioned in



Chapter 3, some spells have been added to the sphere of dl. Also, other spheres have
been reorganized.

All

(Major: any priest)
Bless/Curse (1t)

Combine (1st)

Detect Magic (1<)

Orison (1)

Purify Food & Drink/Putrefy Food & Drink (1st)
Chant (2nd)

Mystic Transfer* (2nd)
Sanctify/Defile* (2nd)

Dispel Magic (3rd)

Remove Curse/Bestow Curse (3rd)
Focus* (4th)

Tongues (4th)

Uplift* (4th)

Atonement (5th)

Commune (5th)

Meld* (5th)

Quest (5th)

True Seeing/False Seeing (5th)
Speak with Mongters (6th)

Gate (7th)

Animal
(Mgjor: shaman, druid)

Anima Friendship (1<)

Cdm Animds (1)

Invighility to Animds (1<)
Locate Animas or Plants (1<)
Charm Person or Mammal (2nd)
Messenger (2nd)

Snake Charm (2nd)

Speak with Animas (2nd)
Control Anima (3rd)

Hold Animd (3rd)

Summon Insects (3rd)

Anima Summoning | (4th)
Cdl Woodland Beings (4th)
Giant Insect (4th)

Repd Insects (4th)

Animal Growth (5th)
Anima Summoning 11 (5th)




Commune with Nature (5th)
Insect Plague (5th)

Anima Summoning 111 (6th)
Antianima Shell (6th)
Creeping Doom (7th)
Reincarnate (7th)

Adral
(Major: cleric)

Adrd Cderity (1)

Speak with Astral Traveler (1st)
Adra Awareness (2nd)

Ethered Barrier (2nd)

Adra Window (3rd)
Etheredness (3rd)

Join with Agtral Traveler (4th)
Pane Shift (5th)

Agtrd Spdl (7th)

Chaos
(Major: chaotic crusaders)

Battlefate (1st)

Mistaken Missive (1st)
Chaos Ward (2nd)
Dissension’s Feast (2nd)
Miscast Magic (3rd)
Random Causality (3rd)
Chaotic Combat (4th)
Chaotic Seep (4th)
Inverted Ethics (4th)
Chaotic Commands (5th)
Entropy Shield (6th)
Uncontrolled Weather (7th)

Charm
(Major: clerics)

Command (1st)

Remove Fear/Cause Fear (1st)
Sanctuary (1st)

Enthral (2nd)

Hold Person (2nd)

Music of the Spheres (2nd)
Snake Charm (2nd)



Dictate (3rd)
Emotion Contral (3rd)

Cloak of Bravery/Cloak of Fear (4th)
Free Action (4th)

Imbue with Spel Ability (4th)
Command Monger (6th)

Confusion (7th)

Exaction (7th)

Combat
(Major: clerics, crusaders, Minor: monks)

Command (1st)

Magica Stone (1)

Aid (2nd)

Spiritual Hammer (2nd)

Prayer (3rd)

Unearthly Choir* (3rd)
Recitation (4th)

Flame Strike (5th)

Righteous Wrath of the Faithful (5th)
Spiritual Wrath* (6th)

Word of Recal (6th)

Holy Word/Unholy Word (7th)

Creation
(Major: clerics)

Light/Darkness (1st)

Create Holy Symbol (2nd)

Continual Light/Continual Darkness (3rd)
Create Food & Water (3rd)

Blessed Abundance (5th)

Blade Barrier (6th)

Heroes Feast (6th)

The Great Circle/The Black Circle* (6th)

Divination
(Major: clerics, monks)

Analyze Balance (1st)

Detect Evil/Detect Good (1st)

Detect Poison (1st)

Augury (2nd)

Detect Charm/Undetectable Charm (2nd)
Find Traps (2nd)



Detect Spirits (3rd)
Extradimensional Detection (3rd)
Locate Object/Obscure Object (3rd)
Spesk with Dead (3rd)

Detect Lie/lUndetectable Lie (4th)
Divinetion (4th)

Omniscient Eye (4th)

Consequence (5th)

Magic Font (5th)

Find the Path/Lose the Path (6th)
Stone Tdl (6th)

Divine I nspiration (7th)

Elemental, Air
(Major: druids)

Wind Column (1)

Dust Devil (2nd)

Wind Servant (3rd)

Zone of Sweset Air (3rd)
Windborne (4th)

Air Wdk (5th)

Cloud of Purification (5th)
Control Winds (5th)
Whirlwind (6th)

Conjure Air Elementa (7th)
Wind Walk (7th)

Elemental, Earth
(M@jor: druids;, Minor: clerics)

Strength of Stone (1)

Soften Earth and Stone (2nd)
Meld into Stone (3rd)

Stone Shape (3rd)

Adamantite Mace (4th)

Spike Stones (5th)

Transmute Rock to Mud/Transmute Mud to Rock (5th)
Stone Tdl (6th)

Animate Rock (7th)

Antiminerd Shell (7th)

Conjure Earth Elementd (7th)
Earthquake (7th)

Transmute Meta to Wood (7th)

Elemental, Fire



(Major: druids)

Firdight (1t

Log of Everburning (1st)
Fire Trap (2nd)

Flame Blade (2nd)

Heat Metal/Chill Metal (2nd)
Produce Flame (2nd)

Flame Wak (3rd)

Protection from Fire (3rd)
Pyrotechnics (3rd)

Produce Fire/Quench Fire (4th)
Animate Hame (5th)

Wal of Fire (5th)

Conjure Fire Elementd (6th)
Fire Seeds (6th)

Chariot of Sustarre (7th)

Fire Storm (7th)

Elemental, Water
(Ma@jor: druids; Minor: clerics)

Create Water/Destroy Water (1st)
Watery Figt (2nd)

Water Breathing/Air Breathing (3rd)
Water Walk (3rd)

Lower Water/Raise Water (4th)
Reflecting Pool (4th)

Produce I ce (5th)

Part Water (6th)

Transmute Water to Dust/Improved Create Water (6th)
Conjure Water Elementd (7th)
Tsunami (7th

Guardian
(Major: clerics, crusaders, monks)

Blessed Watchfulness (1)

Light/Darkness (1st)

Sacred Guardian (1st)

Iron Vigil (2nd)

Silence, 15 Radius (2nd)

Wyvern Waich (2nd)

Continual Light/Continual Darkness (3rd)
Glyph of Warding (3rd)

Abjure (4th)




Dimensiond Anchor (4th)

Digpel Evil/Dispel Good (5th)

Unceasing Vigilance of the Holy Sentinel (5th)
Blade Barrier (6th)

Forbiddance (6th)

Symbol (7th)

Healing
(Major: clerics, crusaders, druids, Minor: monks, shamans)

Cure Light Wounds/Cause Light Wounds (1st)

Cure Moder ate Wounds/Cause Moderate Wounds (2nd)
Slow Poison (2nd)

Cure Blindness or Deafness/Cause Blindness or Deafness (3rd)
Cure Disease/Cause Disease (3rd)

Hold Poison (3rd)

Repair Injury (3rd)

Cure Serious Wounds/Cause Serious Wounds (4th)
Fortify* (4th)

Neutralize Poison/Poison (4th)

Cure Critical Wounds/Cause Critical Wounds (5th)
Heal/Harm (6th)

Regenerate (7th)

Law
(Major: lawful crusaders)

Command (1<)

Protection from Chaos (1)
Calm Chaos (2nd)

Enthral (2nd)

Hold Person (2nd)

Dictate (3rd)

Rigid Thinking (3rd)
Strength of One (3rd)
Compulsve Order (4th)
Defensive Har mony (4th)
Champion’s Strength (5th)
I mpeding Permission (5th)
L egal Thoughts (6th)

Necromantic
(Major: clerics, Minor: crusaders, monks)

Dispd Fatigue (1st)
Invisibility to Undead (1st)




Aid (2nd)

Restore Strength (2nd)
Animate Dead (3rd)

Feign Death (3rd)
Negative Plane Protection (3rd)
Remove Pardysis (3rd)
Speak with Dead (3rd)
Sugpended Animation (4th)
Unfaling Endurance (4th)
Raise Dead (5th)
Regtoration (7th)
Resurrection (7th)

Numbers
(Mgor: Monks)

Analyze Balance (1st)

Caculate (1)

Personal Reading (1st)

Moment (2nd)

Music of the Spheres (2nd)
Etherealness (3rd)
Extradimensional Detection (3rd)
Moment Reading (3rd)
Tdethaumaturgy (3rd)

Addition (4th)

Dimensional Folding (4th)
Probability Control (4th)
Consequence (5th)

Dimensond Trand ocetion (5th)
Extradimensional Manipulation (5th)
Extradimensional Pocket (5th)
Physical Mirror (6th)

Seclusion (6th)

Spacewarp (7th)

Timelessness (7th)

Plant
(Major: druids, Minor: shamans)

Entangle (1)

Locate Animas or Plants (1<)
Pass without Trace (1<)
Shilldagh (1)

Barkskin (2nd)

Detect Snares & Pits (2nd)



Goodberry/Badberry (2nd)
Trip (2nd)

Warp Wood (2nd)

Plant Growth (3rd)

Slow Rot (3rd)

Snare (3rd)

Spike Growth (3rd)

Tree (3rd)

Hallucinatory Forest (4th)
Hold Plant (4th)

Plant Door (4th)

Speak with Plants (4th)
Sticks to Snakes (4th)
Antiplant Shell (5th)
Commune with Nature (5th)
Pass Plant (5th)

Liveoak (6th)

Transport Via Plants (6th)
Turn Wood (6th)

Wall of Thorns (6th)

Changestaff (7th)

Protection
(Major: clerics, shamans; Minor: crusaders)

Endure Cold/Endure Heat (1st)

Protection from Evil/Protection from Good (1st)
Ring of Hands/Ring of Woe* (1st)

Sanctuary (1<)

Resst Acid and Corrosion (2nd)

Resist Fire/Resist Cold (2nd)

Withdraw (2nd)

Line of Protection/Line of Destruction (3rd)
Magica Vestment (3rd)

Negative Plane Protection (3rd)

Protection from Evil, 10" Radius/Prot. from Good, 10’ Radius (3rd)
Remove Pardysis (3rd)

Spdl Immunity (4th)

Antiplant Shell (5th)

Impregnable Mind (5th)

Antianima Shell (6th)

Antiminerd Shell (7th)

Impervious Sanctity of Mind (7th)

Summoning
(Major: clerics, shamans)



Call Upon Faith (1st)

Draw Upon Holy Might (2nd)
Dusg Devil (2nd)

Messenger (2nd)

Summon Animd Spirit (3rd)
Abjure (4th)

Dimengond Trandocation (5th)
Dispel Evil/Dispel Good (5th)
Aerid Servant (6th)

Animate Object (6th)

Conjure Animds (6th)

Word of Recal (6th)

Exaction (7th)

Mind Tracker (7th)

Spirit of Power (7th)

Succor (7th)

un
(Major: druids)

Light/Darkness (1st)

Sunscorch (1)

Continual Light/Continual Darkness (3rd)
Starshine (3rd)

Blessed Warmth (4th)

Moonbeam (5th)

Rainbow (5th)

Sol’s Searing Orb (6th)

Sunray (7th)

Thought
(Major: Monks)

Emotion Read (1st)
Thought Capture (1st)
| dea (2nd)

Mind Read (2nd)
Emotion Control (3rd)
Memory Read (3rd)
Tdepathy (3rd)
Genius (4th)

Mental Domination (4th)
Modify Memory (4th)
Rapport (4th)
Solipsism (4th)



Thought Broadcast (4th)
Impregnable Mind (5th)
Memory Wrack (5th)
Mindshatter (5th)
Thoughtwave (5th)

Disbelief (6th)

Group Mind (6th)

Impervious Sanctity of Mind (7th)

Mind Tracker (7th)

Time
(Minor: Monks)

Know Age (1st)

Know Time (1st)
Hestation (2nd)

Nap (2nd)

Accelerate Healing (3rd)
Choose Future (3rd)
Unfailing Premonition (3rd)
Age Plant (4th)

Body Clock (4th)

Age Object (5th)
Othertime (5th)

Repeat Action (5th)
Time Pool (5th)

Age Creature (6th)
Reverse Time (6th)

Skip Day (6th)

Age Dragon (7th)

Travelers
(Mgjor: Shamans)

Know Direction (1st)
Aura of Comfort (2nd)
Lighten Load (2nd)
Create Campsite (3rd)
Helping Hand (3rd)
Know Customs (3rd)
Circle of Privacy (4th)
Tree Steed (4th)

Clear Path (5th)

Easy March (5th)
Monster Mount (6th)
Hovering Road (7th)



War
(Major: crusaders)

Courage (1st)

Morale (1st)

Emotion Perception (2nd)
Rally (2nd)

Adaptation (3rd)
Caltrops (3rd)

Fortify (3r

Entrench (4th)

L eadership/Doubt (4th)
Tanglefoot/Sel ective Passage (4th)
Disguise (5th)

Ilusory Artillery (5th)
Gravity Variation (6th)
[Hlusory Fortification (7th)
Shadow Engine (7th)

Wards
(Major: Crusaders, shamans)

Antivermin Barrier (1st)
Weighty Chest (1st)
Etheredl Barrier (2nd)
Frisky Chest (2nd)
Zoneof Truth (2nd)
Efficacious Monster Ward (3rd)
Invigbility Purge (3rd)
Squeaking Floor (3rd)
Thief’s Lament (3rd)
Zone of Sweset Air (3rd)
Fire Purge (4th)

Weather Stasis (4th)
Barrier of Retention (5th)
Elemental Forbiddance (5th)
Grounding (5th)
Shrieking Walls (5th)
Undead Ward (5th)
Crushing Walls (6th)
Dragonbane (6th)

Land of Stability (6th)
Tentacle Walls (7th)

Weather



(Major: Druids)

Feerie Fire (1st)

Obscurement (1st)

Cdl Lightning (3rd)

Weather Prediction (3rd)
Control Temperature, 10° Radlius (4th)
Protection from Lightning (4th)
Weather Stasis (4th)
Control Winds (5th)

Rainbow (5th)

Wegther Summoning (6th)
Control Westher (7th)

A
Ability score requirements
deric
crusader
druid
effect specidist
mege
monk
philosophy specidist
shaman
pecidist wizard
thaumaturgica specidist
Abjuration
school
Sensory sgnature
Abjurer
Accedlerated spdll progresson ability
Access
to schools
to schools ability
to spheres
to spheres ability
Acd
chart
critical gtrike
environmentd effects
sl effects
vighility
Acquiring proficiencies
Adminigration proficiency
Air school
Alchemica |aboratories



equipment costs
gze
Alchemig
library
Alchemy
proficiency
sage knowledge
school
Aliendion
Alienigs and summoners
insanity
optiond systems
recovering Spdl points
studying spdlls
All sphere
Alms proficiency
Altar
consecrating
location
materids
physica requirements
Alteration
school
Sensory Sgnature
Alternate sphere access ability
Amnesa
Anatomy proficiency
Animd empathy ability
Animd sphere
Apothecary
Approving new spells
Arcanigt
Arcanology proficiency
Architecture
sage knowledge
Areaof effect, new spdls
Armor
ability for wizards
cleric redtrictions
crusader
damage
druid redrictions
megica
monk restrictions
resrictions limitation
shaman



spdl use dbility

wizard redrictions
Armor Class

improvement ability
Armor-breaching spels
Armor-observing spdls
Art, sage knowledge
Artifice school
Artificer

library
Artifacts
Adrd sphere
Adtrology, sage knowledge
Asgtronomy, sage knowledge
Attack rolls, spells
Attack/offense qudities
Attraction
Automatic spel acquidtion ability
Awkward casting method limitation

B
Bard
sorolls
Specid abilities
spedid limitations
spell book
gpell point progression
spell point system
Behavior/taboo limitation
Bleading
Bligtered, injuries

Bodily dteration qudlities
Bodily augmentation qudities
Bonus spdls ahility
Bonus spel points

high Intelligence

high Wisdom

Specidist
Bookbinding proficiency
Botany, sage knowledge
Broken, injuries
Bruised, injuries
Building time, laboratory
Bureaucracy proficiency
Burned, injuries



Buying magicd items

C
Cdled shots
Cdling spirits
Cantrips
Cartography, sage knowledge
Casting odlls for greater effect
Cadting subtlety
Cading time
new spells
reduction ability
Catatonia
Ceremony proficiency
Ceremony/observance limitation
Channdllers
fatigue
optiond systems
recovering spdl points
sudying pdlls
Chaos sphere
Charm
school
sphere
Chemigtry, sage knowledge
Chilled, injuries
Cleric
sphere access
Cald
chart
critical gtrike
environmentd effects
spdll effects
vighility
Cold resistance ability
Collaterd spell effects
acd
cold
dectricity/lightning
fire
other
wind
Combat
critical strikes
spdl initiative



spdls

sphere

touch spdls
Combeat bonus ability
Common materids
Components

new spells
Concentration proficiency
Conditiond magic

negative conditions

optiond systems

positive conditions

recovering Spdls points
Conjuration

school

Sensory sgnature
Conjurer
Consecrating, dtar
Condtitution adjustment ability
Condriction

chart

critical dtrike
Control/charm qualities
Converting characters
Cost

laboratory

library

magicd items

other items

potions

researching spdls

sorolls

spdl component
Cregting

new spdls

sorolls
Creation sphere
Criticd grikes

combat pendties

knockdown

severity
Crusader
Crushed, injuries
Crushing

chart

critical gtrike



Cryptography, sage knowledge

D
Damage, equipment
Defilers and preservers
accumulating spells points
Oefiling
optiond systems
studying spdls
Ddirium
Ddusiond insanity
Dementia praecox
Describing new spells
Destroyed, injuries
Detect evil dbility
Detect magic ability
Detect undead ability
Difficult memorization limitation
Difficult spel acquigtion
Dimensond magic schoal
Dimendondigt
Diplomacy proficiency
Disorientation
Dispel &hility
Dissolved, injuries
Divingion
school
Sensory sgnature
sphere
Diviner
Dowsing proficiency
Druid
sphere access
Druidicd magic
Durétion, new spdlls

E
Earth school
Effects, new spells
Effects of faigue
Electricity
chart
critica strike
Electricity and lightning
environmentd effects



el effects
vighility
Elementa sphere
Elementdigt
Enchanter
Enchantment
Sensory sgnature
school
Enginesring, sage knowledge
Enhanced cagting leve ahility
Environmenta condition limitation
Equipment
damage
laboratory
Equipment costs
achemica laboratories
forges
research |aboratories
Evocation school
Exceeding spdl levd limit,
spell point system
Exiging fatigue
Exotic materids
Expert heder ability
Extended spdll duration ability

F
Facilities
other items
potions
scralls
Fandiciam limitation
Figue
Field searches, spell components
Finding books
Fire
chart
critical gtrike
environmentd effects
school
spdll effects
vighility
Fire/dectricd resstance ability
Fixed magick
Fixed theurgy



Folklore, sage knowledge
Followers ability
Force
mege
school
Forges
equipment costs
gze
Free magick
Free theurgy
Frogthitten, injuries
Frozen, injuries

G

Game-breaking characters
Genedogy, sage knowledge
Geography, sage knowledge
Geology, sage knowledge
Geometer

Geometry school
Glasshlowing proficiency
Grazed, injuries

Guardian sphere

H
Halucinatory insanity
Hazardous spdlls limitation
Heding

poultice

sve

sphere
Heding/restoration qudlities
Hearing, sensory signature
Heavy fatigue
Hebephrenia
Hedge wizards
Herddy, sage knowledge
Herbdist
History, sage knowledge
Hit point bonus ability
Homicidd mania
Hypnotism proficiency



I
I dentification of substances
|dentify plants and animals ability
llluson

school

Sensory Sgnature
lllusonigt
Immunity

ability

to charm ahility

to magic ability

to natura disease ability
Impact

chart

critical gtrike
Improved Hit Die ability
Incendiaries
Incinerated, injuries
Increased spell power limitation
Increased spdll progression

limitations
Influence/emotion qualities
Injured, injuries
Injuries

effects

specific

whole-body
Insanity

dienigts and summoners

recurring episodes
Inspire/enrage dlies ability
Intelligence, bonus spell points
Investigation proficiency
Invocation

school

Sensory sgnature
Invoker

K

Knockdown
critical strikes
number

Know dignment ability



L
Laboratory
equipment
location
maintenance
physica requirements
relocation
renting
wilderness
Languages, sage knowledge
Law
proficiency
sage knowledge
sphere
Lay on hands ability
Learning bonus ability
Learning pendty limitation
Leve requirements
other items
potions
sorolls
Library
care and protection
cost
finding books
gze
Light fatigue
Limited magical item use limitation
Limited sodl sdection limitation
Limited-use items
Location
dtar
laboratory
Loss of hit points, fatigue
Loss of spdl points, fatigue

M
Mage
Magic
cost
megicd items
rngs
schools
sorolls
Magica armor
Magicd items



artificer

cost

creation

identifying, artificer

ingredients

library

qualities

recharging

Hling

pecidids

trading
Magica items no PCs should creste
Magicd manipulation qudities
Magica wegpons
Magicks
Maintenance, laboratory
Magor bleeding
Mania
Manic-depressive
Materid spell components
Mathematics, sage knowledge
Maiter manipulaion qudities
Medicine, sage knowledge
Mdanchdlia
Mentd resistance proficiency
Mentdist
Meteorology, sage knowledge
Minor bleeding
Miscdlaneous magicd items
Moderate fatigue
Monk
Monomania
Monstrous spellcasters
Mortd fetigue
Movement qudities
Multi-classed characters
Multiple-function items
Music, sage knowledge
Myconology, sage knowledge

N
Necromancer
Necromancy
sensory signature
school
Necromantic sphere



No components ability
Noticing spdlls
Numbers sphere

@)

Observation proficiency
Oceanography, sage knowledge
Omen reading proficiency
Opposition school limitation
Oratory proficiency

Orison

P
Pdadin

specid abilities

spedid limitations

spdl point progression

spdl point system
Papermaking proficiency
Paranoia
Pass without trace ability
Perception qudities
Persgtent spell effect ability
Persuasion proficiency
Philosophy, sage knowledge
Phobia
Physcd requirements

atar

laboratory
Physics, sage knowledge
Panes

Inner, sage knowledge

Outer, sage knowledge
Plant sphere
Poison antidote
Potions

dchemigt

creating

library
Predtidigitation proficiency
Priegt

dtar

channdler

deric



crusader
conditiond magic
druid
druidicd magic
monk
multi-classed
mullti-classed speciaty
proficiencies
ritud prayer
shaman
specid dbilities
specid limitations
gpell point progression
spell point recovery
spd| points
Priegtly wizard ability
Processes, magicd items
Processes and materids
meagica wegpons
other items
potions
sorolls
Proficiencies
ability modifiers
character points
check modifiers
group crossover ability
new
priest
dots
wizard
Prolonged casting time, spdll points
Proposing new spells
Protection scralls
Protection sphere
Psychic trandocation
Purchasing agents, spell components
Purchasing spell components
Purify water ability
Purauit, insanity
Pyrotechnics

Q
Qudlities, magica items



R
Range increase ability
Range, new pdls
Ranger
specid abilities
specid limitations
gpell point progression
spell point system
Rare materids
Read magic ability
Recharging magicd items
Recovering from fatigue
Recovering spdl points
dienigts and summoners
channellers
conditiona magic
ritud prayer
warlock and witch
Reduced hit points, limitation
Reduced spell knowledge limitation
Reduced spell power
limitation
spd| points
Reducing spell cogt, spell points
Relocating |aboratory
Research bonus ability
Research laboratories
equipment costs
gze
Research
other items
potions
proficiency
sorolls
spdls
Researching spdlls
cost
success or failure
time
Res g energy drain ability
Resstlance/defense qudities
Rings
Ritud prayer
accumulating spdll points
optiond systems



recovering Spdl points
Rods
Rule of common sense

S
Sage knowledge proficiency
Saving throw, new spdls
Scarcity, spell components
Schizophrenia
School knowledge ability
Schoal of magic, sage knowledge
School specidization ability
Schools and spheres, new spells
Schools of effect
ability requirements
cregting new
pecidids
Schools of magic
Schools of philosophy
ability requirements
creating new
specidist
universd magic
Schools of thaumaturgy
ability requirements
specidist
Scribe proficiency
Scroll use ability
Scralls
bard
creating new
geometer
Secret language ability
SHling megicd items
Sensory signature
schools
drength
Severe bleeding
Severefatigue
Severed, injuries
Severity, critica strikes
Shadow
mage
school
Shaman



spiritsand
Shapechange ability
Shattered, injuries
Shidd, damage
Sight, sensory sgnature
Sgnature Spdls
Singed, injuries
Sngle-function items
Sngle-ueitems

Sze

achemica laboratories

forges

library

research |laboratories
Sashing

chart

critica strike

Sower cading time limitation
Smell, sensory sgnature
Sociology, sage knowledge
Song
mege
school
Specid abilities
bard
delayed acquisition
paadin
priest
ranger
wizard
Specid cadting conditions, spell points
Specid limitations
bard
paadin
priest
ranger
wizard
Specidist
abjurer
adchemig
artificer
conjurer
dimensondis
diviner
dementdist
enchanter



force mage
geometer
illusonig
invoker
mentaist
mongirous
multi-classed wizard
necromancer
schools of effect
schools of philosphy
schools of thaumaturgy
shadow mage
Song mage
transmuter
wild mage
wizards
Spell book
bard
wizard
Spell components
acquistion
cost
lig
purchasing
purchasing agent
scarcity
scavenging
goring
Spdll cost in spdll points
spheres of access
Spell point progression
bard
paadin
priest
ranger
wizard
Spell point system
dienigs and summoners
bard
cantrips

cadting spells for greater effect

channdlers

conditiond magic
defilers and preservers
druid

exceading the spdll leve limit



guiddines
minor spheres of access
paladin
priest
prolonged casting time
ranger
reduced spell power
reducing spdll cost
ritud prayer
specid cadting conditions
pecidids
spell cost
warlocks and witches
wizard
Spell research library
Spellcasters, monstrous
Sdls
gpproving and modifying new
armor-breaching
armor-observing
attack ralls
knockdown dice
proposing new
subtlety modifiers
Spheres of access
Spirit powers ability
Spirits, shaman
Stages of descent, warlocks and witches
Staves
Storing spell components
Strike location
Struck, injuries
Sudying sodls
dienigts and summoners
channdlers
defilers and preservers
warlocks and witches
Subtlety rating
Success or failure
other item cregtion
potion creation
scroll creation
gpell research
Summoning
qualities
school



sphere
Sun sphere
Supernaturd condraint limitation
Supplies, laboratory

T
Tactics of magic proficiency
Tdisman limitation
Tadte, sensory Sgnature
Thaumaturgy proficiency
Theology, sage knowledge
Theurgies
Thief ailities (ability)
Thought sphere
Time
other item creation
potion creation
scroll cregtion
spell research
Touch, sensory sgnature
Toxicology, sage knowledge
Trading magicd items
Transmuter
Travelers sphere
Turn undead &bility

U

Unarmed combat, monk

Unarmed combat skills ability
Undead lore proficiency

Universa magic school

Unreliable casting method limitation

V
Vibration
chart
critica srike

W

Wands

War sphere
Wards sphere



Warlock and witch
optiond systems
recovering Spel points
stages of descent
sudying spdls
Warrior ability bonuses ability
Water school
Wesgpon redtriction limitation
Wegpon sdlection ability
Wegpon specidization ability
Weather sphere
Whole-body injuries
Wild mage
Wild magic school
Wind
environmentd effects
gl effects
visibility
Wisdom, bonus spdll points
Wise women
Wizard
dienigs and summoners
bonus spell points
channellers
defilers and preservers
laboratory
mege
multi-classed
multi-classed specidist
proficiencies
specid abilities
specid limitations
Specidist
spell book
spell point progression
spdl points
warlock and witch
Wizard magicd item use ability
Wizardly priest dbility

Wounding

chart

critica drike
Z

Zoology, sage knowledge



