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I ntroduction

No concept is more fundamental to the ADVANCED DUNGEONS & DRAGONS®
2nd Edition game than magic. And no character class better personifies the art of magic
than its primary practitioner, the wizard. No class is more chdlenging, few are as egant,
and in the hands of a credtive player, noneis asfascinating. The AD& D® 2nd Edition
Player's Handbook and DUNGEON MASTER® Guide explained dl of the basic
information necessary for playing wizard characters. In this book, well expand on that
information, adding more details and options and offering afew new variations. For
instance, well be taking acloselook at dl the schools of magic, examining their
advantages and disadvantages, their requirements and benefits, and the types of
charactersthat are best suited for particular specidizations. Since the schools of magic
aren't limited to those presented in the Player's Handbook, well show you how to creste
your own schools from scratch.

Well discuss ways to persondize your wizard characters and describe entire
campaigns centered on wizardly concerns. If you've been bemoaning the lack of spellsfor
certain specidigts, such as diviners and necromancers, worry no more -- we've added
plenty of new spellsjust for them.

For the Dungeon Magter, wéelll offer some tipsto help fine-tune his skills as areferee,
covering such topics as the adjudication of illusions and how to establish guiddines for
magicd research. Well explain how spdls are cast underwater and in other planes of
existence. And for players and DMs dike, well take a close look at combat and how it
relates to wizards.

Think of thisbook as a smorgasbord of ideas. Everything here is optional. Pick and
choose whatever's most gppedling, make changes to suit your campaign, and experiment
with variations of your own design. It's your game and your world -- we're hereto help
you make it as entertaining as it can be.

Throughout this book, weve used male pronouns as a matter of convenience. Thisis
not intended to exclude females -- in dl cases, read "his’ as"hisor her," and "he" as"he
or she. " For those of you usng The Complete Wizard in conjunction with the origind
AD&D gameingtead of the AD& D 2nd Ediition game, this supplement mentions many
page numbers from the Player's Handbook and the DUNGEON MASTER Guide. The
page numbers cited refer to the AD& D 2nd Edition books. Those players using the old
books will have to ignore these page references, but in most cases, you can find the
relevant materia by consulting the indexes or contents pages of the origina books.

Chapter 1: Schoolsof Magic

In this chapter, well take a close look at the various schools of magic, anayzing their
srengths and weaknesses, examining their spdlls, and sizing up their specidigts. Well
aso look at the minor schools and explore the implications of abandoning a school. The
schools of magic add many interesting possibilities to a campaign. But not every wizard



is destined to be a specidist, and not every player wants to play a specidist character. So
let's begin with abasic question

To Specialize or Not to Specialize?

The mogt crucid decision a beginning wizard must make is whether to specidizeina
school of magic or instead opt for the life of amage. Each hasits advantages and
disadvantages. For instance, the mage has a chance to learn any new spdll he encounters,
but the specidigt’s opportunities are more limited -- he cannot learn pells from schools
that arein opposition to his own. The specidist has dricter racia and ability requirements
than the mage, but he also has better saving throw bonuses.

The choice to specidize can have profound effects on awizard's role in the game, and
players should think carefully before committing their characters to a school of magic.
Following are afew pointsto congder.

Ability Scores

A wizard must meet certain ability requirements to become a specidist. For instance, a
wizard with a Dexterity of 15 can't become an illusonist. But even if low ability scores
haven't diminated dl of the specidization choices, the player should ill ook &t his
character's Intelligence score and see how it affects his chance of learning spdlls. An
Intelligence of 9 means that the character will have a 50 percent chance to learn pdlls of
his specidity based on the norma 35 percent chance to learn anew spdl for an
Intelligence of 9 (Table 4 on page 16 of the Player's Handbook ) plus a 15 percent bonus
for being a specididt.

An Intelligence of 17 means that the character will have a 90 percent chanceto learn
pdls of his specidty (the normd 75 percent chance for an Intdligence of 17 plusa 15
percent bonus for being a specidist). Notice that the 15 percent bonus helps the character
with the lower Intelligence more than it does the character with the higher Intelligence;
the bonus boogts the Intelligence 9 character's chance from 35 to 50, an increase of more
than 40 percent, while the Intelligence 17 character's chance isincreased from 75 to 90,
which isaboost of only 20 percent.

Clearly, the lower the Intdligence of awizard, the more specidization helpsto
increase his chance of learning pdls. Thisis somewhat offset by the specidist's
limitations to which spells he can learn (he can't learn pdlls from oppositiona schoals),
but over the course of acampaign, alow Intelligence wizard stands a good chance of

learning more spdlls by specidizing
1st-L evel Bonus Spell

A 1st-leve specidist begins with two spells, but a 19t-level mage beginswith only
one. This differenceisinconsequentia over the course of along campaign, but it can be
sgnificant if playing ashort adventure with low-level characters

Per sonality and Background of the Player Char acter



Some aspect of the player character's persondity might suggest whether he's best
suited for the life of amage or that of aspecidist. An impulsive, overeager character
might lack the patience for the sudious life of a specidist. Conversdly, athoughtful,
scholarly character might find the life of amage too confining. A character who comes
from along line of mages might want to continue the family tradition. A character whose
brother was killed by an evil specidist NPC might want to study the same school to
prepare himsdlf for a confrontation with the murderer

Accessto Mentors

Doesthe wizard character have easy access to a mentor of his preferred school? Isthe
mentor inill hedth, is his city under Sege, or is his future otherwise in question?
Although there are ways to learn spells without a mentor (or magic academy), the wizard
may want to think carefully before committing to a specidization if he can't depend on
the availability of his mentor (or academy) for consultation and further training.

Party Composition

If the character's party aready includes one or more mages, the wizard might choose a
specidization to give the party awider variety of character types. If the party issmal, it
might be less risky to become a mage so that the character has accessto spdls of dl the
schools. Are there other player-character wizards with spell books they'd be willing to
share? Would a specidist or amage have a better chance of learning those spdlls? (If one
PC wizard is a conjurer, his spell book probably won't be useful to a PC wizard who
wantsto be adiviner.)

Player Preference

A player might want to run awizard of a particular specidty just because he's never
tried it before, and that's as good a reason as any to choose a specidist over amage

Chanceto Learn Spells

Consder the opportunities that mages and speciaists have to learn new spells, perhaps
the most compelling difference between them. Asillustration, compare a mage with an
Intelligence of 9 and an illusonigt with an Intdligence of 9. The mage has a 35 percent
chance of learning each new spell he encounters, regardless of its school. Theillusonist
has a 50 percent chance of learning illusonist pells, a 20 percent chance of learning
dteration, divination, enchantment/charm, and conjuration/summoning spells (this
percentage reflects the 15 percent pendty for learning spells from other schools). The
illusonigt has no chance of learning spells from the schools of invocation/evocetion,
apjuration, or necromancy, since these schools are in opposition to the school of illuson.

Assumethat in atypica adventure, the mage and theillusonigt esch have the
opportunity to learn 16 new spells from discovered spell books, NPC wizards, and other
sources. Also assume that of these 16 spdlls, two are from each of the eight schools. The
mage has a 35 percent chance of learning each of these spdlls, meaning that he islikely to



learn five or 9x of them. Theillusonigt is denied the chance to learn six of them (from
the oppositiona schools); he has a 50 percent chance of learning two of them (meaning
heislikely to learn one of the two), and a 20 percent chance of learning eight of them
(meaning heislikely to learn two spdlls). In this example, the mage learns Sx spdls,
whiletheillusonis learns only three.

It doesn't improve for specidists with higher Intelligence scores; a Intelligence 16, for
ingance, amage will learn about 12 of the 16 spells, while the illusonist will learn
goproximetely eight of them.

Of course, the specidist receives a bonus spell when he advances aleve, and the
differences are less severe for certain speciaties (diviners, for instance, are denied access
to only one school). But over the course of atypicad campaign, amage will likely learn
far more spdls than a specidist

Short Adventurevs. Long Campaign

Since there is no meaningful difference between amage and a specidist in their
abilities to cast the spells they know, wouldn't the wise player dways chooseto play a
mage? Not necessarily. In the long run, the specidigt’s experience bonus, saving throw
bonuses, and acquired powers (see the listings in the school descriptions below) make
him afar more formidable opponent than the mage. Additiondly, the limits on the
number of spells awizard can use and know mean that the specidist will eventudly catch
up to the mage in these aress.

One guiddine for deciding between a mage and a specidist might be to consder a
mage if playing a short adventure. But for alengthy campaign, a specidigt is probably the
best bet; not only will he prove to be a more effective party member, but a character with
focused gods and gptitudes will be more interesting to play

About the Schools

Following are details about specidigts for each school of magic. Each includesthe
following information:

Description: This section explains the generd effects created by spells from the
schooal, dong with how the magicad energy is channdled.

Specialist Name: The common name for a specidigt of this school.

Allowed Races: Only humans, gnomes, eves, and haf-eves can be specidigts, and
not al races are able to gpecidize in every school. This entry indicates which races are
eigible to specidize in aparticular schoal.

Ability Requirements. Though dl schools require aminimum Intelligence of 9, each
has an additiona minimum requirement in ancther ability and islisted here.

Saving Throw Modifiers. Because of their familiarity with the arcane arts, specidigts
are ableto ress the effects of certain forms of magic. Additiondly, their opporents are
less able to resst certain spells cast by specidigs rather than non-specidists. These are
listed here.

Bonus Spellsand Acquired Powers: These are the pecid abilities and extra spdlls
that specidists automatically receive when they reach high leves. (The use of acquired
powersis an option only; a the DM's discretion, he can diminate them from his



campaign, or even develop othersfor high-leve specidids. )

Oppositional Schools: The specididt is unable to learn spells from these schools. He
isaso forbidden to use magicd items that duplicate the effects of schoolsin oppostion
to his own school.

Spell Analysis: This section discusses the spells available to the school, including
their generd types and their overdl usefulness to the wizard. For convenience, spdllsare
divided into three categories. Low (1st-3rd level), Medium (4th-6th level), and High (7th-
oth leved). The mogt versatile and powerful pdlls are designated as the "Most Desirable”
for each of these categories.

Ethos. This section details the wizard's relationship to society, his goads and vaues,
his overd| philosophy, how he spends histime, and hislikely role in an adventuring
party. Since certain types of people tend to veer toward the same fields of study, some
persondity descriptions common to specidists of the school are aso included.

Note that these are genera guidelines only, and any number of exceptions are possible,
but they can be used to help the player shape his character's persondity or hdp him
decide which school seems most appropriate for the character he hasin mind

Abjuration

Description: Spdls of this school focus magica energies to provide protection. This
protection can take a number of forms, including warding off specific types of weapons
or crestures and discouraging or dispelling enemies. The school aso includes avariety of
spellsinvolving avoidance and repellence. Abjuration spells concentrate on diminating
or hindering sources of potential harm rather than repairing damage.

Specialist Name: Abjurer.

Allowed Races: Only humans can be abjurers. It's speculated that the natural magica
resstance of elves, haf-eves, and gnomes prevents them from mastering abjuration
dls.

Ability Requirements. A wizard must have strong intuition and exceptiona
willpower to master abjuration spells as reflected in ahigh Wisdom score. Specidigtsin
this school must have a minimum Wisdom of 15.

Saving Throw M odifiers: All opponents modify their saving throws by -1 when
attempting to save againgt an abjuration spell cast by an abjurer. An abjurer addsa +1
bonus when saving againg abjuration spells.

Bonus Spells and Acquired Powers: An abjurer can memorize an extraspdll at each
spell leve, providing that at least one of the memorized spdllsis from the school of
abjuration; thus, a 1st-leve abjurer can memorize two spells. When an aojurer reaches
17th leve, he acquires immunity to dl forms of hold spells and adds a +1 bonus when
saving againgt poison, pardyzation, and desth magic. When an abjurer reaches 20th levd,
his mastery of magica protective forces has become so powerful that his Armor Classis
raised from 10 to 9. Heis il forbidden to wear armor.

Oppositional Schools: An abjurer cannot learn spells from the schools of dteration
andilluson.

Spell Analysis: The abjurer has alimited number of spells from which to choose,
particularly in the lower levels. Thislack of options makes low-level abjurers among the
weakest of beginning wizards. To compensate, he should acquire afew low-levd spdls



from other available schools as early in his career as possible. Offensive spdlls-- that is,
gpdlsthat inflict dameage-- from the school of dteration are especialy good choices, such
as burning hands, shocking grasp, strength, and Melf's minute meteors. As he reaches
higher levels of ability and is able to take advantage of the more powerful abjuration

gpells available to him, an abjurer should become less dependent on pells from other
schools.

There are three generd types of abjuration spells: protective, digpdling, and dismissa.
Protective spdls include those that offer protection from creatures (such as protection
from evil), those that protect against wegpons (such as protection from normal missiles),
and those that protect againgt certain types of magic (such asminor globe of
invulnerability). Dispeling spells cause the dimination of specific magica effects, such
as dispel magic and remove curse. Dismissa spells cause the removd of certain
creatures, such as dismissal and banishment.

Since the mogt effective abjurations are those offering the greatest protection, it seems
that the dismissal spdlls are the most desirable-- after dl, they get rid of the attacker
atogether. However, dismissa spells are effective only againgt very specific types of
attackers, such as banishment 's dismissd of extraplanar creatures. Unless the wizard
anticipates encountering the type of creature affected, a dismissal spell won't be helpful.
Since protection spells usudly affect only asingle individud, the best dl-purpose
abjurations are the dipdling spdlls, dispel magic for instance, employed againgt a magic-
wielding enemy protects not only the cagter, but the entire party.

The abjurer is at a disadvantage when attacking. There are very few abjuration spells
that inflict damage ether directly or indirectly. But in terms of defensive capabilities, the
abjurer is second to none. When aparty is exploring potentially dangerous territory, the
abjurer makes anided point man, placing him in an excdlent position to create defenses
againg attackers. The abjurer, like dl wizards, has apoor Armor Class, making him
extremely vulnerable to damage. A comrade with alot of hit points and alow AC should
accompany the abjurer near the front of the party, ready to intercept attacks and act asthe
abjurer's bodyguard.

Abjurers dso operate wel in conjunction with other wizards. While the abjurer casts
magica defenses, afellow wizard can concentrate on creeting megica offenses. When
traveling, abjurers make good guards for hel pless NPCs, such as smal children and
elderly citizens. Does the party have a treasure map, a vauable gem, or other prized
possession? With his repertoire of protective spells, the abjurer may be the best person to
carry them.

Most Desirable Spells: Low-Levd: Dispel magic isnot only the best of the low-leve
abjuration spells, it should be a part of any wizard's arsend (excluding, of course, those
gpecidigts to whom abjuration is forbidden). Dispel magic can effectively disarm many
opponents, and it can aso negate harmful or potentidly harmful magical devices.
Abjurerswould do well to acquire this spell early in their careers. Protection from evil is
another useful spell, consdering how often atypical party encounters evil creatures and
evil NPCs. Of the two 3rd-leve protection spells, an ajurer will likely find protection
fromevil, 10" radius to be more helpful than protection from normal missiles, snce he
will probably have more opportunities to use the former than the latter. Note that
protection from normal missiles can be extremdy helpful when traveling through
primitive areas where the inhabitants are more likely to use rocks and spears than swords



and maces.

Medium-Levd: Fire trap not only offers superb protection, it's one of the few
abjuration spells capable of inflicting damage. Avoidance has the twin advantages of
being reversble and permanent. Anti-magic shell is generdly preferable to globe of
invulnerability; not only doesit last longer, it's stronger and takes lesstime to cast.

HightLeve: Spell turning and Serten's spell immunity are extremely powerful spells
that should be useful in any hodtile environment. In mogt Stuations, prismatic sphereis
the best high-level aojuration spell; it not only provides avariety of defenses, it isdso
cgpable of blinding most opponents and inflicting a Szesble amount of damage.

Ethos: Concerned with protection, abjurists have a deep reverence for life and are
attracted to philosophies stressing compassion and selflessness. Accordingly, most
abjurers are of good aignment. Evil-digned abjurers are often toadies of an intimidating
evil warrior or in the service of a more powerful wizard of another school. Abjurers tend
to be thoughtful, orderly, gentle-natured, and soft-spoken, going out of their way not to
attract attention.

Of dl the wizards, abjurers seem to have the strongest family ties. Abjurerstake
comfort in the security of marriage and often choose their mates a an early age; many
abjurers have ten or more offspring. Owing to their mastery of protective forces, aojurers
tend to live to aripe old age; it's not unusud to find abjurerswell into their eightiesin
adventuring parties.

Abjurers make their homes anywhere, but prefer smal villages to large cities. Because
of their kind hearts and generous spirits, abjurers are held in high esteem by society in
generd. Abjurers commonly earn aliving as guides, bodyguards, merchants, and teachers

Alteration

Description: Spdlsof this school enable the caster to channel magica energiesto
cause direct and specific change in an existing object, cresture, or condition. Alterations
can affect a subject's form (polymor ph other), weight (feather fall), abilities (strength),
location (teleport without error), or even his physcd well-being (death fog).

Specialist Name: Transmuter.

Allowed Races: Only acaster with human blood can channel the magica energies
necessary for dteration spdls. Hence, only humans and hdf-elves can become
transmuters.

Ability Requirements. Because dteration spells have somewhat more complex
somatic components than spells from other schools, awizard needs a Dexterity score of
at least 15 to become atransmuter.

Saving Throw Modifiers: All opponents modify their saving throws by -1 when
attempting to save againgt an dteration spell cast by atransmuter. A transmuter addsa +1
bonus when saving againg dteration spells cast by others.

Bonus Spells and Acquired Powers: A transmuter can memorize an extraspd| at
each pd| levd, providing thet &t least one of the memorized spdlsis from the school of
dteration. When atransmuter reaches 17th level, he receives one extra non- weapon
wizard proficiency of his choice; thisisin addition to the number of non-weapon
proficiencies heis normaly alowed. When he reaches 20th leve, he receives another
extra non-wegpon wizard proficiency. If the wizard aready has dl of the non-weapon



wizard proficiencies available to him when he reaches level 17 (or level 20), he may take
agenerd norn-wegpon proficiency instead.

Oppositional Schools: A transmuter can't learn spells from the schools of abjuration
and necromancy.

Spell Analysis: No school has awider variety of spells than the school of ateration,
making the transmuter the most versatile of dl the specidigts. The available spells can be
assigned to six generd groups.

1. Defendve Spdls. This group of protective spdls offers defensve capabilities
rivaling those of the abjuration school. This group includes spdls that limit an opponent's
ability to attack, such as fog cloud, solid fog, slow, and darkness, 15' radius, and aso
spellsthat provide direct protection to the caster and his party, such as stoneskin and
Leomund's tiny hut.

2. Offensve Spells. This group includes spdls such as strength and haste which
increase the party's chance to inflict damage, and spells such as Melf's minute meteors
and death fog which inflict dameage directly.

3. Mohility Spells. This group includes fly, blink, passwall, and teleport and other
spells that improve the caster's ability to move from place to place.

4. Security Spells. This group enables the caster to protect objects and places, and
incdludes spdlls such aswizard lock, guards and wards, and Leomund's secret chest.

5. Tdent Spdlls. This group gives the caster (or aperson of the caster's choice) a
temporary taent, usudly one that duplicates a specia ability of another creature or race.
Such spdlsindude infravision, water breathing, and tongues.

6. Speciad Spdlls. This group encompasses awide range of spells that don't fit into into
any of the previous categories, such as magic mouth, mending, message, and fool's gold.
Because of the variety of spells available, atransmuter can assume a number of different
rolesin an adventuring party. For instance, a transmuter who knows a number of
offendve spells can bettle effectively dongside a party'swarriors. A transmuter who
knows afew mobility spellsin addition to some offengve spells makes an especidly
impressive combatant (imagine a flying transmuter soaring to the top of atree, then
cadgting Melf's minute meteors a an unsuspecting enemy). With a supply of defensve
gpells, atransmuter can assume many of the functions of an abjurer. A transmuter with
spider climb, deeppockets and knock is agood substitution for athief; add polymorph
self and passwall, and you'd be hard-pressed to find a better spy. The transmuter aways
runs the risk of being overwhemed by the sheer volume of available spdls and making
haphazard or ill-informed decisions about which spdlls he learns and memorizes.
Therefore, he must take care to balance his spell choices with the needs of his party.

Most Desirable Spells:

Low-Levd: Of the 1¢-leve spdls, burning hands is anice choice for an offengve
gpell snceit has alonger range than shocking grasp and does more damage &t higher
levels. Chromatic orb is abetter choice yet. With its reversible option, enlarge givesthe
transmuter awedth of options and is particularly useful in combat since it affects damage
rolls. Fog cloud and pyrotechnics both have two different forms, essentidly giving the
transmuter two spells for the price of one. Fly expands the transmuter's strategic options
and is perhaps the best al-around low-leved dteration spell. Both slow and haste can
influence melee combat dramaticaly, since anumber of subjects are affected a the same
time.



Medium-Leve: Polymorph self and polymorph other can disguise friendly characters,
intimidate enemies, and in the case of polymorph other, greetly enhance the party's
chance of combat success, since the subject's Armor Class and attack routines can be
improved by the spell. Death fog and disintegrate are powerful offensive spells, and
teleport isafirg-rate mobility spel. Of the medium-level spells, there are none better
than Tenser's transformation, assuming the transmuter has adagger or staff a hand to
take advantage of his increased attack effectiveness, and Mordenkainen's lucubration,
which gives the transmuter access to any 14-leve through Sthrlevel spdll used in the
previous 24 hours.

High-Leve: Incendiary cloud is aterrific offensve spdl, and shape change and time
stop are both helpful in avarigty of Stuaions. The most useful high- leve pdl is
probably polymorph any object, snceit can duplicate the effects of many other spells,
induding polymor ph other, transmute rock to mud, and stone to flesh.

Ethos: Wizards drawn to the specidty of dteration are typicdly curious, sharp-
minded, and deeply andyticd. Fascinated by putting things together and taking them
gpart again, they are naturd tinkerers, more interested in objects than in people.

Transmuters generdly aren't prone to profound philosophic indghts, as their minds are
more attuned to how things work than how a society functions. To atransmuter, a person
is essntidly acomplicated, difficult-to-understand machine. They are obsessive
collectors, excdlent scholars, and clear thinkers. According to atransmuter, the only
congtant in the universe is change; concepts of good and evil are relative, dependent on
existing conditions, and seldom permanent. Forces of good and evil are congtantly a
work on neutraity, but snce good causes less disruption than evil, good is preferable.
Consequently, many transmuters are of good dignments.

Eager to explore the world around them, transmuters are willing members of
adventuring parties. They are loya followers but reluctant leaders, since they have
trouble making decisons based on ingtinct done. Although loyd to their friends, they
seldom establish close relationships. Married transmuters are few.

Transmuters are most comfortable in large cities where they have accessto avariety of
supplies, consultants, and other resources for their udies. Most societies welcome
tranamuters, generaly congidering them to be emationdly distant but harmless
eccentrics. Transmuters commonly earn their livings as teachers, advisors, inventors, and
manufacturers of medicines, potions, and other preparations

Conjuration/Summoning

Description: This schoal includes two different types of magic, though both involve
bringing in matter from another place. Conjuration spdlls produce various forms of non-
living matter. Summoning spells entice or compel cregtures to come to the caster, aswell
as dlowing the cagter to channd forces from other planes. Since the casting techniques
and ability requirements are the same for both types of magic, conjuration and
summoning are considered two parts of the same school.

Specialist Name: Conjurer. A specidist who has learned only summoning spells
sometimes cdls himsdf asummoner, but thisis merdy amatter of semantics and has no
bearing on the specidigt’s ahilities, redrictions, or effectiveness.

Allowed Races: A wizard must have human blood to be a conjurer. Therefore,



humans and hdf-edves can specidize in this schooal, but eves cannnat.

Ability Requirements: A wizard must have exceptiona staminato spend alifetime
cadting conjuration and summoning pells, snce heis at times tgpping into his own life
force in order to create conjured matter or lure summoned cregtures. Therefore, awizard
must have a Congtitution score of at least 15 to specidize in this school.

Saving Throw Modifiers: All opponents modify their saving throws by -1 when
attempting to save againg a conjuration or summoning spell cast by aconjurer. A
conjurer adds a +1 bonus when saving againgt conjuration spells or attacks from creatures
or forces created by summoning spells.

Bonus Spellsand Acquired Powers: A conjurer can memorize an extra ol at eech
spell leve, providing that at least one of the memorized spellsis from the school of
conjuration/summoning. When a conjurer reaches 17th leve, he no longer requires any
materid components to cast conjuration and summoning spells. When a conjurer reaches
20th leve, he gains the ability to ingantly dispd crestures conjured by an opponent who
has used a monster summoning spell or its equivalent. The conjurer can dispd up to 10
Hit Dice worth of creatures with this ability; only crestures with 5 HD or fewer are
affected (therefore, the conjurer could dispel two 5 HD creatures or ten 1 HD creatures,
but not a6 HD creature). The conjurer can use this ability up to three times per day by
pointing at the creatures to be affected and concentrating.

Oppositional Schools: A conjurer cannot learn spdlls from the schools of greater
divination and invocation/evocation.

Spell Analysis: Although the conjurer doesn't have an excessve number of specidty
gpells from which to choose, spdlls of the conjuration/summoning school are among the
most potent of al, comparable only to the school of necromancy in sheer power.

Though useful in awide variety of Stuations, conjuration/summoning pdls are
particularly effective in combat, Snce the mgority of them are cgpable of inflicting
damage.

Generdly, conjuration spdls such as Melf's acid arrow inflict damage directly, while
summoning spdlls, such as monster summoning, use an intermediary force or mongter to
attack opponents. Direct attacks have the advantage of immediacy; Melf's acid arrow, for
indance, issent directly at itstarget. Indirect atacks using an intermediary have the
advantage of versdtility; giant rats summoned by monster summoning | can be directed to
attack the stationary Opponent No. 1, then can be ordered to run down the fleeing
Opponent No. 2.

Many summoning attacks require the continua participation of the conjurer; he can't
control his summoned creatures if he can't communicate with them. Thisis especidly
crucid with spells such as conjure elemental, where the summoned creature will turnon
the conjurer if the conjurer breaks his concentration.

Conjurers who learn alarge number of gpellsto summon creatures are better in large
parties, the more companions he has, the more protection he has avalable if aneed arises
for his comrades to run interference, heping to ensure that his concentration remains
unbroken. When traveling, such conjurers should remain in the center of the party,
traditionally the safest spot. As members of smaller parties, conjurers are more effective
knowing a variety of conjuration/summoning spdlls, particularly those that inflict damage
directly; a conjurer with only one or two companions may find it difficult-- and
dangerous-- to cast conjure elemental.



Most Desirable Spells:

Low-Leve: Melf's acid arrow, summon swarm, and flame arrow are excdlent
offengive spdls, but monster summoning | isthe prize -- a clever conjurer should find
numerous uses for, say, eight giant rats.

Medium-Levd: The mongter summoning spells are the best. Conjure elemental,
Mordenkainen's faithful hound, and summon shadow can turn the tide in just about any
battle with low or medium level opponents.

High-Levd: This group includes what most wizards condder to be the most prized
gpdll of any school, wish. Limited wish is nearly as potent.

Because DMs vary widdly in how they handle wishes, players with conjurer characters
might want to discuss with their DM his parameters for adjudicating these types of spdls.
(See the Spdl Commentary section in Chapter 7 for more about wishes.) In addition to
wishes, high-level conjuration/summoning spells offer the conjurer some extremely
powerful offensve spdls. The dl-around best in combat are power word, kill; prismatic
sphere; and the monster summoning spdls.

Ethos: Because of the great power they wield, most conjurers are utterly convinced
that their specidty is superior to dl others. [llusion and divination are trivid, dteration
and invocation are inconsequential, abjuration and enchantment are too week, and
necromancy is too repulsive. Though tending toward smugness and arrogance, conjurers
are also confident, courageous, and bright.

Conjurers tend to rely on summoned crestures to perform difficult tasks for them;
hence, many conjurers grow flabby as the years pass. Many consider conjurersto be
downright lazy.

Conjurers recognize the importance of keeping evil in check, and most are of good
aignment. Evil conjurersflourish, however, particularly those who maintain contact with
evil entities summoned from other planes of existence.

Conjurers speak their minds fredy and have little patience for the opinions of those
they consder to beinferior; it takes aleader of proven worth and unyielding strength to
earn the respect of aconjurer. In an adventuring party, conjurers tend to prefer action to
discussion, and attacking to negotiating. Conjurers relish every opportunity for combat in
order to demongtrate their power.

Since conjurers have little interest in associating with common people, they prefer to
livein isolated areas of the countryside. Most consider children a nuisance, so even the
few conjurers who marry typicaly remain childless by choice.

Asde from magicd research, conjurers shun dl activities that would normaly
condtitute a career or occupation. When funds are low, conjurers can aways summon
crestures to fetch treasure for them

Enchantment/Charm

Description: Similar to the school of conjuration/summoning, this school
encompasses two generd types of spells. Both types imbue their subjects with magica
energy to create specific effects. Charm spdls induce changes or influence the behavior
of creatures, usudly dtering thelr subject's mental or emotiona states. Enchantment
gpdlsinvest non-living objects with magica powers. Neither charm nor enchantment
gpells have any effect on their subject's physica form.



Specialist Name: Enchanter.

Allowed Races: Humans, hdf-elves, and elves can al become enchanters.

Ability Requirements: Sinceinfluencing the will of othersisin part a manifestation
of the cagter's persond charm, awizard must have a Charisma of at least 16 to specidize
as an enchanter.

Saving Throw Modifiers: All opponents modify their saving throws by -1 when
attempting to save againgt an enchantment/charm spell cast by an enchanter. An
enchanter adds a +1 bonus when saving againgt enchantment/charm spdlls.

Bonus Spellsand Acquired Powers: An enchanter can memorize an extra spell a
each spdll leve, providing that at least one of the memorized spellsis from the school of
enchantment/charm. When an enchanter reaches 17th leve, he acquiresimmunity to al
formsof charm spells. When an enchanter reaches 20th level, he gains the ability to cast
apecid free action spdll once per day. The enchanter can cast this spell on himsdf or
any creature he touches. No materia components are required for this spell and the
cadting timeis 1; the enchanter merely touches the subject to be affected and
concentrates. WWhen enchanted with free action, the subject is able to move and attack
normally for one hour, even under the influence of a spdl that impedes movement such
asweb or slow. The spell negates the effects of hold spells. Underwater, the subject
moves a norma surface speed and inflicts full damage with wegpons, provided that the
weapon iswielded and not hurled.

Oppositional Schools: An enchanter cannot learn spells from the schools of
invocati on/evocation and necromancy.

Spell Analysis: The enchanter has a moderate number of pells from which to choose,
mogt of them emphasizing defensive rather than offensive effects. Not only can this
school of spells be divided into charms and enchantments, the spells can aso be divided
into those that affect only a single person or object, and those capable of affecting a
group.

Generdly, the group-affecting Sodls are more useful to the enchanter, but he must
consder their ranges and durations when deciding which spells to learn and memorize.
For ingtance, both ray of enfeeblement and Tasha's uncontrollable hideous laughter are
2nd-level enchantment/charm spdlls that inflict pendties on the attack and damage rolls
of opponents. Ray of enfeeblement affects only one creature, while Tasha's laughter
affects dl those within a30-foot cube. But note that even though Tasha's laughter inflicts
ahigher damage pendity, it lagts only asingle round (dthough the effects essentidly
carry over into the next round). Ray of enfeeblement lasts 1 round/level; when cast at
higher levels, this spell can be extremely debilitating. And though the 60-yard range of
Tasha's laughter makes the range of ray of enfeeblement look disma by comparison (10
yards + 5 yards/leve), note that a higher levels, the range of ray of enfeeblement
increases dramatically, while the range of Tasha's laughter stays the same.

The shortcoming of the enchantment/charm catalog is the lack of offensive spells.

Only ahandful of them are cgpable of inflicting damage. This usudly defines the
enchanter's role in an adventuring party as defensve. Aswith the aojurer, it should be
noted that with hislow AC, the enchanter is extremely vulnerable to attacks. A
bodyguard with ahigh AC or alot of hit pointsis more of a necessity than aluxury for an
enchanter. Unlike an abjurer, whose defensive spells operate more or less automatically,
the enchanter's defensive spells often require him to take an additiond action after they



are successfully cast. A hypnotized victim, for instance, needs to be told what to do, as
does a subject affected by suggestion. Charmed creatures may smply stand and stare
unless directed otherwise by the caster. Clearly, the most effective enchanters are those
who are creative, quick-thinking, and vigilant.

Most Desirable Spells:

Low-Leve: Nearly dl of the low- level enchantment/charm spdlls are defensive. The
best are those that alow the enchanter the most latitude in the number of crestures he can
affect, such as hypnotism, sleep, scare, and Tasha's uncontrollable hideous laughter.
Though it affects only one creature, suggestion can be an extremey useful spdl inthe
hands of a credtive cagter; with aduration of 1 hour + 1 hour/levd, it's dso among the
longest-ladting low-level spdlls. Medium-Leved: Enchanted weapon is one of
the few offengve spdls available in this school, a valuable addition to any enchanter's
repertoire. Charm monster and hold monster have the advantage of being able to affect a
variety of opponents. Magic mirror effectively subdtitutes for acrystal ball and other
scrying devices. Mass suggestion and eyebite have the most possbilities of dl the
medium-level spellsin the hands of a credtive cadter.

High-Levd: Unfortunatdy, few high-level enchantment/charm spells are available to
the enchanter. For their variety of uses, antipathy-sympathy, binding, and mass charm are
the best dl-purpose spdlls. In lieu of aconjurer, demand essentidly functionsasa
conjuration spell.

Ethos: With their high Charisma, enchanters tend to be the most physicdly attractive
and personable of dl the specidigts. They are sengtive, passionate, and caring. They
believe in the sanctity of life and share the druid's love of nature. Most enchanters see
themselves as protectors of the helpless and advocates of the weak, but there are some
who see thelr mastery of enchantment magic as evidence of their inevitable ascendance in
the world. Notably, there are ample numbers of good and evil enchanters, but few neutra
ones.

Enchanters are commonly the voice of reason in adventuring parties. They are often
able to devise options and solutions that have eluded their companions. They are
excdllent team-players, superb negotiators, and shrewd bargainers. They enjoy fine arts
and good conversation, and are fascinated by magic in dl itsforms. It is not unusud for
an enchanter to acquire dozens of close friends. Though deeply romantic, enchanters
often marry late in life, asthey are reluctant to settle down with just one person.

Fond of the smple life, enchanters usudly live in modest homesin smal villages
They spend much of ther time tinkering with magical potions and devices, commonly
earning money as counsdlors, teachers, and farmers

Greater Divination

Description: This school includes avariety of spellsthat reved information that
would otherwise remain hidden or secret. Greater divination spellsreved the existence of
specific items, creatures, or conditions, as well as information about the past, present, and
future. This school aso includes spdllsthat contact creatures from other planes of
existence, but do not induce direct action from those crestures.

Specialist Name: Diviner.

Allowed Races: Elves hdf-dves, and humans are dl digible to specidize as diviners.



(Note that Table 22 on page 31 of the Player's Handbook isincorrect-- gnomes cannot be
diviners)

Ability Requirements: A wizard must have a strong intuition and exceptiond
willpower to master divination pdls, reflected in a high Wisdom score. Specidigtsin
this school must have a minimum Wisdom score of 16.

Saving Throw Modifiers: All opponents modify their saving throws by -1 when
attempting to save againgt adivination Spell cast by adiviner. A diviner adds a +1 bonus
when saving againg divinaion spells or any magica devices that duplicate these effects.

Bonus Spellsand Acquired Powers: A diviner can memorize an extraspd| a each
spell levd, providing that a least one of the memorized spdllsis from the school of
divination.

When adiviner reaches 17th leve, he acquires immunity to al forms of scrying spells,
such as ESP and know alignment, aswdl asimmunity againgt magica items that
duplicate these effects. An opponent using ESP on a 17th leve diviner has no more
success than if he were attempting to read the mind of a stone. An opponent using
clairaudience on an unseen 17th level diviner neither receives information nor becomes
aware of the diviner's presence.

When adiviner reaches 19th leve, he recelves the ability to cast aspecid find traps
gpell three times per day. The spell has an area of effect equal to a 10-foot-path up to a
range of 30 yards. To cast the spell, the diviner must merely point in the desired direction
and concentrate; no verba or materia components are required. Similar to the 2nd-leve
priest spell, find traps reveds the existence of al normally concedled magica and
mechanica traps, including darms, glyphs, and similar spells and devices. The diviner
learns the genera nature of the trgp (magica or mechanica) but not its exact effect or
how to disarmiit.

When adiviner reaches 20th level, he receives the ability to cast agpecid divination
spell once per day. To cast the spell, the diviner must concentrate for one full turn; no
verba or materid components are required. Similar to the 4thlevel priest spell,
divination reveals aussful piece of advice concerning a specific god, event, or activity
that will occur within the next seven days. The revelation may take the form of an omen,
ashort phrase, or acryptic verse, but it dways reveds specific advice. In dl cases, the
DM controls the type of information reveded and whether additiond divinations will
supply additiona information. The base chance for a correct divination is 80 percent,
adjusted by the DM for unusua circumstances or extreme requests (such as adiviner
trying to learn the exact location of a powerful artifact). If the dice rall fails, the diviner
knows that the spdll failed, unless specific magic yidding false informetion is & work.

Oppositional Schools: The diviner is denied access to the school of
conjuration/summoning.

Spell Analysis: The variety of spdls available to the diviner is more restricted than
any other school or specidist. Offengve spdlls-- that is, those that inflict damage on
opponents either directly or indirectly -- are nonexigtent for this school. Defensive spells
that either inhibit an enemy's attack ability or provide direct protection for the diviner and
his companions are likewise unavallable. This doesnt mean that the diviner isusdesson
the battlefidd; it meansthat his strength lies dsawhere.

Asagatherer of information, the diviner iswithout peer. A diviner can anticipate
unexpected dangers, can separate the truth from lies, and is exceptiondly effectiveasa



py. He can bolster his party's defenses by derting them to the presence of normaly
undetectable opponents. Although the repertoire of divination spellsis rdatively small,
the diviner has access to more schools than any other specididt.

There are two genera groups of greeter divination spdlls. One group includes spells
that reved information about a specific object or creature, such as ESP and |ocate object.
A second group revedsinformation about any type of object or creature within the range
of the spdll; this group includes detect invisibility and clairvoyance.

Most Desirable Spells:

Low-Levd: All 13-leve through 4th+leve divination spells are part of the lesser
divination school, and are available to al schools. These are discussed in more detail in
the Lesser Divination section below. However, awell-rounded diviner will have detect
magic, read magic, and ESP included in his repertoire; know alignment and clairvoyance
are dso important basic divination pells.

Medium-Leve: All of the medium-levd divination pdls are strong, with legend lore
and true seeing likely to get the most use. Contact other plane isavduable spdl if the
diviner's party lacks a conjurer or other wizard capable of contacting extraplanar
Creatures.

High-Levd: With only a handful of high-level greeater divination spells, the diviner has
few choices. Note that foresight is one of the few divination spells that offers the diviner
protection from harm.

Ethos: Diviners are perhgps the wisest of dl wizards. Ther investigationsinto the
world around them and their perusa of events of the past and the future empower them
with abase of knowledge and ingght rivaed only by the most learned scholars. A diviner
typicaly possesses adriking ingght into the workings of men's minds, few are better
judges of character than diviners.

Divinerstend to be cautious and deliberate in their actions. Because their divinations
have taught them that men are prone to hiding their true fedings and mativations, many
diviners are suspicious and distrustful, sometimes to the point of cynicism. Those
diviners who dlow distrust and cynicism to overwhelm them tend to be of evil dignment.
Those who accept man's ambiguous character as a part of the natural order tend to be of
neutra aignment. Those who maintain faith in man's innate goodness tend to be of good
dignment.

Diviners are not predisposed to the adventuring life, and accept such a career only
reluctantly. They are not natural combatants; in fact, wizards lacking in physical prowess
are drawn to divinaion more than any other specidty. Still, diviners make vauable
additions to adventuring parties; their judgement, cunning, and plain common sense are
welcome commodities. A party must take care to provide protection for diviners since
they usudly lack any sgnificant ability to defend themselves.

Diviners are loners a heart and do not make close friends easily. They rardly raise
large families. Diviners of good dignment generaly harbor no ill fedings againgt other
people, and will usualy assst them when asked. Still, they prefer to live done in remote
areas Where they can conduct their research and investigation undisturbed. Stone towers
on dliff sdes or aop high hills are idedl resdencesfor diviners. Though they show little
interest in materid possessons, diviners earn money by charging for their services as
seers, fortune-tellers, and finders of lost objects and persons



[llusion

Description: Spellsfrom the school of illusion bend redlity to create gpparent changes
in the environment, in the caster, or in other persons or creatures. These pells do not
cause red changes as dteration spells do, but instead alter the way that creatures and
persons perceive redity. This school includes both illusion and phantasm spells (the
differences are discussed in the Spdll Analysis section below).

Specialist Name: Illusonig.

Allowed Races: Humans and gnomes are eigible to become illusonids. It's not clear
why elves and hdf-elves are unable to specidize in this schoal, though some speculate
that the same inborn magica resistance that helps make them immune to charm spells
aso limitsther ability to focus the magica energy needed to create illusions.

Ability Requirements. The somatic components of most medium-leve and high+level
illusons require precise physca manipulations. Therefore, to specidize asanillusonis,
awizard must have a minimum Dexterity score of 16.

Saving Throw Modifiers: lllusonists add a+1 bonus when rolling saving throws
agang any type of illuson. Opponents suffer a- 1 pendty when rolling saving throws
againg illuson/phantasm spdlls cast by an illusonist. These modifiers are only used
agang illusons where saving throws are gpplicable.

Bonus Spdlsand Acquired Powers. Anillusonis can memorize an extraspd| at
each spdl| leve, providing that at least one of the memorized spellsis from the school of
illuson.

When anillusonigt reaches 18th level, he adds a+1 bonus when saving againgt
illusons cast by norillusonigs. (Since thisisin addition to his natural +1 modifier, his
saving throw bonus againgt these attack forms effectively becomes +2.)

When anillusionist reaches 20th level, he acquires the ability to cast a specid dispel
illusion spell three times per day. The spell has arange of 30 yards and a casting time of
1. To cast thispdll, the illusonist merely points at the subject and concentrates, no
somatic or materid components are required. This spell enables the illusionist to dispel
any type of phantasmal force, including those augmented by audible glamer; however,
dispd illusion is effective only on phantasmal force spells cast by non-illusonigs.

Dispel illusion has a base chance of success of 50 percent. For each level of experience
that the illusonist exceeds the cagter of the phantasmal force, the chance of successis
increased by 5 percent. For each leve the caster exceedstheillusonigt, the chanceis
reduced by 5 percent. (For instance, if a 20th-leve illusionist attemptsto dispe a
phantasmal force created by a 15th-level mage, the illusonist’s chance of successis 75
percent.) If anillusonig casts dispel illusion a a subject that isn't an illuson, thereisno
effect, but the attempt counts againgt the illusonist's daily limit of dispel illusion spells.

Oppositional Schools: Anillusonist cannot learn spells from the schools of
necromancy, invocation/evocation, and abjuration.

Spell Analysis: Spells of this school can be grouped into two genera categories:
illusons and phantasms. Illusions are Spdlls that Smulate redity, cregting artificia
conditions of light, color, sound, and scent. Audible glamer isan example of anilluson
that smulates sound. In generd, the lower-leve illusons are of limited use in combeat
gtuations, providing neither direct protection from damage nor the ability to inflict
damage on opponents. Though mogt illusions create only the appearance of redity, some



high-level spdllstap extradimensiond forcesto create illusions with physica substance,
cgpable of inflicting damage and otherwise interacting with the redl world. Shadow
mongersis an example of a quas-red illuson. These are the mogt useful types of illuson
spellsin combat, as they can create illusionary creatures to attack opponents and execute
an assortment of other tactical actions. Another type of illusion focuses extradimensiond
forcesto dter the physica form of the caster. Wraithform is an example. These are
especidly good defensive spdlls, as they protect the caster from avariety of attack forms.

Phantasms are the second generd group of illusion spells. Phantasms directly
mani pulate the perception of their victims. Phantasms do not create images, they induce
responses. Spook is an example of a phantasm that induces the response of fear.
Phantasms are aso good defensive spells, more so than illusons that dter the caster's
form, since they can affect anumber of opponents within a given range.

Because spdls from the schoal of illuson are mainly concerned with the creation of
images and are of limited use on the battlefidd, many fed that illusonigts are the weskest
of dl the specidigts. In abroad sense, however, no school provides awizard with more
options, Sncein most cases, illuson spdls are limited only by the caster's imagination.

For instance, consider the 19t-leve illuson spdl phantasmal force. A dull-witted wizard
might congider this a usdess godl; after dl, itsillusons have only visud components. A
dlent monster might scare away a nervous bandit, but what else can you do with it?
Plenty, answversthe cregtive illusionist, and the effects aren't confined to the battlefied.
Here are some examples:

- The party isbeing pursued by a hoard of orcs. The wizard uses phantasmal force to
cregte theilluson of awal of bramble bushes behind the party to dow down the
pursuers. Alternately, he creates a swarm of wasps, a cloud of ominous green gas,
or apool of quicksand to dow them down.

The hungry party wantsto catch some fish for the evening med. They havelines
and hooks, but no bait. The wizard uses phantasmal force to create a colorful,
gparkling lure.

The party wishesto lure an enemy into a cave for an ambush. The wizard uses
phantasmal force to create theilluson of greet treasure just ingde the cave and --
in goes the greedy enemy.

The wizard has met a beautiful damsel whom he wishes to impress. He takes her to
a secluded woodland and uses phantasmal force to create the illuson of a patch of
beautiful wild flowers

Most Desirable Spells:

Low-Levd: Phantasmal force, ventriloquism, improved phantasmal force, and
spectral force are the most versatile low- leve illusonist spells when wielded by a
creative caster. Joook, invisibility, wraithform, and invisibility, 10 radius are excellent
defensve spdlls.

Medium-Leve: With access to 4th-level and higher splls, the illusonist becomes a
strong combatant, as he can take advantage of powerful, quas-red illusons such as
phantasmal killer, shadow monsters, demi-shadow monsters, shadow magic, demi-
shadow magic, and shades. The options for the creativeillusonist dso expand, with
access to the complex creetions possible with minor creation, advanced illusion, major
creation, permanent illusion, and programmed illusion.

High-Levd: Unfortunately, the number of spells avallable to theillusonist drops



dramaticdly at higher levels. Shadow walk isinvadudbleif the wizard anticipatestrave to
the plane of shadow; in certain Stuations, it o functions as an effective banishment
spdl. Mass invisibility can mean the difference between victory and defest in combat
involving alarge number of participants. S mulacrum has the mogt possihilities of dl the
cregtion illusons, while weird can be the most deedly of dl the offensveilluson spdls.

Ethos: Illusonigts tend to be flamboyant, outgoing, and self-assured. Remarkably
credtive, they enjoy art, literature, poetry, and music, and many are accomplished artists
in their own rights. Though their gptitude for scholarly pursuitsis as high as any other
gpecidid, illusonigts tend to spend less time involved in research, preferring the
company of people to the isolation of the [aboratory.

[llusionigts have sharp minds, but they are not particularly deep thinkers. Pragmatic by
nature, they accept the impermanence of dl things, believing that any attempt at
developing an dl- encompassing philosophy to explain the meaning of exisenceis
ultimately futile and therefore awaste of time. lllusionigts tend to be of good and neutra
dignments, snce wizards inclined toward evil usudly opt for a pecidization they
perceive as being more powerful.

Because of their forceful personaities and sharp minds, illusionists make good leaders
of an adventuring party, but they aso make equaly good lieutenants and strategists.
Because low-level and medium-leve illusonigs usudly lack defensve spdls, aparty
must provide bodyguards or other protection to keep them hedlthy; such illusionists are
best kept in the center of the party when traveling.

[llusonigts enjoy the husgtle and bustle of urban life, and usudly maintain well-
furnished homesin the heart of a city. They usudly have ahost of friends and
acquaintances, and are loyd and loving spouses. [llusionigts earn aliving as entertainers,
artists, mercenaries, teachers, and shopkeepers

| nvocation/Evocation

Description: Thisschool includes two types of spdls, both of which use magica
energy to create specific effects by bringing forth specia forces that the caster shapes into
congtructs of energy or congiructs of matter. Evocation spells use the naturd magica
forces of the planes. Invocation spells cal on the intervention of powerful
extradimensiond beings.

Specialist Name: Invoker.

Allowed Races: Only humans are able to incorporate the complimentary energies
necessary to master the spdlls of this school. Therefore, only humans are digible to
become invokers.

Ability Requirements. Because of the powerful energiesinvolved, alifetime of
cadting invocation/evocation spellsis extremdy stressful to awizard's hedlth. A
minimum Condtitution of 16 is necessary to specidize as an invoker.

Saving Throw Modifiers: All opponents modify ther saving throws by -1 when
attempting to save againgt an invocation/evocation spell cast by an invoker. An invoker
adds a +1 bonus when saving againgt invocation/evocation spells.

Bonus Spellsand Acquired Powers: Aninvoker can memorize an extraspell at each
spdl leve, providing that & least one of the memorized spdlsis from the school of
invocation/evocation. When an invoker reaches 17th level, he gains an additional +1



bonus when saving againgt invocation/evocation spells or againgt magica devices
duplicating the effects of these spells. With his naturd saving throw modifier, this
effectively raises hisbonusto +2. When an invoker reaches 20th level, he gains another
+1 bonus when saving againg invocation/evocation spells, effectively raising his bonus
to +3.

Oppositional Schools: The invoker is denied access to spells from the schools of
enchantment/charm and conjuration/summoning.

Spell Analysis: This schoal offers the specidist arange of spdls of staggering power.
In fact, no school has awider variety of offensve spdlsavailable a dl levels,

The high-leve offengve evocation spdls are nothing short of devadtating; asingle
meteor swarm for ingtance, can inflict up to 160 hit points of damage. Accordingly, an
invoker can be thought of asthe wizardly equivaent of the mightiest fighter; when armed
with arepertoire of invocation/evocation spells, the invoker is easily among the game's
most powerful characters.

The invoker aso has access to a number of potent defensive spells. Some of these
provide protection against specific types of attacks, such as shield and fire shield, while
others offer protection by hindering the actions of al enemies within the range of the
spdll, such aswall of fog and shout. Generdly, the spdlls hindering enemy actions will
prove to be more useful than spdlls protecting against a specific type of attack, unlessthe
invoker suspects that he will be encountering specific types of mongters. For ingtance, if
fire lizards roam the land, it's prudent to memorize fire shield.

A wiseinvoker redizes that the strongest spells are not necessarily the best ones. For
instance, assume that a 10th-level invoker and his party are about to venture into an
unknown area where large numbers of hogtile creatures are rumored to live. Though the
cregtures are numerous, they're also rumored to be low-level, perhaps no more than 3 HD
each. Theinvoker has both lightning bolt and Melf's minute meteorsin his spdll book --
which of the two will be the most helpful ? The damage caused by a single lightning bolt
exceeds that of minute meteors, but the lightning bolt can be used only once, while
minute meteor s enables the invoker to make up to ten attacks. A typica 3 HD monster
has about 12 hit points. Undoubtedly, the lightning bolt will wipe out a3 HD monder,
but much of the lightning bolt's power islikely to wasted. With luck, the minute meteors
will disable numerous 3 HD mongers.

It iswise to memorize powerful single-shot offensive spells (such as lightning bolt and
fireball) when the party expects to encounter high-level mongters, and to memorize
multiple-shot spells (such as chain lightning and Melf's minute meteors) capable of
disabling a number of opponents when low-level mongters are expected.

Though the invoker wields great power, it'simportant to remember that his Armor
Classis no better than that of any other specidist. An invoker armed with lightning bolt,
fireball, and arange of other formidable offensve spdlsis till vulnerable to attacks. A
party who repeatedly sends their invoker on dangerous assignments alone or an invoker
who consigtently volunteers for such assgnments is tempting fate; asingle trap or
successfully executed ambush can easly mean the end of hislife.

Most Desirable Spells:

Low-Levd: Magic missile is the most potent 1t-leve offensive spell. Fireball,
lightning bolt, and Melf's minute meteors are killers, perhaps the best low-levd offensve
spells of any school. Wall of fog and web are the best low-leve offensve spdls.



Medium-Levd: There are three medium-leve spells whose multiple forms make them
particularly atractive; interestingly, they dl are dl cold-based spells. These include ice
storms (two forms), wall of ice (three forms), and Otiluke's freezing sphere (three forms).
Dreamisasmilarly attractive spell, snce the invoker dso gains accessto its reverse,
nightmare. Shout, wall of iron, and Tenser's transformation are dl effective as both
offengve and defensive spells. Cloudkill and chain lightning are excellent additions to
any invoker's arsend.

High-Leve: Limited wish islimited only by the imagination of the caster and the
parameters set by the DM (see the discussion of wish spdllsin Chapter 7 for more
information). Binding, with its Six different forms, is aterrific defensve spdl. All but the
mightiest of opponentswill yield to an invoker armed with one or more of the following:
Bigby's clenched fist, incendiary cloud, Bigby's crushing hand, energy drain, and meteor
swarm.

Ethos: The school of evocation/invoceation attracts the most serious-minded, intense,
and determined wizards. Mogt are Sngle-mindedly devoted to the mastery of their craft.
Invokers of good dignment devote themsdalves to using their skills to promote goodness
and diminate evil, willing to sacrifice their livesif necessary. For evil-digned invokers,
the magic of invocation isthe key to their ascendancy; to them, good is weakness and
evil is strength. Because specidigts of this school are men and women of extreme
philosophies, invokers of neutrd dignment are rare.

Invokers are natural leaders: fearless, ingpiring, and authoritative. Their courage on the
battlefield is without peer, and they perform as aggressors alongside the most able
fighters. Since they are introgpective, soft-spoken, and emotionaly distant, invokers
seldom establish strong persond relationships.

Invokerswill live anywhere they can maintain their privacy. Common people
willingly leave them done, fearing their power and even regarding them as dangerous,
and invokers do little to dispd this reputation. They shun materid possessions, needing
only enough funds to finance their research. They primarily earn money as teachers,
though they will occasondly sgn on as members of adventuring partiesin order to find
treasure

Necr omancy

Description: This powerful school involves spells dedling with degth and the dead.
These spdisdrain vitdity from living creatures and restore life functions to unliving
creatures. Bones, blood, spirits, and apparitions are al associated with the magica
energies shaped and controlled by the specidists of this schoal.

Specialist Name: Necromancer.

Allowed Races: Asin the schodl of invocation/evoceation, only the spirits of humans
incorporate the energies necessary to magter the pells of necromancy. Therefore, only
humans are digible to become necromancers.

Ability Requirements. Since only the most enlightened, strong-willed, and intuitive
wizards can become speciaists of this school, necromancers must have aminimum
Wisdom of 16.

Saving Throw Modifiers: All opponents modify their saving throws by -1 when
attempting to save againgt a necromancy spell cast by a necromancer, or againg an attack



from an undead creature either created or controlled by a necromancer. A hecromancer
adds a +1 bonus when saving againgt necromancy spells, or againgt any attacks made by
undead cregtures.

Bonus Spellsand Acquired Powers: A necromancer can memorize an extra pd| at
each spdl leve, providing that at least one of the memorized spdlsis from the school of
necromancy. When a necromancer reaches 17th level, he adds another +1 bonus when
saving againgt necromancy spells or againg any attacks made by undead crestures. With
his natural +1 bonus, this effectively raises his saving throw bonusto +2.

When a necromancer reaches 20th leve, he gains the ahility to cast a pecia form of
speak with dead once per day. To cast the spell, the necromancer must merely point to the
subject and concentrate for one round; no verba or material components are necessary.
The spell enables the necromancer to ask questions of asingle dead creature and receive
answers according to the knowledge of that cresture. The cresture can not have died more
than 100 years ago, and the caster must be able to converse in alanguage that the dead
creature formerly used. The necromancer can converse with the dead creeture for one full
turn and can ask up to four questions.

Regardless of the creatures leve or aignment, it receives no saving throw againg this
spdl. However, the creature will be as evasive as possble, tending to give brief and
sometimes cryptic answers.

Additiondly, the cresture's knowledge is usudly confined to what it knew inlife (it
cannot convey information about what may have happened to it after its death).

Oppositional Schools: The necromancer cannot learn spells from the schools of
illuson and enchantment/charm.

Spell Analysis: Though the school of necromancy has ardatively smal number of
pells, they are among the most potent available to any of the specidigts. In terms of
sheer power, the necromantic spells compare to those from the school of
invocation/evocation.

Necromantic spells can be sorted into three generd groups. One group includes spells
thet imbue the caster or a person of the caster's choice with specid abilities smilar to the
effects of certain enchantment and ateration spells. Chill touch, enervation, death spell,
and finger of death are examples of thistype of spdll. The mgority of this group are
extremey powerful offensve spells, death spell and finger of death in particular are
effective againgt awide range of opponents. A necromancer armed with arepertoire of
these spdlls bolsters his party's offensive cgpabilities consderably. Reincarnation can be
congdered part of this group, Snce it imbues the subject with a specid ability; namely, a
second chance &t life.

A second group of necromancy spells includes those that create creatures or physical
forces to fight on the caster's behdf. Spectral hand and animate dead are examples.
Summon shadow is dso included in this group, dthough in this case, an actud cregtureis
summoned rather than created. Since these spells enhance the caster's ability to inflict
damage on opponents, they can be considered offensive spdls.

A third group of necromancy spells enables the caster to affect the actions of other
creatures, usualy undead. Hold undead, contagion, and control undead are examples.
Since these spdlls inhibit the attack capabilities of the affected creatures, they can be
consdered defengve spdls, dthough in the case of control undead, the affected creatures
can aso be used to attack enemies.



The mgority of the necromancer's spells probably won't come from just one of these
groups. More likely, he will acquire anumber of spells from each of these groups over
the course of his career. Though dl of the necromancy spells are extremey powerful, in
most cases, the offensive spdlls are his best choices, since their power hasno pardld in
gpells from other schools (for instance, it would probably take a Sth-level wish to
duplicate the effects of a 6th-levd death spell).

The necromancer doesn't exhibit much magica srength until he reaches the higher
levels. A low-levd necromancer of 6th level or lower might contribute little to a party's
defensive or offengve capailities. A low-level necromancer requires extra protection
from his companions, he must dso adopt aredidtic attitude about his effectivenessin
combat and avoid taking unnecessary risks. However, once the necromancer gains access
to the middle-level and higher-level spells (at 6th-level and above), his capabilities
increase a aragpid rate. He needs only to live long enough to get there.

Most Desirable Spells:

Low-Levd: Thelow-leve spels are somewhat week, dthough chill touch, spectral
hand, and vampiric touch are dl good offensve spells. Hold undead and detect undead
will beinvaugbleif the wizard or his party will be venturing into catacombs, buria
grounds, or other places where such creatures are likely to be encountered.

Medium-Levd: All of the spellsin this group are exceptiondly strong. Magic jar and
reincarnation are unique in their utilities, their powers comparable only to that of awish.
Death spell, enervation, summon shadow, animate dead, and contagion dl have avariety
of uses on the battlefield.

High-Levd: There are only afew high-level necromancy spels, but dl of them are
extremely potent. Control undead, finger of death, and energy drain can make the
mightiest opponents tremble. Wizards planning to employ clone should carefully
consder thetime it takes to use; though the casting time is only asingle turn, it can take
up to eight months for the clorne to grow.

Ethos: The necromancer exhibits afascination with life and death that borders on the
obsessive. Heistypically brooding, humorless, and withdrawn. Casua acquaintances
consider him to be cold and hostile, but those who befriend the necromancer may come to
know him as a caring, complex individua whose emotions run deep. The necromancer
can be avaued and trustworthy companion, but he is aso prone to bouts of depresson so
extreme that it becomes difficult for him to interact with others to any meaningful degree.

Continual exposure to forces associated with undead creatures can have a corrupting
effect on wizards with even the dightest inclinations toward evil. Consequently, the
number of evil-aligned necromancersis rumored to far outweigh the number of those of
good aignment. Neutra necromancers are virtudly non-exigent; in generd, a
necromancer ether has awill strong enough to resst the lure of darkness, or he submits
to the corruption and devotes himsdlf to alife of evil.

Befriending a necromancer will try the patience of even the most understanding
character. Since necromancers prefer solitude to companionship, and silence to
conversation, it islittle wonder that few of them have spouses; the best mate for a
necromancer is another necromancer.

In spite of their reticence, most good- aigned necromancers are unshakable in their
determination to confront and extinguish evil and will join like-minded individuas to
undertake these types of missions. Understandably, necromancers make poor leaders, but



they are vauable additions to adventuring parties. Not only do necromancerswield
unmatched power, their familiarity with the world's dark forces makes them virtualy
fearless. On the other hand, much to aleader's chagrin, a necromancer does not aways
follow orders automaticaly; a necromancer who disagrees with his party's strategy may
amply drike out on his own.

Necromancers live asfar from civilized regions as they can, establishing resdencesin
ancient castles, deep caverns, or even abandoned crypts. They spend most of their time
engaged in arcane research, reading, studying, and writing.

Necromancers seldom have careers, though they occasiondly earn money as teachers
and mercenaries. High-level necromancers Smply order undead creatures to fetch them
treasure when funds are low

Abandoning a School

With the DM's permission, it is possible for awizard to abandon a specidty, but the
regtrictions and pendties for doing so are severe

M ages

Mages cannot abandon their careers to become specialists. Once awizard decidesto
become amage, he must remain so for the duration of his career

Specialists

Any specidist can abandon his school, but only to become amage. A specidist cannot
become a specidist from adifferent school. A specidist's decision to abandon his school
to become amage is permanent -- under no circumstances can he again become a
specidig of hisorigind school. A specidist kegps dl of the spell bonuses that he had
prior to his conversion, but receives no more bonus spells after he abandons his school to
become a mage. He loses dl saving throw bonuses a the time of his converson (for
ingance, he no longer recelves a +1 bonus when making saving throws againgt pdlls of
hisformer specidty that are cast by other wizards).

Once he abandons his school, aformer specidist's chances of learning new spells are
affected asfollows:

- When attempting to learn aspdll of hisformer specidty, he no longer receives a
bonus (e.g., an illusonist who abandons his school no longer receives a+15
percent bonus when attempting to learn illuson spells).

When attempting to learn spells from other schools, he till suffers a pendty (e.g.,
anillusonigt who abandons his schoal Hill has a-15 percent pendty when
attempting to learn spdlls from the schools of dteration, grester divination,
enchantment/charm, and conjuration/summoning).

When atempting to learn spdls from schools in oppogtion to hisformer specidty,
his chance is computed according to the following formula:

Percent chance = 1/2 (base chance to learn a spell -15 percent)



For ingtance, aformer necromancer with an Intelligence of 13 wantsto learn an
illuson spell. Since necromancy is one of the schools that was in opposition to his former
schooal, his chance to learn the spell is 1/2 (55-15), which equals 20 percent.

A Word About Minor Schools

Lesser Divination

The divination splls of 4th-level and below are collectively known as the school of
lesser divination. Lesser divinaion is consdered to be aminor school of magic; that is,
wizards can't become specidistsin lesser divination.

Theterm"minor” is used informaly in this context. It means that specidists from any
school are alowed to learn and use these spells. Many of the lesser divination spdlls, such
as detect magic and read magic are basic to the practice of magic. Others, such as
identify, ESP, and know alignment are vita to the basic repertoire of any specidist.
Without access to the spells of lesser divination, awizard's ability to function would be
frugtratingly limited, particularly a the lower leves.

At first glance, the existence of the school of lesser divination would seem to reduce
the role of the diviner; after dl, no other school dlows al specidists such easy accessto
their low-level spells. However, an examination of the requirements for al schools shows
that only the conjurer has grester divination as an opposition school; every other
specialist has access to the low-level divinaion spells. In practice, the existence of the
minor school of lesser divination serves only to give the conjurer access to the low-leved
divination gpdls.

Although al specidigts can learn lesser divination Spells, they cannot learn them any
more eadily or effectively than they can learn spells from schools other than their own.
All nontdivinerslearn lesser divination sodls a a pendty of -15 percent on the
Intelligence Table (Table 4, page 16 PHB); for instance, ether aconjurer or anillusonist
with an Intelligence of 15 has a 50 percent chance of learning any given lesser divination
spell.

All lesser divination pdlls are dso considered to be part of the school of greater
divination. Therefore, adiviner has a 15 percent bonus on the Intelligence Table to learn
lesser divination spdlls, for ingtance, a diviner with an Intelligence of 15 hasan 80
percent chance of learning any lesser divination spell.

New Minor Schools

Do other minor schools of magic exist? That's a decison for the DM. Depending on
the DM's style and the parameters of his campaign, he could select asmal group of spells
and assgn them to aminor school. For ingtance, aminor school of lesser illusons could
indude dl illusons of 1g-leve through 3rd-level. A minor school of lesser
abjuration/necromancy could include al abjuration and necromancy spells of 1< leve.

To add color to the campaign rue, the DM might want to creete a historica
explanation for the existence of any new minor schoals. It's possible, for instance, that the
minor school of lesser illusons was cregted by the adminigiration of an academy of
magic to accommodate students who lacked the aptitude to become full-fledged



illusonigts. The minor schoal of abjuration/necromancy might have been developed by
an ancient clan of good-digned wizards to help protect them from attacks by ariva band
of abjurers dlied with aforce of undead.

All wizards, regardless of their speciaty, should have access to the spells of any minor
school. If he wishes, the DM may assign bonuses and pendties to the various specidists
chances of learning the spells of arelated minor school. Some possihilities follow.

A specialist has a 15 percent (or 30 percent) bonus, a non-specidist hasa 15
percent (or 30 percent) pendlty.

A specidist has a 30 percent bonus, a nonspeciaist has a 30 percent pendty.
Both the speciaist and the non-specidist have 15 percent (or 30 percent) bonuses.

Careful judgement should aways be exercised when adding new minor schools.
Remember that the more access characters have to magic, the more powerful they
become. And the more powerful the characters are, the harder it is for the DM to maintain
play baance. In generd, the following two guiddines should apply:

A minor school should indude only a handful of low-level spdls, none of them
higher than 4th-level. Four or five 15-level spdls, two or three 2nd-leve spdls,
one or two 3rd-level spells, and one or two 4th-leve spells are sufficient.

A campaign should include no more than two minor schoals. (Note than in dmost
every campaign, one of the two minor schools will be lesser divination.)

Chapter 2: Creating New Schools

The Player's Handbook lists eight different grester schools of magic, but more are
possible. Additiona schools can expand a player's options, add color to the campaign,
and dlow the DM to put his own mark on the game. Designing new magic schoolsis one
of the DM'stoughest jobs, but it can dso be one of the most rewarding.

This chapter presents a step-by- step procedure for creating schools of magic from
scratch. Well demongtrate the process by creeting a brand new school right before your
eyes the school of metamorphics.

At the end of thisbook isablank planning sheet. This may be copied to help you
design your own new schools

The Basics of Creating Schools

Before creating a school, following are afew generd guidelines to keep in mind.

New schools should be unique. A new magic school should not overlap any of the
existing schoals. Since the eight major schools cover alot of ground and there are aready
hundreds of spellsin the AD&D® game, thisis not as easy asit sounds. Not only should
the DM avoid new magic schools whose spdlls duplicate the effects of existing spdlls, he
should also avoid trespassing on the priest's territory. For instance, a school of magic
focusing on heding spellsisn't agood idea, Snceit conflicts with one of the priest's
specid aress.

A new school shouldn't be too powerful. The existence of a school whose spells can
destroy dragons, leve cities, and render the caster invulnerable makesit extremely
difficult for the DM to maintain play baance. It's next to impossible for the DM to invent



suitable chdlenges for wizards wielding that much power, ultimatdy making the game
boring for al. The school of necromancy is about as powerful as any school should be.

A new school shouldn't be too weak. On the other hand, playerswon't be interested in a
school that doesn't offer them a measure of power comparable to what's available in the
existing schools. The school of greater divination is about as weak as any school should
be.

A new school must be described precisely. Magicd effects are difficult enough to
adjudicate when their definitions are detailed and specific. When they're indefinite and
ambiguous, it's nearly impossible to make consgtent rulings and avoid frudirating players

Type of Magic

Thefirgt step in designing a new schoal isto decide what type of magica energy will
be widded by the specidist and how that energy will manifest itsdf. The type of magic
must be general enough to encompass avariety of sodls and effects, but it dso must be
gpecific enough to differentiate it from existing schoals.

Before examining the specifics, congder the differences between the magic of wizards
and the magic of priests. Though some duplication exists-- both have accessto
necromantic and summoning Spells, for instance-- the way they acquire spdlsis
grikingly different

Priestsvs. Wizards

Priests are granted the use of spdlls by deities of specific mythoi. Each deity has
authority over particular groups of concepts, forces, and things, and these groups are
caled spheres. A priest's dlegiance to his deity gives him access to certain spheres of
magic that reflect the deity's specid interests. Consequently, the magic of each sphere
tends to be quite specific; spdls from the sun sphere, for instance, ded primarily with
light and darkness, while spells from the healing sphere ded primarily with curing.

Unlike the priest, awizard isn't bound to a particular deity, and therefore does not
depend on adeity for hismagicd ahilities. A wizard learns and magters his spellsin
much the same way that a professor learns and masters a particular science. Thisiswhy
the wizard classis a function of Inteligence. Wizardly schools focus on generd
categories of magica energy and effects and encompass awide variety of spdls.

To presarve the integrity of these differences between wizard magic and priest magic,
any new wizard school should avoid focusing on magica effects semming from one
particular condition or thing. Instead, the school should be concerned with the
manipulation of generd energies and forces

Categories of Effects

Confused? Congder the following.

Just as dectrical energy or mechanica energy can be harnessed to accomplish specific
tasks, it isaso possible to channel magica energy to accomplish specific results. But
while dectricd and mechanicd energies are limited by physics and other natura
sciences, magica energy knows no such mundane boundaries. Magica energies can be



channeled to produce any of the following list of effects.

Transformation: When thistype of effect is produced, an object or condition is
changed to give it different physical properties or new specid abilities.

Creation: When thistype of effect is produced, an object or condition is created that
did not previoudy exig.

Requisitioning: When thistype of effect is produced, an existing object or condition
is summoned from a different location.

Paranaturalisam: Thistype of effect involves the manipulation of forces and
phenomena that exist beyond the confines of the material world and the laws governing
it. (This can dso be consdered a catch-dl category that includes effects not covered in
other categories.)

All of the existing schools of magic can be assgned to these categories.

The schoals of dteration, enchantment/charm, and abjuration al involve
Transformation.

The schoals of illuson and invocation/evocation involve Crestion.

Conjuraion/summoning involves Requistioning.

Divination and necromancy involve Paranaturaism.

Although some overlapping occurs (for ingtance, magica energies that Requisition
existing objects may Transform them aswell), dl magic schools channd magica
energies to produce the effects defined in these four categories.

What differentiates one school from another isthe type of effects produced. For
example, both illuson and invoceation/evocetion channd magica energy for Crestion.
However, illusions create unreal objects and conditions; invocations creete objects and
conditionsthat cause direct physica effects

Defining the Effects of a New School

To begin the design of anew school, the DM must first define the type of effectsit
produces. Any definition is likely to be vague. But & this stage, it should be. Unlike the
intentionally specific priestly sphere, awizardly school must be generd enough to
accommodate a large variety of spells

Use the geps that follow.

1. Choose one type of channelled magica energy from the four categories described
above: Transformation, Cregation, Requigtioning, or Paranaturdism. If you know what
type of school you plan to design, the choice of category probably will be obvious. If you
do not yet have any ideas about your school, pick any of the categories-- it's agood place
to start. (If your choice of categories seems less gppropriate as your school develops, you
can aways pick another.)

2. Define what specific type of effects these channdled energies will produce. If itisa
Transformation school, what types of things or conditions will be transformed? If it isa
Paranaturalism school, what type of paranaturd energies or forceswill be involved.

3. Enaure that the definition of the new school does not resemble the definitions of
existing schools too closdy. Compare them with the school descriptions in Chapter 1.

How It All Works



To illugtrate this procedure, a new school is created here. First, one of the categories of
channelled energy is chosen. The school will involve changing one type of item into
another, S0 the choice is the Transformation category.

Next, we define the type of Transformation effects the school will produce. This
definition needs to be as clear as possible; writing down the definition in a sentence or
two will put it on the right track. Our school will festure spells that cause an object or
condition to change into a different but related object or condition. That description is
vague, but good enough to get Sarted.

Isthis school sufficiently different from existing schools? Our school sounds very
smilar to the school of dteration, so it needs some adjustments. Since many of the
dteration spellsimbue a creature with specid abilities, such aswater breathing and fly,
we can decide that the spells from our school will ded with physica transformations
only. Further, dl of our physicd trandformations will be permanent (subject to the usua
limitations, such as cancdllation by dispel magic).

Throughout the remainder of this chapter, well continue to develop this school asa
demondtration

Name of the School

Once you have an ideafor a schoal, it needs a name. If an obvious name doesn't
suggest itsdlf, asit did for the school of illuson, check a thesaurus for synonymous words
or evocative phrases. Fantasy literature is another good source for names.

Since our new school deals with change, we checked the thesaurus for synonyms and
found metamor phosis, aword that is descriptive, has anice scholarly ring to it, and even
sounds alittle mysticd. Well chrigten it the school of metamor phics.

Name of the Specialist

Specidigs usudly derive their names from the names of their schools by changing the
auffix. Thus, from abjuration comes the abjurer, and from illusion comesthe illusionist.
Mog of the time, thistechniqueis satisfactory.

However, some schools smply do not lend themselves to wizardly- sounding names.

For instance, the word alterer is clumsy, so the school of dteration has opted for the less
awkward transmuter for the name of their specidist. We have asmilar problem with our
school of metamorphics-- both metamor phist and metamorpher are dumsy. Returning to
the thesaurus, we find the word transfigure. We can cdl our specidist atransfigurist.

Spdls

The most important part of creeting a new schoal is designing new spdlsthat are
different enough to st it gpart from existing schools. There must be enough new spdlsto
provide the user areasonable variety of options. At the same time, duplication of existing
gpells should be avoided. Minor variations of exigting spells should dso be avoided. The
spell selection should be atractive enough so that novice wizards will consider
specidizing in it, but not so powerful thet the school overwhems dl others



Basic Spells

A new school does not need an extensive number of spellsimmediately. Beginning
with a core of basic spellsis best, adding new spdlls as required by the campaign and the
players.

An acceptable core of basic spdlsincludes the number of spellsfor each leve givenin
Table 1. Note that this is gpproximately the number of spells for the schools of greater
divination and necromancy given in the Player's Handbook. If the DM is unable to invent
this number of pdls, he should concentrate on designing spellsto fill the lower levels
(levels 1-3) so hislower-leve specidists can begin their careers

Table 1: Minimum Spellsfor A New School

Level No. of Spells
1st
2nd
3rd
4th
5th
6th
7th
8th
Oth
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Adapting Existing Spdlls

Before atempting to design new spdlls, first look at the existing spells for other
schools. Notice that anumber of spells listed in the Player's Handbook belong to more
than one school; rainbow pattern, for instance, belongs to the schools of ateration and
illuson, while limited wish belongs to conjuration/summoning and invocation/evocation.
Do any of the PH spells (or any of the new spdlls listed in Chapter 8 of this book) seem
appropriate for your new school? The dteration spells transmute rock to mud and
transmute water to dust are perfect for our school of metamorphics-- they both cause one
substance to change to another, they both cause physica changes, and in both casesthe
effects are permanent.

There are other likely candidates from the PH spells for our school, but using an
excessve number of duplicate spells (more than two or three) compromises the
individudity of anew schoal.

Ideasfor New Spells

The DM and players will need to brainstorm for ideas that will eventudly be
developed to fill in the basic spell ligt. Although the DM makes the find decisons when
designing spells for anew school, the contributions and idess of the players are
important. Fantasy literature is another good source of idess, as are the ghilities of



magica mongers and functions of magica devices. The DM and his players might aso
discuss encounters or battles from previous adventures and decide what types of spells
would have been ussful for the wizards.

The DM (with the assistance of the players) should then assign a spell nameto each
idea and decide the generd effects of the potentid spells. The names of the spdlls should
be brief and descriptive. The effects can be gpproximate at this point-- they'll be refined
later. We do not have the space here to develop afull range of spdls for our
metamorphics schoal, but here are three potentid spellswell use as examples:.

Evaporate: This spdl changesliquidsinto gases.

Blood to dust: This spdll changes an opponent's blood to dugt, ingantly killing him.

Improved armor: This spell changes a companion's armor to a better Armor Class

Checking for Duplication

Each potentid spel should be checked againgt the spellsin the Player's Handbook to
seeif it dready exists. Conddering that the PH lists hundreds of spells, re-inventing an
exiging spell iseasy. A DM need not be obsessive about this; alarge number of existing
godlsinflict damage or add bonuses and pendties to saving throws. Aslong as the new
spdl has aunique twist of its own, it can be deemed acceptable.

Of our examples, we notice that blood to dust is superficidly smilar to the 7th-leve
finger of death spdl, since they both ingtantly take avictim's life. But the methods of
achieving this effect are distinctly different; blood to dust changes the victim's blood to
an inert substance, whilefinger of death snuffs out the victim's life force. Further, blood
to dust isonly effective on victims with blood in their veins. Blood to dust is different
enough to stand on its own.

Checking for Play Balance

After checking them againg exigting spdlls, dl potentiad spdlls of anew school must
be considered for play baance. Imagine that the wizard employs a particular spell every
day-- will congant use have any sgnificant long-term effects on the baance of the game?
Congder our potential metamorphic spells. Evapor ate won't have any profound effects
on the game, assuming it has reasonable limitations (for instance, evaporating an entire
ocean should be prohibited). At best, blood to dust means one less opponent per day.
But improved armor presents a problem. Since our metamorphic spells are permanent,
wouldn't atrandfigurist immediately improve dl of his party's armor as much as he
could? Isthisfair? We can't make the effects temporary, or were violating the definition
of our schoal. Let's throw out improved armor and invent another spell later.

Determining Effectsand Levels

Once the ingppropriate spells have been discarded, we need to define and describe the
specific effects of the remaining odlls, then assgn them to levels. The description of a
spell should cover itstypica uses, but it is unnecessary-- and redidticdly, impossble-- to
ded with every possible application. More importantly, the description should cover the
gpdl'slimitations in detail; not only do precise limitations make spells essier to



adjudicate, they are easer to assign to levels.

Here are some points to consider when assgning limitationsto spdls

How many subjects can be affected by the spell? Generdly, the more subjects affected,
the higher the leved of the spell (compare invisibility to mass invisibility, and charm
person to mass charm).

What type of subjects can be affected by the spell? Subjects can be low-levd or high-
levd (or low HD and high HD). They can aso have specific characterigtics (such asthe
subjects of detect invisibility), or they can be genera types with no specific
characterigtics (such asthe subjects of charm monster). Usudly, higher-level spells are
ableto affect high-leve (or high HD) subjects that have no specific characterigtics--
finger of death isagood example.

Are victims allowed a saving throw to avoid the effects of the spell? Disdlowing a
saving throw for a spell that would normally have one usualy boogtsit to a higher level.
For instance, the 5thlevel cone of cold dlows a saving throw to reduce avictim's damage
by haf. If such athrow were not alowed, the spdl would be significantly more
dangerous and would belong in a higher leve.

If the spell causes damage, what is the maximum? It would be grossly inappropriate
for any 1st-level spdl to inflict 100 hit points of damage. Smilarly, a Sth-leve spdl
should be capable of inflicting a significant amount of damage. Table 2 suggeststhe
maximum amount of damage a spell of aparticular level should be dlowed to inflict on a
sngle enemy. These figures are generd guidelines only, and can be dtered by any
number of varigbles. For instance, if ahypothetica 3rd-level flying sword spdl hasonly a
10 percent chance of hitting its target, its maximum amount of damage could be
judtifiably higher than 3-18 hit points.

Remember that the inflicted damage of certain spells may vary according to the
cagter's leve; for ingtance, firebal causes 1d6 hit points of damage per levd of the cadter.
(Table 2 gives the damage for a spell cast &t its base levd; if our hypothetica flying
sword spdl is 3rd-level, but can be cast a higher levelsto inflict more damage, Table 2
indicates the maximum amount of damage it can cause when cast a itslowest level. )

Table 2: Suggested Maximum Damage of Spells by L evel

Level Maximum Damage of Spell (in hp)
1st 2-5(1d4 +1)
2nd 2-8 (2d4)
3rd 3-18 (3d6)
4th 8-20 (4d4 +4)
5th 10-25 (5d4 +5)
6th 6-36 (6d6)
7th 10-60 (10d6) *
8th-9th 10-80 (10d8) *

* Spellsof 7th-leve through 9thr leve are differentiated by the number of subjects
destroyed and special regtrictions on death. For instance, a 7th-level spell might destroy



only asingle subject, while a Sth-level spell could destroy severd. A 7th-leve spdll
might alow a saving throw, while a Sth-level spell might not. A 7th-level spdl might
alow resurrection attempts, a Sth-level spel might not.

If the spell causes damage, do victims get a saving throw? Of the spelsin the Player's
Handbook, many of them alow the victim to make a saving throw in order to reduce or
eliminate the potentid damage. Though it is unnecessary to dlow saving throwsin every
case, thisis agood way to add balance to what otherwise might be an especidly
dangerous spell. There are three options to consider.

1. No saving throw. This option maximizes apdl's lethdity.

2. Half damage. This option means that the character suffers haf-damageif his saving
throw is successful. Thisislesslethd than a sodl with no saving throw, but more lethd
then the following option.

3. Negate. This option means that the character suffers no damage if his saving throw
issuccessful. Thisisthe least lethd option of al.

Note that saving throws need not aways be saving throws vs. spells, consider different
types of saving throws for spells of higher levels (in every case, however, only one type
of saving throw should be dlowed). A saving throw vs. spellsis dways an option, no
meatter what the level of spdll, but here are some dternatives:

For spells of 3rd-levd and 4th-level, use save vs. rods.
For spells of 5thlevel and 6thrlevel, use save vs. pardyzation.
For spells of 7thleve, 8thlevel, and Sth-level, use save vs. death.

If the spell is defensive, doesiit inhibit the enemy's ability to attack, or does it offer
direct protection from damage? Generaly, spdlsthat defend againgt a specific type of
damage (such as protection from normal missiles) are less powerful than spells that
protect against agenera category of damage (such as minor globe of invulnerability), and
spdls that protect the caster or subjects of the caster's choice (such as protection from
evil) areless powerful than spells that inhibit the enemy’s ability to attack (such aswall of
fog). The highest-level defensive spells tend to be those that get rid of the attacker (such
as dismissal and imprisonment.)

If aDM has designed a defensive spdll that he wants to modify so he can assignittoa
higher levd, he can do one or more of the following:

Increase the types of damage againgt which it protects. (To assgn the spell to a
lower level, decrease the types of damage.)

Increase the number of subjects the spell protects, usudly by increasing the area of
effect. (For alower leve, decrease the area of effect, or have the spell provide
protection for only the caster.)

Increase the number of opponents whaose attack abilities are reduced. Again, thisis
usudly accomplished by increasing the area of effect. (For alower level, decrease
the area of effect.)

Increase the power of the spell so it diminates the attacker dtogether.

Does the spell increase or decrease a subject's saving throw modifier? Pendties and
bonuses to the subject's saving throw dter the effectiveness of a spell. Congder again our
hypothetica 3rd-leved flying sword spdl. Assumethat it inflicts 1- 10 hit points of damage



on subjects when used at night, and that a saving throw negates the damage. If the subject
isalowed a+2 bonus, it might be more appropriate to assign flying sword to 2nd-leve.
Conversdy, if no saving throw isdlowed at dl, the spdl might belong at 4th-leve.

I's the effect of the spell permanent? Spells whose effects are temporary are less
powerful than those whose effects are permanent. (Remember that few spdls are literdly
permanent, since dispel magic negates their effectsin most cases. A limited wish or wish

can negate dmogt any spell.)

What are the spell’'s duration, range, and area of effect? Longer durations, ranges, and
aress of effect trandate into more powerful spells. Adjusting these dementsis agood
way to modify aspell to assgn it to ahigher or lower leve. For instance, if flying sword
persstsfor only oneround/level and has arange of 30 yards, it belongsin alower leve
than if it persasted for one turn/level and had arange of 100 yards.

There are N0 minimum or maximum requirements for durations, ranges, or aress of
effect, aslong asthe DM stays within the bounds of reason. For instance, arange of 1
milelleve sounds ridiculoudy high for any 1st-level spell. A good place to sart for
establishing durations, ranges, and areas of effect is 1 round/level (duration), 10
yardslevel (range), and a 10-foot cube or one creature/level (areaof effect). Remember
that these are genera guidelines only, and are not appropriate for every type of spell.
Many spells have an effective range of 0, meaning they affect only the caster. Others
affect only atouched subject. Those spells whose effects are permanent until negated
have no set duration. For some spells, such as extension, area of effect isirreevant.

When the DM has finished defining the effects of anew spell and hasassigned itto a
level, the spell should be compared to the exigting spells of that leve. If the new spdll is
clearly weaker or excessvely more powerful than pdls from the same level, the DM
should ether assgn it to adifferent level or make adjustments as suggested above to
make it comparable. In generd, theilluson and divination spells are the least powerful,
and the necromancy and invocation spells are the most powerful; anew spdl should be
checked againg thesefirdt.

Let'sreturn to our two new spellsfor the school of metamorphics. Evaporation causes
aquantity of water or other inorganic liquid to ingtantly turn to vapor, just asif the sun
had evaporated it. It will not inflict any direct damage (evaporating the blood or other
organic liquids of a cregture is forbidden). Evaporation is difficult to perceive as
providing meaningful defense for a party. Evaporation is destined to be alow-leve spell,
probably 1st-leve.

Range? Most 1st-level spells have arange of 30-60 yards,; since evaporation is
relatively week, we will giveit ahigher range of 60 yards.

Area of effect? Mogt 19-level spdlls affect an area of 10-30 yards (or 10-30 foot-
radius, or 10-30 foot cube). In this case, we will give evaporation an area of effect of a
20-foot cube + 10-foot cube/leve. (This makes the spell more powerful asthewizard
increasesin level.)

Checking our 19t-level evaporation pell againg the existing 19-levd spdlsin the PH
shows no mgjor discrepancies. The definition of evaporation ill needs more tightening.



We need to determine whether it affects liquids concealed in containers, rain, quicksand,
and lava, and other limitations it has.

Looking at blood to dust, it belongsin ahigher level because it causes degth. We will
decide that blood to dust causes dl of the blood of asingle victim to turn to dugt,
ingantly killing it. It is certainly not as powerful as a Sth-level pdl (the Sthrlevel power
word, kill can destroy severd creatures at once); let's placeit at 7th level and giveit a
range of 60 yards (comparable to other 7th-level spells). Checking the existing 7th-leve
gpells, we discover finger of death, aspell not unlike blood to dust. Finger of deathis
more powerful, Snce it can destroy any creature, even those without blood, but it aso
dlows a saving throw. To baance blood to dust against other 7thlevel spdls, let's say
that victims of blood to dust are not alowed saving throws. Further, undead, mongters
from other planes, and mongters with more than 4 HD will be immune to blood to dust.
With further adjustments (Can the affected subject be resurrected or raised? Can the
corpse be animated to become azombie?), well have a powerful but balanced 7th-leve
gpdll for the school of metamorphics

Casting Times

All spdls mugt gate their casting times. A guiddine isto make the casting time equd
to the level of the spell (a 7th-level pdll has a casting time of 7), but cagting times of one
or more rounds are dso common. Complex spells might have casting times of one or
more turns. Avoid short casting times for high-level spdlls and excessvely long cagting
timesfor dl but the most powerful spdls.

WEIl give our 19-level evaporation spell acagting time of 1 and our 7th-leve blood to
dust acading time of 1 round

Components

Every spell has one or more components. There are two ways to determine the
components for anew spdll:

1. Locate exising pells from the Player's Handbook that are smilar to the new spell
and assign smilar components. For ingtance, finger of death is smilar to our new blood
to dust spell, so well decide that blood to dust has verba and somatic components.

2. Assign the components randomly. If this sounds too arbitrary, consider that the
components of a particular spell were likely determined by the wizard who originaly
researched it. A common assumption is that two wizards working independently could
discover the same spdll; it is unlikely that they used exactly the same components. For
our evaporation spdl, well use verba, somatic, and materiad components, the most
common combination.

Instead of choosing a specific set of components for a new spdll, you can determine
them randomly by rolling 1d20 on Table 3. If you get aresult that contradicts the
conditions under which the spdll is cadt, roll again

Table 3:
Random Deter mination of Spell Components



d20 Rall Components
1-14 V,S M
15-17 V,S

18-19 V,M

20 \%

3. Congder thelevd of the spell and assgn components accordingly. Requiring al
three components makes a spell harder to cast. Reducing a spell's components to make it
easer to cast might be areason to create ahigher leved verson of alow leve spell.

4. Still can't decide? When in doubt, require dl three components, most existing spells
usedl of them.

Asfor the precise nature of these components, be guided by common sense and
imagination. Materid components should relate to the effect of the spell. Check exigting
spells for component ideas and comparisons. Well decide our evaporation spell's
materiad component will be a drop of water

Allowed Races

Not al races can become specidists of al schools. Usudly, these limitetions are due
to aparticular race's body chemistry, mental or emotiona predisposition, magical
resstance, or culturd regtrictions. The higtory of the DM's campaign world might also
suggest limitations.

If the DM imposes racid redtrictions on anew school, he should present justification
for them. For ingtance, gnomes are restricted from speciaizing in our school of
metamorphics. The reason? A thousand years ago in our campaign world, a brotherhood
of trandfigurist gnomes accidently developed a metamorphics spdl that permanently
transformed a city of gnomesinto afield weeds. The gods were so upset by this
cardlessness that the trandfigurist specidty has been forbidden to gnomes ever since.

Ability Requirements

All characters must have an Intelligence score of a least 9 to become awizard. A new
school might require a higher Intelligence score for specidization, but only in the rarest
circumstances should it be higher than 13.

All specidizations require aminimum score in a secondary ability. This minimum
score should be at least 12, but no higher than 16. Wisdom, Condtitution, and Dexterity
are the most common secondary ability requirements, but Charisma and Strength are also
possible. Remember that setting the ability requirements high will keep the number of
specidigtslow, and vice versa

Because some of the somatic components for metamorphic spells require precise
execution, we will set a minimum Dexterity score of 15 for specidistsin the school of
metamorphics

Clothing



Though none of the schools described in Chapter 1 have any specific dress
requirements, a new school might require (or strongly suggest) that its speciaists wear
digtinctive garb to indicate their datus.

Not al specidigts of a school would necessarily adhere to this dress code. Perhaps
only graduates of a particular academy would wear distinctive garb. Perhgps only 1s-
level specidists would wear it. Perhapsit isworn only by high level specidissasa
symbol of achievement. All such digtinctions are the decison of the DM. Caution is
advised-- obvious identifying garb can be ared flag to enemies who wish to wipe out the
members of a particular schoal.

Dress requirements are not restricted to items of clothing. Rings, pendants, anklets,
and bracdets are dl possbilities. Likewise, certain colors might symbolize graduates of a
school, while other colors might be forbidden.

For our metamorphics school, we will require that 1gt-level transfigurists wear ared
arm band to identify them as beginners. When atrandigurist reaches 10th levd, heis
alowed-- but not required-- to wear ared cloak to symbolize his competence

Table4: Magic Schools and Types of Effects

School Typeof Effect
Alteration Transformation
Enchantmert/Charm Transformation
Abjuration Transformation
[lluson Credtion

I nvocation/Evocation Creation
Conjuration/Summoning Requidtioning
Divination Paranaturaism
Necromany Paranaturaism

Experience Levels and Spell Progression

All exiging school s use the experience level progression and spell progression given
on Tables 20 and 21 on page 30 of the Player's Handbook. New schools should use these,
too. It is possble to devise new tables from scratch, but this crestes considerable work for
the DM, adding unnecessary complications and an increased chance of an unbalanced
campaign. In any case, specidists should not be alowed to progress more quickly than
the Player's Handbook tables alow

Hit Points

All exising schools use 4-sded dice to determine their specidigts hit points. The
power wielded by a specidigt, especidly in the higher levels, more than compensates for
his rdaively low number of hit points. If the specidist is too week, consder cresting
more spdlls, adjusting the current spdlls to make them stronger, or giving him accessto
gpells from more schools



L anguages

All specidigs use Table 4 on page 16 of the Player's Handbook to determine the
number of languages they can learn (in addition to their native tongue). Certain types of
specidists may be able to exceed these limits. Eligible specidists might include those
with exceptionaly strong academic backgrounds or those who devote alarge amount of
their spare time studying new tongues.

The types of effects created by a particular wizard might aso suggest an extraordinary
gptitude for languages, for example, wizards specidizing in Transformation magic might
not seem to have any particular affinity for languages, but those specidizing in Cregtion
might (snce they're involved in producing conditions that didn't previoudy exist, which
could indlude communication skills).

If anew specidist isto have exceptiond language skills, keep the following guiddines
inmind.
- A new specidist should not be able to acquire more than one language over the

limits given in the Player's Handbook. For instance, a specidist with an
Intelligence of 9 should not be able to learn more than three languages.

The DM should consder limiting extra languages to high-level specididts; leve 15
or higher is suggested, but the DM has the final decision. (In other words, our
gpecidist with an Intelligence of 9 cannot learn his third language until he reaches
leve 15.)

Learning the extra language should never be automatic. The DM should oblige the
specidid to locate a suitable tutor, devote severd hours aday to studying difficult
texts, or invent some other requirement that emphasizes role-playing. For the
trandfigurigt, nothing about his specidty suggests an exceptiond aptitude for
languages, 0 hell be redtricted to the language limits given in the Player's
Handbook.

Oppositional Schools

Each schoal liesin opposition to one to three of the existing schools of magic. The
specidig of the new school will be unable to learn spdls from the schools that liein
oppaodgition to his schooal.

Thefirg step in determining oppositional schools is to decide which existing school
most closdy resembles the new school. In some cases, thisis obvious; for instance, our
new school of metamorphicsis most like the school of dteration. For less obvious cases,
you can diminate mogt of the possibilities by recdling which type of magic your new
school is derived from (see the Types of Magic section above). A new school will most
closaly resemble an exigting school derived from the same type of magic (see Table 4);
for ingtance, if your new school produces Crestion effects, it most closely resembles
ether the school of illusion or invocation/evocation. Once the choices have been
narrowed to two or three schools, it should be easy to pick the school most like your new
school. If necessary, try comparing your new spellsto the exiging spellsin the Player's
Handbook .



When you've decided which exigting school most closaly resembles your new schooal,
consult the opposition diagram (Diagram 1). The school that lies directly opposite this
school is the oppositiona school. The school of metamorphics most closdly resembles the
school of ateration. The school directly across from dteration on Diagram 1 is
abjuration. Therefore, abjuration is the school that isin oppostion to metamorphics.

One to three oppositiona schools may be assgned to anew schooal. If the new school
isreaively wesk (the weak school of greater divination has only a single oppositiona
schooal), only one oppaosition school may be needed. If your new school isreaively
powerful, it is appropriate to assign it as many as three oppositiona schools.

Look again at Diagram 1. The schools on either side of the oppostiona school are
aso options for oppositiona schools. For instance, additional oppositiona schools for
illuson are invocation/evocation and abjuration. If it's gppropriate for your school to
have three oppositiona schools, choose these three.

Mogt likdly, your new school will be neither extremely weak nor extremely powerful.
In this case, condder giving it two oppositiona schools. One should betheinitid
oppositiond school, and the other can be either of the adjacent schools. To decide
between the adjacent schools, choose randomly or choose the one that seemsless
compatible with your new school.

We must choose the oppositiona schools for our new school of metamorphics. Sinceit
is neither exceptiondly wesk or powerful, we will assgn it two oppostiond schools.

We decided previoudy that the school of metamorphics most closely resemblesthe
school of dteration. According to Diagram 1, the oppositiona school of dteration is
abjuration; therefore, the oppositiona school of metamorphicsis aso abjuration.

According to Diagram 1, the adjacent oppositiona schools for abjuration-- and
likewise, for metamorphics-- are conjuration/summoning and necromancy. We need to
choose one of them for our other oppositional school. Either conjuration/summoning or
necromancy would be appropriate, but since the school of dteration aready has
abjuration and necromancy for its oppositiona schools, we will choose the other
combination. Therefore, the opposition schools for metamorphics are abjuration and
conjuration/summoning.

Admittedly, the choice of the second and third oppositiona schoolsis somewhat
arbitrary, but remember that we not only strive for balance, but dso for schools with
unique advantages and regtrictions. The DM aways has the option to invent arationae
for the existence of specific oppositiona schools. For instance, the energies employed by
conjuration/summoning and abjuration magic might induce agonizing headachesin a
trandfigurigt, making it impossible for him to learn spdlls from those schools

Ethos

Thefind sep in designing anew schooal is creating aunique ethos. Thisstep is
optiond, but it adds color to the school and makesit more interesting for the players.

An ethos aso serves as a springboard for determining the persondity of specidist
characters. An ethos can be anything from asmple outline to a detailed profile.
Following are some questions to consder when designing an ethos for a new school.

Do the specialists of the school adhere to any particular philosophy? Do they share
any particular goals? Such philosophies and god's are often derived from the nature of



the magic sudied by the specidist. For ingtance, specidigts from the school of
metamorphics study spells dedling with change. Continual exposure to the transence of
al things might leed transfigurists to be skeptica about the existence of absolutes--a
trandfigurit, then, might believe that concepts such as "right” and "wrong" are rddiveto
Specific Stuations.

Are evil-aligned characters more drawn to this school than good-aligned characters
(or vice versa)? In most cases, wizards of dl aignments can be speciaists in any schooal,
but anew school might discourage certain dignments and encourage others. Likewise,
certain magical academies might accept students of specific aignments only.

If aschool does not promote harm to any living cregture, or promotes heding, safety,
comfort, or compassion, then it probably excludes evil dignments. If it promotes cruelty
or Hf-interest, the school probably excludes good dignments. If a school promotes no
particular philosophy, it probably includes specidigts of dl dignments.

If aschool advocates logica thinking and adherence to gtrict behaviora norms, and
discourages excessve sdf-expresson, it probably leans toward lawful dignments. If it
encourages cregtive thinking, freedom of expression, and spontaneous actions, it leans
toward chaotic aignments (thisis particularly true if it dso encourages defiance of
written lawsto achieve individud gods). If the school takes no particular position on the
Specididt's relationship with his cuture and society, it probably includes lawful, neutrd,
and chaotic specidigts. (The school of metamorphics takes no particular positions on
these issues, therefore it is open to specidigts of dl dignments. Note that this attitude
about dignments is dso congstent with the school's generd philosophy of skepticiam
about absol utes described above.)

Are any particular personality types drawn to the study of this school? Do they tend to
share any common eccentricities? Common likes or dislikes? Would anything about your
new school tend to discourage certain types of people or attract others? The school of
metamorphics attracts sudents with a naturd interest in the world around them. Since its
gpdls change one thing into another, most sudentswill be interested in how things work
and how things are put together-- in short, metamorphics students are andytica, curious,
and cregtive.

What's the relationship of the specialist to other members of his party? Usudly, the
type of spdls available to a gpecidist will suggest hisrole in the campaign. If the
gpecidis has alot of offensve spdls, he will likely be on the front lines when the party
goesto battle. A specidist with alot of defensive or reconnaissance spells might be a
good spy or investigator. Although we haven't yet devised many spellsfor our
transfigurists, it looks like neither offensive nor defensive spdlswill predominate.

Therefore, it seems likdy that atrandgfigurist will leave the bulk of the fighting to others
in his party.

Do specialists of this school tend to have a lot of friends? Are they likely to have
spouses and families? This depends on the specidist's philosophy, gods, and persondity.
Unless the specididt is extreme in one of these areas-- for ingtance, if heis obsessive
about the study of magic, or if hisfied is consdered repulsive or frightening (such asthe
school of necromancy)-- heislikely to have an average number of friends and an average
chance at a successful marriage. (Since trandfigurists have no extreme traits, we will
assume that they have afair number of friends and are as likely as anyone to marry and
raseafamily.)



Where do these specialists prefer to live? As mentioned previoudy, certain schools
tend to attract certain types of people. If a school's specidigts tend to be outgoing and
affable, they probably prefer to livein an urban area. If they're brooding and anti-socid,
or if they're conducting potentially dangerous research, they probably live in an isolated
area. Usudly, a specific location won't suggest itself-- specidists tend to live just about
anywhere. We will make this the case with trandfigurists.

How do the specialists spend most of their time? Reclusve typeswill stay closeto
home, usudly logt in research, reading, or writing. Curious types are more inclined to
explore the world, eager to meet people and experience new Situations. In most cases,
there will not be obvious pastimes gpplicable to al specidists of a school. Thiswill be
the case with trandfigurists. They spend some of their time doing research & home and a
fair amount of time out in the world exploring and socidizing.

How do the specialists typically earn a living? Common occupations for wizards
include teaching, counsdling, researching, and advising. However, the spells avalable to
apaticular speciaist might suggest additiond careers. The metamorphics spells do not
suggest any particular occupation, so transfigurists probably pursue the common wizard
occupations.

Chapter 3: Wizard Kits

In Chapter 1, we discussed a length the schools of magic described in the Player's
Handbook. In Chapter 2, we explained how to design new schools. Specidizationin a
school is an excdlent way to individudize awizard character, but it is not the only way.

In this chapter, well show you how to further individuaize awizard character by
choosing awizard kit. A kit isacollection of skills, proficiencies, advantages, and
disadvantages used to help define awizard's personality and background as well as his
rolein the campaign

Kitsand Character Creation

Wizard kits are entirely optiond-- awizard character can easily get dong without one.
But a player who wishesto add detail to hiswizard should choose a kit when the
character isfirst created. Only one wizard kit can be chosen for acharacter.

It is possible to incorporate these rules into existing campaigns, providing the players
and the DM can agree on which kits are appropriate. A kit must be compatible with a
character's past actions, his background, and his established persondity traits. For
ingdance, if adiviner has been played as athoughtful man of reason with a history of
preferring negotiation to combat, and the player has made it clear that his character is
from a sophigticated urban culture, it doesn't make sense to assign him the Savage Wizard
kit.

Once a particular kit has been assigned to a character, it cannot be changed. However,
the character can later abandon it if he wishes, giving up al benefits and hindrances.
Bonus proficiencies (see below) are not forfeited. Instead, such proficiencies are no
longer considered to be bonuses. The former bonus proficiencies are set aside until the
character acquires new proficiency dots, at that time, the new proficiency dots arefilled
by the former bonus proficiencies.



When designing a new character, first determine the character's ability scores, race,
Specidization, and dignment.

Once these e ements have been decided, choose a kit for the new character. After
choosing the kit and recording the information on the character sheet, continue with the
character's proficiencies, money and equipment, and other pertinent information.

Kitsand Schools of Magic

Kits are culturdly-based. Generdly, any kit can be assgned to a specidist from any
school. An Amazon-- one of severa kits described below-- might be a necromancer or an
illusonig, while aMydic-- another type of kit-- could be adiviner or an abjurer.

However, there are occasiond exceptions. Diviners, for instance, require ahigh
Wisdom score, but the Savage Wizard-- a kit associated with the more primitive parts of
the world-- usudly lacks the necessary intuition and ingght to specidize in the school of
greater divination. Likewise, there are also some schools that favor certain kits.

All excluded schools and preferred schools are noted in each kit description. But these
are only suggestions-- a Savage Wizard diviner is perfectly acceptable if the DM rules
that such a character is dlowable in his campaign.

Unlessthe DM determines otherwise, dl kits are available to mages

DM ™ Choices

Before allowing players to choose kits for their characters, the DM should look at each
kit and consider severd factors.

Isthis kit appropriate to the campaign? Not al kits make sense for every campaign. If
it is established that Amazons do not exist in the DM's campaign world, he should not
alow playersto choose the Amazon kit. The DM should tdll the players which kits he
will dlow and which are forbidden before they creete their characters.

Do the players need more information about a kit? The DM might want to furnish the
players with additional background information about a particular kit. For instance, he
might tell them that in hisworld, the Savage Wizards dl live on the jungle peninsula of
Blackroot and have had little-- if any-- contact with other civilizations.

Arethere any changes in the kit? The DM isfree to make changesin the proficiencies,
hindrances, and any other components of the kits to make them compatible with his
campaign world. The players should be informed of any such changes before they choose
kitsfor their characters.

TheWizard Kits

Each wizard kit congsts of avariety of eements.

Description: This section explains the cultura background, appearance, and manner
of characters associated with thiskit. It also lists any requirements necessary for
characters taking the kit; for instance, characters taking the Amazon Sorceress kit must be
femae. Suggestions are aso given for how a character might abandon the kit.

Preferred Schools: Thislists which specidists are most appropriate to the kit. As
explained in the Kits and Schools of Magic section above, there are many exceptions, and



these should be considered suggestions only.

Chapter 1 outlined an ethos for each school, suggesting philosophies, attitudes, and
persondity traits for each specidist. When designing a character, the player should
compare the persondity traits and attitudes of the character's school with those of hiskit.
If aconflict arises, the player can choose whichever traits and attitudes he prefers, or
whichever seem to make the most sense for his character. For instance, according to the
abjurer's ethos in Chapter 1, an abjurer tends to be gentle and soft- spoken. However, a
player who chooses the Amazon Sorceress kit may decide that his Amazon Sorceress
abjurer is out-going and boisterous, asis appropriate to the Amazonian culture of his
campaign world. With the DM's permission, an out-going, boisterous Amazon Sorceress
abjurer is perfectly acceptable.

In generd, a character's cultura background will have more influence on his
personality than his school. Therefore, if aplayer cannot decide between the persondity
traits associated with his school's ethos and the traits associated with his character's kit,
he should give more emphassto the kit traits.

Barred Schools: This entry explains which schools are inappropriate for the kit.
Though the DM isfree to make exceptions, it is usualy not agood ideato assgn a kit to
aspecidist from abarred school.

Role: This section describes the role of a particular wizard in his society and in his
campaign. For ingance, an Amazon Sorceress has a different cultural role than a Witch,
even if both are enchanters.

Secondary Skills: If you're usng the Secondary SKills rules from the AD&D® 2nd
Edition game rules, then a kit may require a cheracter to take a specific kill instead of
choosing or rolling randomly for it. (When choosing kits for characters, we suggest you
use the Weapon and Nonwegpon Proficiency rulesingtead of the Secondary Skills rules)

Weapon Proficiencies: If you are using the Wegpon Proficiency rules from the
AD& D 2nd Edition game, this entry indicates which Wegpon Proficiency is required for
characters taking this kit. In some cases, a specific Wegpon Proficiency isrequired; in
other cases, a Weapon Proficiency can be chosen from among alist of recommended
proficiencies.

Nonweapon Proficiencies: If you are using the Nonweapon Proficiency rules, this
entry indicates whether specific Nonwesgpon Proficiencies are required for characters
taking thiskit. However, unlike Weapon Proficiencies, the Nonweapon Proficiencies are
bonuses. If akit requires that the character must have Agtrology, then the character gets
that proficiency free, above and beyond the dots he is normally granted. Even if such
proficiencies belong to groups other than the Wizard or Generd groups, the character il
gets them as bonuses at no charge.

If the kit grants a Nonwegpon Proficiency that the wizard aready has because of his
Specidization, the character receives instead one extra free Nonwegpon Proficiency dot.
He may spend this free dot on any specidization of his choice,

Some Nonweapon Proficiencies are recommended, not required. In such cases, the
character is not required to take the proficiency if he does not want it. If he takes a
recommended praficiency, he spends the norma number of his available proficiency
dots.

Table 38 on page 55 of the Player's Handbook lists Nonwegpon Proficiency
crossovers for various groups. The crossover groups that apply to mages and illusionists



aso apply to gpecidigts from dl other schools; that is, any specidist sdlecting a
Nonwegpon Proficiency from the Wizard or Generd groups shown on Table 37 (page 54-
55 of the PH) spends the listed number of proficiency dots. When any specidist sdlectsa
proficiency from any other category, he must spend one additiona dot beyond the
number listed (exceptions are given in the Nonwegpon Proficiencies entries for the
variouskits).

Equipment: Some wizard types tend to use specific equipment. Others have
limitations or regtrictions on the way they acquire or use equipment. This entry detailsthe
equipment employed by characters using thiskit. (In no caseisawizard alowed to
purchase armor.)

Special Benefits: Most kits grant specid benefits to characters. Often, these benefits
are defined as specia reaction bonuses when encountering certain classes of society, or as
specid rights in specific cultures.

Special Hindrances. Each kit carries certain disadvantages to hinder the wizard.
Often, these are reaction pendties or cultura restrictions.

Wealth Options: Some wizard types have specid rules regarding their wedth.
Usudly, these rules specify differences in the amount of money received when the
character is created and limitations on how the money can be spent.

Races: If akit isnot available to particular races, thiswill be noted here. Unlessthe
DM makes exceptions for his campaign, humans can choose any of the kits.

A Note About Reaction Adjustments

Severd of the wizard kits receive reaction bonuses and pendties as part of their specid
benefits and specid hindrances. As noted in the Player's Handbook (page 18), characters
with very high or very low Charismareceive "reaction adjusments. " A character with
high Charisma gets a bonus (expressed as a plus, such as +3), while a character with low
Charisma gets a pendty (expressed asaminus, such as-3).

When rolling 2d10 for encounter reactions (see page 103 in the Dungeon Master's
Guide), do not add the bonus or subtract the penalty from the dierall. If the character has
a Charismaof 16, thus receiving a +5 reaction adjustment, subtract that number from the
dierall-- do not add it. Otherwise, the more Charisma a character has, the worse the
reaction of the NPCs

TheKits
Academician

Description: The Academician is alearned scholar whose love of knowledge is
matched only by his preoccupation with research. He is fascinated by magicindl its
forms and enjoys nothing more than poring over arcane texts and experimenting with
exotic magica devices.

The Academician spends so much time involved in intdlectud pursuits that he tends
to neglect his physicd skills. Heis not a particularly good fighter and avoids combat
when he can, preferring negotiation and parley to violence. Still, he recognizesthe
necessity of combat in certain ingtances, and will fight vaiantly when required.



Academicians can be found in virtudly any culture, but they are most likely to come
from large urban areas that provide ready accessto libraries, museums, laboratories, and
other resources.

A character mugt have aminimum Inteligence of 13 and a minimum Wisdom of 11 to
become an Academician.

There are no specid rules for aandoning this kit. An Academician who becomes
disllusoned with the academic life or loses interest in intellectud pursuits can choose to
neglect his studies or research, but he is free to resume them at any time.

Preferred Schools: The Academician isintrigued by dl the schools of magic, but is
epecidly drawn to schools with awide range of spells, including dteration, illusion, and
invocation/evocation.

Barred Schools: There are no barred schools for the Academician.

Role: In his homedand, the Academician is a respected member of society, vaued for
his skills as ateacher and advisor aswell asfor his seemingly endless store of knowledge
on avariety of supjects. Mot likdy, he will fill milar rolesin acampaign.

In spite of his somewhat sedentary background, the Academician welcomes the chance
to join an adventuring party. For him, it is an unparaleled opportunity to experience new
cultures, acquire new devices, and acquire first-hand information about people, places,
and crestures he may have only read abouit.

Secondary Skills: Required: Scribe.

Weapon Proficiencies: Required (the player may choose from the following):
Dagger, Dart, Knife, or Sing.

Nonweapon Proficiencies: Bonus Proficiency: Reading/Writing. Recommended:
(Generd) Artigtic Ability, Etiquette, Herddry, Languages (Modern); (Wizard) Ancient
Higtory, Agtrology, Herbaism, Languages (Ancient), Spdllcraft; (Priest) Locd History.

Special Benefits: The Academician receives both of the following benefits

1. Academicians maintain an extendgve correspondence with scholars throughout the
world. Additiondly, an Academician's reputation as a man of wisdom often precedes
him. When encountering an NPC who is familiar with his reputation, who turns out to be
one of his correspondents, who fancies himsdf an intellectud, or who is an author,
researcher, teacher, journdigt, or fellow scholar, the Academician receives a +3 reaction
bonus.

2. The Academician receives abonusto al Intelligence Checks and Wisdom Checks.
The DM has two options for assigning this bonus. He may smply give the Academician a
flat +1 to his Intelligence and Wisdom Checks, or he can consult Table 5, which takes the
Academician's age and race into account; as the Academician ages, his bonuses increase.
Once amethod for assigning these bonuses is chosen, it cannot be changed later.

Special Hindrances. Academicians lack the training and ingtinct to make good hand-
to-hand fighters. When attacking with any type of melee weapon, the Academician
adways has a-1 pendty to hit on hisfirst blow. Subsequent blows-- when the
Academician has had an opportunity to Size up his opponent and adjust his attacks
accordingly-- are made without this pendty. However, if the Academician attacks a
different opponent, hisfirst blow againgt his new victim isaso made e -1.

Academicians tend to be know-it-dls, and unhestatingly offer their opinions even on
matters they know little about. Whenever the party needs to make a decision, the



Academician should offer his opinion; for effective role-playing, the player should have
his player speak his mind with unshakable confidence. If other player characters disagree,
the Academician might lecture them on the error of their ways, welcome the opportunity
for aspirited argument, or roll his eyes at his companion's blatant display of ignorance.
Wealth Options. The Academician recelves the normal (1d4 +1) x 10 gp as starting
money.
Races: No redrictions

Table5: Ability Check Bonusesfor Academicians

Race Age Intelligence Check Bonus Wisdom Check Bonus
Bif 100-175 +1 0
176-233 +2 +1
234-350 +3 +2
351+ +4 +3
Gnome 60-100 +1 0
101-133 +2 +1
134-200 +2 +2
201+ +3 +2
Hdf- 15-62 +1 0
Bif 63-83 +2 +1
84-125 +2 +2
126+ +3 +2
Human 15-45 +1 0
46-60 +1 +1
61-90 +2 +1
91+ +2 +2

Amazon Sor cer ess

Description: Amazons belong to matriarchd societies that thrive in aworld otherwise
dominated by males. Women occupy al important positions in Amazon societies-- they
aretherulers, artisans, soldiers, and scholars.

Most Amazon societies have existed unchanged for thousands of years, living in
relative isolation from the rest of the word, but others have more recent origins. Some
were established by disgruntled women who tired of their subservient rolesin mae-
dominated cultures and decided to rule themselves, while others were created by deities
sympathetic to the plight of women.

Men are second- class citizensin Amazon cultures, occupying postions of menia
servitude to their femae superiors. In some societies, men are kept as daves, treated only
margindly better than domestic animas. Still others have diminated men entirely.

Amazons from totaly mae-free societies make occasiond forays into neighboring
communities to fraternize with men. Others perpetuate their civilization by being
extremdy friendly with male adventurers passng through their territory; when the
Amazonstire of their company, the adventurers are sent on their way or killed.

An Amazon society may be as smdl as asingle village or large enough to fill an entire
continent. Because they are continudly under Sege from mae-dominated civilizations,
Amazons have mastered the art of war. Traditionaly, Amazons are superior horse



breeders and riders, excdling with spears, bows, and other weapons that can be wielded
from horseback.

A character must be femae to be an Amazon. There are no other requirements.

To abandon this kit, the character must renounce her Amazon citizenship, most likely
because she has grown to identify more closdy with a different culture.

Preferred Schools: Amazons with high Congtitution tend to be drawn to the schools
of conjuration/summoning and invocation/evocation; both are especidly useful on the
battlefield. Diviners are d'so common, as they make excellent adminigtrative advisors and
counsdors.

Barred Schools: Amazons shun the dark forces associated with the school of
necromancy. Because of its perceived usd essness in combat, they aso avoid the school
of illuson.

Role: Most Amazons are warriors, but the few wizards among them are held in high
regard, asis any person who has mastered a difficult art. Amazon Sorceresses typicaly
serve as seers, advisors, counsdors, and administrators. Because of their formidable
power, Amazon Sorceresses especially invokers and conjurers-- are dways welcome on
the battlefield.

In mae-dominated cultures, the Amazon is regarded as a curiogity at best. Sheis
dared at, whispered about, and sometimes openly ridiculed. Well-meaning women who
have accepted subservience as a cultural norm may try to convince the Amazon to change
her unnaturd ways, while chauvinigic men, seeing her as athreat to their masculinity,
may fedl compelled to dominate her in any number of ways. Even open-minded citizens
will likely be suspicious of afemae with such unusud atitudes.

Among her peersin an adventuring party, the Amazon Sorceresswill proveto bea
courageous fighter and a capable spell caster. Although the other player-characters may
harbor some prgudices of their own about the role of females, the DM should discourage
any overt discrimination; once she has proven hersdf in tough stuations, the Amazon
should be accepted as an equd in dl regards.

Secondary Skills: Required: Groom.

Weapon Proficiency: Required: None. Recommended: Spear or long bow. Thisis
contrary to the weapons usualy alowed wizards, but istypica for Amazon cultures.

Nonweapon Proficiencies: Bonus Proficiencies Riding (Land-based), Anima
Training. Recommended: (Generd) Anima Handling; (Warrior) Anima Lore, Armorer,
Bowyer/Hetcher, Hunting, Running, Surviva, Tracking.

Equipment: When an Amazon character isfirst created, she must buy her weapons
from among the following choices only: bow (any type), dagger/dirk, javelin, knife,
gpear. Once she has adventured elsawhere in the world, she may purchase other types of
weapons.

Special Benefits: Mae opponents who have never encountered the formidable
Amazon women tend to underestimate them. Therefore, the firgt time such amde
encounters an Amazon in combat, the Amazon receives a +3 bonus to hit and +3 to
damage on her first blow only. These bonuses reflect the fact that the opponent is taken
off guard by such an ablefemde.

This bonusis not gpplicable in every stuation. The DM should consider the following
guidelines when ruling on the Amazon Sorceresss bonus.

The bonus does not apply to opponents of 5th level or higher. Such opponents are



too seasoned to be surprised in this manner.

The bonus does not apply to opponents from cultures where femal es are accepted
as equals and female warriors are common.

The bonus does not apply to opponents who have fighting females as comrades,
who have faced fighting women before, or who have seen the Amazon use her
bonus on someone el se.

The bonus does not aways apply to player characters. The DM might ask aquick,
guarded question of the player to learn whether his character would underestimate
afemae opponent.

Regardless of whether the Amazon's first blow hits or misses her intended victim, the
victim will never be subject to the bonus again; the bonus can be used only once per
victim.
Special Hindrances: The Amazon suffers a -3 reaction roll adjustment from NPCs
from mae- dominated societies. This reaction adjustment no longer applies once
characters come to know and respect her. Likewise, player characters need not respond
with hodtility toward their Amazon companion unless they want to do so for role-playing
puUrposes.
Wealth Options. The Amazon Sorceress receives the normal (1d4 + 1) x 10 gp as
darting money.
Races: Most Amazons are human, but other races are acceptable, with the adjustments
thet follow.
- Hdf-dves. Substitute either short bow or spear for the required Wegpon
Proficiency.
Gnomes. Subdtitute throwing axe or short sword for the required Weapon
Proficiency, use ponies for mounts, and subgtitute Tracking and Survivad for the
bonus Nonwegpon Proficiencies.
Elves. Subgtitute Endurance and Set Snares for the bonus Nonwegpon
Proficiencies.

Anagakok

Description: The Anagakok isawizard from a primitive society that occupies one of
the world's most extreme climates. Primarily concerned with surviva, the Anagakok uses
hismagicd skillsto help his fdlow tribesmen locate food, plan for dangerous shiftsin the
westher, and protect them from hostile creatures and riva tribes who are in competition
for the same limited resources. An Anagakok aso brings good fortune to his tribe; many
believe he is possessed by a guardian spirit (though there is no actud evidence of this).

The Anagakok is known by avariety of names which depend on his society of origin;
other names for an Anagakok include Magian, Phylacterist, Veronican, Scarabor, and
Obeshist.

Although an Anagakok can originate from any number of hogtile environments, two
are consdered in this discusson. Thefirgt isthe Anagakok from a climate where the
temperature never rises above 0 degrees F., whom we call the Frigid Climate Anagakok.
The second is the Anagakok from a climate where the temperature never fals below 100
degrees F., whom we cdl the Torrid Climate Anagakok.



To be an Anagakok, awizard must have a Condtitution of at least 13. Femde
Anagakok are as common as males.

Though an Anagakok can renounce his heritage and sever tieswith his society, he
cannot renounce this kit; the traits of an Anagakok are inborn and permanent.

Preferred Schools. The preferred schools of the Anagakok are abjuration, ateration,
enchantment/charm, invocatior/evoceation, and greater divination.

Barred Schools: Anagakok are barred from the schools of illusion and necromancy
because of their dlls rdative usdessness for surviving in hogtile environments.

Role: The Anagakok is serious-minded, even-tempered, and soft-spoken. Though
unfamiliar with societies and cultures other than his own, he adapts quickly and is
fascinated by technology in dl itsforms.

In acampaign, an Anagakok tends to assume respongbility for the safety of his
companions, their security is aways foremaost in his mind. Though the Anagakok are not
natura leaders (such roles are usudly reserved for the strongest warriorsin their tribes)
they are superb and fearless combatants, quick to volunteer for the most dangerous
missons.

Secondary Skills: Required (choose one of the following, based on the Anagakok's
background): Fisher, Forester, Hunter, Navigator, Trapper/Furrier.

Weapon Proficiency: Required (choose one of the following, based on the
Anagakok's background): Bow (any), dagger, harpoon, javdin, knife, ding, trident.

Nonweapon Proficiencies. Bonus Endurance, Survival, Weather Sense.
Recommended: (Generd) Direction Sense, Fire-building, Riding (Land-based), Rope
Use, Swimming; (Wizard) Agtrology; (Warrior, al cost sngle dots) Anima Lore,
Hunting, Mountaineering, Running, Set Snares.

Equipment: A beginning Anagakok can buy wegpons only from those listed in the
Wegpon Proficiency entry above. He can buy only equipment that would normaly be
available in his home society; the DM has the right to veto any initid purchase.

An Anagakok must spend dl hisinitid money. Any money not spent islog.

Special Benefits: An Anagakok can find food in even the most barren of
environments. In a 24-hour period, an Anagakok can find enough food to feed himself
and anumber of people equd to hislevd (for instance, a 4th-level Anagakok can find
enough food to feed himsdlf and four others every day).

Once per week, an Anagakok can cast a specia good fortune spell on himsdf and a
number of people equd to hislevel; the effect of good fortune lasts for a number of turns
equd to hisleve (for instance, a4th-level Anagakok can cast good fortune on himsdf
and four others, and the effect lasts for four turns). All opponents have a-1 pendty on
their chance to hit when attacking those under the effect of good fortune. This aaility is
innate; an Anagakok is not required to memorize good fortune, nor doesit count against
hisdaily spdl limit. To cast the pell, an Anagakok must merely concentrate for 1 round
and point to the subjects to be affected; no verba or materid components are required.

Additiondly, an Anagakok has naturd immunities to environmental extremes based
on his background. A Frigid Climate Anagakok suffers no penalties, damage, or other
redrictions in environments of extreme cold. A Torrid Climate Anagakok suffers no
pendties, damage, or other redtrictions in environments of extreme heet. These
immunities gpply to natural conditions only; for instance, a Frigid Climate Anagakok
suffers norma damage from cone of cold and other cold-based spells, whilea Torrid



Climate Anagakok suffers norma damage fromfireball and other heat-based spells.

Special Hindrances. Exposure to harsh climates gives the Anagakok an unusud
gppearance, such as atough, leathery skin for the Torrid Climate Anagakok, and a head-
to-toe covering of short, coarse hair for the Frigid Climate Anagakok. Because of his
appearance and strange manner, an Anagakok suffers a-2 reaction pendty from al NPCs
unfamiliar with the Anagakok's culture.

Just as their backgrounds provide them with natural immunitiesto certain
environmental extremes, al Anagakok suffer pendties when exposed to environments
radically different from those in which they were born. A Frigid Climate Anagakok
suffersa-1 pendty to al attack rolls, damage ralls, Ability Checks, and saving throwsin
environments with temperatures above 100 degrees F. A Torrid Climate Anagakok
auffersa-1 pendty to al attack rolls, damage ralls, Ability Checks, and saving throwsin
environments with temperatures below 0 degrees F.

Wealth Options. A beginning Anagakok receives only (1d4 +1) x 8 gp as sarting
money.

Races: No redtrictions.

Notes: Players and DMs are encouraged to invent their own types of Anagakok from
other extreme environments. An Anagakok who lives in the bottom of an active volcano,
in the depths of the ocean, or on an idand continualy battered by hurricane winds are dl
possibilities. Use the examples above to develop appropriate bonuses and pendties for
each type of Anagakok based on his background.

Militant Wizard

Description: The Militant Wizard is skilled in both magica and military arts, making
him an extremely formidable opponent. They can come from aggressive, warmongering
cultures bent on the conquest of weaker nations, or from cultures continualy under Sege
from their more warlike neighbors, making military preparedness vitd to their defense. In
any case, the Militant Wizard considers atrained body as important as atrained mind,
and prides himsdf on keegping his combat skills as sharp as his magicd taents.

A character must have a Strength of at least 13 to be a Militant Wizard. Though mae
Militant Wizards will be more common, femae Militant Wizards are dlowable as well,
unless the DM's world specifically forbids them.

Abandoning this kit is difficult. A Militant Wizard mugt abstain from using both of the
wegpons he has chosen for his Weapon Proficiencies for three full experience levels.
Once he reaches the third experience level, heloses the use of his two Weapon
Proficiencies. If he then renounces his citizenship from his home culture, he can
successfully aandon this kit.

For example, consider a 5th-leve Militant Wizard with Weapon Proficiencies in short
sword and long bow. If he abstains from using both of these wegpons (and the
corresponding Weapon Proficiencies), he loses his Wegpon Proficiencies in short sword
and long bow when he reaches 8th level. If he then renounces his citizenship from his
home culture, he can abandon thiskit. If he uses these weapons before reaching 8th leve,
he must begin again, abgtaining for an additiona three levels of experience (for ingtance,
if he uses hislong bow Wesgpon Proficiency when at 7th level, héll have to abgtain until
he reaches 10th level in order to abandon thiskit.)



Preferred Schools: Militant Wizards prefer schools with an excess of offensive and
defensve spells, such as abjuration, dteration, conjuration/summoning,
invocetion/evocetion, and necromancy.

Barred Schools. Militant Wizards are barred from specidizing in the schools of
enchantment/charm and illusion, astheir cultures tend to consider them relatively usdess
in combat. Though greater divination has uses on the battlefidd, particularly in the area
of reconnaissance, Militant Wizards are discouraged, but not barred, from divination
Specidization.

Role: Militant Wizards are among the most honored and respected citizensin their
societies, Snce their powerful magic makes them exceptiondly able soldiers. Depending
on his background, the Militant Wizard may be a bruta, savage killer, walowing in the
violence of the battlefield, or he may be aheroic warrior, fighting with honor and taking
lives only when necessary.

A Militant Wizard might have a variety of reasons for joining an adventuring party.
Perhaps he shares the party's god of defeating aforce of evil, or he might be seeking
treasure to finance his own army at home. He might wish to study the fighting techniques
of other cultures, or he might hire on as a mercenary.

Whatever his reasons, the Militant Wizard's fighting skills should greetly benefit any
party. He makes an excellent leader, but he is aso capable of following ordersto the
|etter, assuming the orders are issued by acommander he respects. The Militant Wizard
tends to prefer action to inaction and combat to negotiation. Heis skeptica of scholarly
and philosophic types, and is unlikely to form close relationships with such characters.

Secondary Skills: No particular Secondary Skill is recommended or required. He
receives his Secondary Skill ether by choosing or rolling randomly, whatever method is
normal for the campaign.

Weapon Proficiency: Required (choose one from of the following): Baitle axe, bow
(any), crossbow (any), dagger, javein, ding, spear, sword (any), warhammer. These are
different from the wegpons normaly associated with wizards, but they are common for
Militant Wizards. Also, see the Specia Benefits section below.

Nonweapon Praficiency: Bonus. (Warrior) Endurance. Recommended: (Generd)
Animd Handling, Direction Sense, Riding (Land-based), Svimming;(Wizard) Languages
(Ancient); (Warrior; these take 2 dots only) Blind- fighting, Tracking, (Warrior; these
take 1 dot only) Mountaineering, Running, Set Snares.

Equipment: The Militant Wizard may buy any equipment he chooses, kegping
whatever money he might not use.

Special Benefits: The Militant Wizard receives a bonus Wegpon Proficiency free of
charge; thisisin addition to his norma Wegpon Proficiency. This bonus Weapon
Proficiency does not use any of the wizard's proficiency dots, but he must choose it from
the weapons listed in the Wesgpon Praficiency entry above. Additionally, a Militant
Wizard can acquire any of the Warrior's Nonweapon Proficiencies given on Table 37 on
page 55 of the Player's Handbook at the listed number of dots; for instance, if a Militant
Wizard wants the Anima Lore proficiency, it costs him only 1 dot instead of the normal
2 for awizard.

Special Hindrances. Because a Militant Wizard devotes so much of histime and
energy to the mastery of military skills, heislimited in his access to spdls from various
schools. Table 6 ligts the oppositional schools for Militant Wizards of each specidty; the



Militant Wizard is forbidden to learn spells from these schools.
Table 6: Oppositional Schoolsfor Militant Wizards
Specialist Oppositional Schools

Abjurer llluson
Alteration
Greater Divin.

Conjurer Alteration
Gregter Divin.
Invoc./Evoc.

Diviner Conj./Summ.
Abjuration

Invoker [lluson
Enchant. /Charm
Conj./Summ.

Necromancer Enchant. /Charm
[lludon
Alteration

Transmuter Necromancy
Abjuration
Conj. /Summ.

Militant Wizard mages are likewise limited. The DM may decide which of the
following limitations affects Militant Wizard mages in his campaign (choose only one
limitation).

1. The Militant Wizard mage is forbidden to learn 8th-level and Sth-level spdllsfrom
any school.

2. The Militant Wizard mage learns spdIs asif his Intelligence were two points lower
than he actudly has, asindicated on Table 4, page 16 of the Player's Handbook. This
limitation a0 affects the number of languages he can learn, the highest leve of spellshe
can cad, the maximum number of spdlls per level he can know, and his spdl immunity.
For ingance, if thislimitation isin effect for aMilitant Wizard mage with an Inteligence
score of 15, he can only know three languages, can cast spells of no higher than 6th-leve,
has a 55 percent chance to learn anew pell, and has a maximum of nine spells per leve
that he can know.

3. The Militant Wizard mage can learn spells from only five schools. To determine
which schools are unavailable to him, roll 1d8 three times, where 1 = abjuration, 2 =
conjuration/summoning, 3 = greeter divination, 4 = enchantment/charm, 5 =illuson, 6 =
invocation/evocation, 7 = necromancy, and 8 = dteration. If the same result occurs twice,



roll again.

Wealth Options. The Militant Wizard receives the standard (1d4 + 1) x 10 starting
money.

Races: No redtrictions

Mystic

Description: Thoughtful, reserved, and extremely introspective, the Mystic is devoted
to sdf-enlightenment and sees the study of magic asthe key to spiritua awareness. The
Mystic enjoys nothing more than spending long hours contemplating the mysteries of the
universe and atempting to become more in touch with hisinner sdf. The Mydtic is not
necessarily a student of religion or philosophy; he seeks an awvareness that can only be
found intuitively.

The Mydtic is by no means a rductant magic-user. In fact, the Mystic believes that the
cadting of each spell and the acquisition of each new magical technique brings him closer
to perfect awareness. The menta discipline necessary for the mastery of magic isthe
perfect compliment to self-knowledge.

The Mystic can come from any culture, but he is usualy from asociety that placesa
high vaue on philosophy, art, and scholarship. Hisis most likely to join an adventuring
party for the opportunity to broaden his outlook, discover new things about himself, and
use magic in new, enlightening ways.

To be aMystic, awizard must have a Wisdom score of at least 13.

There are no specid rules for abandonment of thiskit. If the Mystic grows weary of
the contemplative life or fed s that he has reached a pinnacle of sdlf- awareness, he can
amply leave this kit behind.

Preferred Schools: The Mysdlic prefers the schools of illusion, divination, and
enchantment/charm.

Barred Schools. Because the Mydtic is predisposed against magic that harms other
living things, he is barred from specidizing in the schools of necromancy,
invocation/evocation, and conjuration/summoning. He is not prevented from learning
gpells from these schools-- he amply prefersto limit his associaion with them.

Role: In many societies, the Mystic is congdered to be little more than a crackpot, an
eccentric with an utter lack of ambition who serves no ussful purpose. In more
enlightened cultures, the Mydtic is seen as a seeker of truth, a senstive soul engaged in an
ingpiring spiritud journey.

In acampaign, the Mystic is quiet and non-aggressive. His very presenceis soothing
to the party, and he dways has aword of comfort or encouragement for his companions.
The Mystic avoids combat whenever possible, but courageoudy rises to the occasion
when his comrades are threatened. Only in the most extreme circumstances will the
Mysdtic intentiondly take alife; however, he will kill if necessary to preserve hisown life
or the life of acompanion.

Secondary Skills: The Mystic must take one of the following as his Secondary Skill
(player's choice, based on the Mystic's background): Farmer, Forester, Groom, Mason,
Scribe, Tailor/Weaver, Woodworker.

Weapon Proficiency: Required (the player chooses one of the following): Dagger,
dart, or ding.



Nonweapon Proficiencies. Bonus Agtrology, Rdigion. Recommended: (Generd)
Agriculture, Artistic Ability, Carpentry, Etiquette, Languages (M odern), Leatherworking,
Pottery, Seamstress/Tailor, Stonemasonry, Weaving; (Wizard) Ancient History,
Herbalism, Languages (Ancient), Reading/Writing, Spellcraft.

Equipment: The Mystic may buy only the wegpon associated with his Wegpon
Proficiency. As his adventuring career progresses, he can buy (and use) only daggers,
darts, knives, and dings. He must spend dl of his starting money; any leftover gold is
logt.

Special Benefits: The Mystic receives one of the following specid abilities from the
list below. The specid ability is chosen when the character isfirst crested and can never
be changed.

1. Once per week, the Mystic can feign death as per the 3rd-leve wizard spdl; he can
use this ability only on himsdlf. The Mydic can feign death for up to 24 hours,
awakening & any time. To use this ability, the Mystic must merely concentrate for 1
round; no components are necessary.

2. Once per week, the Mydtic can transform his consciousness into a ghostly spirit
form, leaving his physical body behind. The spirit form has the appearance of amisty
cloud in the shape of the caster. The spirit form cannot attack, speak, or cast spells, but it
can fly a amovement rate of 24 (Maneuverability Class B) and can pass through the
smallest opening or tiniest crack. The Mystic's spirit form can trave an unlimited
distance from his physical body as long asit remains in the same plane of existence. The
soirit form isinvulnerable to dl attack forms, but dispel magic or asmilar spell causes
the spirit form to ingtantly return to its body.

Whilein spirit form, the Mystic's physical body remains comatose. The body is
subject to dl regular attacks and suffers damage normdly. The spirit form can reman
away from the body for up to 24 hours, but once it returns to its body, the Mystic revives
and cannot use his spirit form for another week.

To use hisspirit form, the Mystic must merely concentrate for 1 round; no
components are necessary.

3. Once per week, the Mystic can use aspecid levitate self ability for one hour. Once
initiated, the Mydtic can use this dbility to levitate himsdf sraight up inthe air a arate
of 10 yards per round. He can stop, hover, descend, and ascend at will, though horizonta
movement is not empowered by this ability (however, the Mystic could push himsdlf
dong awadl to move laterdly). While levitating, the Mystic can carry as much weight as
he can normdly. Unlike the levitation spdll, the Mystic usng levitate self suffersno
attack roll pendties when attempting to use missile weapons.

To usethis ability, the Mystic must merely concentrate for 1 round; no components
are required. As soon as alevitating Mydtic touches the ground, his use of this aaility is
over; he can useit again in another week.

Special Hindrances. A Mystic must spend two consecutive hours per day meditating.
These two hours must aways occur at the same time of day; the player can decide which
hours are devoted to meditation, but once decided, the time period can never change
(typica meditation times are the first two hours of dawn, the first two hours after sunset,
or from midnight to 2 a m. ). If the Mydtic neglects to perform his meditation, is unable
to perform it, or isinterrupted more than once (for more than atota of 1 minute), the
following day heisableto cast only the number of spells alowed to awizard onelevel



lower than his actud leve. For ingance, if a4thrlevel Mydtic is unable to meditate on

Day 1, on Day 2 he will be adleto cast only as many spells as a 3rd-leve wizard.
Wealth Options. The Mydtic receives only (1d4 + 1) x 5 gp as sarting money.
Races: No limitations

Patrician

Description: The Patrician isawizard of noble birth, amember of his culture's
arigtocracy. Born into alife of wedth and privilege, the Patrician congders himsdf an
arbiter of good taste and a connoisseur of the finer thingsin life. He looks down his nose
at working men and women, aswell as dl others he consders to be inconsequentia
rabble. If anything, his mastery of magic makes him even more arrogant than other
members of the ruling class, since he sees his talent as clear proof of his superiority over
common folk.

The Patrician may join an adventuring party out of a sense of duty to his country or to
promote the common good-- in spite of their snobbery, good-aligned Patricians have
strong mora codes. A Patrician might have grown weary of his pampered life and sought
an adventuring party to add atouch of excitement to his otherwise dreary existence.
Alternatdly, his parents might have ordered him to join aparty to teach him humility.

There are no specid requirements to be a Patrician. The mgority are mae, but
noblewomen are aso included in this category (dthough such a character would more
correctly be called a Noblewoman or Aristocrat).

To abandon this kit, the Patrician must renounce his birthright. He will forever after be
ogtracized by dl the nobility from his homeand and may even be disowned and
disnherited by hisfamily.

Preferred Schools: The Patrician can specidizein any school, but prefers those that
he perceives as most powerful, such as conjuration/summoning, ateration, and
invocation/evocation.

Barred Schools: The Petrician will not specidize in necromancy, a school he
consders disgusting and repulsive.

Role: The Patrician prefers the company of nobles and other members of the upper
class. Mogt Petricians are wedthy and have no need to earn money, but many till serve
their societies as administrators, counselors, and ambassadors. Since they have access to
the the finest teachers and universities, Patricians are extremely well-educated and expert
inavariety of aress.

Fellow player characters will rightfully perceive the Patrician to be an arrogant,
condescending snob. On the positive Side, the Patrician is aso well-mannered and
courteous, even to those he consders to be his socid inferiors. Mae Petricians can be
extremely chivarous to members of the opposite sex, regardless of whether they likeit or
not. The Patrician is generaly cooperative with the party, though he will bak at any
suggestion that compromises his sense of dignity (for instance, he will never enter afilthy
cavern or search the bodies of dain enemies without squawking). His fird-rate education
and extensve travels make him an excdlent source of information.

Secondary Skills: Required (the player must choose one of the following): Bowyer,
Gambler, Groom, Jeweler, Limner/Painter, Scribe.

Weapon Proficiency: Required (the player must choose one of the following):



dagger, knife.

Nonweapon Proficiencies: Bonus. (Generd) Etiquette, Herddry, Riding (Land-
based). Recommended: (Generd) Dancing, Languages (Modern), Riding (Land-based),
Singing; (Wizard) Ancient History, Languages (Ancient), Reading/Writing, Religion;
(Rogue, double dots) Ancient History, Appraising, Gaming, Loca History, Musica
Instrument; (Priest, double dots) Languages (Ancient).

Equipment: A beginning Patrician must buy dl of the following items: horse (must
be at least ariding horse), riding saddle, bit and bridle, horseshoes and shoeing, hdter,
and saddle blanket. He can spend the rest of his money as he wishes.

Special Benefits: The Patrician begins with more starting money than other wizards
(see the Wedlth Options entry below). Additionaly, he receives a +3 reaction modifier
from any noble from his own culture, and a+2 reaction modifier from nobles from other
cultures. When traveling, a Patrician can demand shdlter from any fellow noblemen from
his own culture. Such shdlter is offered free of charge and is made available for the
Patrician and up to two persons per experience level of the Petrician (for instance, a 3rd-
level Patrician can demand shdlter for himsdlf and six others).

Special Hindrances. When making purchases, the Patrician accepts nothing but the
best, whether it be amed, aroom for the night, aweapon, or even achest to carry his
possessions. Any time he buys any item, the Patrician must pay 10 to 100 percent more
than the listed price in the Player's Handbook. The DM will decide the price paid by the
Patrician, which may vary from item to item, depending on the qudity of merchandisein
apaticular locde. For instance, the best med in Village A might sdll for 7 sp, while the
best med in Village B might sdll for 10 5p. In dl cases, the Petrician will settle for no
less than the most expensive item available; he dways pays at least 10 percent more than
the listed price.

If aPatrician lacks the funds to buy high-quality items, he can settle for chesper
goods, but he no longer receives his reaction bonusin that particular encounter or
community; NPCs smply do not believe that heisanoble. For instance, if aPatrician
settlesfor astandard 5 gp med a aninn, dl of the NPCsin the inn react to him normally,
ignoring hisingstence that he's a nobleman. Word will quickly spreaed throughout the
community that an amusing felow is pretending to be a nobleman, and soon dl of the
NPCs in the community will react to him normaly. If a Petrician settles for shabby
accoutrements, such asanorma sword or average saddle, all NPCswill react to him
normally until he replaces them with more expensive items.

Just as the Patrician can demand shdlter from other noblemen, so can they demand
shelter from him. Note that this can get to be an expensive proposition if the NPC
noblemen gtay for any length of time.

Wealth Options: The Patrician recelves an extra 150 gp in addition to the standard
(1d4 + 1) x 10 gp.

Races: No redtrictions. However, if aparticular race doesn't recognize or adlow socio-
economic gratifications in the DM's campaign world, that race will not have Patricians

Peasant Wizard

Description: The Peasant Wizard is a spell caster of modest means whose exceptiond
skills and matchless courage have made him a champion of the masses. Though his



taents have set him gpart and made him alegend in his homeand, he will never forget

his roots. An advocate of the commoner, the Peasant Wizard devotes himsdf to the
promotion of equaity and justice. The Peasant Wizard is the most frequently encountered
of al thewizards. There are no additiona ability requirements for the Peasant Wizard.
No specid rules exist for abandoning this kit.

Preferred Schools: There are no preferred schools for the Peasant Wizard, though
illusonigts, abjurers, and invokers are among the most frequently encountered.

Barred Schools: There are no barred schools for the Peasant Wizard; however, there
are fewer necromancers and diviners than any other specidist.

Role: The Peasant Wizard fights on behdf of the common people. He considers
himsdf protector of the helpless, actively opposing any action from the party that
threatens or exploits the peasants. For instance, he won't alow his party to recruit
peasants for combat support unless they fully understand the risks involved. When a
companion of the Peasant Wizard bargains with a common man for goods or services, the
Peasant Wizard makes sure his companion pays the common man afair price. When the
party recovers atreasure, the Peasant Wizard demands that the local citizens receive their
far shareif they helped the party in any way or if the treasure was recovered on their
land.

The Peasant Wizard sees the wedlthy classes as a primary reason for the commoners
miseries, 0 he haslittle respect or patience for noblemen and the wealthy. Aside from
the occasond inault, the Peasant Wizard is likely to avoid associating with any Patricians
in his party.

Secondary Skills: The player may choose his Peasant Wizard's secondary skill. The
DM might consder limiting this choice to skills that are useful to peasants such as
svimming; it isunlikely (but not impossible) thet a peasant wizard could learn herddry
or etiquette.

Weapon Proficiency: Required (player's choice): Bow (any), dagger, knife, speer,
dart, ding.

Nonweapon Proficiency: Bonus (one of the following, player's choice: Agriculture,
Fishing. Recommended: (Generd) Anima Handling, Blacksmithing, Carpentry,

Cabbling, Cooking, Direction Sense, Fire-building, Lestherworking, Pottery, Riding
(Land-based), Stonemasonry, Weather Sense, Weaving.

Equipment: The Peasant Wizard can spend his money on anything he likes, within
the limitations described in the Specid Hindrances entry below.

Special Benefits: When in his homeand, the Peasant Wizard will dways be given
food and shelter a no charge from his fellow commoners. This courtesy extends to the
Peasant Wizard's companions, as long as he vouches for them. The Peasant Wizard does
not recaive this benefit in lands other than his own, but he dways receives a +2 reaction
modifier from pessantsin any culture.

Special Hindrances: Aside from wegpons, a Peasant Wizard may own only one item
worth as much as 15 gp. Asde from thisitem, al of his other items must be valued a 10
gp or less Thetotd vaue of dl his possessons, including money but excluding wegpons,
can never exceed 75 gp. Any treasure or possessionsin excess of this limit must be
donated to some worthy cause.

Wealth Options: The Peasant Wizard receives only (1d4 + 1) x 5 gp for Sarting

money.



Races: No redtrictions.
Savage Wizard

Description: The Savage Wizard isthe spell cagter of aremote tribe, culturaly and
technologicaly primitive by the standards of the ret of the world. Although these tribes
commonly maintain functiond civilizations for thousands of years, their traditions, dress,
and customs are so simple that most outsiders consder them unsophisticated brutes.

There are avariety of Savage tribes around the world, ranging from pecifistic societies
of farmers and herders to bloodthirsty headhunters and barbarians. All, however, are
sharply atuned to the natura world, sharing a deep respect for anima and plant life and
an innate underganding of the mysteries of nature.

To be aSavage Wizard, a character must have a minimum Strength score of 11 and a
minimum Condlitution score of 13.

To abandon this kit, a character must renounce his membership with histribe and
become a citizen of a different culture. Since triba roots run deep, a dramatic change
such as this should be dow in coming; a Savage Wizard must have advanced &t least five
levels ance leaving his tribe and experiencing adventures in the outsde world before
cutting ties with histribe.

Preferred Schools: Because their Condtitutions tend to be exceptiondly high, Savage
Wizards excd in the schools of conjuration/summoning and invocation/evocation.

Barred Schools: Savage Wizards lack the natura aptitude for mastering the schools
of abjuration and enchantment/charm.

Role: Mot tribesmen are dazzled and impressed by magic, so the Savage Wizard
typicaly holds a postion of great power in histribe. If not the actud ruler, the Savage
Wizard is a respected teacher or triba counsaor. Depending on the nature of the tribe,
the Savage Wizard is known by avariety of names, among them Witch Doctor,
Mundunugu, Wangateur, and |sangoma.

The Savage Wizard's power can sometimes work againgt him, particularly if histribe
is exceptionaly superdtitious or if an ambitious tribesman schemes to usurp the wizard's
leadership role. If the tribe becomes convinced that the wizard is consorting with demons
or otherwise stirring up dark forces better |eft done, they may expe the wizard from the
tribe with the threat of execution if he returns. Thisis one way that a Savage Wizard
might link up with an adventuring party.

In acampaign, the Savage Wizard takes the role of an outsider, baffled and
intimidated by the mysteries of the "civilized" world. Products of technology, such asall
lanterns and crossbows, both fascinate and frighten him. While heisa homein the
darkest jungles or most treacherous mountains, he is extremely uncomfortablein cities
and towns. If the Savage Wizard is from ardatively pacifistic tribe, he might serve asthe
conscience of his party, questioning their eagernessto kill, their obsession with wedlth,
their salfishness, and their inequitable system of judtice.

Secondary Skills: The Savage Wizard's Secondary Skill should be based on the
primary occupation of histribe; that is, if histribe is mogtly fishermen, his Secondary
Skill should be Fishing. Other likely skillsinclude Forester, Groom, Hunter, and
Trapper/Furrier.

Weapon Proficiency: Required (one of the following, representing his tribe's wegpon



of choice): spear, blowgun, dagger, knife, or ding. Regardless of whether the Savage
Wizard eventually becomes familiar with new weapons, heislikely to prefer histribd
wegpon throughout his adventuring career.

Nonweapon Proficiencies. (General) Direction Sense or Weather Sense (player
choice); (Warrior) Endurance or Survival. Recommended: (Generd) Anima Handling,
Animd Training, Fre-Building, Fishing, Riding (Land- based), Rope Use, Swimming;
(Warrior, double dots) Anima Lore, Bowyer/Hetcher, Hunting, Mountaineering,
Running, Set Snares, Tracking; (Priest, double dots) Hedling, Loca History; (Rogue,
double dots) Jumping, Tightrope Walking, Tumbling; (Wizard) Herbdism, Redligion. A
Savage Wizard cannot take Etiquette or Heradry when first created.

Equipment: The only wegpon the Savage Wizard can purchase initidly is histriba
wesgpon (see Wegpon Proficiency). He must spend al of his remaining gold when heis
cregted; he may not keep any unspent gold. He can purchase only equipment that would
normally be available to histribe; for instance, his tribe probably has herbs, nuts, fishing
nets, and rafts available, but they are unlikely to have chains, lanterns, hourglasses, or
megnifying glasses. The DM has the find word as to what equipment is available to any
particular Savage Wizard.

Special Benefits: The Savage Wizard receives one of the following specid abilities
from the list below. The specid ability is chosen when the character isfirst created and
can never be changed.

1. The Savage Wizard can manufacture a protective talisman once per week. The
taisman isasmal pouch of herbs hung on aleather cord which is worn around the
subject's neck. The talisman gives protection from evil to the wearer, identica to the
effects of the 1gt-leve wizard Spdll. The taisman offers continud protection for afull
day, after which time the herbs disntegrate. Dispel magic or asmilar spdl permanently
cancdls the magic of that particular talisman. The Savage Wizard requires no less than
one hour to manufacture a talisman.

2. Once per week, the Savage Wizard can congtruct a smal replicant of any single
victim of hischoice. Thereplicant is about 6 inchestal, made of clay, and cruddy
resembles the form of the victim. It must dso contain alock of hair, afingernail, or other
small piece of organic materid from the victim. A Savage Wizard requires one hour to
manufacture a replicant.

Whenever the Savage Wizard cuts a piece from the replicant, sicksapininit, or
otherwise "attacks' it, the replicant suffers 1-4 hit points of damage. The victimwho is
represented by the replicant suffers an identical amount of damage, regardless of the
distance between the replicant and the victim (however, the victim must be on the same
plane of existence as the replicant). Every type of damage on the replicant inflicts 1-4 hit
points of damage; therefore, the Savage Wizard must take care not to destroy the
replicant, for burning, crushing, or throwing the replicant into apool of quicksand till
inflicts only 1-4 hit points of damage. The replicant disintegrates when any of the
following conditions are met:

The replicant has suffered 10 hit points (or more) of damage.
Dispel magic or asmilar spel is cast on the replicant.
A week passes since the replicant's creation.

3. Once per week, the Savage Wizard is able to forecast the genera fortunes of some



magor undertaking by interpreting an omen from observing the natura conditions around
him. To be receptive to an omen, the wizard must do nothing but concentrate for one
uninterrupted turn; if his concentration is broken, he cannot attempt to interpret an omen
for another week. After the turn of concentration, he studies his surroundings for an
oment- arippling pond, agathering of clouds, a swarm of insects, or the veinsin alesf
are al possble sources of omens.

A wizard usudly consults an omen before Sarting ajourney, engaging in amgor
battle, or embarking on some other significant task. If the DM has knowledge about the
proposed action, the omen should reved the appropriate information; for instance, if the
party is considering exploring an abandoned building, but the DM knowsit contains a
gpectre, the result should be anill omen. In Situations where the DM has no information
on which to base his judgement, roll 1d10 and consult Table 7.

Table 7: Savage Wizard Omen Results

d10
Roll Result

1-2 1l Omen: The party should not undertake the task this day. If they ignore the
omen, dl party memberswill suffer a-1 pendty on "to hit" and saving throw rolls
for the rest of the day, their chance for encounters will be doubled, and a-3
reaction modifier will be applied to dl encounters

3-4  Great Danger Exigs. If the party proceeds, their chance for encounters is doubled
for the rest of the day and a—3 reaction modifier gppliesto al encounters.
Opponents have a+1 gpplied to their chance to hit

5-7  Neutrd Omen: The information is vague. No specia modifiers apply

8-9  Favorable Omen: The party members movement rate isincreased by 50% for the
rest of the day, and opponents have a-1 applied to their chance to hit

10 Auspicious Omen: All effects of a Favorable Omen apply; additiondly, dl party
membersgain a+1 on al saving throws made for the rest of the day

Special Hindrances: The Savage Wizard's strange appearance and manners make
drangers wary of him. Therefore, he suffers a -2 reaction adjustment from al NPCs not
from his own tribe (PCs can react as they wish, but they should quickly become
accustomed to the Savage and accept him as an equal.)

Wealth Options. The Savage Wizard begins with only (1d4 +1) x 5 gp. Asthe
campaign progresses, the Savage will have the opportunity to acquire more treasure, and
it is up to the player whether he appreciates its vaue or regjectsit as aworthless. (For
instance, a Savage might accept gold but have a superdtitious belief that requires him to
reject gems.)

Races: No redtrictions.

Witch



Description: The Witch is awizard whose powerful magicd abilities are extraplanar
in origin. Though wizards typicaly learn the basics of spdllcasting & magic academies or
from learned mentors, Witches learn magica skills from entities and their minions from
other planes of existence, or from other Witches.

Occasiondly, these extraplanar entities contact youthful humans or demihumans for
magicd ingruction; other times, humans and demihumans seek out the entities through
arcane rituas and petition them for indruction. The entities agree to such ingruction for a
variety of reasons-- some hope to train their students to eventually become emissaries,
some hope to use them as conduits for various forces, some hope to seduce them as
consorts, and some simply share their magica secrets for their own amusement.

Whatever the motives of the extraplanar entities, they exude a powerful directing
influence over their sudents. However, afew Witches with particularly strong wills are
able to maintain their own drives while using their magica skillsto further their own
gods. Such Witches face alife-long struggle with the forces who rdentlesdy strive to
direct their spirits.

The requirements for becoming a Witch are higher than for any other kit. Because her
training is more demanding than that received by most other wizards, she must have a
minimum Intelligence and Wisdom of 13. To resst the corruption inherent from contact
with extrgplanar entities, she must have a minimum Condtitution of 13. The vast mgority
of Witches are femae, but male Witches are dso possible, commonly called Warlocks.

The Witch kit cannot be abandoned. If a Witch managesto sever al tieswith the
entities reponsible for her indruction (usualy requiring the power of awish or its
equivaent), she loses two experience levels. If she gill wishes to pursue amagicd career,
she must relearn the experience levels that she logt.

Preferred Schools: The most gppropriate school for Witchesis enchantment/charm.
Conjuration/summoning and necromancy are aso good choices.

Barred Schools: There are no barred schools for Witches.

Role: Regardless of her actua adignment, al but her dosest friends are likely to
presume that a Witch is in collaboration with extrgplanar spirits, and will shun her
accordingly. There are few places where a Witch iswelcome, and for the most part, a
Witch will need to conced her identity when traveling to assure her sefety.

A Witch's player character companions need not have such fears or pregjudices against
her, especidly after she proves hersdf in life-and-death Situations. However, there might
aways be aveil of suspicion between the Witch and her companions, asiif they cannot
quite bring themsalves to trust her completely. Any player characters with suspicious
natures, particularly those with primitive or unsophisticated backgrounds, may never
fully warm up to aWitch and will avoid being done with her, sometimes even accusing
her of betraying the party or bringing them bad luck. (The DM isfree to encourage this
type of role-playing, but not to the point of disrupting the campaign. If this distrust
becomes problemeatic, the DM might remind the PC leader of the party that the Witch is
indeed a good-aigned character and it is his job to promote good will among his
companions.)

Although a Witch learns her magica techniques from extrgplanar entities, once on her
own, she learns her gpdls in much the same way as any other wizard. Still, her techniques
for casting spells may differ sgnificantly from the sSandard methods. The cadting times,



ranges, and effects of her spells are no different from the same spells used by other
wizards, but she may use different verba, somatic, or materiad components, aswell as
meditation These differences should make her seem even more thregtening to outsiders,
as well as making her seem more remote to the other player characters.

Secondary Skills: Required: None. Recommended: Scribe.

Weapon Proficiency: TheWitchisnot dlowed an initid Wegpon Proficiency, nor
can she acquire a Weapon Proficiency as she advancesin leve.

Nonweapon Praoficiency: Bonus Proficiencies. Herbaism, Spellcadting.
Recommended: (Generd) Artistic Ability, Brewing, Cooking, Languages (Modern),
Westher Sense; (Wizard) Ancient History, Agtrology, Languages (Ancient),
Reading/Writing, Religion; (Priest, double dot) Heding.

Equipment: When aWitch isfirst created, she must buy her wegpons from among the
following choices: Dagger or dirk, knife, ding, saff ding. Additiondly, the Witch can
choose up to 1,500 gp worth of magicd items from Table 89 (Potions and Qils), Table 91
(Rings), Table 92 (Rods), Table 93 (Staves), Table 94 (Wands), and Tables 95- 103
(Miscellaneous Magic) on pages 135-139 of the Dungeon Master's Guide. These items
are free-- she doesn't have to pay for them (but she cannot keep any of the leftover 1,500
ap).
Special Benefits: When aWitch isinitidly created, she automeaticaly gainsthe spells
detect magic and read magic; these spells are in addition to any spells she normaly
recaives. As aWitch increasesin leve, she automatically gains the following abilities.

These are dl naturally acquired abilities, and do not count againgt the number of spdlls
she can know or use. All of the following abilities can be used once per week.

3rd Level: The Witch acquires the ability to secure familiar. Thisisidentica to the
1st-level wizard spell find familiar, except that a Witch does not need to burn 1,000 gp
worth of incense and herbsin a brass brazier. Instead, the Witch must merely concentrate
for oneturn. If asuitable familiar iswithin 1 mile per leve of the Witch, it will arrive
within 1d10 hours. A Witch can have only one familiar & atime.

5th Level: The Witch acquires the ability to brew calmative Assuming she has access
to the proper ingredients (usudly available in any forest), the Witch can brew one dose of
an dixir that has the effect of adeep el when avictim comesin contact with it. One
dose is sufficient to coat asword or any other single weapon. The dixir has no effect on
victims with more than 8 HD; victims can res s the effects of the dixir with a successful
saving throw.

The Witch requires one hour to brew the dixir. The dixir loses its potency after 24
hours.

7th Level: The Witch acquires the ability to brew poison. With the proper ingredients,
available in most forests, she can brew one dose of Class L contact poison sufficient to
coat a single wegpon. The Witch requires one hour to brew the poison. It loses its potency
in 24 hours.

9th Level: The Witch acquires the ability to beguile any sngle person or monster
(assuming the person is no higher than 8th-level or the mongter has no more than 8 HD).
Beguileisidenticd to the 4th-level wizard spell charm monster and the 14-leve wizard
gpdl charm person, except that the victim is not alowed a saving throw. To cast beguile,
the Witch must merely point at the victim and concentrate for 1 round; there are no verbal
or material components.



11th Leve: The Witch acquires the ability to brew flying ointment. Assuming she has
access to the proper ingredients (usually available in any forest), the Witch can brew one
dose of an ointment which, when rubbed on the skin, gives the recipient the ability to fly,
as per the 3rd-leve wizard spdl fly. The dose is sufficient to affect one human-sized
subject; the effects perast until the ointment loses its potency 24 hours after it is brewed.
The Witch requires one hour to brew the ointment.

13th Level: The Witch acquires the ability to inflict awitch's curse on any sngle
person or cregture. Thisis exactly identicd to the 4th-level wizard spell bestow curse,
except that its effect is automatic; the victim is not dlowed a saving throw. The effect of
the curse persasts for 24 hours unless the curseis dispelled by aremove curse, wish, or
smilar spel. To cast the spell, the Witch must merely point at the victim and concentrate
for 1 round; no verba or materid components are required. To determine the effects of
witch's curse, roll 1d8 and consult Table 8.

Table 8: Effects of Witch'sCurse

d8 Rall Result

1-3 One ability of thevictim islowered by 3 points. Determine which ability islowered by
rolling

1d6:

1 = Strength

2 = Dexterity

3 = Condtitution
4 = Intelligence
5 = Wisdom

6 = Charisma

4-5 The victim's "to hit" and damage rolls are reduced by 4 points

6 The victim becomes blind, as per the 2nd-level wizard pdl blindness. The
effect perastsfor 24 hoursor until the  witch's curse isdispelled.

7 Thevictim loses 1 hit point per hour for the next 24 hours. These logt hit
points cannot be recovered by norma or magicd means until thewitch's
curse endsin 24 hours or unlessthe curseisdigpdled. If thevictimis
reduced to O hit points or less within 24 hours of receiving the curse, or
before the curse is dispdled, he dies.

8 Thevictim immediady lapsesinto astate of temporal stasis, as per the Sth-
level wizard spell. The effect perasts unless the curseis dispelled.
Otherwise, a the end of 24 hours, the victim is reduced to O hit points and
dies.

Special Hindrances: Because of their non-conventiond training, Witches do not earn
bonuses to their experience for high ability scores. Witches cannot be multi-classed or
dual-classed.

Generdly, outsders are terrified of Witches. Unless an NPC is exceptiondly opert



minded or has extremely high Intelligence or Wisdom (13 or more in either gbility), the
Witch receives a-3 reaction rall. If the NPC is uneducated, comes from an extremely
superdtitious or unsophigticated culture, or has low Intelligence and Wisdom (under 10
for both), the Witch receives a-5 reaction roll. Additiondly, if aWitch lingersina
superdtitious or culturaly unsophisticated community for more than aday, she runsthe
risk of facing amob of hodtile citizens bent on running her out of town, imprisoning her,
torturing her, or executing her. (The DM decides the size of the mob, their intentions, and
the likelihood of their accosting the Witch. As arule of thumb, assume a 20 percent
chance of a 4d6-member mob forming in ahogtile community if the Witch saysfor a
day. This chance increases by 20 percent for every additiona day the Witch remains; the
size of the mob increases by 2d6 members.)

The Witch must periodicaly struggle with the extragplanar forces striving to direct her.
The forces are so powerful that they cannot be dispelled; dl the Witch can do is endure
them. When undergoing these internd struggles, the Witch suffers pendtiesto her
combat abilities and saving throws.

The DM hasthree options for determining the frequency and intensity of these
pendties, depending on the needs of his campaign and how much bookkeeping heis
willing to undertake:

1. The Witch suffers a-2 pendlty to her attack rolls and a-2 pendty to her saving
throws on any night with afull moon and the three nights before and after the full moon
(the pendties apply to a 12 hour period from about 6 p. m. to 6 a. m. ). On most worlds, a
full moon will occur about once per month; if the moon of the DM's world has a shorter
or longer cycle, increase or decrease the number of nights the Witch is affected; she
should be affected about seven nights out of 4 weeks. If there are severd moons, the
Witch is affected by only one of them.

2. Thereisa 25 percent chance per day that the Witch will be subjected to an interna
struggle with extraplanar forces. The DM determines this at the beginning of the day; the
Witch is aware of the result. Throughout that night (a 12- hour period lasting from about 6
p. m. to 6 a m.), the Witch suffers a-2 penalty to her attack rolls and a-2 pendty to her
saving throws.

3. The Witch struggles with the extraplanar forces every night. For a 12- hour period
lasting from about 6 p. m. to 6 a m. , she suffersa -1 penalty to her attack throws; there is
no pendty to her saving throws.

Wealth Options. The Witch receives the standard (1d4+1) x 10 gp as Sarting money.

Races: No racid restrictions.

Note: The Witch is among the most complex of dl the kits, and many of the details
are |l eft up to the player's discretion. For ingtance, he may wish to design specific daily
rituds for his Witch, or he may wish to expand on the Witch's relaionship with the
entities who origindly trained her. What exactly are they? Where are they? Can the
Witch contact them for favors? What exactly happensif the forces succeed in controlling
the Witch? Does her dignment change? Her abilities? Her relationship to the party?
There are many possible variations on the Witch kit, and the DM is encouraged to
experiment, as long as he avoids the temptation to make her excessively powerful, and
keeps in mind the potentia disruptionsin his campaign.

Wu Jen



Description: The Wu Jenisawizard from cultures based on medievd orientd
avilizations. Heis a sorcerer of mysterious power and uncertain fedlty. Unlike the
orientd samurai, the Wu Jen sldom answersto alord or magter. His primary alegiance
isto himsdf and to his craft.

The Wu Jen sldom lives among the masses, preferring instead to dwell in the
wilderness where he can contemplate the secrets of nature without interruption. Living
the life of ahermit, the Wu Jen concentrates on purifying his body and mind, thus making
him more receptive to the supernatura forces of the world.

To beaWu Jen, awizard must have an Intelligence of at least 13. He cannot be of
lawful dignment, but may ill be good, evil, or neutra. The Wu Jen kit cannot be
abandoned.

Preferred Schools: Wu Jen prefer the schools of conjuration/summoning, ateration,
and invocetion/evocation.

Barred Schools: There are no barred schools for the Wu Jen.

Role: Unless the campaign has an eastern setting, the DM, in conjunction with the
player, should invent a plausible explanation for the Wu Jen's appearance so far from
home. Perhaps the Wu Jen is on ardligious pilgrimage. Perhgps amagicd device or spell
transported the Wu Jen to the western world, ether intentionally or unintentionaly. Or
perhaps the Wu Jen is on a decade-long quest for knowledge or sdf-awareness, and his
travels have brought him to the other player characters.

Whatever the reason, the Wu Jen should add a touch of orientd intrigue and exotic
culture to awestern-based party. Hisfellow player characters should find the Wu Jen's
habits strange and fascinating. For ingtance, aWu Jen prefersto record his spellson
scrollsinstead of in spell books. Perhaps he prays to the sun for an hour each day at
dawn, or maybe he egts only roots and berries. A Wu Jen keeps his emotions hidden, and
his motives are equdly difficult to discern. It is unlikely that the Wu Jen shares the
party's goas and mora code; if he agreesto join the party, it is probably dueto his
intellectud curiogity.

The DM iswithin hisrights to forbid Wu Jen from the campaign. Before a player
sdects this kit, he must check with the DM to make sure that Wu Jen are alowed.

Secondary Skills: Required: Scribe.

Weapon Proficiency: Required (choose one of the following): Blowgun, short bow,
dagger, dart, ding. Alternately, the Wu Jen can choose from the selection of orienta
wegpons listed in Table 9. The Wu Jen has an automatic and permanent +1 bonus to hit
whenever using the wegpon he has chosen for his Wesgpon Proficiency.

Nonweapon Proficiencies: Bonus Proficiencies: Etiquette, Artistic Ability (Painting,
Cdligraphy, or Origami). Recommended: (Generd) Riding (Land-based), Cooking,
Dancing, Singing; (Wizard) Agrology, Herbaism, Spellcraft; (Priest, double dot)
Musicd Instrument; (Rogue, double dot) Blind-fighting, Gaming, Juggling, Tumbling.

Equipment: The Wu Jen must buy al wegpons from the choices listed in the Wegpon
Proficiency entry above. He may have no more than 10 gp remaining when he has
finished purchasing his equipment.

Special Benefits: When aWu Jen reaches 4th leve, he gains the power to summon
massve magica energies that dlow him to cast any one spell thet is three or more levels
lower than hisleve a maximum effect. The spell automatically has maximum range, (if



desired), duration, and effect. Thus, a 4th-level Wu Jen can cast a 19t-levd spell a
maximum effect. A Wu Jen can use this ability once per day.

Special Hindrances. The Wu Jen operates under specia taboos that do not affect
other characters. Though the taboos may seem trivia or even ridiculous to other
characters, the Wu Jen takes them quite serioudy-- violating a taboo causes the Wu Jen to
lose levds of ability, lose spdlls, becomeill, or even die (the DM decides the exact
pendty). A 1st-level Wu Jen has one taboo and gains an additiond taboo every five
levels theredfter (at 6th leve, 11th level, and so on). The DM selects the taboos. Some
suggestlons follow; the Wu Jen:

Can't eat meat or anima products (including milk, eggs, and cheese).
Can't degp within 20 yards of amember of the opposite sex.

Can't wear a certain color.

Can't carry gold (or other precious metd) on his person.

Can't bathe or must bathe frequently.

Can't cut hishair or fingernails.

Can't intentiondly take the life of an insect.

Can't drink acoholic beverages.

Can't 5t facing the north (or other direction).

Can't speak after sunset (except to cast spells).

Wealth Options: The Wu Jen gtarts with the normal (1d4+1) x 10 gp.

Races: Normdly, aWu Jen must be human. The DM may make exceptionsin his
campaign, elves and hdf-eves being the mogt likely choices.

Note: For more detailed information about the Wu Jen, along with additional splls,
wespons, and proficiencies, see Oriental Adventures. The DM may need to make some
adjustments to adapt the descriptions and satistics to AD&D® 2nd Edition rules

Table 9: Selected Oriental Weaponsfor the Wu Jen

Weight Speed Damage
Name Cost inlbs. Size Type* Factor S-M L
Bo Stick 2cp 4 L B 3 1-6 14
Boku-toh 6cp 3 M B 4 1-4 12
Jtte 10cp 2 S B 2 1-4 1-2
Shuriken 10cp 1** S P - 1-6 14

* B = Bludgeoning weapon, P = Piercing wegpon.
** Ten large shurikens weigh atotd of 1 pound.

Description of Wegpons
Bo dtick: A gaff of hard wood thet is very difficult to bresk and isnormaly 6-7 feet in
length.
Boku-toh: A wooden replica of a short sword, usualy used for practice since it cannot cut
or dash. Used aggressively, it can cause bludgeoning damage.
Jtte: A tapered iron bar with a short hook near the handle. Although the hook is not sharp
enough to cut or pierce, the jitte can be used to strike blows.
Shuriken: A smdl throwing wegpon in the shape of a star with needle-like projections.



They are thrown by hand and easily concedled in folds of clothing. A large-star shuriken
has afirerate of 3, ashort range of 5 yards, amedium range of 10 yards, and along range
of 20 yards.

Recording Kitson the Character Sheet

To record awizard kit on character record sheets, follow these steps:

1. In the space where the character's school is recorded, add the name of his wizard kit.

2. When recording the character's Nonweapon Proficiencies, add the bonus
proficiencies the character recaives from hiswizard kit. Mark the bonus proficiencies
with an agterisk to indicate that they are free.

3. Make notes about the character's specia benefits and hindrances and other pertinent
information in any available space on the sheet

M odifying the Kits

The DM is encouraged to modify the kits to more accurately represent the history,
cultures, and events of his campaign world.

However, he should not violate the nature of the kit; maes should not be alowed to be
members of the Amazon kit, nor should Petricians be alowed to be necromancers.
Common sense must prevail. However, if there are no oriental or eastern-styled cultures
in hisworld, the DM isfree to disdlow the Wu Jen kit. Smilarly, if anaturd disaster
wiped out dl traces of Amazon society in hisworld, he can disdlow the Amazon kit

Creating New Kits

Using the kits above as guidelines, many new kits can be crested. If the DM hasa
certain type of wizard that he would like in hisworld, he should design a Wizard Kit for
that persondity. To design a Wizard Kit, the DM should consider the following questions
about the wizard and his role in the campaign.

Description: What's thiswizard like? Is he drawn from a specific literary,
mythologica, or historica source? Are there any specid requirements for a character
who wishes to be this type of wizard?

Role: What place does this wizard have in the campaign? How is he regarded by his
own culture? By other cultures? Is there a particular attitude or outlook he needs to
belong to this Wizard Kit?

What kinds of activities does this wizard tend to perform in acampaign-- isheabold
man of action? A withdrawn scholar? An impulsive show- off? What is his relationship
with the other characters-- is he friendly, disanced, wary, impassive?

Preferred and Barred Schools: Arethere certain types of specidtiesthat seem
especidly appropriate to the wizards described in your kit? If so, note them as preferred
schools. Are there other specidists that seem particularly inappropriate to your kit? Note
them as barred schools.

Secondary Skills: If using the Secondary Skills system, you need to decide if this
Wizard Kit requires such a sKill. If therein't a particular secondary skill or skills
common to al wizards of thistype, then do not require a secondary skill. But if dl



members of a Wizard Kit share the same skill-- or one of asmall number of skills-- then
you might require it of dl characters who take this kit.

Weapon Proficiencies: Often, certain types of wizards tend to favor certain types of
weapons. Others sdect their weapons from a wide range of choices. If the wizard
described in your kit seemsto prefer one or two wegpons more than others, note thisin
the kit. Keep in mind, however, that al wizards share certain weapon restrictions-- see
Chapter 5.

Nonweapon Proficiencies. Aswith weapon proficiencies, many wizards tend to have
certain skillsin common. For ingtance, it would be hard to imagine a Patrician who
wasn't skilled in Etiquette. Therefore, one or two nonweapon proficiency dots can be
given free of charge to characterstaking thiskit. If gppropriate, the proficiencies can
come from the Priest, Rogue, and Warrior listings. Normaly, the cost in dots for non-
wizard proficiences would be higher, but this can be ignored when kits are being given
free.

Equipment: If awizard is known for usng certain types of equipment, require that
such a character have this equipment before the campaign begins. If some but not all
wizards of this type use the same equipment, then it needn't be required; instead, Smply
ligt it as recommended equipment.

Special Benefits: Although not necessary, most Wizard Kits should have some specid
benefit. Any kind of benefit is acceptable, but it should relate to the way thiswizard
operates in fiction, mythology, or smilar source materid. Possible benefits could include;

Bonusesto reaction ralls, particularly from certain categories of people. Bonuses
on wizard proficiency uses, especidly in specificaly defined Stuations.

Bonusesto hit and/or damage, especidly againgt certain categories of enemies, or
in pecia circumstances.

Specid resistances, such as an immunity or bonus to saving throws againgt specific
magica attacks or types of magic.

Specid rights in the culture in which the character normaly travels (such as
immunity from prasecution or free lodging on demand).

Special Hindrances: One or more pecid hindrances should be imposed which limit
the character as much as his specid benefits help him. Possible hindrancesinclude:

Penaltiesto reaction rolls, especidly from certain categories of people.
Pendtiesto hit and/or damage, particularly againgt certain categories or enemies,
or in specid circumstances.
Redtrictions from learning certain nonwegpon proficiencies.
Specid redrictions in the culture in which the characters normaly trave (for
ingtance, the wizard is prohibited from owning property or is punished excessvely
for certain crimes).
Wealth Options. Does the wizard have less or more starting gold than other
characters? Are there any redtrictions as to how his starting gold must be spent?
Races: Note any variations for wizards of specific races. Are any races barred from
the kit? Does any race receive specid benefits, proficiencies, or hindrances when taking
thiskit?
Notes: If there are any additiond details about the kit, explain them fully. You can
aso adapt kits to other classes by adjusting the skills, weapons, proficiencies, benefits,



and hindrances. A campaign might include Academician Priests or Patrician Warriors
Wizard Kit Creation Sheet

At the end of thisbook isablank Kit Creation Sheet. Copies of this sheet may be
made to help you design new kits. The DM or players can design new kits appropriate to
the character types they would like to play. However, if aplayer designs his own kit, he
should check dl details of the kit with his DM. The DM may make changes, or he may
disdlow the kit dtogether

Suggestionsfor New Kits

Here are afew ideas that might be developed into new kits:

Dragon Magter (awizard with a pecid affinity for dragons and the magic they use)

Outlaw Wizard (awizard who is rightly or wrongly wanted by the law)

Spiritudist (awizard with a gpecid interest in ghodts, spirits, and extraplanar
phenomena)

Nomad (a rootless wizard with no permanent homeland)

Chapter 4: Role-Playing

Y our wizard character now has a specidty, an interesting variety of low-level spdls, a
nice set of proficiencies, and a kit from the previous chapter.

Ready to adventure? Not quite. There's more to role- playing awizard than cagting
spells, checking proficiencies, and swinging a staff at the bad guys. In this chapter, we
present suggestions for role-playing techniques that will hep your character cometo life

Wizard Personalities

No two wizards are dike. They may have the same specidties, the same spdls, even
the same backgrounds, yet each has his own set of quirks, flaws, gods, and interests that
make him a unique persondity.

This chapter provides descriptions of different wizard persondities drawvn from
fantasy literature and mythology. Players should look at them dl and seeif any of the
descriptions it their conceptions of their characters.

Each player should think about what his character would be like if he actudly existed-
- would he be bold or cautious? Greedy or generous? Congderate or selfish? Thoughtful ?
Impulsve? Flamboyant?

If any of the persondity types listed seem right for your character, fed free to usethe
description as abass for making role-playing decisons about a PC's actions and godls.
The descriptions can also be used to help decide how a PC interacts with NPCs and with
other members of his party. If none of these descriptions seem exactly right for your
character, perhaps one or more of them will inspire you to create a new persondity type.

Each persondity description below includes the following information:

Character Description: This section describes the character's generd attitudes,



moativations, and outlook, and how he is most likely to function in atypica campaign. In
Some cases, suggestions are given as to what types of players might find this particular
persondity type the most enjoyable to play.

Best Suited For: Some persondity types are more appropriate for certain dignments
than others, and some are more appropriate for certain kits than others. Thisinformation
is provided here.

These are only recommendations, not hard and fast rules, and using dignments and
kits other than the ones suggested might require some imaginétive rationae on the part of
the DM and the player. For instance, an Entertainer/Savage Wizard could exist, but he
will probably be rare in atypica campaign world. Novice players are advised to remain
within the alignment and kit recommendations in this section.

In Combat Situations. Each persondity type gpproaches combat Stuationsin a
dightly different fashion. Some might charge sraight ahead with their weapons
swinging, while others might hold back to size up the enemy before committing to a
course of action. Some might cast their strongest Spdllsfirst, others might hold them in
reserve. This section detalls each persondity type's combat style.

In Role-Playing Situations. This section explains how the character islikely to react
when encountering NPCs. These suggestions should be used as guiddines when role-
playing conversations, including interrogations, interviews, and small talk. This section
will dso give an idea how the character might interact with the other player characters.

TheAltruist

Character Description: TheAltruigt is a sefless humanitarian, his actionsfuded by a
passon for justice. The Altruist regards his magicd skills as a specid gift to be used to
promote the common good, and he devotes hislife to the welfare of others. Heis admired
by the oppressed, scorned by oppressors, and respected by dl. Because hisgoas are
smple and his vaues are unambiguous, this persondity typeis a particularly easy oneto
play. It isagood choice for characters of beginning players. Experienced players,
however, may find him abit boring, and the DM should be aware that an entire party of
Altruigts can lead to alifeless campaign.

Best Suited For: Any kit is appropriate for the Altruist. Obvioudly, this type of
character should be of good dignment, lawful good being the most frequently
encountered.

In Combat Situations. The Altruist is a courageous, aggressive combatant. He is as
sdfless on the battlefidd as heisin dl other waks of life; if an Altruist hasasngle
protection from evil spell, hewill cagt it on the most vulnerable member of his party,
using it on himsdf only if he's absolutely certain that dl of his companions are safe. He
attacks honorably and with mercy, accepting the surrender of his opponents whenever
possble. He assumes leadership roles if necessary, though he seldom seeks them.



In Role-Playing Situations. The Altruist is palite, even-tempered, and thoughtful. He
has little patience for liars and cheaters, and NPCs who exploit the hel pless are especidly
repugnant to him. Most NPCs, except those of evil dignment, admire and respect the
Altruigt's strong mora code, but some NPCs may see him as sdlf-righteous and pompous.

The Brooder

Character Description: The Brooder istormented with salf-doubt; he worries about
his relationship with the rest of the universe, where he fitsin with the rest of mankind,
and the meaning of his own exisence. He may dwdl for days on the ramifications of
some seemingly inggnificant action. If he makes awrong decison or adecison he
perceives as being wrong, he may become consumed with salf-loathing, spirding into a
deep depression that can persst for weeks. Holding himself to impossibly high standards,
the Brooder is continualy disgppointed with his performance as awizard, a citizen, and
as ahuman being.

Obsessed with perfection, the Brooder tends to be an extremely skilled spell caster and
combatant. His mind is sharp and his actions are precise and correct. Although he usudly
succeeds a whatever he attempts, his accomplishments seem to bring him little
fulfillment or joy.

Not surprisingly, the Brooder's outlook on lifeis dismd. He bdieves the struggle
between good and evil can never be won; it will continue to claim victims on both sdes
for dl eternity. Friendship is valued but transent; afriend today can be an enemy
tomorrow. Acts of courage and selflessness are admirable but ultimately futile. Existence
isatragic joke-- men are only puppetsin the hands of incomprehensibly cruel gods.

Because the Brooder seldom voices his opinions, this persondity is agood choice for
players who tend to be quiet. Conversdly, the Brooder is a nice change of pace for players
who normdly take charge.

Best Suited For: Because the Brooder tends to reject mora absolutes, he gravitates
toward neutra dignments, particularly neutra good and chaotic neutral. The Brooder can
use any kit, but the Academician, the Mydtic, and the Wu Jen are especialy good
choices.

In Combat Situations: The Brooder is an excellent fighter. Cowardice is unknown to
him; since he doesn't believe his own life is particularly precious, he fights as if he has
nothing to lose. He is calm and clear-thinking in times of crigs, using his spelsto thar
maximum effectiveness. If necessary, he will unhesitatingly risk hislife for afriend.

If the Brooder is preoccupied with a past mistake or a depressing philosophical
revelation, he may be dow tojoin abattle. Likewisg, if the Brooder isin a state of mind
where the differences between good and evil seem especidly ambiguous, he may decline
to participate in afight. Usudly the Brooder can be roused to battle by afirm request
from the party leader or the gentle urgings from a trusted companion. Even in the depths
of despair, the Brooder will not stand idle and dlow harm to come to his companions.

In Role-Playing Situations. In most encounters with NPCs, the Brooder will remain
quiet and distracted, leaving most of the talking to his companions. He isloathe to offer
his opinion, and seldom cares to hear the opinions of others. Mogt of thetime, heis



smply apathetic. Most NPCs perceive the Brooder to be emotionless and preoccupied,
and keep their distance. Sengitive NPCs might fedl sorry for him.

The Brooder's attitude can be extremely frustrating to hisfellow player characters.
Since he kegps to himself mogt of the time, usudly his companions will only be able to
guess what he's thinking or feding.

Some PCs may attempt to befriend him. Kindness and patience will eventualy bresk
through a Brooder's shell. Although he may not show it, the Brooder fedls friendship
deeply, and may even share his degpest thoughts with a companion who has been kind
and caring

The Commander

Character Description: The Commander is anaturd leader who exudes authority.
Thismay be due to his upbringing, histraining, his innate tendencies, his birth order
(these types tend to be first-born), or any combination of these factors, but whatever the
reasons, taking charge comes automatically to the Commander. He is decisive, imposing,
and ingoiring.

The safety of his companionsis of paramount importance to the Commander, and he
feds persondly responsible for their actions. The Commander is not always the leader of
his party-- he understands that aleader cannot function without able followers-- but he
adwaystendsto act like one, issuing orders, taking charge, and showing initigtive
whenever others are dow to act.

Players selecting thistype of character should be prepared to make most of the
decisonsfor the group. If aplayer is uncomfortable with this role, he would do better to
choose a different persondlity type.

Best Suited For: Lawful and neutrd are the most appropriate aignments for
Commanders. Characters of evil dignment might demonstrate good leadership, but are
too sdlf-centered to fit the nature of this persondity. Chaotic characters usudly lack the
necessary discipline needed for leadership.

A Commander can take the Amazon, Anagakok, Militant Wizard, Patrician, Peasant
Wizard, Savage Wizard, or Wu Jen kit. Academicians tend to be too anaytica and
Mystics are too sdlf-absorbed. Most Witches will have difficulty gaining the complete
trust of their parties, though Witch Commanders are certainly feasible.

In Combat Situations: A Commander isamaster tactician and superb strategist. In
combat, hismind is congtantly at work, looking for weaknesses in an enemy's defense,
weighing attack options, consdering the best pogitions for friendly forces, and deciding
when to withdraw and when to press ahead. Even if someone eseisactudly in charge,
the Commander inevitably will beissuing orders and attempting to boost his party’'s
morae.

In Role-Playing Situations: Unless he is outranked or asked to refrain, the
Commander will presume to speak for the group in NPC encounters. He will negotiate a
group rate for the party a an inn, and spesk to the local authorities about recruiting extra
men for an anticipated battle. Depending on his manner, NPCs may see the Commander



as ether arrogant or accommodating, but they will dways be impressed with his self-
confidence

The Counsalor

Character Description: The Counsdor isalearned man of cam sdlf-assurance who
typicdly serves as an advisor to rulers, administrators, military men, and adventurers.

A Counsdor istypicaly older than other adventurers and is usualy more experienced,
but could aso be ayounger character with a specid taent for understanding human
nature or a natural empathy.

A man of integrity and great dignity, he is respected not only for his knowledge, but
aso hisingght into human behavior. He believes in moderation and justice, and has a
helping hand and kind word for dl.

The Counsdor isagood choice for players who like to play thoughtful, even-tempered
characters who are more apt to be advisors than leaders. Since novice and low-leved
characters lack the experience for this persondlity type, mid-leve and high-leve
characters (especidly those with high Wisdom scores) are the best choicesto be
Counsdors.

Best Suited For: Because a Counsdlor's relationship with others is based on trugt,
characters of good dignments are best suited for this persondity type, especidly lawful
good characters. Chaotic good characters can function as Counsdors as well, although
this type of Counselor will be guided more by his own persona philosophies than by any
accepted standards of law and mora values. Neutra characters tend to be too sdfigh; it is
unlikdy that other characters would turn to them for advice. Evil Counsglors are not
likely to be accepted in a party whose members are mostly good and/or lawful.

Any kit can be adapted to this personaity type. The Academicianisalogica choice,
but the Mystic and Wu Jen dso make good Counsdlors (the Wu Jen has much eastern
wisdom to offer, while the Mydtic is eager to share hisingghts into the human condition).

In Combat Situations. The Counseglor isaveteran of many battles, but because heis
likely to be of advanced years, heis not the best physica combatant. He most likely will
remain in aprotected position, probably near the back of the party or in agood vantage
point from which to cast spells.

The Counsdlor is aso an excellent negotiator. Whenever possible, he will try to seek
common ground with an aggressor in an attempt to avoid combat. The Counselor seldom
takestherole of amilitary leader, but usudly functions as the leader's chief advisor and
consultant.

In Role-Playing Situations. All but the most mean spirited and evil-hearted NPCs
will respect the Counsdor for his wisdom and compassion. The Counsdor will never turn
his back on a person in trouble, and is forever making the problems of others his own. At
the same time, the Counselor is a shrewd judge of character and is usualy the first to spot
a charlatan or a duplicitous NPC.

In acampaign, the Counselor is everybody's best friend. He dways has time to hear
his companions problems, no matter how trivia, and serves as a source of both comfort



and sage advice
The Intimidator

Character Description: Many believe that the wizard is the most powerful of dl
mortas-- the Intimidator is convinced of it. Radiating power and confidence, the
Intimidator faces dl chalenges head on. There's no opponent too tough and no obstacle
too difficult for him. His access to magic makes him superior to dl others-- at least he
believesthisto be fact. His reaction to common people-- that is, people who cannot cast
gpdls-- ranges from sympathy to impatience, but as long as they acknowledge his
superiority, he can tolerate them.

Usudly, thisamount of confidence evolves over many years, o0 most Intimidators are
mid-levd or high-level wizards. But an especidly powerful or an especidly arrogant
lower-level wizard might easily be an Intimidator.

An inflated ego done is not enough-- this persondity typeis primarily intended for
wizards who are in fact more powerful than their contemporaries. To qudify asan
Intimidator, awizard should have higher than normd scoresin a least two abilities other
than Intelligence (for instance, awizard with Strength and Charisma scores of 12 or more
would be agood candidate for an Intimidator). However, even if a character lacks
exceptiond abilities, he might till be an Intimidator if he has areputation as a no-
nonsense aggressor and has the personality to match.

Best Suited For: The Intimidator is suited to any dignment, though characters of
neutral and chaotic adignments might make better egomaniacs; neutra good, neutra evil,
chaotic good, and chaotic neutra are al appropriate choices.

Any kits that suggest aggressive, grim characters are good for the Intimidator, with the
Savage Wizard and the Militant Wizard being obvious choices. More passive types, such
asthe Mystic and Academician, are less appropriate for the Intimidator.

In Combat Situations: The Intimidator loves nothing more than agood fight. Heisa
shrewd, dangerous opponent bent on extinguishing every one of his enemies.

Although he does not attack recklesdy, the Intimidator prefers to face off with the
most formidable opponent on the baitlefield. Where some wizards might use fireball to
frighten agroup of opponents by sailing it over their heads, the Intimidator would scare
them by firing it directly a their leeder, incinerating him.

In Role-Playing Situations. The Intimidator is accustomed to getting hisway. If
reason fails, he will thregten, frighten, or otherwise intimidate NPCs to get their
cooperation, unless aplayer character companion intervenes.

The Intimidator isaman of few words. He knows that a snarl or a stare can be amuch
more effective way to coerce uncooperative NPCs than long speeches or kind words.
Needless to say, the Intimidator is not especidly adept at delicate negotiations.

Inacampaign, al player characters will respect the Intimidator, but he's likdly to
asociate only with player characters he sees as peers, such as high-level warriors and
other wizards. The Intimidator will tend to be patronizing and condescending to the rest
of the party, treating them as well-meaning children, incompetent bumblers, or outright



irritants
TheMercenary

Character Description: The Mercenary seesthe adventuring life asameansto
further his persona wedth. He may accept ajob with a party at aset sdlary or might
agree to take afixed share of any treasure the party finds. Any interest he hasin the
party's goals are secondary to his pocketbook.

Not al Mercenaries are interested in money. Some may be interested in acquiring
souvenirs for their persona collections, while others may wish to hoard magica devices
or fatten their spells books. In al cases, however, the Mercenary's firdt interest isin
himsdf.

A Mercenary is not necessarily acrimind or athief-- he prides himsdf in his
professonadism and has no shame about his interest in wealth and materia possessons.
Since his motivations are straightforward, the Mercenary is a good persondlity type for
novice players.

Best Suited For: The Mercenary isbest suited for neutrd dignments, particularly
neutra good and lawful neutrd. Lawful good characters are less inclined to exploit others
for persond gain, while evil characters are more likely to turn to crimina activitiesto
increase their wedlth. This persondity type is suitable for any kit.

In Combat Situations. The Mercenary isagood, professonal combatant. He takes
orderswell, offers strategic suggestions when asked, and fights vdiantly alongside his
companions. However, he will not volunteer for dangerous missons, nor will he
unnecessarily risk his neck unless he gets extra pay or there's a chance of recovering an
especidly desirable treasure.

In Role-Playing Situations. The Mercenary tends to let the other player characters do
most of the negatiating and interacting with NPCs. He may take amore active role if he
sugpects an NPC has information about a treasure or about any of his other persona
interests. Otherwise, there are no regtrictions for the Mercenary-- he can be humorous and
personable, introverted and serious, or arrogant and obnoxious, as determined by the

player
TheMystery Man

Character Description: The Mygery Man is agenuine enigma. Surrounded in avell
of secrecy, hismotivations, his gods, and the details of his background are kept hidden
from even his closest companions. He favors dark clothing and spesks only when
necessary; hiswords are often cryptic or vague, suggesting that the Mystery Man knows
far more than he chooses to revedl.

No oneis certain why the Mystery Man behaves as he does. Perhapsit isdueto an
oath to an ancestor, or perhapsit is a neurotic compulsion. Whatever the reason, the
Mystery Man is clearly determined to operate on his own terms. Consequently, the
Mystery Man is agood persondity type for players who fed comfortable with offbeat



characters.

Best Suited For: The Mystery Man is perfectly suited for neutra dignments,
especidly neutral good and lawful neutrd, but any dignments are possible. The Mystery
Man's reason for maintaining his vell of secrecy might suggest an gppropriate aignment.
For ingtance, if he has taken an oath to avenge the deeth of his spouse, he might be lawful
good. If hismagica gptitude makes him fed like an outcast from society, but he ill
identifieswith order and organization, he might be lawful neutrd. If he conceds his
identity because heis an escaped crimind, he might be lawful or neutrd evil.

Any of the kits can be adapted to the Mystery Man.

In Combat Stuations: Typicdly, the Mystery Man lisens impassively to the orders
of hisleaders, then fights as he chooses. The Mystery Man can be counted on to do the
unexpected; as a battle gets underway, he may suddenly vanish, then abruptly appear in
the midst of an opposing force. He might use control undead to command undead
creaturesto lift him to their shoulders and carry him into baitle. He might summon
shadow for awhispered conversation, dismiss the shadow, then use light to make himsf
glow while he attacks an opponent.

While hisfighting style is eccentric, it is sartlingly effective. Opponents are usudly
baffled by the Mystery Man'stactics or are intimidated by his manner and appearance.
For these reasons, the Mystery Man is afirg-rate combatant.

In Role-Playing Situations. The very presence of the Mystery Man is enough to
make many NPCs uncomfortable. While he usudly lets his companions do most of the
talking, NPCs often are so intimidated by the Mystery Man that they are quick to
cooperate just to get rid of him. Many NPCs of the opposite sex find that the Mystery
Man'svell of secrecy makes him intriguing and extremely attractive. While polite and
congderate to his companions, the Mystery Man has no interest in socidizing with them.

The Neophyte

Character Description: The Neophyte is ayoung, low-level wizard: an inexperienced
novice anxious to begin hislife as an adventurer and excited about the prospects ahead.

However, the Neophyte's eagernessis more than matched by his naivete. He has seen
little of the world outside of his homedand; when encountering new cultures or
experiencing new Stuations, he may be confused and intimidated or curious and
impulsive. Since he tends to overestimate his abilities and underestimate dangers, he
congtantly gets himsdf into trouble. Still, his cheerful outlook and youthful enthusiasm
endear the Neophyte to his companions, and he is awelcome member of any party, even
if hisfriends usudly have their hands full looking after him,

Hopefully, the Neophyte will not be naive forever. With experience comes wisdom,
and with wisdom comes sophigtication. As a campaign progresses, the Neophyte should
temper hisimpulsiveness with caution and his brashness with maturity. Therefore, this
persondity typeisonly atemporary one-- a some point, the character will abandon the
role of the Neophyte and grow into a different persondity. The road from innocence to
meaturity is afascinating one, making the Neophyte an excellent choice for novice



wizards and beginning role-players.

Best Suited For: The entire range of neutra and good aignments are open to the
Neophyte. Characters with evil dignments should be avoided-- they aren't trusting or
naive enough to make enjoyable Neophyte characters.

Since dl wizards begin their careers as novices, any kit suits the Neophyte, although
the serious-minded Wu Jen and Academician are less likely to exhibit the Neophyte's
enthusasam and impulsveness.

In Combat Situations. The Neophyte has probably experienced little combat in his
life, epecidly the life-threstening variety. Although understandably nervous, heis aso
determined to do his best and prove to his comrades that he is not just a child who needs
to be protected. Unfortunately, this attitude often results in ingppropriate and ineffective
tactics, the Neophyte islikely to charge his opponents head- on, regardless of their Size or
drength, or fire missle wegpons a anything that moves. He might seem to cast spdlls at
random, sometimes squandering his most powerful magic on reaively defensdess foes.
As an inexperienced spdll cagter, heis not familiar with sophigticated casting techniques;
for instance, when faced with a charging wolf pack, he's more likely to use magic missile
on asinglewolf instead of cagting it on anearby diff-face to cause an avalanche, thus
destroying the entire pack.

Assuming his companions can kegp him from accidentaly killing himsdf, the
Neophyte gradudly learns from experience, becoming a more skillful combatant as he
matures. Eager to learn, a Neophyte will make a good student to a more experienced
comrade. An older and wiser PC wizard might wish to take a Neophyte under hiswing to
show him the ways of the world.

In Role-Playing Situations. Generdly, the Neophyte does not know how to act
around NPCs, particularly those older than him. He might be shy and say nothing, or he
might blurt out something ingppropriate. Figures of authority intimidate him, smooth-
talkers take advantage of him, and attractive members of the opposite sex reduce himto a
blathering, sammering idiot.

The Neophyte tends to accept people on face vaue; he never guesses that a friendly
stranger might be picking his pocket. Friendly, personable NPCswill find the Neophyte
charming and amusing; impatient, busnesdike NPCs will find him exasperating and
annoying

The Obsessive

Character Description: The Obsessive is motivated by asingle, dl-consuming god.
Thisgod might be learning a particular spell, locating along-lost mentor, acquiring a
particdar magicd item or artifact, or avenging the death of aloved one. The god might
a0 be completdy unredidtic, such as ridding the world of dl evil, or filling his spell
books with the formulas of every known spell.

The Obsessive focuses on the resolution of his god to the excluson of dl dse. He
views his association with an adventuring party as a meansto an end; for instance, he
might join an adventuring party if he learns that they are journeying to afaraway



kingdom where he believes an artifact might be located. The Obsessive cooperates with
an adventuring party only to the extent that their gods don't conflict with his.

If hisgod isredidtic, it is unlikely that a character will remain an Obsessive forever.
A player selecting this persondity type might want to choose a second persondity type
for his character once he reaches his god. This second persondity type might aso
suggest agoal for the Obsessive. For ingtance, if acharacter isa Commander at heart, he
might become an Obsessive if he is consumed with finding an evil NPC responsible for
killing dl of his men. When he brings the NPC to justice, the Obsessve revertsto
Commander.

Best Suited For: Characters of any aignment can be Obsessives, though certain
obsessions are more gppropriate for certain dignments. For instance, an Obsessive bent
on avenging his daughter's murder probably has a strong sense of justice; he's probably of
lawful aignment. A greedy Obsessive who seeks alegendary fortune in gold could be of
aneutrd dignment, possibly neutrd evil.

Any kit can be used for the Obsessive.

In Combat Situations: The Obsessve tends to be a brutal, savage fighter, snce he
Sees opponents as another obstacle between him and his god; he wants them out of the
way as quickly as possible. Negotiation makes him impatient; he would rather blagt his
adversaries to bits with afireball than waste time talking. That does not mean thet the
Obsessive takes unnecessary risks-- after dl, he cannot reach hisgod if he's dead-- but he
is prone to recklessness and can easily endanger his companionsif he is not kept in check
by afirm leader.

In Role-Playing Situations: In al cases, the Obsessive is more concerned with his
persond god than the god of the party. Hell question NPCsintently for information
about hisgod, and if they have nothing to offer, he will seek out other NPCsto
interview. If the party leader convinces him that he is operating to the detriment of the
party's gods aswell as his own, the Obsessive will restrain himsdlf, but thiswill probably
be only temporary.

In acampaign, the Obsessve is sdf-absorbed and humorless. He will talk incessantly
to his companions about his own god, but his eyes will glaze over when they share their
problems or opinions with him. The Obsessve's attitude does nothing to endear him to
his companions, but depending on the nature of his god, they may fed sympathy or
compassion for him

The Showman

Character Description: No one enjoys being awizard more than the Showman. He
delights in dazzling friends and foes dike with surprising, dramatic magica effects.
Nothing tirs the heart of a Showman more than learning a new magica effect or putting
anew twist on an old spell. He sees magic as afine art, comparable to sculpting,
compaosing, and painting. He has more appreciation for awell-executed cantrip than for a
mundandy-cast Sth-leve sdl.

The Showman casts spells with aflair. He considers both opponents and dlies as



potential audiences. If aspell requires a short phrase for its verba component, helll
incorporate the phrase in a song or poem. If a spell requires him to point at a subject, he
will use a series of daborate and dramatic gestures to arrive a pointing hisfinger. His
dteration spells are grikingly imagindive; hisillusons are breathtaking works of art.
Nothing frustrates a Showman more than having to use a spdl in the same way twice,
especidly if hisaudience of friends or foes has seen it previoudy.

The Showman's flamboyance is easly matched by his ego. He walowsin the approva
of others, goplauseislike musgic to him, acompliment islike food to a sarving man.
However, even the most casud criticism can send him sulking and an insult can devadtate
him.

Most often, the Showmanis cheerful and upbeat. Most people find him great fun to be
around, and no one can argue that his gpproach to magic is genuingy entertaining. Thisis
agood character type for players who want to introduce more humor and playfulnessinto
acampagn.

Best Suited For: The spontaneity typica of the chaotic dignments makes them good
choices for the Showman, but good and evil dignments are appropriate (the good-digned
Showman lovesto share his skills with others and bring smiles to their faces; the evil-
aigned Showman enjoys frightening and intimideting them). The Showman isnot likely

to be drawn to the cautious and sdif- centered neutral aignments.

The Showman is best suited for the Amazon, Peasant Wizard, Witch, and Wu Jen kits.
The Academician tends to be too cerebral, the Anagakok and the Militant Wizard too
serious, the Savage Wizard too unsophisticated, the Mystic too introspective, and the
Petrician too stuffy.

In Combat Situations: The Showman relishes combat, Snce it gives him a perfect
opportunity to show off his spells. Needless to say, the Showman will ways go for the
most spectacular, dramatic, and dazzling effects-- if he wantsto scare awvay an opponent
with phantasmal force, why create a smple ogre or troll when he can create a multi-
headed werewolf with purple tentacles and 10-inch golden fangs? Unfortunately, hisflar
for the dramatic sometimes finds him squandering his higher-levels spells unnecessarily,
such asin usng lightning bolt when the less-spectacular magic missile would be just as
effective.

In Role-Playing Situations. Since the Showman views dl new acquaintances as
potentia audiences, he enjoys meeting people from dl walks of life. The Showman is
especialy fond of members of the opposite sex, and will often go to greet lengths to
impress and dazzle them, sometimes at the expense of the business at hand. Most NPCs
See the Showman as endearing and charming, but some find his attention-getting antics
obnoxious.

Among his companions, the Showman is appreciated for his pleasant attitude and
positive outlook. Heis aways able to boost morae with aclever trick or entertaining
demondration. At times, PC leaders might have a problem impressing the Showman with
the seriousness of a Situation or getting him to focus on an important task, but flattery or
indulgence usudly get the Showman's cooperation



Changing Per sonality Types

Players are encouraged to dter the above persondity typesin any way they seefit.
Characterigtics of one persondity can be combined with characteristics of another to
create brand new types (Brooding Commanders are possible, as are Obsessive Mystery
Men). The DM is ds0o free to modify the persondity types and make suggestionsto his
players. As dways, the DM has the right to forbid the players from choosing extreme
persondities for their characters; for instance, the DM might decide that Mercenaries are
too disruptive to his campaign and suggest an dternative to his players.

Sometimes, a player might wish to change his character's persondity. Maybe the
character has matured and outgrown his old persondlity type. Or maybe the character has
reached aturning point in hislife that has forced him to change his outlook or rethink his
philosophy.

Since the persondlity types are not governed by a gtrict set of rules, players can change
them whenever appropriate. However, such changes should be rare, and typically should
mark amgjor turning point in hislife; a player should not change his character's
persondity just for the sake of trying something new. A persondity change should
develop naturaly out of the events of the campaign, perhaps as aresult of a catastrophic
event; for ingance, an Altruist might become a Brooder because afriend or family
member was brutaly murdered by a hoard of pillaging orcs.

Following are some ways such changes might occur.

The Altruist may become disillusoned when aformerly trusted companion sdllshim
out or when he redlizes that his good intentions are unappreciated by the commoners he
has vowed to defend. This Altruist might then become a Brooder. If hisdtruism turnsto
cynicism, he might decide to become a Mercenary.

The Brooder may experience an enlightening event that gives him amore positive
attitude; for instance, he could earn the admiration of achild or he could fal inlove.
Since heis sensitive and introgpective by nature, aformer Brooder could become a
Counsdlor.

The Commander could become fed up with the constant responsibility for the othersin
his party, or the burden of command could begin to overwhem him. Depending on his
disposition, he could become a Brooder, a Counselor, an Altruist, or even an Intimidator.
Regardless of his change (unless he is consumed with bitterness or completely amord)
hell sill have leadership tendencies and likely will find the urge to give orders
impossibleto ress.

The Counsdlor isn't likely to change, since his persondity typeis associated with
maturity and experience. He could temporarily become a Commander if no one ese was
avalable, but most other persondities are so contrary to his nature that he would find it
difficult to change himsdf.

The Intimidator is not likely to change much, ether. Possbly, fadling in love or
experiencing some other dramaticaly positive experience could soften him enough to
make him consder changing his outlook. In time, areformed Intimidator could become a
Counselor, or he could eventudly assume the duties of a Commander.

The Mercenary could easilly become an Obsessive if he becomes consumed with
acquiring an impossibly large amount of treasure or locating an artifact thet does not
exist. Exposure to the world's impoverished and neglected might encourage him to



change his ways and become an Altruist.
The Mystery Man could become just about any other personality type (except a
Neophyte) once he decides to abandon his veil of secrecy.

The Neophyte will eventually become more mature and lose his youthful naivete. His
experiences in the campaign will probably suggest a new persondity for him. (Note that
it isextremdy unlikely that a character will change from his current persondity into a
Neophyte; that would probably require the character to lose his memory and become
young again.)

The Obsessive will not change unless he gives up his obsesson, in which case he will
likely become a Brooder. If he reaches his god, he could become nearly any persondity
type.

The Showman might be forced to assume more respongbility and become a
Commander, or he could become disillusioned with congtantly trying to win the approva
of others and become a Brooder. If he begins charging money for his performances, he
might be tempted to become a Mercenary. A Showman bent on developing the ultimate
megica effect might risk becoming an Obsessive.

|deas for New Personality Types

The persondity types are not confined to the ones suggested above. Here are afew
other possibilities:

The Sidekick (atrusted companion and assstant to a player character).

The Compromiser (a superb negotiator, dedicated to preserving harmony and good
relations among his companions).

The Coward (a rductant fighter, frightened of everything and dways expecting the
worst).

The Carefree Wanderer (a happy-go-lucky wayfarer).

The Snesk (awizard who lovesto trick people and take advantage of their naivete).
The Chronicler (a historian devoted to making a permanent, detailed record of his
party's activities)

Character Background

When a player has sdlected a persondity type for his character, he can individuaize
him further by making decisons about his gppearance, hisinterests, his family, and other
details about his background. This information does not need to be recorded on the
character sheet, but the player is certainly alowed to do so. The more a player knows
about his character, the more he will seem like ared person and be more fun to play.
Here are just afew of the many detailsto consider.

Name: Some wizards prefer exotic names that add to their reputations as men of
mystery. Such a name is sometimes a modification of the wizard's red name, such as
"Brindon" for awizard whose rea nameis "Benbrindon Swule. " Alternately, awizard
might make up anew name for himsdf; for instance, Benbrindon Swule might decide to
cdl himsdf "Antra" an arcane term meaning "Champion of the Dawn. " Many wizards



aso add an adjective to their names to declare their importance to the world, such as
"Brindon the Dark" or "Antra the Magnificent. "

Age: Think about the wizard's age and how it might influence his outlook and
attitudes. Older wizards tend to be wiser and dower, while younger wizards are more
energetic and impulsve. Wizards frequently have long careers, human wizards can be
active wdl into their 80s and beyond. However, it is unusua for anovice wizard to be
younger than 20 or S0, Snce magica training can take many years.

Physical Appearance: What does the wizard look like? How tal is he? How much
does he weigh? What color are his hair and eyes? Does he have any interesting
birthmarks? Scars? How did he get them?

Mannerisms: Often awizard has a unique physica quirk, eccentric behavior, or
habitua expression that sets him gpart from the crowd. Does the wizard rub his chin
when he's thinking? Does he dways deep on his back? Does he pick histeeth with his

fingernal?

Beliefs: Isthewizard rdigious? Is his outlook on life generdly pogtive, orishea
pessmist by nature? Is he superdtitious? Does he have any phobias?

Birthplace and Nationality: The wizard's birthplace reflects his culturd heritage,
which in turn influences the way he looks at the world. Is he upper class (or the
equivaent)? Middle dass? Born in poverty?

Family: What were the wizard's parents like? Did they encourage him to be awizard,
or are they ashamed of his avocation? Was the wizard an orphan (and if so, has he
learned why he was abandoned)? Does he have brothers and ssters? Is he till closeto
them? If not, what happened?

Birthright: Doesthe wizard have apecid birthright, such as afamily heirloom or a
ghare of the family holdings? Does he stand to inherit this birthright when he reaches a
certain age or achieves a certain god?

Education: Where did the wizard recaive his magica training? Did he aétend a
prestigious academy? Was he taught by a mentor? Several mentors? I's he on good terms
with them, or are they estranged? If so, what happened?

Career: Unlessthe wizard is independently weslthy, depends on the kindness of
drangers, or lives like a hermit, he probably has some way to earn aliving. In many
cases, awizard's school of speciaization will suggest a career; for ingtance, adiviner
could probably earn agood living as afortune teller. Otherwise, the character can pick
any career or vocation that seems reasonable and doesn't contradict his upbringing. (See
the following section for suggestions)

Clothing: You can tdl alot about a person by the way he dresses. A wizard favoring



dark robes suggests a conservative persondity, while awizard wearing glittering shirts
and multi-colored trousersis probably as flamboyant as his clothing.

Likes and Dislikes: Does the wizard have afavorite food? A favorite drink? Does he
like music, books, or art? What types? What does he do for fun? Is he a sportsman? A
gambler? A collector?

Wizardly Careers

Owing to their wide range of abilities, the professions available to wizards are dmost
without limit. Below are afew of the most common careers. Each career includes the
names of pecidigts and kits which are commonly associated with it-- but note that these
are generd guiddines only, and there are likely to be exceptionsin many campaigns.

Teacher

A wizard opting for a career as ateacher could be either an ingtructor at amagica
academy (full-time or part-time), a professor at aregular college, or aprivate tutor. The
wizard's background might suggest his academic field; history, mathematics, and any of
the sciences are likely possiblities.

Suggested Kits: Academician, Petrician, Wu Jen

Suggested Specidties: Invoker, Abjurer, Transmuter, Enchanter

Administrator

Frequently, the local wizard is one of the most learned men in his geographic area. If
he has earned the trust of the citizenry, he may be asked to serve as a government
adminigrator. Wizards are more likely to be adminigrators of smal villages than large
cities, snce the needs of asmdl village are not likely to be as demanding, leaving the
wizard plenty of freetimeto pursue his research.

Suggested Kits: Academician, Amazon Sorceress, Militant Wizard, Patrician

Suggested Specidties: Diviner, Abjurer, Transmuter

Advisor

Noted for their wisdom and insight, wizards are sometimes retained by monarchs as
persond advisors. Diviners are especialy sought for these positions.

Suggested Kits: Academician, Amazon Sorceress, Mystic

Suggested Specidties: Conjurer, Enchanter, Transmuter, Diviner

Trader

A wizard's quest for hard-to-find components for his spells and his research can take
him to cities and villages around the world. A career as atradesman can be a natura
outgrowth of these travels. Wizard traders are most likely to dedl in precious gems,
potions, and various collector'sitems. A wizard may adso earn aliving as abroker in spell



components, dealing exclusively with other wizards.
Suggested Kits: Anagakok, Militant Wizard, Peasant Wizard, Savage Wizard
Suggested Specidties Transmuter, Enchanter, Abjurer

Physician

Although the hedling arts are more typicaly associated with priests, wizards dso have
been known to work in the field of medicine, thanks to their talents for manufacturing
pations of heding and other hedthful dixirs. Wedthy noblemen have been known to hire
wizards astheir persond physicians.

Suggested Kits: Academician, Anagakok, Witch

Suggested Specidists: Enchanter, Abjurer, Necromancer

Treasure Hunter

A wizard who spends his days as a member of an adventuring party has ample
opportunity to discover treasures and earn rewards. Exceptionaly talented wizards may
receive aweekly or monthly retainer from an adventuring party in addition to a share of
any treasure discovered or rewards earned. Such wizards have no need for formal careers,
assuming their services are in demand or the missions they undertake are successtul.

Suggested Kits: Amazon Sorceress, Anagakok, Militant Wizard, Savage Wizard

Suggested Specidists: Conjurer, llusonist, Necromancer, Invoker

Entertainer

A wizard with aflair for the dramatic can earn a decent-- if irregular-- living asa
professond entertainer. Opportunities include private shows for noblemen, annua
celebrations, and street performances after which the wizard passes the hat for donations.
Enterprising wizards sometimes rent hals and stage shows, charging admission from
entertainment-starved citizens.

Suggested Kits. Peasant Wizard, Witch

Suggested Specidigs: Illusonist, Conjurer

Lecturer

To earn aliving as alecturer, awizard must have the engaging persondity of an
entertainter as well as the knowledge of a scholar. Such awizard may travel from city to
city, giving lecturesin hisfield of expertise a the invitation of academies, royd courts,
and private organizations. Lecturers with reputations as compelling speakers sometimes
rent halls and charge admission.

Suggested Kits: Academician, Patrician, Mystic

Suggested Specidties: Conjurer, Enchanter, Transmuter, Diviner

Author

Experienced wizards sometimes record their research procedures, tips for successful



spellcagting, or techniques for magical item creetion in detailed manuscripts. Depending
on the reputation of the wizard, such tomes can command hefty sums. Rarely are more
than afew copies of any such manuscript produced, but each copy may fetch thousands
of gold pieces for the author. Some wizards aso have made names for themsdves as
authors of history, mathematics, and philosophy texts.

Suggested Kits: Academician, Petrician, Mystic

Suggested Specidigs: Conjurer, Enchanter, Diviner

Fortune Tdler

Diviners can take advantage of their skills by charging for their fortune telling
services. While it is common for kings and other noblemen to retain the services of an
agtrologer, pam reader, or other type of fortune teller, some wizards set up shop on their
own, charging afee to anyone in need of their talents. Unscrupul ous wizards have been
known to sal their services as fortune tellers to superdtitious peasants, even though these
wizards may lack any actud ability in thisarea

Suggested Kits: Amazon Sorceress, Mystic, Witch, Wu Jen

Suggested Specidigts. Enchanter, Diviner, Conjurer

Alchemist

Many wizards with aflair for research and laboratory technique become successtul
achemigts. Most of their work is nortmagica in nature, creating fertilizers, perfumes,
cough medicines, tooth powders, and food coloring for modest fees. Magica potions,
while requiring more skill and effort, are dso sold, athough few commoners can afford
such expengive cregtions.

Suggested Kits: Academician, Witch, Wu Jen

Suggested Specidigts. Transmuter, Invoker, Enchanter, Necromancer

Wizard Adventures

Occasionally, the DM might wish to dant some of his campaign's adventures toward
hiswizard player characters. To do S0, he needs to devise away to bring the wizard
characters into the adventure without excluding the other player characters. Following are
severa suggestions that can be used as springboards for this sort of adventure

The Novice Wizard

A low-level wizard who has just graduated from an academy of magic (or has just
ended his gpprenticeship with amentor) is often sent into the world to complete amisson
or quest. The misson serves as hisfina exam; its completion proves to the novice's
superiors that he has successfully mastered his magical skills and is ready to take his
place as afull-fledged wizard. Failure means that the novice requires additiond training.

There are dl types of suitable missons. For instance, the novice's superiors might ask
him to journey into an uncharted jungle to retrieve the blossom of arare flower. They
might ask him to explore the ruins of an ancient castle to search for along-lost spell



book, or travel to asmall village and drive off ahoard of invading mongers. Since most
mentors encourage their gpprentice wizards to seek help (it teaches them the importance
of cooperation), the wizard might recruit his player character companionsto aid him.

The Outcast Wizard

In many societies, the practice of magic is consdered blasphemous. Ordinary citizens
shun and despise dl wizards, consdering them to be disciples of supernaturd forces. In
extreme cases, those suspected of being wizards are imprisoned or even executed.

A player character wizard may have been operating secretly in such asociety, fearing
the worgt if histrue skills were reveded. The wizard would welcome the chanceto join a
party preparing to embark on any type of adventure, if it were to take him far away from
his homeland. Alternatdly, a party might encounter a wizard who was forced to leave
home when his skills were discovered by his countrymen or his family.

Magic's Good Name

In aworld where magic has abad reputation, a PC wizard might want to join an
adventuring party to prove that magic can be used as aforce of good. If the party's
mission is successful and the wizard is a least partly responsible, magic might once again
be accepted as a respectable and honorable profession.

There are any number of Stuations incorporating thisidea:

- The PC wizard wants to confront an influentia ruler in adigant land who is
regponsible for soreading propaganda about the inherent evil of magic. Theruler
might be an evil wizard, bent on stirring up support from the populace to slamp out
riva wizards. He could aso be of good dignment, but a bad experience with
magic as a youth left him prgjudiced againg dl wizards.

The PC wizard wants to learn how many wizards till exigt in the world. Perhagps
many wizards have gone into hiding, and the PC wizard is determined to find out
what has happened to them.

The PC wizard wants to discover how many young people areinterested in
learning magica skills. Perhgps the PC wizard wishes to establish amagica
academy of his own, or perhaps he wishes to find a young novice with whom he
can share his knowledge. Are such students difficult to find? If so, why? Will the
PC wizard face resstance from the family of a potentid student? From the local
authorities? What must the PC wizard do to prove that his intentions are
honorable?

The PC wizard wants to verify rumors that a violent feud has erupted between two
organizations of wizardsin adistant land, thus sullying the reputations of wizards
everywhere. The riva wizard groups might be of different dignments, members of
oppositiona schoals, or from different races. Their feud might be over a contested
piece of land or alandmark-- such as atower or cemetery-- or one group might
have rdligious objections to the type of spells used by the other group. Settling
their disagreements can be used as a springboard for new adventures.

Asssting the Citizenry



Many wizards serve as administrators, advisors, or teachers, or hold other positions of
respongbility in their communities. The locd citizens are likely to barrage such wizards
with a congtant stream of requests for favors and assstance. Most of these requests will
be trivid and easily addressed, but others might require the PC wizard to recruit the help
of his player character companions.

Sometimes, a seemingly innocuous request (* Something's been into my crops-- | think
it'sabunch of kids. Could you stop them?") might lead the PC wizard to believe that
more is hgppening than meets the eye. He might summon his companionsto help him
investigate, and their discoveries could be the beginning of along campaign. (The party
discovers clawed footprints among the damaged crops. The footprints lead to a nearby
forest, then abruptly vanish. What's going on?).

The Scholarly Quest

A wizard player character engaged in magical research might require a particular
component that exigs only in a hard-to-reach part of the world. If the journey promisesto
be dangerous, the wizard might ask his friends to accompany him. Alternady, if aPC
wizard encounters a party going in the same direction, he might agree to assist them on
their misson in exchange for safe passage to the location of his sought component. After
recovering the component, the wizard might have become close enough to the other PCs
to voluntarily continue on their misson withthem. Or maybe the other PCs got the
wizard out of atough spot and the wizard fedls obligated to return the favor by
completing the misson with them.

The party's misson might coincide with something the wizard PC wants. For instance,
the party might be embarking on amission to stop a notorious evil wizard. The evil
wizard might possess amagica device the PC wizard has coveted for along time. The
PC wizard could agree to help the party in exchange for the magica device.

Out of Retirement

An dderly wizard might grow weary of his sedentary existence and welcome any
opportunity to add some excitement to hislife. Such awizard would esgerly join any
party of player charactersif the party's mission promised to be exciting and didn't violate
the wizard's persond vaues (a PC wizard of good dignment is unlikely to join an evil
party about to embark on a murder spree unless heis pretending to be evil in order to stop
them).

Since a party can dways use an extrawizard, agroup of player characters might coax
an old PC wizard out of retirement to help them on amisson. The PC wizard might be
enticed by amonetary reward, the lure of adventure, or the possibility of settling an old
debt (perhaps the party beieves they will be facing an old nemesis of the PC wizard).
The PC wizard also might agree to help them out of a sense of loydlty to hisformer
companions

Magic in the Campaign World



Whether designing a campaign or establishing the parameters of a single adventure,
the DM will find it helpful to understand the prevaence of magic in hisworld. Is magic
relatively common:- are wizards encountered as frequently as any other character type--
or is magic extremely rare, with practitioners relegated to rumors and legend? Deciding
how much magic exigs involves not just the number of wizards and magicd items, but
aso the prevaence of spells, magical mongers, and magica effectsin generd.

Here are afew of the questions the DM should consider when deciding how magic fits
into hisworld:

How common ar e wizar ds? The frequency with which wizards are encountered gives
agood indication of how often a party islikely to encounter magicd items and spell
books. Obvioudy, if magic is uncommon, magicd items are especidly vauable.

How available ar e academies and mentors? A world with little magic provides
would- be wizards with few opportunities to learn their crafts. Advancement through the
variousleves of kill islikely to be dow. Certain speciaties may not be avalable at dl.
Conversdly, aworld where magic is relatively common should have avariety of
soecidigs of dl levels among its population.

How are wizar ds accepted among the general population? Are wizards feared or
respected? Revered or despised? A predominance of magic does not guarantee that the
generd population feds comfortable with wizards, though familiarity can foster
acceptance, it can also breed prejudice and resentment.

Isthereareationship between magic and political power ? Wizards usudly wied
more power than any other group in a society. Have the wizards used their power for
politica gain? Are they commonly found as rulers and adminigtrators? Does the generd
population reect the idea of wizard rulers (wizards are too strange or too frightening) or
do they embraceit (wizards are smart and deserve to run the government)?

How integrated arewizardsin therest of society? Do wizards live openly, or must
they keep their abilities secret? Are wizards able to wak down the street unmolested,
or do they invariably draw acrowd of curious ortlookers or hostile townsmen who regard
them as athreat? Do they live in a specia area of town, or can they make their homes
anywhere they wish? Do they associate only with other wizards, do they mingle fredy
with people from al walks of life, or do they prefer a solitary existence?

There are no fixed rules for the amount of magic available in acampaign world, as
long asthe DM drives for consstency and baance. Following are some generd
guiddinesfor severd different types of campaigns.

Worlds With Excessive Amounts of Magic

In worlds where magic is rdaively common, the non-wizard is sometimes the
outsider. Wizards are the most frequently encountered character class and typicaly hold
al positions of power. Wizards of good dignments consider themselves caretakers of the
nor-wizard population; wizards of evil aignments see the non-wizards as an exploitable



resource.

Kingdoms controlled by evil wizards often clash with one another. They aso
frequently wage war on kingdoms controlled by good wizards. The avesome power
wielded in these conflicts can easily devastate the entire world. (Think of such conflicts
asthe wizardly equivdent of nuclear war.)

Mentors and academies of magic are common, as are wizards of al schools and levels.
Novices tend to rise quickly in ability, and high-level wizards are in abundance. Magica
items and magicd morsters abound. There may be alarge number of priests as well,
snce they are dso magic-users, but an abundance of wizards does not guarantee that a
world has an abundance of priests. (Priests get their magica abilities from the gods, who
may be as generous or as Singy with ther gifts as the DM wants))

Worlds where magic is prevaent are invariably populated by alarge number of
powerful characters. The DM will probably have his hands full trying to maintain play
baance, devising chalenging adventures for his player characters, and prevent non
wizard player characters from feding overwhelmed or inggnificant. For these reasons, it
is suggested that only experienced DM s attempt to Stage adventures in a magic-heavy
campaign world. Creating aworld where magic is taken for granted can be difficult, but
for DMs and players up to the chalenge, it can be afascinating dternative

WorldsWith Typical Amounts of Magic

"Typicd" in this sense means the amount of magic present within the limits of an
average AD&D® campaign world. In such worlds, magic is known to exi<, but regl
wizards are regarded with awe and perhaps alittle suspicion. Average people may be
baffled by magic and others may be afraid of it, but dl are impressed by its power.

Wizards are uncommon, especidly those of higher levels. Novices wishing to madter a
particular school of magic may have to work hard to find a suitable mentor or academy.
In some areas of the world, certain specidists may not even exist. Spell books, magica
items, and magical mongers are reatively rare; finding one will probably be amgor
event in the life of any character.

To avoid violaing the unique nature of magic in this type of world, the DM must be
careful to set limits on the availability of magical items, spell books, and magicd effects
in generd. He aso may wish to limit the number of magic-users by deciding whether PCs
can be multi-class or dud class characters with wizard or priest spells. In acampaign
where such redtrictions are in force, evil wizards will not need to be quite as powerful to
be effective againgt atypica party. Without such restrictions, there are likely to be more
meagic-users in a party, meaning that evil wizards will need to be of higher levelsto be
effective opponents.

Worlds With Low Amounts of Magic

Not surprisngly, wizards are rare commodities in worlds where little magic exists.
Most people have never seen ared wizard. In some of these societies, wizards are
confined to myths and legend. A player character wizard will likely be restricted to low
levels, and advancement will be difficult. In fact, it may beimpossble for awizard to
reech higher levels of ability-- such spells may smply not exist. Magicd items are



extremely rare, if they exidt at dl. Magicd mongers are equdly rare, but those
encountered are epecialy formidable, wielding powers unheard of by atypica
adventuring party.

Worlds With No Magic

By means of aportal, amagica device or artifact, or divineintervention, an
adventuring party might find themsalves on aworld where magic does not exit.
Alternately, a player character may find himsalf transported from aworld where magicis
common to aworld with no magic. Asde from the PC wizards in the party, such aworld
has no wizards at al. There are dso no magicd items, spell books, magica mongers, or
magicd effects of any kind. Such aworld will have anumber of interesting ramifications
for wizard characters, aswdl asfor the party asawhole,

- Thereisno way to recharge rods and other magicd items.

Thereisno way for awizard to learn new spells.

Magica research isimpossible.

Magical potions no longer exist (aside from those the characters brought with
them).

How would such aworld react to awizard? As an analogy, imagine how people of our
world would react to the news that an actua wizard waked the planet. Some would
beseech him for favors, while others would seek to exploit him. Somewould seehim asa
hero, while others would see him as a physicd manifestation of their rdigious beliefs.
Governments might attempt to recruit him as awegpon againgt enemies. Scholars might
seek to study him. Unsophigticated people, fearful of his power, might try to capture or
kill him.

Obvioudy, aworld without magic isradicdly different from the typicadl AD&D®
campaign world, but it can be arefreshing change for the DM and a stimulating chalenge
for players with wizard PCs. There are many interesting themes to explore in thistype of
campaign world, but the action isdso likely to be more subdued without magica
monsters and evil wizards for opponents.

Campaign Variations

Following are afew off- beat suggestions for usng wizards and magic in a campaign.
The DM isfree to modify, combine, and vary these suggestions as he seesfit

The All-Wizard Campaign

In this type of campaign, most of the player characters are wizards. Other classes are
alowed, but they are usualy redtricted to one character from each class. (That is, a party
can have no more than one warrior, one priest, and one rogue-- the rest are wizards.)

To begin thistype of campaign, the DM can encourage players to take PC wizards by
fostering an amosphere where NPCs have a specid admiration for wizards or where
magic is an especidly revered fidd of study. Alternately, the DM can smply require the
playersto use wizard characters. All wizard kits are dlowed in this type of



campaign, as are multi-class and dual- class characters as long as one of the class choices
iswizard. The DM isforewarned that he will have to be especidly crestive to invent
adversaries of sufficient power to provide acceptable challenges for a party of wizards.

The Single Wizard Kit Campaign

The DM might decide that dl magic in hisworld sems from a particular culture;
therefore, al wizards must have the same kit. Thisincludes player character wizards and
well as NPC wizards of dl dignments. Among the kits especialy appropriate for this
type of campaign are the Amazon, the Anagakok, and the Wu Jen. If the DM wishes,
player characters of al classes might be required to take the same kit, but thisis not
necessary for an interesting campaign.

How this type of campaign affects the existence of magica items and magica
mongters is the decison of the DM, but there are likely to be fewer of both (see Worlds
With Low Amounts of Magic in the Magic in the Campaign World section above). Ina
campaign where al magic comes from an Amazon culture, dl magica itemswill have
their origin in that culture. Dragons, for ingtance, may exist throughout the world, but all
of them trace a common ancestry to aland dominated by Amazons.

The Restricted School Campaign

In thistype of campaign, certain schools of magic do not exist. For instance, in aworld
where the school of illuson does not exist, wizards do not have access to phantasmal
force, minor creation, or any other illusion spdlls, nor are they alowed to specidize as
illusonists. Researching these types of spdlsis aso forbidden. If a spell belongsto two
schools, then the spdll is il avalableif it beongs to aschool that il exists. For
ingance, in aworld where the schoadl of illusion does not exist, rainbow pattern is
avallable snceit dso belongs to the school of dteration.

Whether magical items that duplicate the effects of non-existent schools are available
isthe DM's decision, but for consstency, it makes sense to forbid them. Another good
ideaisto give wizards access to the spells from the school of lesser divinationt - it isvery
difficult to function as awizard without them.

As another variation, the DM might consider having more than one non-existent
school in his campaign world. (Schools in direct opposition to one another, as shown in
Figure 1 in Chapter 2, are good choices to iminate. For instance, if the school of illuson
is nonexigtent, then the school of necromancy might not exist ether). In an especialy
redrictive world, perhaps only one school of magic exigts; if only the school of illuson
exigsin the DM'sworld, then dl wizards must beillusonists and have access only to
illuson godls-- spells from any other school do not exigt.

The Restricted Level Campaign

Smilar to the Redtricted School Campaign, in this variation, high-level magic does not
exigt. For ingance, the DM might decide that no spells of 6th leve or higher exig.
Therefore, awizard has access to pells of 1t level through 5th leve only, and heis
unable to research higher-level gpdls. Aswith the Restricted School Campaign, the DM



decides whether magica devices duplicating the effects of higher-leve spels exist.

Chapter 5: Combat and the Wizard

This chapter tdlls the wizard how to make the most of his magica abilities in combat.
It dso includes sometips for effective srategy and planning, along with advice on
weapon selection.

The Spell Arsenal

TheWizard's Advantages

In combat, there are two important advantages a wizard has over the non-magicusing
members of his party:

1. Thewizard is an extremey versatile opponent; high-leve wizards are likely to be
the most versatile charactersin an adventuring party.

2. While the abilities of most other characters tend to confine them to specific roles,
the wizard can adapt his skillsto new stuations by sdecting the appropriate spells from
his spell books (assuming that the wizard has access to avariety of spdls). For instance, a
high-level warrior has the same skillstoday that he did yesterday.

But ahigh-level wizard begins each day anew, memorizing a selection of spellsfrom
his spell books that may be radicaly different from those he memorized the day before.
With the right spells, awizard can be a master of reconnaissance one day and an engineer
of destruction the next. But if awizard has alarge sdlection of spellsin his spell books,
how does he know which ones will be most hdpful on any particular day? Some wizards,
of course, will smply load up with their most powerful spells and hope for the best. But a
shrewd wizard will look closdly at his spdlls and andyze their primary functionsto
decide which are the most appropriate to a particular Stuation.

Spell Categories

A hdpful way for awizard to andlyze his arsend is by assgning his spdllsto various
categories. The following system uses six categories based on a spell's use in combat
gtuations. The categories include:

Defensive 1. This category of spells provides protection from harm. It includes spells
that make the subject more difficult to hit, increase his resistance to damage, and shield
him from various types of opponents. Usudly, awizard cagts this type of soell on himsdlf
or on hisdlies

Defensive 2. This category of spdlls hinders an opponent's ability to attack without
directly causing damage to the opponent. It includes various charm, hold, and blinding
spells, dong with spells that add pendties to an opponent's attack rolls. Usudly, awizard



casts this type of spell directly on one or more of his opponents.

Offensive 1. This category of pdlsincreases the chance to inflict damage on an
opponent. It includes spells that give bonuses to attack and damage rolls, as well asthose
that increase strength. 1t does not include spells that directly inflict damage. Usudly, a
wizard cagts this type of spell on himsdlf or hisalies.

Offensive 2. This category of spells directly inflicts damage on opponents. It includes
spellsthat cause an opponent to lose hit points, such as chill touch and lightning bolt,
spells that cause creatures to lose levels of ability, such as energy drain, and spells that
cause damage to specific creatures, such as transmute water to dust. Usudly, awizard
casts this type of spell on one or more of his opponents, dthough exceptions include
gpdlIs that create or summon entities to fight on the caster's behalf, such as monster
summoning.

Reconnaissance. This category revedsinformation about opponents or provides
warnings about their actions.

Special. This catch-dl category includes spdlls that have no specific offensive,
defensive, or reconnaissance use in combat.

How do you decide which spells belong to which categories? It is not an exact science,
but rether a generalization based on a spell's most common use in combat Stuations. For
ingance, fireball can be used to destroy inanimate objects, but in combat Stuations, it is
usualy used to inflict damage on an opponent; therefore, it is an Offensve spell --
Offensive 2, to be exact. Light is helpful for finding the way in adark cavern, but in
combat, it can be used to blind opponents to reduce their attack rolls, making it a
Defensve pdl-- more precisaly, a Defensive 2 spdll. (For quick reference, it may be
hel pful to note each spdll's category next to its name on the character sheet.)

If agpell seemsto fit into more than one category, that is to be expected. Remember,
the point is not to draw rigid boundaries, but to learn to think in terms of a spell's function
as opposed toitslevd or flashy name. As an illustration, here are categorizations of some
1st- and 2nd-leve spdls from the Player's Handbook.

Defensive 1. Protection from evil, armor, shield, mirror image, invisibilty, blur

Defensive 2: Color spray, enlarge, light, grease, shocking grasp, taunt, wall of fog,
deafness

Offensive 1. Spectral hand, strength

Offensive 2: Burning hands, shocking grasp, chill touch, flaming sphere, stinking
cloud

Reconnaissance: Alarm, comprehend languages, message, detect undead, ESP



Special: Dancing lights, erase, hold portal, jump, mending, spider climb, wizard mark

The various categories are discussed in detall in the following sections. Players should
use the information to help them assign their spells to categories, which in turn will
enable them to choose the best spdlls for their wizards to memorize in a particular
gtuation

Defensive Spells

Defensive spdlls provide protection from specific or general types of attacksin the
following ways
- By acting asashidd or barrier (protection from normal missiles)
By decreasing an opponent's attack capability (slow)
By giving temporary immunity (stoneskin)
By removing the subject from a dangerous Situation (teleport)
By sending away the opponent (dismissal)
By reducing the amount of damage suffered (armor)

The school of abjuration offers the greatest variety of Defensive spells, but Defensive
godls are dso avallable in every other school. Some particularly effective Defensive
gpells are offered in the schools of dteration (gaze reflection and wraithform),
enchantment/charm (sleep and hold person), and illuson (hypnotic pattern and mislead).

Spdlsin the Defensive 1 category are typicaly cast on the wizard or on his
companions to provide direct protection from attacks; globe of invulnerability,
invisibility, and protection from evil are examples of Defensve 1 spells. Spdllsin the
Defengve 2 category are typicaly cast on one or more opponents to hinder their ability to
attack or prevent them from attacking atogether; fumble, ray of enfeeblement, and
binding are examples of Defengve 2 spdlls.

In generd, Defensive 2 spells offer more protection than Defengve 1 spdlls, since they
effectively protect the entire party. For instance, awizard protecting himsdf with the
Defensve 1 globe of invulnerability spell may be safe from an attacking opponent, but
the opponent is free to attack the wizard's companions. However, an opponent affected by
the Defengve 2 sleep spell cannot attack anybody in the party.

Following are some generd Stuations in which awizard will find Defensve spdlls
particularly ussful:

The party has only a few members or has only low-level members. The wizard's
ingbility to use armor ishis mogt vulnerable characterigtic. A wizard must ether count on
his companions for protection or provide it for himsdlf. In small parties, there probably
are not enough members to provide bodyguards for the wizard. A smal party will dso
have their hands full in combat Stuations, and probably will not have the time or the
resources to look after awizard. Likewise, aparty of low-leve characterslacking high-
quaity armor or other protective devices may have to depend on their wizard to provide
protection for them.



The party has taken an excessive amount of damage. A party that haslogt alot of hit
pointsis not in apogtion to take chances, epecidly if they anticipate trouble. A wizard
armed with Defensive spells can help the party through any tough times ahead.

The party includes other player character wizards who lack Defensive spells. If the
party does not know what type of dangersit may face, agood ideais to have as many
different types of spdlsavailable as possible. It ishdpful if the wizard arms himsdlf with
a hedthy supply of Defensve spdlisif his fdlow magic-using companions do not have
them or choose not to use them.

The wizard anticipates being alone. If the wizard expects to be alone on guard duty or
investigating a dangerous locale by himself, operating as a spy, or otherwise functioning
without the company of others, heis safest with asupply of Defensve spellsto
compensate for hislack of armor.

The party anticipates encountering a specific type of enemy. Many Defensive spells
offer protection againgt a specific type of attack. If the party believesit will be
encountering a particular type of opponent, the wizard should arm himsdlf accordingly.
(For ingtance, if the party anticipates encountering an evil wizard, Defensive spdlls such
as dispel magic and Serten's spell immunity would be wise choices.)

Offensive Spells

Offensive spellsincrease the ability of the caster (or persons of the caster's choice) to
inflict damage, or directly inflict damage on opponents in the following ways.
By attacking specific targets (magic missile)
By attacking al opponents within a designated area (cloudkill)
By summoning surrogates cgpable of attacking (monster summoning)

Schoals offering avariety of Offengve gpdlsinclude conjuration/summoning (flame
arrow and Evard's black tentacles,) invocation/evocation (fireball and death fog), and
necromancy (spectral hand and death spell.

Spdlsin the Offensive 1 category are typicaly cast on either thewizard or on his
companions to increase their ability to attack or inflict damage; strength, spectral hand,
and enchanted weapon are examples of Offensive 1 spells.

Spdllsin the Offensive 2 category are typicaly cast on one or more opponentsto
inflict damage directly, effectively functioning as wegpons for the wizard; flaming
sphere, shocking grasp, and finger of death are examples of Offensve 2 spdls.

In generd, Offensive 2 spdlls are more effective than Offengive 1 pdls, snce they
inflict damage directly. For ingance, awizard successfully casting an Offensive 1
grength spell on himsalf must till strike an opponent to inflict damage; a successtully
cast fireball inflicts damage immediatdy. Following are some generd Stuaionsin which
awizard will find Offendve pdls particularly useful:

The party islarge or has a number of high-level members. Agan, theman
condderation is the vulnerability of the armor-lesswizard. In larger parties, there are



likely to be enough members to supply the wizard with a bodyguard or two (note that this
does not mean a bodyguard in the literal sense, but rather a designated member to help
protect the wizard from attacks). Likewisg, if the party has severd high-levd members
with alot of hit points and high-qudity armor, they will not be as dependent on the
wizard for protective spells. A wizard who does not need alot of Defensive spdlsisfree
to arm himsdf with ahigh number of Offensve spdls

The party has few warriors. While unusud, it is not impossible for a party to be
completely composed of wizards, priests, and rogues. In such a case, awizard with an
arsend of Offengive spdlls can make an acceptable subdtitute for awarrior. But note that
even the best-armed wizard must ill contend with alow Armor Class, meaning he will
dtill need to rely on one or more of his companions for protection.

The party is making its last stand. When aparty isfacing itsfind chalenge at the
climax of an adventure (presuming the party redizes they have reached the climax of an
adventure) or is making alife-and-death stand against an opponent of awesome power,
they may need dl of the offensive cgpabilities they can mudter. If the wizard genuindy
feds he has nothing to lose (or if the wizard iswilling to sacrifice hislife to achieve the
party's goals), he may wish to arm himsdf with as many Offensive spdlls as possble to
maximize his party's chance of success.

The party anticipates facing an onslaught of enemies. A party may aso need heavy
offensive capabilitiesif they anticipate facing alarge number of enemies (such asa
battlefield filled with hundreds of orcs and goblins) or afew enemieswith alot of power
(such asacadre of giants). Again, unless the wizard iswilling to lay down hislife for the
cause, the party should take the wizard's vulnerability into account when planning their

strategy.

The party includes other player character wizards who lack Offensive spells. This
principle gpplies to the use of Offensve gpdls aswell as Defengve spdlls. If the first
wizard in a party has nothing but Defensive spells, and the second wizard has avariety of
both Offensve and Defensive spdlls, it makes sense for the second wizard to arm himsdlf
with Offensive spells (unless one of the Stuations described above suggests a different

srategy).

Reconnaissance Spells

Reconnai ssance spdlls neither inflict damage nor provide protection, but they serve a
vital function in combeat by furnishing crucid information in the following ways
- By reveding the presence of enemies (detect evil)
By reveding enemy motivations (ESP)
By reveding enemy actions (clairvoyance)
By reveding future events (foresight)
By reveding past events (legend lore)
By employing supernaturd guidance (vision)



Obvioudy, most Reconnaissance spells come from the school of greater divinetion,
but other schools have them as well, including abjuration (alarm), ateration (comprehend
languages and wizard eye), and illuson (magic mirror). Following are some genera
gtuations in which awizard will find Reconnaissance spdlls particularly useful:

The party is entering an unknown area. The more a party knows about the potential
dangers of a previoudy unexplored castle, jungle, or stretch of enemy-occupied terrain,
the better they can cope with whatever they meet. A quick survey of the territory by a
wizard usng clairvoyance, detect evil, or smilar spells can be an effective deterrent
againgt ambushes and other unexpected surprises.

The party is unsure of the enemy's motivations. Not al NPCs are enemies (maybe they
are hostile because they assume the PCs are the bad guys), and not al enemies are bent
on destroying the party (maybe they are trying to get back to their leader as quickly as
possible and the PCs are in their way). A wizard usng ESP, know alignment, or amilar
spells can darify the motives of NPCs, possibly alowing the party to avoid combat
entirely.

The party needs a lookout or a volunteer for guard duty. A wizard armed with spells
such as clairaudience, clairvoyance, foresight, and wizard eye makes an excdlent
lookout. He can dso serve as a party's communications officer in combat, keeping track
of his companion's actions, tracking the actions of the enemy, and becoming derted to
companions in need of assistance.

The party needs a spy. The wizard who knows a variety of Reconnaissance spells
makes a perfect spy, ether acting by himsdf (in which case he should ensure that his
chances of being discovered are smdl, since he has no armor) or in conjunction with a
companion who can serve as his bodyguard. Unlike rogues or invisible characters, who
are dso good candidates for pying missions, awizard using clairaudience, ESP, and
gmilar spdls can gain alot of information from reatively safe distances.

Special Spells

Specid spdls are those that have limited use in combat. They do not offer protection,
inflict damage, or reved information. Such spdls assgt the party in these ways.
By making repairs (mending)
By labelling persond possessions (wizard mark)
By changing appearances (alter self and fool's gold)
By creating various illusonary effects (illusionary wall and minor creation)

Though nearly dl schools have their share of Specid spdls, the schoal of illuson has
asurplus of them, which is one reason why theillusonigt is consdered by many to be the
least useful pecidist in combat.

This does not mean that Specia spells are completely useless on the battlefidd. As
with al types of magic, clever wizards will invaridbly find avariety of usesfor Specid
spdls. For instance, the Specid spell dancing lights does not cause blindness or inflict



damage, but cast at the right time, it could be used to digtract an opponent, rendering him
momentarily unable to attack. In general, however, Specid spdls are the worst choices
for awizard anticipating combat.

A Mix of Spells

In the examples above, we suggested a number of Stuations whereit isto the wizard's
best advantage to arm himself with an arsena of spdls from a particular category. In
some Studtions, however, awizard might be better arming himsdlf with afew spelsfrom
each category. Here are afew examples:

The party is beginning a new adventure. When embarking on anew adventure or a
new episode of an ongoing campaign, it is unlikely that the party will know exactly what
obstacles or dangers they will face. In these cases, awizard armed with amix of
Defensive, Offensive, Reconnaissance, and Specia spdlswill be able to handle avariety
of dtuations. As the adventure progresses and the party accumulates more information,
the wizard can adjust his spell mix accordingly, perhgps concentrating on Defengve or
Reconnai ssance spells as the Stuation dictates.

The party has only a single wizard. In this case, the party might have to rely on the
wizard to assume a variety of roles-- for insgtance, he may be expected to provide magica
protection for the party (requiring Defensive pells) aswdl asferreting out information
about its opponents (requiring Reconnaissance spells). Of course, the more duties a
wizard assumes, the less effective he can be a any one of them, but sometimes such a
gtudion is unavoidable. The party has alarge number of powerful charactersin avariety
of classes. The more power a party has at its disposal, and the more that power is
dispersed among alarge number of characters, the less dependent they will be on any one
party member. In this case, awizard's arsend of spellsisnot as crucid. If the party hasa
number of strong warriors for offensve and defensive actions (as well as an extrawarrior
or two to serve as bodyguards for the wizard), has some rogues for spies, and hasa
megica scrying device, it isnot vitd for awizard to concentrate exclusvely on
Defensve, Offensive, or Reconnai ssance spdlls.

The wizard has no choice. If thewizard is just beginning his career, he probably does
not have alot of spelsin his spel books. Likewise, if he has only Defengve spdlsin his
gpell book, he obvioudy cannot choose from the various categories.

Weapon Restriction

Wizards are severely limited in the wegpons they can use. Little if any of their forma
training is devoted to combat, and they usudly are unable to devote the time and effort
necessary to master such skills. Consequently, their wegpon choices are confined to those
that are easy to learn and smple to use. Asagenerd rule, the DM should confine wizards
to the following wegpons.

Blowgun

Barbed dart



Needle
Dagger or dirk
Dart
Knife
Quartergaff
ging

Sing bullet

Sing sone
Saff ding

These regtrictions gpply to magica weapons of smilar types as wdll. For ingtance, just
asawizard is denied the use of atwo-handed sword, heis denied the use of atwo-handed
sword + 1.

In certain Stuations, the DM may dlow awizard to use awegpon other than those
listed above. However, the DM is cautioned to make exceptions to the wizard's wegpon
redrictions with care, to avoid unbaancing the game and violating the specia nature of
the wizard.

Here are afew dtuations where the DM might consder making exceptions to the
wizard's weapon regtrictions:

Thewizard'skit allowsfor different weapons. The Anagakok kit, for instance,
dlows for tridents and harpoons, while the Amazon kit alows for spears and long bows.
If the DM gives permission for playersto pick one of these kits, or another kit with
weapons other than those listed above, he should aso dlow him to use the kit's weapons.
However, the DM iswithin hisrightsto forbid the use of any weapon-- if he decides
harpoons are unavailable in his campaign world, then even an Anagakok cannot use
them.

Ingtruction in the use of a particular weapon was part of thewizard'straining.
Just as certain kits alow certain wegpons, certain cultures might require dl of its citizens
to master certain wegpons. A warlike culture, for indance, might ingst thet dl of itsmae
citizens are to be trained in the use of swords and spears, and wizards are not excluded.
The player must establish these type of background details a the beginning of his
character's career -- they cannot suddenly be brought into play in the middle of a
campaign ("Did | forget to mention that my character's father trained him to usea
club?"). Asadways, the DM can veto any background suggestions that he considers
unacceptablein his campaign.

Chapter 6: Casting SpellsIn Unusual Conditions

A wizard's adventures can take him to al kinds of exctic locations. But if he finds
himsdf battling foes beneath the ocean's surface or exploring a mysteriouslocaein an
dternate plane of existence, he will discover that his spells are operating alittle
differently than usud. This chapter explains the differences.

Spell casting abilities can dso be affected by sensory changes, such as atemporary
loss of vison, an impaired ability to speak, and impaired movement. These problems, as



well as how awizard's spells are affected when cast under less than optimum conditions
and how he might compensate for these differences, will be discussed in this chepter.

Casting Spells Under water

Assuming that the wizard can find away to bresthe underwater for extended periods
(such asawater breathing sodl or potion), mogt of his gpdlswill function normaly
underwater, with identical casting times, ranges, components, and effects. There are,
however, a number of exceptions, detailed below. Rather than being frustrated by these
changes, the wise wizard will study them carefully and use them to his advantage

Spells That Are I neffective Underwater

The following spdlls cannot be cast or will not function underwater. All spdlls are from
the Player's Handbook except those labeled NS (for New Spell) which are found in
Chapter 8 of this book. Spells marked with an asterisk (* ) will function normaly when
cast within the bounds of an airy water dl.

1st Level
affect normal fires*
burning hands*
jump*
mount
wall of fog*

2nd Leve
flaming sphere*
fog cloud *
pyrotechnics*
summon swarm
whispering wind*

3rd Leve
fireball
flame arrow*
gust of wind
illusionary script*
Melf's minute meteors
wind wall

4th Level

fireaura (NS)

fire charm

fire shield * (only the flame shidd version of this spdll isforbidden; the chill shield
verson functions normally)

firetrap



shout *

solid fog *

wall of fire

wind breath (NS)

5th Levd
cloudkill *
distance distortion

6th Level
control weather
death fog *
guards and wards *
lower water

7th Leve
delayed blast fireball

8th Level
incendiary cloud

9th Leve
meteor swarm

Spells That Are Modified When Cast Underwater

The following spells are dtered as described when cast underwater. All spdlls are from
the Player's Handbook, except those labeled NS (for New Spell) which are found in
Chapter 8 of this book

1st Level
Chromatic Orb (NS): The heet, fire, and stinking cloud effects are unavailable
underwater.

2nd Level
Filter (NS): Ingtead of filtering vapors, filter diminates poisonsin the water.

Ice Knife (NS): Because of water resstance, an ice knife cast underwater can strike
targets only within 10 yards. It causes a maximum of 1-4 hit points of damage.

Melf's Acid Arrow: The acid from this arrow lasts only a single round beforeiit is
washed away by surrounding water.

3rd Level
Fly: This spdl enables the subject to swim effortlesdy at any depth and in any
direction, even if the subject is encumbered or is normaly too heavy to float. The



maximum speed is 9.

Lightning Bolt: Instead of a stroke, the eectrical discharge takes the form of a sphere
with a 20-yard radius, centering on the point where a stroke would have occurred if the
spell had been cast above water. All those within the sphere suffer 1d6 hit points of
damage per leve of the cagter; the maximum damage is 10-60 (10d6) hit points. A
successful saving throw reduces this damage to half (round fractions down).

Monster Summoning I: Only creatures that can bresthe and function underwater can be
summoned. (If available, the DM should use the appropriate Aquatic Monster
Summoning table in the Monstrous Compendium.)

Phantom Steed: A phantom steed created underwater is a hippocampi with a black
forebody and slver-gray scaes. These steeds do not gain the specid traveling or flying
abilities of the regular phantom steeds, but they do gain the movement rate of 4 per leve
of the spdll cadter (to amaximum movement rate of 48). Otherwise, they are Smilar to
the steed created by the spell.

4th Level

Ice Sorm: The hail stones created by this spell will be as large as normd, but their
downward force is greetly reduced, inflicting only 1-10 hit points of damage before
floating toward the surface. The deet variation of this spell is usdess underwater, since
al of the deet melts as soon asit is created.

Monster Summoning I1: Only creatures that can breathe and function underwater can
be summoned. (If available, the DM should use the gppropriate Aquatic Monster
Summoning table in the Monstrous Compendium.)

Wall of Ice: A wall of ice can be formed underwater, but it immediatdly floasto the
surface and bobs in the water like an ice floe. Thisrenders the ice plane and hemisphere
variaions usdess. Theice sheet varidion of this godl inflicts no damage underwater.

5th Leve

Conjure Elemental: Air dementas and fire eemental's cannot be conjured underwater.
Earth dementals must remain on the floor of the seq, lake, or river from which they are
conjured. While unable to leave the floor, they can il attack creatures or assault
congtructions that are resting on or are imbedded in the floor. Water eementals can be
conjured normally.

Monster Summoning I11: Only crestures that can bresthe and function underwater can
be summoned. (If available, the DM should use the appropriate Aquatic Monster
Summoning table in the Monstrous Compendium.)

Transmute Rock to Mud: This spell operates underwater asit does elsewhere, except



that the mud immediately beginsto disspate. If cast on the oceanfloor (or the floor of
any other body of water), only extremely heavy creatures who are unable to svim arein
any danger of snking into the mud.

6th Leve

Chain Lightning: Underwater, this acts as a lightning bolt of twice the normd sze
(either aforked bolt up to 20 feet wide and 80 feet long, or asingle bolt 10 feet wide and
160 feet long. However, it strikes only a single object and inflicts only 1d6 hp of damage
for every level of the cagter (save vs. spellsfor haf damage). It will not arc to other
targets.

Conjure Animals: Only creatures that can bresthe and function underwater can be
conjured.

Monster Summoning I'V: Only crestures that can bresthe and function underwater can
be summoned. (If available, the DM should use the appropriate Aquatic Monster
Summoning table in the Monstrous Compendium.)

Otluke's Freezing Sohere: Thefrigid globe variation of this spell can be extremdy
dangerous to the caster when cast underwater. The globe of absolute zero matter will
indantly freeze the water around the caster into a block of ice of avolume equd to 50
cubic feet per leve of the cagter. The entombed wizard will immediatdy float to the
surface. Unless he receives assistance or is able to free himsdf, he will immediately
begin to suffocate.

Part Water: This spel can be used to form a"tunnd” through water-filled areas, no
wider than 10 feet in diameter. The "tunnd” contains air, enabling cregtures indde it to
bresthe normaly.

Transmute Water to Dust: Cadting this spell underwater causes a"hol€' to openina
previoudy water-filled area. The Sze of the "hol€" is up to 10 cubic feet per levd of the
caster. Assuming there is sufficient surrounding weter-- that is, if the spell was not cast
on or near the surface of the water-- the unaffected water will rushin, inflicting 1 hit
point of damage per level of the caster to al within (no saving throw).

7th Leve

Monster Summoning V: Only creatures that can breathe and function underwater can
be summoned. (If available, the DM should use the appropriate Aquatic Monster
Summoning table in the Monstrous Compendium.)

Mordenkainen's Magnificent Mansion: At the cagter's option, the mansion can befilled
with water, or the influx of water can be prevented, keeping the manson'sinterior tidy
and dry.



8th Levd

Monster Summoning VI: Only cresturesthat can bresthe and function underwater can
be summoned. (If available, the DM should use the gppropriate Aquatic Monster
Summoning table in the Monstrous Compendium. )

Snk: This spell places the subject a specified number of feet beneeth the floor of the
lake, ocean, or sea. The magic of the containment will radiate through the water to the
surface.

9th Level

Monster Summoning VII: Only creatures that can bresthe and function underwater can
be summoned. (If available, the DM should use the appropriate Aquatic Monster
Summoning table in the Monstrous Compendium.)

Casting Spellsin Other Planes

As described on page 132 of the Dungeon Master's Guide, the AD&D® game world
consgs of many planes of existence asde from the familiar Prime Materid plane. Just as
physical laws operate differently in these planes, so do the effects of magic and the ways
in which spdls are cast. Generd guidelines for using wizardly magic in the various
planes are given below. (If planning acampaign in one or more of the other planes of
exigence, or if aDM isinterested in additiond information about the planes, consult the
Manual of the Planes.)

The Ethereal Planes

From the wizard's perspective, the key features of the Ethered planesinclude the
falowing:
- The effects of time occur 10 times dower than on the Prime Materid plane. For

ingtance, for every 10 turns that pass on the Ethered planes, only asingle turn has
pased. Therefore, the subjective time for the wizard to memorize and cast spdlsis
10 times aslong as the actud time required.

The thick soup of etheredl matter restricts clear vision to about 100 yards.

Because of the semi-solid nature of the ethereal matter, spdls that create
restraining effects, such asweb and wall of stone, are easily circumvented by the
vicim-- he must only move the etheredl matter out of the way. Restraining spells
that inflict damage, such aswall of fire, are equaly essy to circumvent, but il
cause harm to the victim.

The schools of magic are affected asfollows.
Abjuration: Spellsof 5th level and above will not function.

Alteration: All spdlsof this school function normaly, subject to the specid laws of
the Ethered planes.



Conjuration/Summoning: Entities from the Prime Materid, Adtrd, and outer planes
cannot be summoned. Leomund's secret chest places the conjured chest in alocation in
the Ethered plane different from that of the cagter.

Divination: These spdlsfunction only if the wizard isin the area between the Prime
Materid plane and the Ethered planes (caled the Border Ethered) and is casting the
gpellsinto one of the adjacent planes. For instance, detect magic will not work in the
Ethered plane, but it functions normdly if cast from the Border Ethered into the Etheredl
planes. Contact other plane, however, functions everywhere in the Etherea planes.

Enchantment/Charm: All spdlsof this school function normaly, subject to the
specid laws of the Ethered planes.

I nvocation/Evocation: All spdls of this school function normaly, subject to the
specid laws of the Ethered planes, except that materids created by evocation spells are
meade of ethereal matter and have the properties of that matter. Bigby's forceful hand, for
ingtance, will not stop an opponent.

[lluson/Phantasm: All spdls of this school function normaly, subject to the specid
laws of the Ethered planes. However, illusonary images and items do not disappear at
the end of the spell's duration, or when the wizard stops concentrating, or when the
illuson istouched. Instead, the images and items gradually fade away. Invisibility,
change self, and fear are not subject to fading and function normally.

Necromancy: All spdls of this school function normaly, subject to the specid laws
of the Ethered planes.

Magical Items: Pluses on wegpons are reduced by one to attack and damage rolls (a
sword + 2 effectively becomesasword +1 ). Armor and protective devices are likewise
reduced by one plus. Magicd items that duplicate specific types of spells operate under
the same redtrictions as described above.

Thelnner Planes

From the Wizard's perpective, the key features of the Inner planes include the
following:
. Spdlsthat rely on dementa forces can be modified to affect al other eementa
types, though each modification must be researched separately. For instance, a
spell that affects water can be used to smilarly affect earth or fire, so that awall
of water may appear or create air can be cast. To determineif amodified spell
can be cag, the wizard mugt roll againgt his Intelligence asif learning a new spell.
If therall falls, the wizard cannot make another attempt for one full day (as
mesasured on the Prime Materid plane). These modified spells can be used only
in the inner planes.

Modified pdls gpply only when modifying one dementa spdl to another.
Pogitive and negative energies are not digible. For instance, awizard cannot
create awall of negative energy.

In the plane of Fire, dl materia created by spells (such aswater and ice) is
immeediately affected by the extreme heet. For instance, theice created by ice
storm immediately mdlts.

In the plane of Water, spdlls are affected as described in the Casting Spells
Underwater section above.

In the Energy planes, matter created by spellsis destroyed one round affect its



cregtion. Spdlsthat inflict variable amounts of damage in the plane of Pogitive
Energy, and minimum damage in the plane of Negative Energy. Spdlsthat inflict
damage over a period of severa rounds function for only one round.

The schools of magic are affected asfollows.

Abjuration: All spdlsof this school function normally, subject to the specid laws of
the inner planes, except where noted in the spell description. Spells affecting extra-
dimensiond creatures do not affect creatures native to the inner planes. When the anti-
magic shell isused in the inner planes, al magica protections are removed from within
that sphere, removing any protection the user may have to survive in that plane.

Alteration: These spdlsare the most likely to be modified as described above. A
lower water spell, for instance, can be modified to lower fire in the plane of Fire, and airy
water could be modified to airy fire. Here are afew special cases.

- Transmute rock to mud can function as transform element to para-element; earth
becomes ooze or magma, fire becomes magma or smoke, air becomes smoke or
ice, and water becomesice or ooze. Each type of transmutation must be researched
Separately.

Transmute water to dust can be modified to transform element to negative quasi-
element; elementa water becomes ash, air becomes vacuum, fire becomes ash, and
earth becomes dust.

Astral spell will not work in the inner planes.

Conj uration/Summoning: Usudly, spdls summoning a particular type of dementa
cresture summon that being only in its native plane. These spells do not guarantee control
over the summoned eementd, but the dementd is not immediately hodtile to the cadter.
Spells summoning animas, mongters, or other Prime Materid crestures instead summon
the dementa versions of these creetures. Elementa creatures have the same appearance
and abilities astheir Prime Materia counterparts, but are eementals of that type found in
that inner plane (except that the Pogitive and Negative planes have no dementd types).

SpdlIs that contact beings in the Agtral and outer planes do not function in the inner
planes.

Divination: These spdls function normally. Those that call onan entity function only
if that entity is native to the inner planes or Ethered planes.

Enchantment/Charm: These spdls function normdly. Hold person and charm spells
work only against humanoid eementas.

[lluson/Phantasm: These spdls function normaly.

I nvocation/Evocation: Usudly, invocation spels function only if the entity's domain
isin the same plane as the wizard. Evocation spells dealing with e ementd forces can be
modified to cal upon any demental force. These include spellsthet create items of fire,
lightning, ice (but not cold), winds, clouds, fog, and flames. For ingtance, afireball can
be modified into alightning ball or earth ball, and lightning bolt can be modified into fire
bolt or air bolt; in al cases, the range and dameage remain the same. Note that spells such
as cone of cold and wall of iron cannot be modified, since they have no actud dementd
basis.

Necromancy: Beneficia necromantic spdlls restore hit points, abilities, levels, or life.
Harmful necromantic spells deprive victims of these quantities. Beneficia necromantic
gpdlIswill not function in the Negetive plane, while harmful spells automatically succeed



and inflict maximum damage. Beneficid spdls restore the minimum number of hp in the
negetive quas- planes, and those spells that require a saving throw or are based upon
Condgtitution automaticaly fail; harmful spdlls automatically succeed and inflict

maximum damage. Beneficid spells automatically succeed and operate to their maximum
ability in the postive quas- planes, harmful spdlsinflict minimum damage and saving
throws of 2 or greater automaticaly succeed againgt these spells. Beneficid spdlsinthe
Pogitive Materid plane automaticaly succeed and operate to their maximum ability;
harmful spdlls automaticdly fail.

Magical 1tems: Weapon pluses are reduced by two to attack and damagerolls (a
sword + 3 effectively becomesasword +1 ). Exceptions include those with pluses againgt
particular ementd creatures and those that draw their power from elementd planes,
such as energy draining swords. Armor and protective devices are likewise reduced by
two pluses. Magicd itemsthat duplicate specific types of gpells operate under the same
restrictions as described above

The Agtral Plane

From the wizard's perspective, the key features of the Astrd plane include the
following:

- Itemsor matter created by spells are affected by the plane's weightless
environment. For ingtance, water formsinto circular balls;, when touched, these
liquid balls flow over the victim in alight film. Liquids that inflict damage, such as
acid, inflict twice their norma damage, and victims covered in liquid film cannot
gpesk without |etting the liquid into their lungs and drowning in 1-4 rounds.
Victims covered in liquid cannot use spellswith verba components (unless they
are affected by water breathing or asimilar spdll or device that dlows them to
breathe underwater). The liquid can be removed by extensive toweling, entering a
plane where gravity exids, or soinning the victim fast enough so thet the liquid is
flung from his body.
Fires burn in circular flames without consuming their fud sources. Wall of stone
and other wall spells, dong with other spells that creste surfaces, generate hollow
gphereswith radii of 10 feet plus 2 1/2 feet per leve of the caster, regardiess of the
listed area of effect. Temperature is poorly conducted in the Astral plane, so spells
generaing heat and cold do not affect those outsde the spdll area.
A wizard cannot move or dodge while cagting spells; if dready moving, he must
continue moving with the same speed and in the same direction as the previous
round in order to cast the spell.
SpdlIs that require access to the Ethered or inner planes will not function.

The schools of magic are affected asfollows.

Abjuration: These spellswork normaly, except that they cannot affect the fabric of
the Adrd plane itsdf; the plane cannot be dispelled or held back. Dispel magic affects
adrdly projected travelers by casting them back to their origina bodies; it has no effect if
cast againg the plane or againgt Silver cords.

Alteration: Alteration spdlsthat contact the Ethered and inner planes or make use of



extradimensiond space will not work, such as vanish and rope trick.

Objects animated by dteration spdls have an Intdligence of 0 for movement purposes,
but they can attack creatures adjacent to them. Spells that modify movement function
only in Situations where that movement is permitted in the Agra plane. For ingtance, fly
only worksin bals of air, jump only worksif the subject can push againgt solid objects,
and slow and haste &ffect only muscular movement (likewise affecting combat) but have
no affect on menta concentration movement. Alteration spdlls that control or modify
conditions operate only if the conditions dready exist; wizards cannot cal these
conditions into existence.

Conjuration/Summoning: ConjuratiorySummoning spells of 5th leve or higher do
not function unless linked with abjuration magic (for indance, a gpdl belongs to both the
conjuration and abjuration schools). Summoning cantrips will not operate, but
conjuration cantrips will. Spellsthat cdl for the direct intervention of an entity will not
work unless the entity is a native of the Adra plane.

Enchantment/Charm: Spells cannot cal into being creatures from other planes.
Spdls that manipulate or cal into being extradimensond spacein the Agtrd plane do not
function, such as deeppockets.

Divination: Because of the inherent magic of the Agtrd plane, detect magic causesthe
entire plane to radiate magic; thereis only a 5% chance for detecting a specific magic
radiation againg this background. Spells such as true seeing and devices such asthe gem
of seaing reved the fully infinite nature of the Agra plane, an experience that can
overwhem the viewer. The chance of being overwhelmed is 100% minus 5% per levd of
the viewer. Those overwhelmed are immobilized for the duration of the spell or for 1-6
true turnsif viewing through a device.

[lluson/Phantasm: Illusonary spdls and phantasm spdlswith anillusonary
component function normaly, but phantasm spells without an illusionary component will
not function. For instance, phantom steed will not work because the spell has no
illusonary component, but phantasmal for ce can be cagt, sinceit has anillusonary
component.

I nvocation/Evocation: These spdls function normaly, except as modified by the
physica laws of the Adra plane (see the explanation of the effects of aweightless
environment above). The spells created by the archmage Bigby function differently when
cast againg cregiures that are moving by mental concentration (those moving physicaly--
such as by pushing off objects-- are affected normaly).

Interposing hand: Those of lesser Intelligence than the caster are stopped, others
are dowed in movement by 50%.

Forceful hand: If the caster has a higher Intelligence than the affected creature, the
caster controls the speed and direction of the creature. Equa or greater
Intelligences result in no movement.

Grasping hand: This operates the same as the interposing hand if the caster's
Intelligence isequd or less than that of the victim, but it repesthevictim asa
double strength forceful hand if the caster has higher Intelligence.

- Clenched fist and crushing hand function normdly.

Necromancy: These spdlsfunction normally. However, a clone crested on the Astral
plane requires 1,000 years to grow for every day it would take to grow on the Prime
Materid plane. Therefore, if aclone needed two months to grow on the Prime Materia



plane, the same clone would require 60,000 years to grow on the Agtra plane.

Magical Items: Wegpons are reduced by one plusto their attack and damage rolls (a
sword + 2 effectively becomesasword +1). Exceptions include those with pluses against
adra creatures. Armor and protective devices are likewise reduced by one plus. Magica
items that duplicate specific types of spells operate under the same redtrictions as
described above.

Normd potionsin normal vids have the viscosity of syrup and tend to cling to the
ddes of the vids, such potions require 1-4 rounds to consume with a 5% chance that the
drinker chokes (no damage, but the drinker loses the effects of the potion). Drinking
pations from wineskins or soft flasks avoids this difficulty and dlows normd
consumption.

Magicd items that tap into extradimensiona space or the Ethered or inner planesdo
not function in the Adtral plane, nor do itemsthat call upon powers from those planes.

The Outer Planes

From the wizard's perspective, the key features of the outer planes include the
falowing:
- Spellsthat require access to powers and cregtures in the inner planes and Prime
Materid planes do not function (unless otherwise noted below).
Cantripswill not function.
Creatures and phenomena native to the outer planes are unaffected by Prime
Materid planar spells that summon, communicate, control, or prevent entry.
Comparable spdls exist for each plane, but they must be learned by the wizard in
that plane; animal growth for animas of Elysum is an example. These are not
consdered modifications of exigting spells, but different spells atogether.

The schools of magic are affected asfollows:

Abjuration: These spdls are usdess againg beings native to the plane thewizard isin
(for instance, protection from evil has no effect on the evil occupants of the Nine Hells).
However, dispel magic disrupts spells cast by crestures native to the outer planes.

Alteration: The Chaos planes (Happy Hunting Grounds to Tarterus, inclusive) have a
random effect on dteration spellsthat create matter (such asfog cloud) or change matter
into other shapes (the various polymor ph spells). The chance of arandom effect depends
on the plane (see Table 10).

Table 10: Chance of Random Effects of Alteration Spellsin Outer Planes

Plane Chance of Random Effect
Happy Hunting Grounds 20%
Tarterus 20%
Olympus 40%
Abyss 40%

Gladsham 60%



Pandemonium 60%
Limbo 80%

Created matter subject to arandom effect has its appearance altered; for instance, afog
cloud might be blue in color or sparkle like diamonds. The change does not affect the
properties of the matter. The DM determines the nature of the change.

The random effect for aspell that dters the shape of matter isthat the spell may not
function at dl, or that it may function in an unintended matter. Roll 1d100 on Table 11 if
such arandom effect isindicated.

Table 11: Random Effects of Altered Shapesin the Outer Planes

d100 Rall Effect

1-10 Target does not change in appearance or properties.

11-30 Target changes in appearance (as determined by DM), but retains all the properties of the
original.

31-50 Target does not change in gppearance, but gains the properties of the new
form.

51-70 Target changes to resemble some nearby random object or creature, but

retains the abilities of its origind form.

71-90 Target changes to resemble some nearby random object or creature, and
gains the abilities of that object or creature.

91-00 Target changes in form and function into something not in the immediate
area. (DMs are encouraged to be fiendish.)

Conjuration/Summoning: Non-native beings cannot be summoned unlessthey arein
adjacent planes or planar layers. Creatures native to the plane can be called upon, but
they are not controlled by the wizard; any tasks given such creatures must be negotiated.
Protective spells that are effective in the Prime Material plane do not function against
native crestures.

Find familiar will bring an imp, quasit, brownie, or pseudo-dragon. The DM isfreeto
add other suitable candidates or to modify the gppearance (but not the abilities) of these
familiars

Enchantment/Charm: Spells directed toward specific creatures (such as charm
person) will not function againg their outer planar equivaents. Planes other than the one
occupied by the wizard cannot be accessed, though extradimensional space can be (0
gpells such as deegppockets function normdly, but spells such as shadow walk will not).
Magic jar or any Smilar spdl that leaves the caster's origind body unoccupied creates
the risk of that body being occupied by a native of the other planes (see the Necromancy
entry below for detalls).

Divination: Spedllsthat detect or identify mainly respond to the dignment of the plane,



overwheming the dignment of any beingsin the plane. For ingtance, if agood warrior is
in the Nine Hdls, know alignment is overwhelmed by the plane's evil nature and will not
reved that the warrior is good. However, a detect good will reved the warrior's goodness.

[lluson/Phantasm: These spdls function normally, though the caster should keep in
mind that many of the powerful beings inhabiting these planes are immuneto illusonary
attacks and effects. However, spdlsthat rely on demi-shadow magic and shadow magic
function at haf srength and haf effects. Shadow monsters, for instance, creates creatures
with haf the standard hit points thet inflict haf the sandard damage when attacking;
shadow magic inflicts only haf damage and effects.

I nvocation/Evocation: These function normaly, athough they may be changed due
to prevailing conditions in a particular plane. Generaly, these changes are smilar to
those experienced in the inner planes. For instance, awall of ice will begin to mdt
immediatdy in the heat of the Nine Hdlls.

Necromancy: These spells have no effect on the natives of the planes. Reincarnation
causes revived individuals to be of the same adignment as the plane; for instance, aPC
reincarnated in the Nine Hellswill be evil. Spels that involve abody uninhabited by a
Spirit, such as magic jar, have a 1 percent chance per day per depth of layer of being
inhabited by native spirits. For instance, a character who died on the eighth layer of the
Nine Hells has an 8 percent chance per day of his body being occupied unlessit israised,
while abody on the 100th level of the Abyss has a 100 percent chance of being occupied
on thefirgt day). The spirits will not voluntarily release the body (alimited wish or spdlls
of amilar power will dispd them).

Magical 1tems. Weapons are reduced by one plus for each plane they are taken
through; this gpplies only when moving from plane to plane, not when moving through
planar layers. If aweapon becomes nont-magicd, al specid abilitiesare lost. These
pendties do not apply to weapons designed to affect particular creatures of the outer
planes. Armor and other protective devices are amilarly affected. All other magica items
auffer the same limitations as the pdls they mimic. Magica itemsthat reach into
extradimensiona space function normdly, but those that draw power from the inner
planes or access the Ethereal planes do not function.

Casting SpellsWhen the Caster isImpaired
Impaired Vison

A wizard's vison can be permanently or temporarily impaired as aresult of blindness
(magicd or naturd), disease, poison, or physicd damage. Visonisaso impaired in
darkness.

The ability to seeisnot crucid in the casting of many spells. For instance, mirror
image, monster summoning, tongues, and comprehend languages (when used to trandate
spoken words) do not require the wizard to be looking at anything in particular, and can
therefore be cast with impaired vison. However, spells such asread magic, detect
invisibility, and comprehend languages (when used to trandate written words) that
require the wizard to be looking at a particular object or location cannot be cast with
impaired vison.

Impaired vison has no effect on gpdls the wizard casts on himsdlf, such as change self



or armor. Likewise, impaired vison has no effect when the wizard is atempting atouch
gpell (such as protection from evil) on awilling subject, presuming the wizard is close
enough to the subject to touch him. However, if awizard attempts to use atouch spell on
an unwilling subject, the wizard must make a successful atack roll with a-4 pendty (this
assumes that the wizard is close enough to his intended subject to touch him). Aswith dl
attacks, the DM can modify thisrall if the victim is unprepared for the attack or is
unaware of it. If the roll succeeds, the wizard touches the subject and the norma spell
effect occurs.

Spellsthat are cast on a specific person, place, or thing from a distance, such ascharm
person or magic missile, cannot be cast by wizards with impaired vison. A wizard cannot
samply blast amagic missile in agenera direction and hope for the best-- the spell does
not operate that way. Knowing the exact destination of these types of spellsisavita
element of thelr execution.

Spellsthat are cast over agenerd area can be cast by wizards with impaired vision,
athough ther effects may not be as precise as they would be if the wizard could see. For
ingance, awizard with impaired vison could cast flaming sphere in front of himsdf and
direct it to move straight ahead toward an areawhere he hears a group of screeching
goblins. But if the goblins scatter at the approach of the flaming sphere, the wizard will
not be able to accurately direct its movement to run them down.

Thislimitation aso holds true for illuson sodlsthat cregte illusonary images, such as
phantasmal force; a beg, theillusonigt is making a rough estimate as to the location of
hisilluson, and any adjustments he makes to theilluson (such as moving it or having it
respond to the actions of other characters) is unlikely to be more than an educated guess.

Additiondly, the vison-impaired wizard is creating visud illusions from memory, and
the results might not ways be as precise as they would be if the wizard could see. In
generd, the more complex the illusion cast by avison-impaired wizard, the more easly
theilluson will be disbelieved by an opponent; the DM isfreeto add asmuch asa+4
bonus to the saving throws of opponents attempting to disbelieve such illusons (see
pages 81-82 of the Player's Handbook for detalls on adjudicating illusons, and the
section onillusons in Chapter 7 of this book).

Vidonimpaired wizards can use ther familiars for information about their
surroundings, thus enabling them to cast gpells with more accuracy and precison. Wizard
eye and smilar spells can help avison-impaired wizard to"see” Infravision is not
adways useful in these Stuations, since it works to enhance the wizard's natural vison
(dthough infravision helpsif the wizard's vison isimpaired because of darkness, and not
because of disease or damage). The non-weapon praficency Blind Fghting is equally
ineffective for the vison-impaired wizard.

Impaired Hearing

A wizard's hearing can be permanently or temporarily impaired as aresult of deafness
(magica or naturd), disease, poison, or physical damage (such as repeated exposure to
loud noises). Unlike the vison-impaired wizard, the hearing-impaired wizard has only
modest limitations on his gpdl cadting abilities.

Although most spells have averba component, it is not necessary for the wizard to
clearly hear the words or sounds he utters to cast a spell. These sounds serve to release



magica energies which in turn trigger specific reections, as long as the wizard utters the
correct sequence of sounds, it makes no difference if he actualy hears the sounds
himself. Note that a silence spell prevents the casting of any spells with verba
components, since silence prevents the sounds uttered by the wizard.

Spellsthat require the wizard to hear, such as comprehend languages (when used to
trandate speech), are ineffective for hearing-impaired wizards. Spells that create sounds,
such asalarm, are able to be cagt, but the impaired wizard will not hear the effects.

Hearing-impaired wizards cadting illusons with audible € ements may encounter the
same problems as vison-impared wizards. The audible dements of such illusonswill
have to be educated guesses, based on the wizard's memory of actud sounds. Aswith
illusons cadt by sight-impaired wizards, the more complex theillusion cast by a hearing-
impaired wizard, the more easlly the audible eement of the illuson will be disheieved
by an opponent. The DM isfree to add as much as a +4 bonus to the saving throws of
opponents attempting to dishelieve such illusons. A hearing-impaired wizard cannot use
hisfamiliar to serve as surrogate "ears' to enable him to cast such spdlls with more
precision or accuracy

Impaired Speech

A wizard's ability to speak can be impaired as aresult of disease, magic (such asa
silence spdl), or physical damage. A gagged wizard will also be unable to speak. No
spell with averba component can be cast by awizard with impaired speech; he must be
able to enunciate each phrase or sound of a spell's verba component clearly and
digtinctly for the spdll to be successful. Ventriloquism cannot subgtitute for an impaired-
speech wizard's voice when he attempts to speak a spell's verba component;
ventriloguism is useless to a speechrimpaired wizard, sinceit is an extenson of sounds
the wizard isnormally able to make.

Smilarly, an impaired-speech wizard cannot use his familiar to spesk verba
components, including those familiars cgpable of speech, since spells only operate if the
wizard himsdlf utters their verba components.

However, an impaired- peech wizard can use the spell vocalize to dlow him to cast
gpellsthat normaly require averba component. Casting these spells must take place
within the duration of the vocalize spell. (For more about vocdize, see Chapter 9.)
According to the Player's Handbook (pages 85-86), the use of componentsis an optiona
rule. If components aren't used for spell casting in your campaign, it is assumed that the
caster must be able to speak in order to cast any spell (see thefirst paragraph in the
Casting Spells section on page 85 of the PH ). Vocalize can il help a speech-impaired
wizard if the components rules are not in use; otherwise, dl of the rules for speech
impaired wizards apply.

I mpaired M ovement

Many spdlls require somatic components (gestures or movements). If the wizard is
unable to move his hands (because of damage, a magicd effect, or physica restraint) he
may be unable to cast a spdl that requires hand movements. If aspell specificaly
requires hand movements, the wizard isn't alowed to substitute another method. He



cannot just wiggle hisears or rock his head in place of the required hand movements, nor
can he use afamiliar or other character (or animated object) to act as his surrogate to
execute them. If asingle finger isthe requirement for a somatic component (for instance,
if the wizard needsto point & the target of his spell), then he needs only one free hand to
cast the spdll; otherwise, either hand (or any finger) will suffice.

Note that a movement-impaired wizard aso might have difficulty with spells requiring
materid components. If the wizard has his handstied, he may not be able to reach the
necessary materid components ingde his back pack or mingled with other itemsin a
deep pocket in hisrobe. Even if he manages to fish them out, certain spells may require
him to manipulate the materia componentsin a certain way (he might be required to rub
the components together or hold them flat in his hand; protection from evil requires the
caster to trace a three-foot-diameter circle on the ground with powdered silver). If he
cannot manipulate the materid components as required, the spdll will not work. When a
wizard acquires anew spell, the DM should darify its casting procedures.

Remember that the use of componentsis an optiond rule. If components are not used
for gpdl casting in your campaign, assume that the caster must have both amsfreein
order to cast any spell (see the Casting Spells section on page 85 of the PH ). Any
combination of hand movements and gestures will suffice.

Impaired Concentration

The successful casting of a spell requires intense, uninterrupted concentration from the
caster. If the caster's concentration isinterrupted by an attack, a sudden noise, or any
other distraction, the spell islost.

In certain Stuations, the caster may have trouble focusing or sustaining his
concentration. He may be suffering from an extreme headache or other illness. He may be
dizzy, fatigued, or otherwise disoriented. Or he may have had alittle too much wine and
is feding the after-effects. In such cases, the DM can rule that the wizard is unable to cast
gpdlls as effectively as he normaly would. In extreme cases-- for instance, if the wizard's
headache is s0 severe that he is unable to stand or open his eyes-- the DM might rule that
the wizard is completely unable to cast spells until his condition improves.

In less extreme cases, the DM can require the wizard to make a successful Intelligence
Check before attempting to cast any spell to see if he can muster the necessary degree of
concentration. After the wizard announces which spell he will attempt to cast, the player
rolls 1d20. If the result islessthan or equd to the wizard's Intelligence, the spdll is cast
normaly. If the result is greater than the wizard's Intelligence, the spdll islogt.

The DM might wish to add a penalty or bonus to these Intelligence Checks. For
ingtance, if thewizard is disoriented as aresult of fdling out of atree and landing on his
head, the DM might require a-2 modifier to his Intelligence Checks prior to casting his

dls.
Chapter 7: Advanced Procedures
This chapter offers avariety of suggestions for experienced wizards to help them make

more of their magica skills. Included are suggestions for spell research, advice on
adjudicating illusons, and some crestive casting techniques for putting new twists on old



spdls
L evels Above 20th

The Player's Handbook lists experience levels and pdll progressions only for wizards
up to 20th leve, but there is no rule that specificaly restricts wizards from advancing to
214 level and beyond. There are, however, practica reasons for restricting advancement
into unusudly high levels. Not only isit difficult for the DM to desgn meaningful
challenges for these characters, players quickly become bored with characters whose
powers and abilities rival those of the gods. A good policy is to enforce mandatory
retirement of characters once they reach 20th level; pages 20-21 of the Dungeon Master's
Guide explain how thisis done.

Ambitious DMs and curious players are free to explore the campaign possibilities of
the upper levesif they so desire. Table 12 gives the experience point requirements and
Hit Dice for wizards of levels 21 through 32 (thistable is an extension of Table 20 on
page 30 of the Player's Handbook). A wizard must earn 365,000 experience points per
levd to achieve each levd beyond 32. After 10th leved, wizards earn 1 hit point per leve,
and they no longer gain additiona hit point bonuses for high Condtitution scores.

Table 13 gives the spdll progression for wizards of levels 21 through 32 (thistableis
an extension of Table 21 of the PH ). For 33rd level, add one each 5th-, 6th-, and 7th-
level spdll; for 34th level, add one each 1-, 2nd-, 3rd-, and 4th-leve spdll; for 35th
level, add one each 8th- and Sth-level spdll; and for levels beyond 36th, repest this
progression.

Table 12: Wizard Experience L evels Beyond 20th

Level M age/Specialist Hit Dice (d4)
21 4,125,000 10+11
22 4,500,000 10+12
23 4,875,000 10+13
24 5,250,000 10+14
25 5,625,000 10+15
26 6,000,000 10+16
27 6,375,000 10+17
28 6,750,000 10+18
29 7,125,000 10+19
30 7,500,000 10+20
31 7,875,000 10+21
32 8,250,000 10+22

Table 13: Wizard Spell Progression Beyond 20th L evel

Wizard
Level Spell Level

1 2 3 4 5 6 7 8 9
21 5 5 5 5 5 4 4 4 2



22 5 5 5 5 5 5 4 4 3
23 5 5 5 5 5 5 5 5 3
24 5 5 5 5 5 5 5 5 4
25 5 5 5 5 5 5 5 5 5
26 6 6 6 6 5 5 5 5 5
27 6 6 6 6 6 6 6 5 5
28 6 6 6 6 6 6 6 6 6
29 7 7 7 7 6 6 6 6 6
30 7 7 7 7 7 7 7 6 6
31 8 8 8 8 7 7 7 6 6
32 8 8 8 8 7 7 7 7 7

Spells Above 9th-L evel

There are no spdls higher than 9th-level, and there never should be. Including higher-
level spellswould not only greetly imbaance the game, it would aso give characters
access to magic reserved exclusively for gods.

DMs contemplating the idea of desgning 10th-level or higher spelsin spite of this
advice should first consder the implications of wish, generally considered to be the most
powerful of al the spdlls. To be worthy of its superior ranking, any 10th-leve spdl
would have to be sgnificantly sronger than awish, and if the gameisto retain its
integrity, that's a mighty tall order.

In ahigh-level campaign, the DM might decide that his characters do not have access
to an adequate number of high-level spdls. Rather than fuss with 10th-level spdlls, the
DM is encouraged to add to the list of Sth-level spdls (see the section on Spdlsin
Chapter 2 for suggestions)

Spdl Commentary

Part of the fun of playing awizard is developing new applications for spdls through
experimentation and improvisation. However, the creative use of many spells may not be
immediately obvious. If awizard dways uses his spdlsin the same old ways, he is not
taking full advantage of them.

The following ligt festures some unusua applications for avariety of sodlsfromdl
levels. Players can dso use these suggestions for inspiration when inventing new uses for
other spellsin their arsends. Additiondly, clarifications of severd of the game's more
esoteric spdls are provided, which can be used by the DM to help adjudicate their effects

1st Level

Cantrip
The smple effects created by cantrips have unlimited potentid in the hands of aclever
caster. Some examples:
A wizard isreting in an inn when he is awakened by the sound of a burglar
entering through the window. The wizard casts cantrip to create wracking moans
and cries emanating from ingde a closet. Bdieving the room to be haunted, the



terrified burglar may flee.

A wizard is searching a dark castle when he discovers a dusty book lying on a
desk. He remembers that smilar books were trapped to explodein abal of fire
when touched; such books were marked with a skull on the front cover. The wizard
casts cantrip, creating a smal breeze to blow the dust away from the book,
reveding the skull on the cover.

A wizard traveling through ajungle is accosted by a band of cannibds. The wizard
casts cantrip to creste a puff of colored smoke. The intimidated cannibals,
suspecting that the wizard wields powerful magic, decide to leave him done.

The companion of awizard is about to engage a dangerous opponent in aduel. The
wizard casts cantrip to cause adight itch on the opponent's face. The opponent is
digtracted, giving the wizard's companion a momentary advantage.

A menacing warrior sands before the party. The wizard cagts cantrip to create a
banana ped in front of the warrior. The warrior takes one step and falls on hisface.

Enlarge

Much is made in the spell description in the Player's Handbook of changing the sze of
creatures, but wizards often overlook the usefulness of enlarge to change the size of
objects. For ingtance, if the party is being pursued through a narrow passage or halway,
cadting enlarge on a stone or other object behind the party can effectively block the
passage and prevent the enemy's advancement. Smilarly, if the party isfaced with a
locked or stuck door, the reverse spell, reduce, might be able to shrink the door just
enough to alow the party to get through.

Mending

In addition to the uses for mending listed in the spell description, this spdll can dso be
used to repair aleaky boat, atorn document, a broken wagon axle, or a cut rope (but it
won't link the ends of two different ropes to make a single rope).

2nd Leve

Invigbility
Wizards should keep in mind that invisibility isan illuson, acondition of artificia
redity-- it's not an enchantment that causes the caster (or creature of the caster's choice)
to literdly disgppear. As such, invisibility is subject to dl of the advantages and
limitations of illusonary magic. Following are the most pertinent points:
Theinvisible character can dways see himsdif; in effect, he automaticaly
dishdievestheilluson.
The cagter cannot tdll with certainty which observers have successfully disbelieved
hisilluson of invisibility ; he can only be sure by observing their reections.
All objects on the invisible subject's person are dso invisble. However, the DM
might wish to impose limitations, Snce it might not make sense for a 30-foot pole
carried by an invisible character to aso be entirdy invisible. The DM might
assume, for ingstance, thet the illusion extends to a 1-foot or 2-foot radius around
the affected subject; hence, dl objects in contact with the subject that are within
thisareaaredsoinvisible. If such alimitation is imposed, then an object extending



beyond this range (such as the 30-foat pole) is entirdy visble partidly invisble
objects aren't alowed.

Not every creature with fewer than 10 Hit Diceis excluded from noticing an
invisible character. Creatures with excellent hearing or those with a sendtive sense
of amell have a chance of detecting an invisible character. The DM should take
such heightened senses into account when determining which creatures are

dlowed saving throws.

Opponents do not automaticaly get achance to detect the presence of an invisible
creature. They must first have reason to believe an invisible crestureis among
them. For instance, a creature might have abruptly disappeared, or the opponents
might hear amysterious sound or notice footprints in soft ground. If one opponent
successfully seesan invisible creature, he can dert his companions to the creature's
presence, a which time they are dlowed saving throws to detect the creaturesiif
they haven't made such throws dready. (For more about the limits of illusions, see
the "More About Adjudicating Illusions' section that follows. )

Misdirection

This spell can be used to misdirect the results of non-wegpon proficiencies that impart
knowledge. Examples of non-wesgpon proficiencies affected by misdirection incude
Ancient History, Anima Lore, Appraisng, Astrology, Direction Sense, and Herbaism. If
the subject of misdirection fails his saving throw, he receivesincorrect information from
the use of his praficiency. For instance, misdirected Anima Lore will convince the
subject that avicious creature is harmless, while misdirected Appraisng will convince
him that avaduable gem isworthless.

Web

This spell can be used as a makeshift net to prevent damage to fdling characters,
assuming there are suitable projections or surfaces available to anchor the web. A web of
at least 5 feet of thickness protects afaling character from damage regardless of the
height from which hefdls

3rd Levd

Hold Person

The name of this spell should not be taken literdly. Hold person makesitsvictims
rigid-- if they'refdling, for ingtance, it cannot "freeze’ them in mid-fal and suspend
them in the air. (However, see the hold monster entry below.)

[tem

Usethis spell on aweapon if the party is on the verge of being captured. Inits cloth-
like state, the shrunken wegpon can be conceded up the caster's deeve or it can be tucked
undernegth his belt or in histrousers. The wizard can later use the enlarged wegpon to
surprise his captors or, if the wizard's hands are bound, he may be able to use the weapon
to cut himsdlf free. Smilarly, the spell can be used to conced a grappling hook or a
thief's pick. (The wizard should be careful where he hides a shrunken wespon; if a
shrunken long sword is tucked insde his pants and is enlarged before it is removed, the



result could be extremely painful.)

Mef'sMinute Meteors

One of the most frequently overlooked functions of Melf's minute meteors (or any
flame-producing spell, such asfireball) isits ability to ignite combudtible materids. In
the right Stuations, this ability is cgpable of producing a startling amount of damage,
rivaing and often exceeding the damage caused by spells of much higher levels.

Tongues

This spdl can be quite useful to the wizard for discreetly communicating with other
characters, but only if he understands exactly how it works. Tongues acts as a selective
trandator, not as auniversd trandator-- that is, not everyone in the spdl's area of effect
understands the trandated language.

For ingtance, imagine that awizard can speak only common. All other members of his
party aso speak only common. The party encounters a group of two dwarves and one
gnome; the dwarves speak only dwarvish, the gnome spesaks only gnomish. The wizard
casts tongues and speaks to the gnome; the gnome automeatically understands what the
wizard says, but the dwarves and the other party members do not--as far asthey can tdl,
the wizard is gpesking gnomish. Assuming the wizard is of sufficiently high leve (he can
speak one additiond tongue for every three levels of experience) and the spell's duration
has not yet expired, he can aso address the dwarves. Both dwarves will understand the
wizard, but the gnome and the rest of the party will not.

If adwarf and agnome begin chattering at the wizard at the same time, and the wizard
isof sufficiently high level and the spell’s duration hasn't expired, the wizard can
undergtand them both. The other party members, however, will hear nothing but babble

4th Level

Dig

Thisisavery hdpful spdl when deding with large, uncontrollable fires that are
spreading in afidd or other open area. To stop the advance of a spreading fire, dig can be
used to creste a firebresk--a ditch of broken soil devoid of combustible materid. A fire
reaching afirebresk will siop advancing, eventudly burning itsdlf out. If thefireistoo
large to stop, the wizard can protect himsdlf and his companions by using dig to surround
themsdves with afirebresk and remain ingde it while the fire rages around them. The
wizard must take care to make the firebresk large enough to protect himself and his
companions from heat damage, which typicaly affects those within 5 feet of the flames.

Fumble

This spell can cause alot of grief to opponents in precarious pogtions. Fumble cast on
acharacter clinging to the side of a dliff might cause himto fdl. If cast on a character
moving hand over hand across a rope bridge, the character might lose his grip and fdl. If
such a character fails his saving throw, he plunges from the dliff or releases the rope. If
he succeeds in his saving throw, he hesitates, but doesnt fall.

Otiluke'sResilient Sphere



The sphere is an intact bubble filled with air. Therefore, a creature or object enclosed
in the sphere will bob like a cork on the surface of an ocean or other body of water. If the
sphere contains more weight than air, the sphere will gradudly snk, but it could be
pushed or carried by water-breathing creatures with sufficient strength. If awater-
breathing character wants to explore adark, underwater cavern, the sphere could be cast
around a burning fire. The protected fire could then be carried underwater and would
continue to burn until the air supply in the sphere was exhausted. (The carrier should take
precautions to prevent being burned--in most cases, heavy gloves would probably do the
trick).

5th Level

Hold Monster

Since this spdl immohilizes victims and prevents them from moving under their own
power, it isavery effective way to bring down flying creatures. Hold monster cast on a
creature hovering overhead will not only cause it to fall to the ground, it also might suffer
asggnificant amount of damage when it hits (1d6 hit points of damage per every 10 feet
fdlen).

Telekinesis

This spell can be used to scoop up dimes, jdlies, and other semiliquid creaturesin
jugs or smilar containers. If the containers are sealed, telekinesis can be used to position
the containers over an opponent's head, then tipped to dump their contents. Such
containers could aso be filled with poison, acid, or other damaging substances

7th-Level

Limited Wish
Aswith wish (see the discusson below), the DM should decide the limitations of
limited wish before his wizards have an opportunity to useit, preferably before the
campaign begins. Here are some suggestions for what a limited wish can accomplish. The
DM isfreeto dter these suggestions as he seesfit.
A limited wish can hed damage for the caster or any single character of the caster's
choice. A good range is 20-35 hit points (5d4 + 15) of hedling. If alimited wish is
used to hedl damage in thisway, it cannot be used to restore life; that is, it cannot
affect any creature who has been reduced to O hit points.
A limited wish can temporarily restore life to any creature or person who was
reduced to O hit points or less within the previous 24 hours. The limited wish
restores the subject to exactly 1 hit point. Successis not autometic; the subject is
required to make aresurrection surviva check. However, the effect lasts for only a
limited time (1-4 hoursis agood range). At the end of thistime, the cresture
reverts to the number of hit points he had before the limited wish was cast (O hit
points or |ess).
A limited wish can inflict damage on any single character. A good rangeis 20-40
(5d4 + 15) hit points of damage. The victim can save vs. Spdl for haf damage.
A limited wish can duplicate the effects of any spell of 7th-leve of less.



A limited wish can change the outcome of any action the wizard took within the
past 24 hours, as long as the change is reasonably minor. For instance, the wizard
could wish to search the body of an opponent he defeated earlier that day, but he
could not wish to sngle-handedly have fought and defeated an entire army. All of
the genera redtrictions that apply to wish (see below) aso apply to limited wish.
The suggestions regarding the selection of gppropriate durations, casting times,
and areas of effect aso apply.

8th Leve

Sink

This spell isaterrific way to help a character who is on the verge of fdling off the
edge of adiff or losgng his grip when hanging from the edge of a building. While the
subject clingsto the cliff, the wizard cagts sink. If the spdll is successfully cadt, the
subject becomes stuck to the cliff and won't fall. However, the spdl expiresin four turns,
a which time the subject risks faling.

oth Level

Wish
Sinceit can theoreticdly have any effect, no spdl is more difficult for the DM to
adjudicate than wish. The DM can save himsdlf alot of heedaches if he decides the limits
of wish before his campaign begins. The DM is not obligated to discuss the ramifications
of wishes with his players before a campaign begins. In fairness, however, he should be
willing to give his players agenerd idea of his gpproach. Whileit isimpossible to
anticipate every conceivable use of awish, there are afew key areas the DM should
consider:
- How far can awish move acharacter from one place to another? How many

characters or creatures can be affected? Must the conjurer have first-hand

knowledge of the destination?

What types of items can awish create? How much treasure? Are such crestions

permanent?

How many creatures can a single wish bring back to life?

How many creatures can asingle wish destroy? Could awish automaticdly

destroy, for ingtance, a 20th-level wizard? How about a dragon? Are there

dterndives to diminating crestures other than wishing them dead?

Following are some guiddines for what wishes can accomplish. Asadways, the
DM isfreeto dter these suggestions in any way he seesfit. Suggestions noted with an
asterisk (*) typicaly require a pendty for the caster. The nature of the pendty is up to the
DM; possibilities include 2d4 days of bed rest, atemporary loss of 1-4 Strength points, a
permanent loss of 1 Condtitution point, damage of 2d10 hit points, or any combination of
these pendlties.

A wish can create arandom amount of treasure for the caster. A good rangeis

1,000 - 10,000 gp (1d10 x 1,000). The treasure can include gold pieces, jewelry,

gems, items, or any combination desired by the caster within the randomly

determined monetary value. Magical items are excluded (they require a separate



wish).

A wish can hed damage for the caster, his companions, or any characters or
creatures of the caster's choice. A good range is 45-70 hit points (5d6 + 40) healed.
These recovered hit points can be spread among as many characters as the caster
desires; for ingtance, if awish heds 50 hit points, the caster could hedl 20 hit

points of his own damage and hed 10 hit points for three of his companions. If a
wish is used to hed damage in thisway, it cannot be used to restore life; that is, it
cannot affect any creature who has been reduced to O hit points.

* A wish can restore life to any creature who was reduced to O hit points or less
within the previous 24 hours. The wish restores the subject to exactly 1 hit point.
Successis not automatic; the subject is required to make a resurrection surviva
check.

* A wish can destroy any single creature of 10 HD or less, or any character of 10th
level or lesswithin the caster's visua range. The affected cregture or character is
alowed a saving throw vs. death magic; if the check is successful, the cregtureis
unaffected. (Be careful with this--in many cases, it is a better ideato advance the
spellcagter to afuture time period in which the target creature no longer exists, as
described on page 197 of the Player's Handbook).

A wish canteleport without error the caster and up to a dozen companionsto any
location. The caster must have been to the location previoudy. The location can be
in any plane of existence.

* A wish can permanently add one point to any ability score of the caster or any
person of the caster's choice, aslong asthe scoreis not raised above 16. It takes 10
wishes to permanently raise any ability score each point beyond 16. (For instance,
it takes 20 wishes to raise a character's Strength from 16 to 18.)

A wish can temporarily raise an ability to 18 for 1-6 hours,

A wish can duplicate the effects of any other spell.

What can't awish do? Aside from the restrictions above, awish should never grant
experience points or extralevelsto a character. Nor should wishes be able to duplicate
atifacts or create extremey potent magicd items (a potion of invisibility might be
acceptable, but asword +4 might not). The DM retains the right to disallow any wish he
believes istoo potent. He can also bestow an interpretation of the wish that follows the
literd ingtructions of the wizard, and not the wizard's intended meaning (greed and gross
manipulation of the rules should not be rewarded).

Examples

- If thewizard wishes for an entire cagtle of his own, the DM might have the castle

appear in mid-air, then crash to the ground in a heap of rubble.

If the wizard wishes "to never again suffer damage from bladed weapons," the DM
might turn him into a sone Satue.

If the wizard wishes for a dragon to vanish, the dragon might pop out of sight, then
abruptly reappear in another location, perhaps afew yards from the dragon's
origind postion.

If the wizard wishes for afortune in gold, the DM might teleport this fortune from
aking's private treasure vault. The king will then send his best men to arrest the
thieving wizard.



The DM isresponsible for determining the components, duration, casting time, and
area of effect each time awish isto be cast. The DM should first determine what effect
the wizard intends to achieve with his wish, then decide the components, casting time,
and so forth, basing his decisons on his limitations for wishes in his campaign. The
elements should be logica and reasonable. Here are some guiddines:

Components: Wishes have only verba components. Keep them smple. A short,
gpoken phrase is usudly sufficient.

Duration: In most cases, the effects of awish will be permanent. The DM should
decide in advance if there are any exceptions.

Casting Time: If the wish mimics the function of another spell, use that spell's casting
time asaguiddine, perhaps making it alittle longer if the wish effect is sgnificantly
more powerful than the mimicked spell. For indtance, if awish is used to teleport aparty
(as described above), note that the teleport without error spell has acagting time of 1.
Since the wish has amore powerful effect, acasting time of 4 or 5 for ateleporting wish
is gppropriate. When in doubt, use the casting times for other Sth-level spdllsas
guiddines, or use a cagting time of 1 round.

Area of Effect: In most cases, common sense will determine the area of effect. For
indance, if awish isto be used to heal damage, the affected persons should be within
sght of the caster. The DM can be reasonably generous with areas of effect. If the caster
wishes for 5,000 gp to be deposited in a chest 1,000 miles away, that is within reason. As
an example of how dl of these dements might be determined, imagine that the wizard
wishesto teleport himsdf and his party to the wizard's home town. The DM determines
the elements of the godl asfollows

Verba Component: Speak the name of the desired location.

Duration: Instantaneous.

Cadting Time: 1 round.

Areaof Effect: All characters within a 20-yard radius of the caster.

More About Adjudicating Illusions

Whether an NPC is able to disbelieve a PC wizard's illusion or whether aPC isable to
disbdieve an NPC illuson is ultimately up to the DM. The DM should dlow a saving
throw againg an illuson if the subject has any reason at dl to doubt the existence of what
he is experiencing. To account for the degree of redism in agivenilluson, aswell asany
information available to the subject about the percaived illuson, the DM should modify
the subject's saving throws with gppropriate bonuses and pendties.

How does a DM make these decisions? There are a number of factors that can be
consdered to help determine bonuses and pendties for saving throws. It's unredlistic to
expect the DM to meticuloudy evauate every aspect of an illuson before he decides on
the modifiers, but the following can be used as generd guiddines

Complexity--Non-Living Objects

The most important eement in determining an illuson's beievahility isits complexity.
The more complex the illusion, the more difficult it is for the cagter to get dl the details



right, and the more likdly it is for asubject to notice amistake. There are more details to
afire-breasthing dragon than there are to a sationary boulder, so it isno surprisethat a
subject would be more likely to disbelieve the illusonary dragon than he would the
illusonary rock.

Anilluson can be are-creation of anon-living (inanimate) or aliving (animate)
object. These need to be treated in different ways.

In generd, the complexity of non-living objects depends on size (a pebblevs. a
boulder), number (a single boulder vs. a dozen boulders scattered over an area), and
appearance (asmooth gray boulder vs. a sparkling, multi-colored gem). Externd forces
affecting the object aso affect its complexity (wind blowing pebbles aong the ground or
an avdanche of boulders tumbling down ahill).

If the illuson has an excessive number of sensory dements, the subject's saving throw
may receive a pogitive modifier. What condtitutes an excessve number of dements? A
sngle color or texture (for instance, a smooth gray boulder) is not excessve. Multiple
colors and textures (a pile of various types of gems or minerds) or severd different
sensory dements (afied of varioudy colored flowers that have a variety of fragrances)
could be considered excessive, as could the illusion of motion, such as boulders tumbling
down ahill.

These factors are not necessarily cumuldive; in fact, only in the most exceptiona
caseswould an illuson of nortliving objects result in a saving throw modifier of more
than +2.

Examples.

- Anilluson of asngle blue diamond. Saving throw modifier: 0. Nothing about this

illuson is particularly difficult Snceit isasngle, Sationary item.

Anilluson of ten thousand sparkling blue diamonds tumbling in an avalanche
down ahillsde. Saving throw: +2. There are alarge number of items, they're
sparkling, and they're in maotion. The comparaively high saving throw bonusis
asojudtified by the extremey unusud effect--a character might accept an
avalanche of boulders, but an avalanche of diamondsis likely to arouse suspicion.

Complexity--Living Objects

Generdly, the higher the Hit Dice or leve of theillusonary cregture, the more
complex it isto convincingly create and the more likdly it isfor asubject to disbelieve.
Anilluson of an ant is easer to cregte than theilluson of adragon. Thisaso gppliesto
illusionary NPCs--a 15th-level warrior is harder to create than a peasant with 3 hit points.
Similarly, the more creatures included in theilluson, the harder it isto create; anilluson
of 20 peasants would be more difficult than a single peasant.

[llusors of active creatures are more difficult to creste than illusions of rdatively
inactive creatures. If the illusonary creature is executing asmple action, such as
ganding till, polishing its sword, or grazing in the grass, no specid modifier for the
subject's saving throw may be required. However, if theillusonary cregture is executing
acomplex series of actions, such as singing a song while dancing and juggling, or
attacking with two weapons while shouting awar cry, amodifier may bein order.

If theillusonary creature is a generic mongter or NPC--that is, it isa "typicd"” orc or
NPC warrior--there is no need for a specid modifier for the subject's saving throw.



However, if theillusonary cregture is a specific, one-of-a-kind monster or NPC that the
subject isfamiliar with--such as afriend of the subject, or the subject's pet dog--the
subject should receive a specid modifier.

Aswith the modifiers for inanimate objects, these factors are not necessarily
cumulative. Only in exceptiond cases would an illusion result in a saving throw modifier
of more than +3.

Examples

Anilluson of asgngle orc anding Hill, polishing his sword. Saving throw
modifier: 0. Nothing is particularly difficult about cregting anilluson of asingle,
low HD creature engaged in arelatively smple action.

Anilluson of King Suz, the famous orc ruler, brandishing his five-pronged
trident, screeching awar cry, and leading asquad of six snarling orc soldiers.
Saving throw modifier: +3. The modifier assumes the subject isfamiliar with King
Suz. Cadting abdievableilluson of awdl-known NPC is dways extremely
difficult, particularly when he is executing a complex action and is accompanied
by other creatures.

Magical Effects and Special Attacks

Magic is common in most AD&D® campaign worlds, so opponents are not
necessarily suspicious of extraordinary effects that gppear to defy naturd laws. However,
in certain ingances, illusions that incorporate magica effects or specid attacks will
require saving throw modifiers. In generd, awizard cannot create excessively bizarre
magicd effectsin hisilluson without arousing the suspicion of the subject, adding a
saving throw modifier of as much as +2.

Example

- Anilluson of apile of dicksthat abruptly burgsinto flames. Saving throw

modifier: 0. Thisisnot an unusud magica effect.

Anilluson of apile of gicksthat burdsinto green flames;, the flames then change
into aminiature replica of a purple castle with frog's legs; the castle tap dances,
and findly turnsinto a pumpkin with the subject's face before disgppearing in a
puff of pink smoke, and the gticks are unburned. Saving throw modifier: +2. This
isdownright bizarre, eadly judtifying the higher modifier.

Flaws

lllusions are seldom perfect, and wary subjects will dways be derted to an image's
illusonary nature by itsimperfections. For instance, if awizard uses a spell such as
phantasmal force to create an illusonary creature, the cresture might lack one or more
obvious sensory eements, such as sound, aroma, or body temperature, which can be a
dead giveaway that the crestureis only an illuson. In extreme cases, the subject's saving
throw can be modified by as much as +4. If the wizard is using a better spell, such as
improved phantasmal force, any sensory dementslacking in the illuson will not be as
obvious, and the subject's saving throw rardly will be modified by more than +2.

Examples

Anilluson of abee Saving throw modifier: +1 (phantasmal force), O (improved



phantasmal force) . Theillusionary bee won't buzz in alower-leve illuson, but it
will in the higher-leve odll.

Anilluson of ahissing fire lizard covered with filth. Saving throw modifier: +4
(phantasmal force), +1 (improved phantasmal force). The lower-levd illuson
won't be able to duplicate the lizard's hiss, body hest, or the smell of the filth. The
higher-level spell will do a better job, but the modifier assumes that at least one of
these dementsisimperfect or missing.

Revealed Illusions

As explained on page 84 of the Player's Handbook, if one subject successfully
dishdieves an illuson and informs another subject of the illusion, the second subject
receives a modifier to his saving throw. The amount of this modifier depends on the
reigbility of the informant and the magnitude of theilluson. If theinformant in
unreliable and the illuson is formidable (for ingtance, an illuson of adeadly monder),
the subject might ignore the informant entirely; in this case, no specid saving throw
modifier gpplies. If the informant is religble (the subject's commander or friend), and the
illusonisreatively minor (such asthe image of asmdl fire), the subject's saving throw
can be modified by asmuch as +4

Intelligence

It makes sense that a highly intelligent wizard would be able to create more effective
illusons. It dso makes sense that subjects with low intelligence would be lesslikely to
disbdieve anillusion. Therefore, if the cagter's Intelligence is exceptionaly high (18 or
more), the subject's saving throw might be modified by - 1. If the subject's Intlligence is
exceptiondly low (7 or less), his saving throw might be modified by -1. A -2 modifier is
possible if both the caster's Intelligence is high and the subject's Intelligenceis low.

Remember dso that characters with exceptiondly high Intdligence are automatically
immune to low-levd illusons. These immunities are summarized on Table 4 of the
Player's Handbook.

Thellluson-Casting Subject

Characters and creatures who can cast illusions themsalves are much harder to fool. [If
the subject isan illusonist NPC or a cresture with illuson-casting abilities, he receives a
+1 bonus to his saving throw

Summary of Modifiers

For quick reference, Table 14 summarizes al of the Situations described above, giving
arange of possible modifiersto the subject's saving throw. Again, these are sugggestions
only, not hard and fast rules, and the DM s free to tinker with them as he seesfit. These
modifiers are not necessarily cumulative; in fact, modifying any saving throw for
disodieving illusons by +4 is unusud, while modifying athrow by +6 (or more) should
occur only in the most exceptiona circumstances



Table 14: Summary of Possible M odifiersfor Saving Throwsvs. Illusions

M odifier
Factors of Rangefor
[llusion Subject
Complexity (use one
of the fallowing):
Non-living Oto+2
Living Oto+3
Magicd effects Oto+2
Flaws (use one of the
following):
phantasmal force
or smilar spell Oto+2
improved phantasmal
force or smilar sl Oto+4
Intelligence of caster
and subject -2to0
[lluson-casting subject +1to0

Spell Research

Wizards can research new spells by following the rules on pages 43-44 of the
Dungeon Master's Guide. Mogt of the details are | eft to the DM s0 he can customize spell
research according to the needs of his campaign. If aDM is having trouble devising a
usesble systemn or is not exactly sure how to proceed, some suggested rules are given
below. These rules apply to researching new spells; rules for researching existing spells
can be found at the end of this section. Again, dl of these rules are optioral--the DM can
make any adjustments or additions that seem reasonable to him

Defining a New Spell

Thefirst step in researching a ol is defining exactly what the spell isintended to
accomplish. The player begins by making a rough draft of the proposed spdll, including
its effects, school, range, duration, and area of effect. The DM will then adjust these
elements, making sure the proposed spell does not duplicate the effects of an existing
gpdl, or isnot aminor variation of an existing spell. The DM, working with the player,
will establish the spell's casting time, saving throw, and, most importantly, its leve. (For
help with determining the elements of anew spdll, see the Spells section in Chapter 2.)

Every proposed spell is not automaticaly acceptable. The DM can veto a proposed
spdll for any of the following reasons:



The player character dready knows the maximum number of spells of the
proposed spdl'sleve. (Thisis alowableif the optional Researching Extra Wizard
Spdlls rule on page 44 of the DMG isbeing used.)

The proposed spdl isnot of alevel alowed by the player character's Intelligence,
as per Table 4 of the Player's Handbook. (For instance, awizard with an
Intelligence of 9 cannot cast 4th-level spdlls. Therefore, he cannot research them.)
The proposed spell belongs to a school in opposition to the player character's
school.

The player proposesto research aspell of 10th-leve or higher. (No spell can
exceed 9th- levd.)

Spell Components

If the DM isusing the optiond rules for spell components (page 44 of the Dungeon
Master's Guide), the components for the proposed spell should be established before the
research begins. If the spell is of ardaivey low leve, the components should be fairly
smple, but higher-level spells might require unusually obscure components, such asthe
cloak of a spectre, the freshly-clipped toenall of atroll, or ahandful of dust fromthe
Abyss. (The quest for a needed component makes for an excellent adventure
goringboard.) In any case, the wizard must have al necessary componentsin hand before
he can begin his research

Cost of Resear ch

Page 44 of the DMG gives agenera range of costs for researching new spells (100-
1,000 gp per spell leve, plus 1,000- 10,000 gp for alaboratory). Following is an dternate
way to establish research costs.

There are two categories of expenses required for research: the Basic Investment, and
the Operational Cost.

The Basic Investment is a one-time expenditure, representing the funds spent to buy
the scrolls and books needed, as well as the funds necessary to assemble a suitable
laboratory.

Thelibrary cogts for each spdl levd are summarized in Table 15. There are two ways
awizard can avoid the Basic Investment for alibrary.

1. Thewizard dready has a suitable library of his own (see the Wizard's Library
section below).

2. The wizard has accessto alarge library, such as those existing in mgor citiesor in
academies of magic. (The DM decidesif alibrary of acceptable Szeis available to the
wizard).

The Basic Investment for alaboratory is 1,000-6,000 (1d6 x 1000) gp. The DM
determines the cost of the laboratory, either by rolling randomly or setting a specific
price. Aswith the library, there are two ways awizard can avoid paying the Basic
Investment for alaboratory:

1. Thewizard has purchased a laboratory previoudy. Once awizard purchases alab, it
becomes a permanent part of his possessions. He never has to buy another one unless, of



course, it blew up in alab accident or is otherwise destroyed.

2. The wizard has access to alaboratory in amgjor city or at amagica academy. A
city or academy that has a suitable library will usualy have a suitable laboratory, but the
decison belongs to the DM. The DM might aso require the wizard to pay a modest
weekly rental fee--say, 20-120 (2d6 x 10) gp--for the use of the lab.

The Operationa Cogt is an ongoing expense necessary to sustain the research. The
Operationd Cost must be paid every week and mainly represents the price of additional
books, supplies, and scrolls. The weekly Operational Cost is equal to 200-1,200 (2d6 x
100) gp. The DM determines the Operational Cogt, ether by rolling randomly or
choosing afixed price. There isno way for awizard to avoid paying the weekly
Operationa Cost

TheWizard'sLibrary
Before awizard can begin research on any spell, he must have aSzesble library of
arcane books and scrolls. The sze of the library is expressed in terms of itsvaue. The

vaue of the library necessary for each el level is summarized in Table 15

Table 15: Library Values Necessary for Spell Resear ch

GP Value Can Research
of Library Spellsof This
Level

2,000 1«

4,000 2nd

8,000 3rd

14,000 4th

22,000 5th

32,000 6th

44,000 7th

58,000 8th

74,000 9th

For instance, before awizard can begin researching a4th-leve e, he must have
access to alibrary worth at least 14,000 gp. If he has no books at dl in hislibrary
(perhaps because he has never researched a spell before), he must spend 14,000 gp on
books before he can begin. If he has alibrary of lesser vaue (for ingtance, if hislibrary is
worth 4,000 gp), he must spend whatever money is necessary to increase the value of his
library to the appropriate leve. (If he has a 4,000 gp library, he must spend an additiona
10,000 gp before he can research a4th-leve spdl.)

For the most part, books that are suitable for research are hard to find. If awizard is
assembling his library prior to research, assume that it takes 5-10 (1d6 + 4) weeks of
searching to locate 1,000 gp worth of books.

Books can sometimes be purchased in the bookshops of any mgjor city or from NPC
book collectors. A fortunate wizard may stumble upon such books during his adventures



and keep them as he would any other discovered treasure; these books, of course, don't
cost him any money. The quest for a particular book can be the basis for an entire
adventure. (The DM determines the value of any discovered books.)

For the purposes of spell research, whether alibrary is of suitable Sze depends on its
vaue, not its actud number of books. However, as a point of interest, assume that the
cost of asingle research book varies between 100-1,000 (1d10 x 100) gp. Therefore, a
library suitable for researching 4th-level spdllsisvaued at 14,000 gp and contains 14-
140 books.

Once awizard has assembled alibrary of sufficient value, he can begin research, but
he still must pay the weekly Operational Costs. The Operationa Costs correspond to the
purchase of additiona books and supplies. Half these Operationad Costs can be
consdered to be new tomes. Therefore, over the course of his research, the wizard's
library will increasein value. For instance, assume that awizard with a 14,000 gp library
has aweekly Operationa Cost of 400 gp to research a 4th-level spell. After he has
researched for four weeks, hell have spent atotal of 1,600 gp in Operationd Costs and
his library will have increased in value 800 gp. (Buying books with Operationa Cost
fundsis assumed to be part of the research process and requires no extratime.)

As his research progresses, awizard can opt to pend more than the minimum amount
of money required for his Operational Costs in order to buy additional books to increase
his chances of successfully researching his spell. The effects of these additiond
expenditures are explained in the Research Time and Chance of Success section below.

When awizard spends money on library books, whether spent as part of the Basic
Investment or as Operationa Costs, the books then become part of his permanent library.
Therefore, once he has assembled alibrary valued a 14,000 gp, he will never need to
make another Basic Investment in library books when he wants to research 4th-leved
spells. Once he has assembled alibrary vaued at 74,000 gp, he can research spdlls of any
level without ever making another Basic Investment in books. Clearly, awizard's library
isone of hismogt precious possessions. The prudent wizard will go to greeat lengthsto
keep hislibrary safe and protected.

Initial Preparation

After the Basic Investment is made (or avoided, if the wizard dready owns or has
accessto aauitable library), the wizard must spend preparation time before the actua
research begins. Thisinitid preparaion involves basic reading and reviewing of notes; in
addition, the wizard mugt prepare himself mentally and physicaly for the grueling task
ahead. Thisinitid preparation lasts anumber of weeks equd to the level of the proposed
spdll, plus one. Therefore, awizard attempting to research a 5thrlevel spel must spend
gx weeksin initiad preparation

Research Time and Chance of Success

According to page 44 of the Dungeon Master's Guide, awizard can check to seeif he
has successfully researched a spdll after he has spent the minimum number of weeks
required in research. The success check isthe same as his chance for learning any new
gpdll. Though thisis asmple, Sraightforward method for checking success, it does not



consider the researcher's experience level (amore experienced wizard would probably be
more successful at researching spdlls than aless experienced wizard) or the leve of the
spd| (ahigh-leve spdl would be more difficult to research than alower-level spell). Nor
doesit consider any extra funds the wizard iswilling to invest to increase his chances of
SuCCess.

Following is an dternate method of checking for research success. While more
complicated, it produces results that the DM might find more redidtic.

The minimum amount of time needed to research a spell istwo weeks per spdl leve;
for instance, aminimum of eight weeks is required to research a4th-level spdl. During
thistime, the wizard is poring over old texts, cross-checking references, taking notes, and
conducting experiments.

It isessentid that the wizard is free from interruption during his research. Since 10-12
hours per day of intensive study are required, awizard engaged in research is precluded
from participating in adventures or any other time-consuming activity. If awizard's
study isinterrupted, the DM can rule that the research has suffered a set-back, requiring
an additional amount of research time before success can be checked.

While engaged in research, the wizard must pay the required Operationd Cost every
week. If herunsout of funds, he must interrupt his research to earn more money before
he can resume. At the DM's discretion, this interruption might aso require that the
research time be lengthened. If the wizard's research is interrupted for an extended
period--say, aweek or more--the DM might require the wizard to start his research al
over again. When the minimum research period is over, the wizard can check to seeif he
has discovered hisspdll. If hefailsto discover it, he can cortinue with his research and
check again every week theresfter.

The following formulais used to check for asuccessful discovery:

Success chance = { 10% (base chance) + researcher's Intelligence + researcher's
experience level} -(leve of spell being researched x 2)

As an example, assume that a 7th-level wizard with an Inteligence of 10 is
researching a 3rd-level spdll. His success chance is equa to 10 percent (base chance) +
10 (his Intelligence) + 7 (his experience leve)-6 (the leve of the spell, multiplied by 2).
Therefore, his chance of successis 21 percent. If the DM rolls 21 or less on percentile
dice, the wizard has learned the new spell and can add it to his spell books; the new spell
isthen treated like anormal spell for dl purposes. If the wizard fails the check, he can
continue his research and check for success again in another week. (Note that this chance
of successis somewhat lower than it would beif the wizard were trying to learn an
exiding spdl. But thisislogicd snce the uncertain nature of a new spdl makes learning
more difficult.)

The wizard can increase his chance of success by spending more than the required
amount of money for his weekly Operationa Costs. For every extra 2,000 gp he spends
per week (thisisin addition to his weekly Operationa Costs), his base chance increases
by 10 percent. The base chance of 10 percent can be increased to a maximum of 50
percent in thisway (the wizard can spend as much as 8,000 extra gp per week). Inour
example above, if the wizard had spent an extra 8,000 gp, his chance of success would
have been 61 percent (50 + 10 + 7-6). The extra expenditure applies to the current week



only--if he wants to increase his chance again next week, helll have to spend extra money
agan

Example of Research

Following is a step-by-step example of spdl research. In this example, an 8th-leved
wizard with an Inteligence of 12 is attempting to research a 3rd-levd pdl. Thisishis
first atempt at researching apell. He has no library or [aboratory, but he has plenty of
money. The DM has decided that no specia components are necessary to research this
Spell.

1. Thewizard has no lab, so the DM determines that the wizard must spend 1,000 gp
to etablish asuitable lab.

2. Thewizard has no library, so he spends 8,000 gp over the next eight weeks locating
the appropriate books. (The wizard must have an 8,000 gp library to research a 3rd-leve
spell.)

3. The DM establishes the Operating Costs to research this spell at 500 gp per week.

4. The wizard spends four weeks of preparation time before beginning his research.
(The preparation time is the number of weeks equd to the level of the spell plus 1))

5. The wizard begins his research. He spends six consecutive, uninterrupted weeksin
research, the minimum number required to research a 3rd-leve spell. During this period,
he invests 3,000 gp in Operating Costs (500 gp for Six weeks). At the end of six weeks,
he's ready to check whether his research has been successful. Note that the value of his
library has grown to 9,500 gp during this period.

6. The DM determines that the wizard's chance of successis equa to 10 (the base
chance) + 12 (the wizard's Intelligence) + 8 (the wizard's levd)-6 (the level of the spdll,
multiplied by 2), which is 24 percent. The DM rolls percentile dice, and the result is 66.
The check fails. (If the wizard gives up at this point, he won't be able to learn the
proposed spdl unless he starts from scratch at some point in the future; in the meantime,
he can console himsdlf with the fact that he has acquired anice library.)

7. The wizard continues his research for another week. He spends the required 500 gp
for his Operating Cogts, but also spends an additional 4,000 gp to raise his success chance
by 20 percent (the cost is 2,000 gp per 10 percent boost). The increased investment
affects the percentage chance for this week only.

8. At the end of the week, the DM checks again to seeif the wizard has been
successful. Thistime, the wizard's chance of successis 44 percent (the 20 percent
increase represents the additiond investment of 4,000 gp). Theroll is 34, so thewizard is
successtul--he can add the new spdll to his spell book.

If the check had failed again, the wizard could continue the research for as mary
weeks as heiswilling, until éther his patience or his money run out. He must pay the
Operational Costs each week.

Resear ching Existing Spells
In addition to researching new spdls, awizard can research existing spells (those

liged in the Player's Handbook and--if the DM alows them:--the new spells from Chapter
8 of this book). Since it makes sense that information about existing spellsis eader to



find than information about spellsthat do not yet exig, it iseaser for awizard to research
them.

To account for this difference, make the following adjustments in the above
procedures when awizard is researching an existing spdll:

1. The Operationa Cost is reduced to 100-600 (1d6 x 100) gp per week.

2. The base chance of successisincreased from 10 percent to 30 percent.

The lab cods, library costs, preparation time, and minimum number of weeks for
researching existing spells are the same as research of new spells. The cost of increasing
the base chanceis also the same (2,000 gp per 10 percent increase), asis the tota amount
that can be spent (8,000 gp). Notice, however, that spending the 8,000 gp maximum
increases the base chance to 70 percent (20 points higher than the 50 percent limit when
researching new spdlls)

Limiting the Success Chance

Notice that awizard's chance of successfully researching a spell could exceed 100
percent, particularly when a high-level wizard is researching an exigting low-leve spell.
Although automatic success is certainly in the spirit of the game (according to Table 4 of
the Player's Handbook, al wizards of 19th level and above have a 100 percent chance of
learning new spdlls), some DMs might prefer to diminate any chance of automatic
suceess. If so, we suggest requiring that dl wizards must roll for success, even if their
caculated chance exceeds 100 percent; aroll of 95 or higher istreated asfailure.

More About Magical Item Research

Magica item research is discussed in detail on pages 84-88 of the Dungeon Master's
Guide and needs little el aboration here. However, afew points are worth mentioning:

L aboratories. The laboratory requirements for researching magica items are different
than those for researching spells. Spdll research requires shelving, easds, writing tools,
files, and smilar supplies, while item research requires test tubes, beskers, burners,
chemicals, and other equipment.

Consequently, awizard who invested in a spell research [aboratory will till need to
buy equipment to research an item. For example, assume that awizard just spent 5,000 gp
on alaboratory for spell research, and now wants to research a new potion. The basic cost
for an alchemical laboratory is 2,000 gp (see page 87 of the DMG). Since the 5,000 gp
laboratory is usdess for potion research, the wizard must spend 2,000 gp for dchemicd
equipment.

Libraries: Just asawizard's spell research lab isreatively useless for item research,
s0 ishis gpell research library. However, aszegble library of magica tomes probably
contains short-cuts, hints, and formulas thet will help the wizard in hisitem research. At
the DM's discretion, accessto asizeable library (say, with avaue of a least 74,000 gp)
can increase awizard's chance of success by as much as 10 percent. Accessto alibrary
doesn't change the amount of time it takes to research and create an item, nor does it
change the amount of money that must be spent.

Specialist Bonus: If agpecidigt is researching an item that duplicates an effect of a



gpdl from his schoal, his chance of success can be increased by as much as 10 percent. If
the DM uses thisrule, he should dso deny a specidist the chance to research an item that
duplicates a spell effect from any of the specidist’'s oppositiona schools. The researcher's
school has no effect on the amount of research time required, nor does it affect the
amount of money that must be spent.

Chapter 8: New Spells

This chapter includes avariety of new spdlsthat can be used to supplement the
choices provided in the Player's Handbook. These spells expand the options for the
schools of abjuration, divination, and necromancy, thus making these specidizations
more attractive to player characters

Spell Descriptions

The game gatistics listed for the spdlls below follow the guidelines on page 129 of the
Player's Handbook. All of these spells are acquired, memorized, and recorded in spell
books as described on page 41 of the Dungeon Master's Guide and page 81 of the
Player's Handbook.

Spell Components
Material Components

In accordance with the listings in the Player's Handbook, materia components are
given below for the spells that require them. The DM must decide the precise amounts of
these materids, aswell as any other details about them. For instance, color spray requires
a"pinch" of colored sand--the DM decides what exactly congtitutes a"pinch.” Likewise,
dancing lights requires a glowworm--must the glowworm be dive, or canit bea
preserved specimen? Less fussy DMs can dlow their wizards as much latitude as they
wish with materid components, aslong as they meet the generd requirements of the spdll
description

Verbal and Somatic Components

The DM makes the decision regarding precise verba and somatic components for any
spdll, dthough suggestions from players should be consdered; specific verba and
somantic components are not required, but they add color to the game by giving playersa
clearer idea of exactly what procedures must occur in order for their PC wizards to cast
spells. Requiring specific components can dso make for some chalenging game
gtuations. For example, if awizard is gagged, he may be prevented from casting spells
with spoken verba components. Smilarly, awizard with his hands bound behind him
may have problems casting a spell whose somatic component requires specific hand
gestures. (See Chapter 6 for more information about impaired casters and spell
components.) Verba components can be single words, brief phrases, snatches of poetry,



chants, or nonsense syllables. They can be spoken, whispered, shouted, or sung. Verba
components can dso be groans, grunts, coughs, whitles, or any other vocaly-produced
sound.

Often, the verba component will relate to the effect of the spdll. For ingtance, the
verba component for feather fall might be the whispered word "float,” while alow, eerie
moan might work for detect undead. Dimension door might be the spoken word "open,”
while the verba component for gust of wind might be adow exhaation of air. Somatic
components can be any type of physicd gesture. For some spdlls, merely touching or
pointing at the target or subject is sufficient. More elaborate gestures are suitable for
higher-level spdlls. In many cases, the somatic component will reate to the spdll's effect.
For ingtance, the somatic component for audible glamer might require the caster to put
his hand to his ear asif he were lisgening. Repidly rubbing the hands together might
auffice for chill touch, while wiggling the fingers like a spider might serve as the somatic
component for web.

First-Level Spells
Copy (Evocation)

Range: Specid
Components: V, S, M
Durtion: Instantaneous
Cadting Time 1 round
Areaof Effect: One object
Saving Throw: Specid

Copy enables the caster to make a perfect copy of amap, letter, or any other written or
drawn document. The caster must have a blank parchment or abook with blank pages of
aufficient sze to hold the copy. The caster holds the blank object over the object to be
copied, then casts the spdll; the copy immediatdy gppears on the formerly blank object.
The copy is permanent and is a perfect duplicate of the origind.

Copy can aso be used to copy spellsfrom anew spell book into the caster's spell
book, assuming the caster's spell book is of sufficient size to contain the new spells. The
cagter must firgt roll to seeif he can learn the new spdlls; if so, he can cast copy to
indantly copy them into his spdll book.

The materid components for this spell are a piece of blank parchment (or abook with
blank pages, as described above), and adrop of black ink

Chromatic Orb (Alteration, Evocation)

Range: 0

Components: V, S, M
Duration: Specid

Cading Time 1

Areaof Effect: One creature
Saving Throw: Neg.



This spell causes a4-inch-diameter sphere to gppear in the caster's hand. Within the
limits described below, the sphere can appear in avariety of colors, each color indicates a
different specia power. The caster can hurl the sphere at an opponent up to 30 yards
away, providing there are no barriers between the caster and the target. If the target isno
more than 10 yards away, the caster's to hit roll is made with a+3 bonus. If the target is
10-20 yards away, the cagter'sroll is made with a +2 bonus. If the target is 20-30 yards
away, the caster'srall is made with a+1 bonus.

If the chromatic orb missesitstarget, it disspates without effect. If the target cresture
makes a successful saving throw, the chromatic orb is aso ineffective. Otherwise, the
color of the orb determines the amount of damage inflicted and its specia power, as
summarized on Table 16; details about the specia powers are listed below. The caster
can creste asingle orb of any color ligted for hisleve or lower; for instance, a 3rd-leve
wizard can create an orange, red, or white orb. The materid component for this spell
isagem of the appropriate hue or any diamond. The gem must have avaue of at least 50

gp.

Light from the orb causes the victim to become surrounded by light to aradius of 20
feat, asif affected by alight spdll. The effect lasts for 1 round, during which time the
victim makes his attack rolls and saving throws a a-4 pendty, and hisAC is pendized
by 4.

Heat from the orb isintense enough to mdt 1 cubic yard of ice. The victim suffersa
lossof 1 point of Strength and 1 point of Dexterity (or for victims without these
attributes, -1 to hit and a pendty of 1 to AC) for 1 round.

Fire from the orb ignites dl combustible materids within 3 feet of the victim.

Blindness from the orb causes the victim to become blind as per the spell. The effect
lasts for 1 round/level of the cadter.

Sinking cloud from the orb surrounds the victim in a 5-foot- radius noxious cloud. The
victim must save vs. poison or will be regling and unable to attack until he leaves the area
of thevapors. Magnetism from the orb has an effect only if the victim is wearing armor
meade from iron. Theiron armor becomes magicaly magnetized for 3-12 (3d4) rounds.
Other iron objects within 3 feet of the caster will stick tight to the magnetized armor; only
dispel magic or asmilar spell can release the stuck items. At the end of the spdll's
duration, the stuck items are released.

Paralysis from the orb causes the victim to become paralyzed for 6-20 (2d8 + 4)
rounds; asuccessful saving throw vs. pardyzation haves the number of rounds.

Petrification from the orb turns the victim to stone. If the victim successfully savesvs.
petrification, he avoids turning to stone and instead is dowed (as per the spell) for 2-8
(2d4) rounds. Death from the orb causesthe victim to die. If the victim successfully
saves. vs death magic, he avoids death and instead is pardyzed for 2-5 (1d4 +1) rounds.

Table 16: Chromatic Orb Effects

Levd of Coalor of Orb Hit Points Special
Caster Generated of Damage  Power

1% White 1-4 Light
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2 Red 1-6 Hest

3" Orange 1-8 Fire

4" Yelow 1-10 Blindness

5" Green 1-12 Stinking Cloud
6" Turquoise 2-8 Magnetism

7" Blue 2-16 Paaysis

g Violet sow Petrification
o Black paralysis Desath

Corpse Visage (Illuson, Necromancy)

Range: Touch

Components: V, S, M

Duration: 1 round/leve

Cading Time: 1 round

Areaof Effect: Creature touched
Saving Throw: Neg

This spdll transforms the caster's face or the face of any creature touched by the caster
into the horrifying visage of arotting corpse. The effect of thisilluson is so gartling thet
when it isviewed by opponents, the wizard's party adds a modifier of +2 to their surprise
roll. Crestures with low Intelligence or higher (Intelligence of 5 or greater) and with 1 Hit
Dieor less (or who are 1t level or lower) must make a successful saving throw when
fird viewing corpse visage or fleein terror for 1-4 rounds.

Corpse visage does not distinguish between friend and foe, and dl who view it are
subject to its effects. If the ol is cast upon an unwilling victim, the victim isalowed a
saving throw to avoid the effect.

The materid component isarag or piece of cloth taken from a corpse. The cloth must
be prepared by dotting it with paints of assorted colors.

Detect Disease (Divination)

Range: 10 yards

Components. V, S M

Duration: 1 round/leve

Cading Time 1

Areaof Effect: 1 creature or object
Saving Throw: None

Detect disease revedsto the wizard whether a subject creature or object carriesa
disease, whether norma or magicd. Additiondly, thereisa 10 percent chance per level
of the caster that he is able to identify the exact type of disease.

The material component for this spdl isatwig or smdl branch from any tree

Divining Rod (Divination, Enchantment)



Range: 60 yards
Components. V, S, M
Durtion: 1 round/level
Cading Time: 1 round
Areaof Effect: Specid
Saving Throw: None

This spell enables the caster to enchant the branch of a ginkgo or fruit tree to locate a
common item that is hidden from view. Unlike locate object, the caster does not need to
have a specific menta image of a particular item; rather, he only needs to sate the name
of the generd type of item he wishes to locate, such as buried treasure, edible plants, or
fresh water. However, divining rod will not locate invisble or magica items, nor will it
locate items protected by obscure item or asimilar spell.

Once the branch is enchanted, the caster holds the branch with both hands. If the
desred item is within the range of the spell, the enchanted branch points in the direction
of the item and gently pulls the caster dong. The spell is not blocked by lead or any other
substance. However, if an impenetrable obstacle is reached, such as the ground or awall,
the branch presses againgt it and stops. If there is no item matching the description within
the spell range, the branch does not react, although the caster can move about and
continue to search.

The materid component for this spell is the branch from a ginkgo tree or afruit tree,
such as peach, apple, or lemon. The branch must be shaped like the letter Y, so that the
caster can grasp afork of the branch in each hand.

Protection from Hunger and Thirst (Abjuration)

Range: Touch

Components: S, M
Durtion: 1 day/level

Cading Time 1

Area of Effect: One cregture
Saving Throw: None

When protection from hunger and thirst is cast, the recipient requires no food, water,
or nourishment of any kind for the duration of the spell. The recipient can be the caster or
anyone he touches. Each day the caster (or the subject of the caster's choice) is under the
effect of the spell, heisfully nourished asif he had eaten and drunk normdly. At the end
of the spell's duration, the subject is no more hungry or thirsty than he was when the spell
was origindly cas.

The materid components for this spell are asmall piece of dried meat and a cup of
water.

Second-L evel Spells

Choke (Necromancy, Conjuration/Summoning)



Range: 30 yards
Components. V, S, M
Duration: 1 round/leve
Cading Time: 2

Area of Effect: One creature
Saving Throw: 1/2

By meansof choke, the caster causes a pair of ghostly hands to appear around the
throat of asingle victim. The victim must be a human, demihumean, or humanoid, and
must be within 30 yards of the cagter. The hands will choke and strangle the affected
victim for the duration of the spell; each round, the victim suffers 1-4 hit points of
damage from the choking hands. If the victim makes a successful saving throw, he suffers
half-damage each round.

Choke can be negated by dispel magic or asmilar gpdl; the victim cannot wrench the
etheredl hands away from his neck. The victim makes d| atack rolls at a-2 pendty while
affected by choke.

The materid component for this spell is ahandkerchief or smilarly-sized piece of
cloth that has been tied in aknot

Death Recall (Necromancy, Divination)

Range: Touch
Components. V, S M
Duration: Specid

Cadting Time 1 round
Areaof Effect: One corpse
Saving Throw: None

This spdll enables the cagter to visudize the find minutes of the life of any creature or
person that died within the previous 24 hours. When the cagter touches the subject's
corpse, the caster goes into atrance. The caster then has avision of the final 10 minutes
of the subject'slife as seen by the subject himsdlf. The vison ends with the last scene the
subject saw before he died, at which time the caster awakens from his trance and the spell
isover.

The materia component for this spell is afragment from a shattered mirror

Detect Life (Divination)

Range: 10 feet/leve
Components. V, S M
Durdtion: 5 rounds

Cading Time 2

Areaof Effect: One creature
Saving Throw: None



By use of this spdll, the caster can determineif a cregture is dive, including crestures
inacomaor trance, or under the influence of feign death. Any form of menta protection
prevents the effectiveness of this spdll, as does any thickness of metd. An inch of stone
or wood is treated as 10 feet of open space for the purpose of determining whether the
gpdl functions.

The materid components for this spell are aholy symbol and a hair from the head of a
newborn anima

Filter (Abjuration)

Range: Touch

Components. V, M

Duration: 1 turn/level

Cading Time: 2

Areaof Effect: 10-foot radius sphere around creature touched
Saving throw: None

This spell creates an invisble globe of protection thet filters out al noxious eements
from poisonous vapors; therefore, a creature protected by filter takes no damage and
suffers no pendties from poison gas of any kind, including those created magicdly (such
as stinking cloud). The exceptions are poisonous vapors created by a dragon's breath
weapon (such as the chlorine gas of a green dragon); in these cases, the cresture protected
by filter uffers half-damage.

The material components for this spell are a strand of spider web and a scrap of cotton
cloth gpproximately one inch square

Ghoul Touch (Necromancy)

Range: 0

Components: V, S M
Duration: 1 round/level
Cading Time: 2

Area of Effect: One person
Saving Throw: Specid

When this spdll isin effect, the caster's touch causes any single human, dwarf, gnome,
hdf-df, or hdfling to becomerigid for 3-8 (1d6 +2) rounds unless the victim makes a
successful saving throw vs. paralyzation. Additiondly, the pardyzed victim exudes a
carrion stench in a 10-foot radius that causes retching and nausea. Those within this area
who fall to save vs. poison will make their attacks with a-2 pendty until the spdll reaches
the end of its duration.

The material component for this pell isasmal scrgp of doth taken from the clothing
of aghoul or apinch of earth from aghoul'slair.

| ce Knife (Evocation)



Range: Specid
Components. V, S M
Durtion: Instantaneous
Cading Time: 1 round
Areaof Effect: Specid
Saving Throw: Neg

This spdll fires adagger of ice a the target. The caster makes anorma attack roll asif
attacking with a missile wegpon, factoring in the range from the attacker to the target (the
ice knife has along range of 30 yards, a medium range of 20 yards, and a short range of
10 yards). A successful hit causes 2-8 (2d4) hit points of damage. If the ice knife misses
its target, consult the rules for grenade-like missiles on pages 62-63 of the Dungeon
Master's Guide to determine where it lands.

When an ice knife strikes a solid object or a creature, the knife shatters, releasing a
wave of numbing cold. All creatures within a 5-foot radius must make a successful
saving throw vs. paralyzation or suffer 1-4 hit points of cold damage and become numb
for 1-3 rounds. Numbed creatures have their movement rates reduced by half and their
chance to hit reduced by 2. Proximity to mgor sources of heat, such as aroaring bonfire,
improves a cresture's saving throw by +2.

Anice knifethat misses or islost cannot be picked up by the caster (or anyone ese)
and thrown again. If the ice knifeistouched, it ingantly shatters, rdleasing awave of cold
as described above. If alost ice knifeis not touched, it melts away in apool of water 1
round after it was origindly created; this meting occurs regardless of the environmenta
temperature.

The materid components for this spell are a drop of water from melted snow and a
tiny slver dagger.

Vocalize (Alteration)

Range: Touch

Components. S, M

Duration: 5 rounds

Cadting Time 1 round

Areaof Effect: One spdll-casting creature
Saving Throw: None

This spell dlows the recipient to cast spdlls that normaly require averba component
without the caster needing to make a sound. Such spells must be cast within the duration
of the vocalize spell. This spell isaso useful in Stuations where quiet is desired, or when
the recipient is under the influence of a silence spdl.

Vocalize does not negate a silence spdll, but merdly offsatsit for the purpose of spdl
cadting; if aspell caster under the effect of vocalize casts a spell that has some audible
effect, that sound will be masked for aslong as silence remainsin force. Vocalize does
not affect norma vocal communication.

The material component for this spell isa small golden bell without a clapper



Third-Level Spells

Bone Club (Enchantment, Necromancy)

Range: O

Components. V, M
Duration: 1 round/leve
Cadting Time 1 round
Areaof Effect: One bone
Saving Throw: None

A wizard can use this spell to enchant a bone, causing it to become amagica club.
Thismagica weapon acts asaclub +4 againg undeed, inflicting 5-10 (1d6 +4) hit points
of damage, and aclub +1 againg al other opponents, inflicting 2-7 (1d6 + 1) hit points
of damage. The bone can be from any animd, providing the bone normally could be
wielded as a club; for instance, a human femur could be enchanted by this spell, but a
skull could not. At the end of the pdl's duration, the bone club reverts to a normal bone.

If the proficiency rules are being used, characters with awegpon proficiency with a
club adso have a profiency with abone club. Those widding abone club without the club
profiency suffer the penaties described on page 52 of the Player's Handbook.

The materid components for this spell are an appropriately-sized bone and a pinch of
dirt fromagrave

Delay Death (Enchantment, Necromancy)
Range: 30 yards

Components. V, S M

Duration: 1 turn/leve

Cadting Time 1 round

Areaof Effect: One creature

Saving Throw: None

This spell enables one person or cresture to postpone degth. If delay deathis cast
before the indicated creature or person reaches 0 hit points, heis able to fight, cast spells,
communicate, and take dl other normad actions until he reaches - 10 hit points. However,
from the time he reaches O hit points until he is reduced to -10 hit points, the affected
person or creature makes al attack rolls and saving throws at a-2 pendty, and his
movement rate is reduced by half.

When the subject reaches - 10 hit points, heis dead and delay deathisno longer in
effect. Note that the spdll has alimited duration; if the spdll expires after the affected
subject has reached O hit points but before he has been reduced to - 10 hit points, the
subject diesingtantly. A deceased subject previoudy under the effect of delay death can
be raised normally by raise dead and smilar spells.

The meterid component for this spell isachip from atombstone or adiver of wood
from a coffin

Hovering Skull (Necromancy)



Range: Specid
Components: V, S
Durdtion: 2 rounds/leve
Cading Time 4
Areaof Effect: Specid
Saving Throw: None

This spdll creates a glowing human skull with sharp fangs. The skull hovers about a
foot above the caster's shoulder; as the caster moves, the skull hovers aong with him. If
the caster sops moving and concentrates, he can mentally command the hovering skull to
move in any direction within a30- foot radius.

The cagter can see through the skull's eyes as if they were his own; for ingtance, the
hovering skull could be ordered to investigate a dark cave or peek over ahigh wall.
Additiondly, the caster can order the hovering skull to attack victims with its razor-sharp
teeth. If the cagter's concentration is interrupted while controlling the skull, the skull
immediately dropsto the ground (but it takes no damage). If the caster resumes
concentration, he can continue to command the skull. The hovering skull has the same
datistics as the caster, except the skull has 3 hit points and inflicts 1-6 hit points of
damage with its bite. Attacks directed at the skull do not harm the caster, nor does
damage directed at the caster affect the skull.

The materid component for this spdl is the tooth from a human skull.

Invisible Mail (Evocation, Abjuration)

Range: 0

Components: V, S M
Duration: Specid

Cading Time: 2

Areaof Effect: The caster
Saving Throw: None

A vaiation of the armor spell, this spell enables the cagter to cover his body with an
invisble suit of plate mall to temporarily raise his AC to 3. Its effects are not cumulative
with other armor or magica protection (a character cannot improve his AC better than 3
through use of this spdll), but Dexterity bonuses still gpply.

For each leve of the caster, the invisible mail absorbs 1 hit point of damage that would
normdly hit AC 3; however, theinvisible mail offers no protection against magicd
weapons or attacks. When the invisible mail has absorbed as many hit points of damage
asthe wizard has levels of experience, the invisble mail disgppears. The invisible mail
does not hinder movement, nor doesit add weight or encumbrance. It does not interfere
with spdll casting.

Example: A wizard with anorma AC of 10 has shidded himsaf with invisible mail.
The first opponent attacks with anorma dagger; the attack is made againgt the AC 3 of
theinvisible mail. The attack is successful, causing 2 hit points of damage, but this
damage is absorbed by the invisible mail and the wizard is unharmed. A second attack is



made with asword + 1. The invisble armor offers no protection againg this magica
weapon, S0 the attack is made againgt the wizard's normal AC of 10.
The materid component isasmdl fragment of plate mall.

Iron Mind (Abjuration)

Range: Touch

Components. S, M
Duration: 1 hour

Cading Time: 3

Area of Effect: One creature
Saving Throw: None

The person or creature affected by iron mind isimmuneto dl charm and hold pdls
for afull hour. Additiondly, he artomaticadly disbdievesdl illusons cast by 3rd-leved
wizards (or their equivaent) or lower.

The materid component for this gpell isasmdl chunk of iron ore or any smdl item
made of solid iron, such asanail.

Pain Touch (Divination)

Range: Touch

Components. V, M
Duration: 1 round/leve
Cading Time: 3

Areaof Effect: One creature
Saving Throw: None

Pain touch enables the caster to touch an opponent in such away asto induce extreme
pain. The spell works if the caster touches any exposed part of an opponent's body. The
caster must be within arm's length of the opponent for the spdl to work. The spell
requires anormd attack roll.

The pain causes no damage, but for the next 1-4 rounds, the victim will be-2 on his
chance to hit and his AC isworsened by 2. The caster can cast the spell and touch the
victim in the same round. Pain touch is only effective on human, demihuman, and
humanoid opponents.

The materid components for this spell are a needle and the finger from a scorched
glove.

Snapping Teeth (Conjuration, Alteration)

Range: Touch

Components: V, S, M

Duration: 1 turn/leve

Cading Time: 3

Areaof Effect: 1 creature or object



Saving Throw: None

By means of this spell, the caster causes a set of teeth to appear on a person or object;
the teeth appear in the exact location touched by the caster. The snapping teeth are
contained in amouth-like orifice about 6 inches in diameter and are capable of snapping
at victims within 1 foot. A person or cregture with the snapping teeth can cause them to
snap at will, effectively giving him an extra attack per round. A norma attack roll is
made, and a successful hit inflicts 1-4 hit points of damage. Note that the victim must be
within range of the teeth and that normal facing considerations must be accounted for (for
ingtance, snapping teeth in the back of a person's head can only attack victimsthat are
behind the person).

Shapping teeth can dso be placed on a non-living object, such asatree or adoor. In
such cases, the snapping teeth are invisble until they make an attack. The snapping teeth
will attack any victim that comes within 1 foot; they attack asa4 HD monster, and each
successful hit causes 1-4 hit points of damage. These attacks are automatic and are not
controlled by the caster. Attacks cannot be directed against the snapping teeth, but dispel
magic causes them to vanish.

The materid component for this spdll is atooth from any carnivorous animd, such as
awolf, shark, or serpent.

Fourth-Level Spells
Duplicate (Conjuration)

Range: Touch
Components. S, M
Durétion: 1 hour/leve
Cading Time 1 round
Areaof Effect: One object
Saving Throw: None

This spell creates an exact copy of any single item the caster touches. The item to be
copied mugt fit ingde a 20-foot cube. The pdll has no effect on living crestures,
including undeed, nor will it copy magica items The duplicated item isidenticd to the
origind in every way--for ingance, aduplicated sword can be wielded to inflict damage
as anormd sword--but detect magic can reved its true nature and dispel magic can cause
it to disappear. The duplicated object exists for 1 hour/level of the caster, a which time it
vanishes, permanency does not affect duplicated items.

The materid component for this spdll isapinch of cod dust.

Fire Aura (Abjuration)

Range: 0

Components: V, S, M
Duration: 2 rounds/leve
Cading Time 4



Area of Effect: Cagter
Saving Throw: Specid

By means of this spell, the caster surrounds his body with an aura of magical green
fire. Thefire aura extends 1 foot from the caster's body and providesillumination in a
10-foot radius. The fire aura provides complete immunity to dl forms of fire, both
natural and magicd; the flames can be extinguished only by dispel magic or asmilar
spdl. Those touching the fire aura suffer 2-8 (2d4) hit points of damage; additiondly, if
the touched victim fails to make his saving throw, his bodly is set afire with green flames.

The flames persist for 2-8 (2d4) rounds and can be extinguished only by dispel magic
or agmilar spdl. Each round the victim is engulfed in these flames, he suffersan
additiond 1-6 hit points of damage; the victim's attack rolls are made with a -2 pendty
during thistime.

The materid components for this spell are a scrap of snged paper and a piece of flint

Halo of Eyes (Abjuration, Conjuration)

Range O
Components: V, M
Duration: 1 turn/level
Cading Time 4
Areaof Effect: Specid
Saving Throw: None

Halo of eyes creates ahdo of functiona eyebdlsthat Sts atop the caster's head,
enabling the caster to seein dl directions a the same time. Additiondly, these magical
eyes dl haveinfravison to adistance of 60 yards. The caster can see opponents on dl
ddes of him, providing they are not invisible, and therefore can never by struck from
behind or suffer a pendty for aback attack. Under normal conditions, the caster cannot
be surprised. Attacks cannot be directed againgt the magicd eyebdls, but their vison is
obscured by blindness and other magica and naturd effects that would hinder the
wizard's normal sght.

The materid components for this Spell are the festher of an eagle and an eyelash from
the corpse of any creature.

Otiluke's Dispelling Screen (Evocation, Abjuration)

Range: 5 yardsleve
Components: V, S, M
Durtion: 1 round/level
Cading Time 5

Areaof Effect: 20-foot square
Saving Throw: None

This pdl creates a shimmering screen of violet energy in any shape the caster desires.
Any cresgture passng through the screen is affected by dispel magic with the sameleve



of effectiveness asthat spell cast by the wizard.
The materid components for this spells are a sheet of fine lead crystal and a chysolite
gemstone worth 1,000 gp (both vanish after the spell is cast).

Wind Breath (Evocation)

Range O

Components. V, S M

Duration: Ingtantaneous

Cadting Time: 1 round

Area of Effect: Cone 60 yardslong and 30 yards wide at the base
Saving Throw: 1/2

A vaidion of gust of wind, this pdl dlows the cagter to fill hislungswith air and
expel a powerful wind. The strength of thiswind is about 5 miles per hour for every leve
of the cagter. Those outside the area of effect do not notice the tremendous winds, though
objects may be blown out of the spdll's areainto their path. The DM should determine the
precise effects of the wind breath usng the following parameters as guiddines.

If thewind breath is 30-50 miles per hour, there is a 10 percent chance that smal boats
capsize, a1 percent chance that ships capsize, and a 10 percent chance that amanis
knocked down. Thereis a 20 percent chance that branches snap, light articles are blown
away, and tents and sallstear. Creatures caught in the cone of the wind breath suffer 1 hit
points of damage from blown sand and grit.

If thewind breath is 50- 70 miles per hour, there is a 70 percent chance that smal boats
capsize, a 20 percent chance that ships capsize, and a 50 percent chancethat aman is
knocked down. Trees bend and there is a 70 percent chance that branches snap, and a 20
percent chance that atrunk snaps. Medium-sized articles are blown away, and thereisa
50 percent chance that tents and sails are torn, and a 40 percent chance that shacks are
blown down. Cregtures caught in the cone of the wind breath suffer 1-4 hit points of
damage from sand and grit. Flying creatures are blown back 10-40 (10d4) feet.)

If the wind breath is 70 miles per hour or more, there is a 100 percent chance that
small boats capsize, a 70 percent chance that ships capsize, and a 70 percent chance that a
man is knocked down and blown 10-40 (10d4) feet to suffer 1-6 hit points of damage per
10 feet blown. There isa 70 percent chance that tree trunks snap, and a 100 percent
chance that branches are ripped from trees. Heavy articles are blown away, medium
aticles are ripped from fastenings, and tents and sails have a 70 percent chance of being
destroyed. Thereisa 20 percent chance that common buildings are blown down and a 60
percent chance that shacks are flattened. Creatures caught in the cone of the wind breath
auffer 1-8 hit points of damage from blown objects. Flying creatures are blown back 50-
100 (40+10d6) feet.

The materid component for this Spdll is a handmade silk fan with avaue of at least 1

ap.
Fifth-Level Spells

For ce Shapechange (Necromancy)



Range: 10 yards/leve
Components. V, S, M

Duration: Ingantaneous

Cading Time: 1

Area of Effect: One creature/leve
Saving Throw: 1/2

With this spdll, the caster can force any shapechanger or magic-wielder usng any
form of a shapechanging spdl to ingtantly revert to his true form (or his most common
form). To use the spdll, the caster points at creatures he knows or believesto be
shapechangers. If the creatures are indeed shapechangers, they must make a successful
saving throw or immediately revert to their true form and suffer 3-30 (3d210) hit points of
damage from the wracking pain caused by the forced change. The change takes afull
round, during which time a victim can take no other actions. If the saving throw was
successful, the victim does not change form, but till suffers half damage (2d10/2).

The materia components for this spdll are a hair from the hide of any lycanthrope and
alive butterfly, released when the verba component is uttered.

Invulnerability to Normal Weapons (Abjuration)

Range O

Components. V, M
Durtion: 1 round/level
Cading Time: 2

Areaof Effect: 5-foot radius
Saving Throw: None

This spdll creates an immobile, faintly shimmering magica sphere around the caster
that cannot be penetrated by non-magica blunt weapons, edged weagpons, or missile
weapons. The caster can use these weapons from inside the sphere to attack opponents
normally. Spells can adso be cast through the sphere. The sphere can be negated by dispel
magic.

The materia components for this spell are a piece of a broken non-magica wegpon
and ascade from adragon

Know Value (Divination)

Range: 10 yards
Components. V, M
Durdtion: Instantaneous
Cading Time: 3

Areaof Effect: 10-foot cube
Saving Throw: None

Know val ue enables the caster to know the total vaue of al coins, gems, and jewery



within the area of effect, within the limits that follow.

The items must be clearly visble. They cannot be concealed on people, hiddenin a
chest, or buried in the ground. The items must aso be contained within an areano larger
than a 10-foot cube, and this area can be no farther than 10 yards from the cagter.

Further, know value will only reved the value of 75% of the total number of objectsin
atreasure pile, up to amaximum of 10 pieces; the DM determines which pieces the spdll
affects, and the caster does not know which particular pieces have been appraised. The
spdll does not detect the presence or value of magicd items, and it ignores the vaue of
persond property, such as clothing, wespons, and other equipment. Know val ue does not
reveal the number or nature of any type of hidden objects.

The materia components for this spell are a copper piece and a phony gem

M ordenkainen's Private Sanctum (Alteration, Abjuration)

Range O

Components: V, S, M
Duretion: 1 hour/leve
Cadling Time: 2 turns
Area of Effect: One room
Saving Throw: None

With this spell, privacy isensured in aroom of up to 1600 square feet (40 feet x 40
feet, or the equivaent). From the outside, the windows of the room appear to be dark and
cloudy, preventing those with norma vison, infravison, or any other type of vison from
seeing indde. Those indde the room can see out the windows as they normally would.

No sounds of any kind can escape from the room. Scrying attempts, such as ESP,
clairaudience, clairvoyance, and crystal balls cannot penetrate the room, and awizard
eye cannot enter. The caster can leave the room without affecting the spell.

The material components for this spell are athin sheet of lead, a piece of opaque glass,
awad of cotton or cloth, and a pinch of powdered chrysolite.

Mummy Rot (Necromancy)

Range: Touch
Components. V, S M
Duration: 1 round/level
Cading Time 5

Areaof Effect: Onevictim
Saving Throw: Specid

This spdll dlows the cagter to attack with arotting touch smilar to that of amummy.
If the cagter touches a human, demihuman, or humanoid victim, the victim immediately
loses 2-12 (2d6) hit points and is infected with arotting dissese which isfata in 1-6
months. For each month the rot progresses, the victim permanently loses 2 points of
Charisma. While infected, the victim recoverslost hit points at 10 percent of his norma
rate.



The rotting disease can be cured only with a cure disease spdl; cure wounds has no
effect. A regenerate spell will restore damage but will not otherwise affect the course of
the disease. If avictim makes a successful saving throw, he is not infected, but he Hill
suffers 2-12 hit points of damage.

The materid components for this spell are apiece of rotten fruit and a piece of a

mummy's cloth wrapping.

Rary's Telepathic Bond (Divination, Alteration)

Range: 20 yards

Components. V, S M

Duration: 2 turns per level

Cadting Time 1 round

Areaof Effect: Two or more creatures
Saving Throw: None

With this spell, the caster forms a telepathic bond between two or more creatures with
Inteligence of 6 or higher. The bond can be established only between willing creatures
who are within 20 yards of each other. The creatures need not speak the same language to
communicate via the bond. The bond can be placed upon one creature for every three
levels of the cadter; therefore, a 9th-leve caster can forge a bond among three crestures.
The bonded creatures can remain in mental contact as long as they remain on the same
plane of existence. If ether creature enters a different plane, the spell is terminated.

Rary's tel epathic bond can be cast only once to affect asingle pair of subjects.
However, if the caster is able to cast the spell twice, the same subjects can be affected
again. Example: A wizard can cast telepathic bond twice. The firgt cagting links Subject
A to Subject B. The second casting can affect Subject A again, linking him with Subject
C.

The materid components for this spell are two pieces of eggshell; the pieces must be
from the eggs of two different gpecies of egg-laying cresture.

Throbbing Bones (Necr omancy)

Range: 10 yards
Components. V, M
Duration: 1 round/level
Cading Time: 3

Area of Effect: One creature
Saving Throw: 1/2

This spdll causes the bones of the affected creature to throb and pulsate insgde his
body. The spell can be cast upon any single living creature or person within the cagter's
range, providing the creature has a physical form and has bonesinsde its body; for
ingtance, throbbing bones will not affect insects, ghodts, or worms.

For the duration of the spell, the affected creatures AC isworsened by 2, its
movement rate is halved, and all its attacks are made with a -2 pendty. Additiondly, it



auffers 1-4 hit points of damage per round; this damage is halved if the creature makes a
successful saving throw. However, a successful saving throw has no affect on the
movement, attack, and AC penalties.

The materid components for this spell are both pieces of asmall bone that has been

sngpped in haf
Wall of Bones (Conjuration, Necromancy)

Range: 60 yards

Components: V, S M

Duration: 1 turn

Cading Time: 1 round

Areaof Effect: 10-foot square/level;96-inch thickness/level
Saving Throw: None

This spell causesawall of bones to erupt from the earth in whatever shape the caster
desireswithin the limits of the area of effect. Thewadl is arandom congruction of bones
from many types of creatures. The wall need not be verticd, but it must rest upon afirm
foundation or it will collgpse. Since the wall has many small openings and gaps, it
provides only 50 percent cover. Missiles can easily be fired from behind the wall, and
creatures of smal sze (less than 4 feet tdl) can wriggle through openingsin thewal a
therate of 10 feet per round. However, the wall has many sharp edges and creatures
wriggling through it suffer 1-8 hit points of damage per 10 feet traveled.

If the spell is cast in an area occupied by creatures, the wall of bones appears
everywhere except where the creatures stand. Creatures in the affected area suffer an
immediate 2-16 (2d8) hit points of damage when the wall appears. The wal can be
smashed by creatures widlding blunt wegpons with a Strength of 18 or greater. Every 10
hit points of damage causes a5 foot x 5 foot x 6 inch section of the wall to collgpse. The
wall of bones is unaffected by animate dead.

The materid component for this spell isthe branch of awithered tree taken from a
cemetery

Sixth-Level Spells
Blackmantle (Necr omancy, Enchantment)

Range: 60 yards
Components: V, S, M
Duration: 1 turr/level

Cadting Time: 1 round
Areaof Effect: 15-foot radius
Saving Throw: Neg

Blackmantle creates a shimmering auraaround al creatures within the affected area
that negates al hedling and regeneration, both natura and magica. For ingtance, apotion
of healing has no effect on a creature under the influence of blackmantle, atroll cannot



regenerate logt hit points, and cure light wounds is usdess.

Blackmantle is negated for any target crestures who make successful saving throws.
Otherwise, it persstsfor 1 turn per level of the cagter. If the creatures are dlill dive at the
end of the spdl's duration, any active curative forces will operate normally; for instance,
aring of regeneration will resumeits function. However, consuming a potion of healing
or applying astaff of curing while blackmantle isin effect will have no affect when
blackmantle wears off, since these types of magic work instantly. In such cases, the dose
of potion of healing and the charge from a staff of curing are not only wasted, but the
aura generated by blackmantle actudly negates the potion of healing or the staff of
curing, rendering it usdess. If apotion of healing or staff of healing is gpplied after the
spell wears off, the hedling magic works normdly.

The materid component for this spdll isasmal mummified animd, such asamouse
or atoad

Dead Man's Eyes (Necromancy)

Range: Specid
Components. S, M
Duration: 1 round/leve
Cadting Time: 1 round
Areaof Effect: Specid
Saving Throw: Specid

Dead Man's Eyes causes the whites of the cagter's eyes to turn black and his pupilsto
reshape themsalves into smdl white skulls. The caster can affect one victim per round,
providing the victim iswithin 3 feet of the caster and meets his gaze. Victims are affected
asfollows

Victimswith 2 Hit Dice or fewer (or victims of leve 2 or lower) ingtartly die. No
saving throw is alowed.

Victimswith 2+ to 5 Hit Dice (or victims of levd 3-5) indantly die unlessthey
save vs. death magic at a-2 penaty. Those who succeed in their saving throws
suffer 2-12 (2d6) hit points.

Victims with 5+ Hit Dice or more (or victims of leve 6 or greater) suffer 2-12
(2d6) hit points of damage unless they save vs. death magic.

If the caster's gaze is reflected back on him (by amirror, cadm water, etc.), he must
make a saving throw vs. pdlls or suffer the same effects as a 5+ Hit Dice victim. At the
end of the spell's duration, there isa 5 percent chance that the caster will become blind
for the next 5-10 (1d6 + 4 hours).

The materid components for this spell are two eyebal-szed glass marbles. The
marbles must be the same color asthe caster's eyes

Dragon Scales (Abjuration)
Range: Touch

Components: V, S, M
Duration; 1 turn/leve



Cadting Time 1 round
Areaof Effect: One cresture
Saving Throw: None

This spdl causes the body of the caster (or any single person or creature touched by
the caster) to become completely covered with dragon scales, effectively raising the
subject's Armor Class by 2 for the duration of the spell; this modification isin addition to
the subject's norma AC (for instance, if the subject's AC is 6, dragon scalesraisesit to
4).

The color of the dragon scales isthe same asthat of the scae used asthe spdl's
materia component; however, the color has no bearing on the effect of the spell. Dragon
scales dso temporarily reduces the subject's Charismaby 2 points.

The materid component of a spell isa scae from any dragon.

Invulner ability to Magical Weapons (Abjuration)

Range O

Components. V, M
Duration: 1 round/level
Cading Time: 3

Areaof Effect: 5-foot radius
Saving Throw: None

This spdll creates an immobile, faintly shimmering magica sphere around the caster
that cannot be penetrated by magica blunt, edged, or missile wegpons, dl such wegpons
are harmlesdy deflected (missile wegpons dirike the sphere, then immediately fal to the
ground). However, the sphere offers no protection against magicaly- created creatures
(such as golems) or from creatures whose attacks are magicaly based (such asthe gaze
of amedusa). The sphere offers no protection againgt spells such as magic missile, or
spells that smulate the effects of wegpons.

The caster can use magical wegpons from insde the sphere to attack opponents
normally. Spells can dso be cast through the sphere. The sphere can be negated by dispel
magic.

The materid component for this spell is a piece of abroken magica wesgpon.

Tentacles (Conjuration, Alteration)

Range O

Components: V, M
Duration: 1 turn/level
Cadting Time 1 round
Areaof Effect: The caster
Saving Throw: None

By means of this pdll, the caster causes two 10-foot-1ong greenish tentacles to grow
from his body. One tentacle grows on each side of the caster's body, centered between his



armpit and his thigh. The cagter can use the tentacles as normal appendages to grasp
tools, use weapons, or help with climbing.

Each tentacle can make an attack, effectively giving the caster two extra attacks per
round; atentacle can strike to inflict 1-6 hit points of damage, or it can wield asword,
dagger, or other weapon (at the same ability of the cagter). The flexible tentacles can
eadly reach victims on any side of the caster's body.

If an unarmed tentacle makes a successful strike againg avictim who is man-sized or
andler (lessthan 7 feet tdl), it dso grabs and holds the victim to inflict an autometic 2-8
(2d4) hit points of damage in every subsequent round. To free himsdlf, the victim must
sever the tentacle; there is no way to loosen the grip other than severing the member,
killing the cagter, or negating the spdl with dispel magic. A tentacleis severed if it takes
10 hit points of damage; damage directed at the tentacle has no adverse effects on the
caster.

A cagter with two intact tentacles adds a 40 percent bonus modifier to his climbing
success rate (see page 122 of the Player's Handbook, ) and adds a 20 percent modifier if
he has only one intact tentacle.

The materia component for this spell isadried tentacle from asmall octopus

Seventh-Level Spell
Zombie Double (Necromancy)

Range O
Components. V, S M
Duration: 1 turn/level
Cading Time: 1 turn
Areaof Effect: Specid
Saving Throw: None

This spell creates aju-ju zombie duplicate of the caster. The zombie double hasthe
same memories, consciousness, and aignment as the caster; essentialy, the caster now
exigsin two bodies smultaneoudy. In al other respects, the zombie double isthe same
asanormd ju-ju zombie (AC 6; MV 9; HD 3+12; #AT 1; Dmg 3-12; SA drikeasa6
HD monger; SD immune to al mind-affecting spdls, induding illusons; immune to
sleep, charm, hold, death magic, magic missiles, dectricity, poisons, and cold-based
spells, edged and cleaving wegpons inflict norma damage while blunt and piercing
wegponsinflict haf- damage; magicd and normd fire inflicts hdf-damage); THACO 16.

The zombie double cannot cast spells, but it can use any weapons that the caster can
use. It isaso ableto cimb wals as athief (92 percent). The zombie double can be turned
as a spectre. If it strays more than 30 yards from the cagter, the zombie double becomes
inactive and collgpses to the ground; it becomes active again the ingtant the caster moves
within 30 yards.

The materid components for this spell are a bit of wax from a black candle and alock
of hair from the caster

Eighth-Level Spells



Defoliate (Necromancy)

Range: 30 yards

Components. S, M

Duration: Specid

Cadting Time: 1 round

Areaof Effect: 50-foot square/leve
Saving Throw: None

By means of this spll, the caster causes dl vegetation within the affected areato
wither and die, crumbling into black ashes. All vegetation is affected, from the tallest tree
to thetiniest blade of grass. Intdlligent plant life, such astreants, are dso destroyed. The
power of awish or its equivalent is required to restore the destroyed vegetation;
otherwise, nothing can grow in the defoliated areafor afull year. Note that snce
defoliate causes plants to crumble to ash, there is no danger of a creature being struck by
atoppling tree; however, cregtures hiding in trees will find themselves plummeting to the
ground when this spdll is cast.

The materid components for this spell are the petd from awithered flower and a
diver of charred wood.

Fear Ward (Abjuration)

Range O

Components. V, S M
Duration: 1 turn/leve
Cadting Time: 1 round
Areaof Effect: 5 foot radius
Saving Throw: None

Fear ward creates an aura around the cagter that makes him immuneto al forms of
fear, including that caused by dragons. Additionaly, fear ward protects the caster from
attacks by dl forms of undead; the spdll is equaly effective againg physica and magica
attacks. Dispel magic has no effect on fear ward, but awish will negaeit.

The materid components for this spell are the fangs of a spider and a hair from the
head of aghoul.

Shadow Form (Necromancy)
Range: 0

Components: V, S M
Duration: 1 round/level

Cading Time: 1 round

Areaof Effect: The caster
Saving Throw: None

By means of this spell, the cagter temporarily changes himsdlf into a shadow. The



cagter gains the movement rate, Armor Class, hit dice, and dl abilities of a shadow. His
chilling touch (requiring anormd attack roll) inflicts 2-5 (1d4+1) hit points of damage on
hisvictims aswdl as draining one point of Strength. Logt Strength returnsin 2-8 (2d4)
turns after being touched. If a human or demihuman victim is reduced to O hit pointsor O
Strength by the cagter in shadow form, the victim haslogt al of hislifeforceand is
immediately drawn into the Negetive Material Plane where he will forever after exist asa
shadow.

All of the cagter's wegpons and equipment stay with him, but he is unable to use them
whilein shadow form. He is aso unable to cast spells while in shadow form, but heis
immune to sleep, charm, and hold spells, and is unaffected by cold-based attacks. Heis
90 percent undetectable in al but the brightest of surroundings. Unlike norma shadows,
awizard in shadow form cannot be turned by priests. At the end of the spell's duration,
there is a 5% chance that the caster will permanently remain as a shadow. Nothing short
of awish can return the caster to his normal form.

The material components for this spell are the shroud from a corpse at least 100 years
old and a black glass marble.

Chapter 9: Wizardly Lists

This chapter contains a potpourri of ideas, items, and rule variations that can be
incorporated into existing campaigns or used as springboards for new adventures

Twenty-five Helpful Familiars

Asexplained in the 1¢t-levd find familiar spell, summoned familiars are not restricted
to the choiceslisted in the spell description. To expand the number of possibilities,
subdtitute Table 17 below for the list on page 134 of the PH. If the find familiar spdll is
successful, the DM ralls percentile dice and consults this table to determine the results.

All detalls of the spdll il gpply as sated; if theroll indicates a creature not
commonly found in theimmediate area, the DM can rall again or smply choose amore
appropriate cregture from thelist. The DM can aso subdtitute different smdl animas
suitable to the area; for ingtance, the DM might substitute a duck for a crow, amink for a
raccoon, or abluebird for araven. (In genera, summoned crestures should have 1-4 hit
points and, if able to make attacks, should be able to inflict no more than 1 or 2 hit points
of damage per round. Armor Classes for creatures of this Sze range from 6-8.)

Table 17: Summoned Familiars

d100 Rall Familiar

1-3 Bat

4-10 Cat
11-14 Chipmunk
15-18 Crow
19-22 Dog
23-24 Fox

25-26 Gull



27-30 Hawk

31-33 Hare
34-37 Lizard
38-40 Monkey
41-42 Mouse
43-44 Otter
45-46 owl
47-48 Parrot
49-50 Raccoon
51-52 Rat
53-54 Rooster
55-57 Raven
58-59 Skunk
60-61 Snake
62-63 Squirrd
64-66 Toad
67-70 Weas
71-74 Wolverine
75-00 No familiar
avaldblewithin
spell range

Five Unusual Sources For Spells

When awizard learns anew spell, he usudly acquiresit from ateacher, adiscovered
spell book, another wizard, or his own research. But there are many more waysto learn
new spdls--some of the more unusud possbilities are listed below (in dl cases, the
wizard must successfully learn anew spdl onceit isreveded to him)

1. Dragons

Most dragons are magters of magic. A friendly dragon might teach awizard anew
gpell asareward for helping him or as a bribe to leave him done.

The DM should note thet the magic of dragons is sgnificantly different from the
magic normaly widded by wizards, so it is unlikely that awizard could learn to cast a
spell in the same manner as a dragon; however, adragon of exceptional intdligence
might know the formulafor a gpd| useable by humans (or know where to find it) and
reved the information to awizard

2. Monuments

Ancient obdlisks, monoliths, and other structures are occasiondly inscribed with the
formulas of spels. Locating such a monument can be an adventure in itself. For instance,
awizard who died thousands of years ago may be entombed in a pyramid in the heart of
an unexplored jungle; prior to his deeth, the wizard inscribed the formulas of his spellson
the walls of histomb so he could have access to them in the afterlife



3. Other Planes

The dternate planes of existence are filled with an unending variety of weird
phenomena, srange landmarks, and bizarre entities. A wizard might find a magic formula
spdled out in giant runes stretched across an entire plane of the Abyss. Or he might
stumble across a horde of ape-like cregturesin the plane of Elysum chanting the formula
of aspdl. The inhabitants of the dementa plane of Fire might know the secrets of a
vaiety of fire-reated spells, while the occupants of the demental plane of Earth might be
willing to share the formulas for earth-related spells in exchange for afavor

4. Summoned Creatures

A creature summoned as aresult of invisible stalker, monster summoning, or asimilar
spell might negotiate for his freedom by offering to teach the caster a pell or show him
whereto find a spdl formula. If the summoned creature is exceptionaly knowledgesble,
it might be able to dictate aformulato the wizard; it might even be able to cause a spell
formulato magicaly appear in his spdl book (in which case, the wizard has his normd
chanceto learn it; if hefails, the spdll formula disappears).

5. Gems, Crystals, and Mirrors

Magic-using creatures from other planes of existence sometimes use gems, crystds, or
mirrors as subgtitutes for spell books to record the formulas of their spells. Although
wizards from the prime materia plane are ordinarily unable to use such itemsto record
their own spdlls, aDM might alow that awizard could ssumble across such agem or
mirror; if the wizard sudied the item, a dloud of mist might materidize insdeit,
contaning the symbols of a gpdl formula

Nine Magical Items That Have Not Yet Been Invented

If your wizard isinterested in researching new magica items and islooking for an
unusud project, he might consider one of the choices listed below. All of these items
have been proposed by wizards over the years, but none has yet been successfully
researched. The DM and the player must establish the exact effects for these items as well
as the details of the research. Keep in mind that if the research was easy, some other
wizard would surely have completed it by now

1. Seeds of Wealth
These are seeds that grow trees that bear gemsingtead of fruit
2. Portable Bridge

Thisisabridge that can be folded up and carried in a pocket. When unfolded, the
bridge can span ariver or chasm without the use of pillars or other supports. The portable



bridge is as strong as a bridge made of stone
3. lron Heart

Thisisamechanica heart capable of replacing a damaged or aging human heart. No
surgery isrequired; the mechanica heart is merdly placed on the recipient'schest and it is
absorbed into his body. Presumably, the mechanica heart would increase the owner's
endurance and resi stance to disease

4. Paper of Writing

Any words that the user spesks or thinks will magically appear in writing on this paper
5. Scope of Seeing

Thisis a portable viewing scope with unlimited range. No physicd barriers block the
view of aperson using the scope of seeing. The scope enables the user to observe the
details of the sun, the moon, and distant worlds. It so dlows the user to see completely
through the earth to observe locations on the opposite side
6. Liquid Iron

When kept indde a container, this substance remains liquid. When poured from the
container, the liquid turnsto iron. Before the iron hardens, it can be formed into any
number of usful items
7.Cold Fire

Thistype of fire looks the same as normd fire, but it generates no heat. Cold fire
would be useful for torches in cramped quarters, and aso would be a safe light source for
homes, since there would be no danger of accidentd fires.
8. Dark Fire

The antithesis of cold fire, dark fire generates hest the same as normd fire, but it
produces no light. With flames as black as shadows, dark fire would be useful in making
campfires for soldiers or other travelers who did not wish their location to be revealed by
bright flames
9. Mirror of Recall

Staring into this device enables the user to recal with precise detail any book he has
read or any sight or conversation he has ever experienced

Five Debilitating Afflictions



Following are severd afflictions that affect only wizards. These afflictions can occur
asaresult of acurse, asde-effect of magica research, or a pendty from awish. Assume
that an affliction can srike a any time--short of awish, thereisno way awizard can
inoculate himsdlf to prevent the onset of these &flictions.

Unlike some organic diseases, suffering from one of these afflictions does not render a
caster immune to future bouts with one of these conditions. A spell caster who survives
one of these diseasesis equally aslikely to suffer the disease again in the future as a
caster who has never contracted the disease.

The DM can use these &flictions to temporarily handicap a powerful PC wizard or to
liven up adreary gretch of acampaign. Unlessindicated otherwise, dl afflictions can be
cured by cure disease or asmilar pell. Unlessthe DM decides that a particular affliction
was aresult of amagica attack or effect, dispel magic will not help.

1. Bertrek's Amnesia

Description: Thewizard afflicted with Bertrek's Amnesia has trouble remembering al
of the details of his memorized spdlls. Just as he attempts to cast the pell, he suddenly
forgetsa crucid dement of itsformula, and the spell faillsto work. The onset of Bertrek's
Amnesais usudly preceded by aday or two of mild headaches. The mild headaches
perdst aslong as the wizard is afflicted with this condition.

Susceptibility: Bertrek's Amnesia can strike any wizard, but it seemsto affect wizards
with Intelligence scores of 14 or less.

Prognosis: A full day of bed rest usudly cures this condition, presuming the wizard
refrains from casting pells, sudying texts, or engaging in other strenuous menta
activities. Without rest, the effliction can perast indefinitely.

DM's Notes: When awizard is &flicted with Bertrek's Amnesia, he must make an
Intelligence Check when attempting to cast a pdll. If the check is successful, the spell is
cast normdly. If hefalls the check, the spell islost in afizzle of usdessenergy and is
wiped clean from the memory of the caster until it can be rememorized.

After every full day of rest, the DM rolls 1d20 to seeif the wizard is cured; if theroll
isless than or equd to the wizard's Intelligence score, the wizard is cured. Otherwise, the
wizard isautomaticaly cured after he has been fflicted for 2-8 (2d4) days

2. Chronic | ncandescence

Description: Thewizard afflicted with chronic incandescence continualy radiates
light from his body. The glow is bright enough to penetrate any thickness of clothing and
extendsto aradius of 20 feet. The glow perssts regardless of whether thewizard is
resting, casting spells, or performing other actions.

The onset of chronic incandescence is usually preceded by aday or two of sporadic
glowing, particularly while the wizard is adeep.

Susceptibility: Chronic incandescence can strike any wizard.

Prognosis: Darkness cast on the afflicted wizard sometimes cancels this condition.
Dispel magic has aso been known to work. Otherwise, the affliction usualy passes
within afew days.

DM's Notes: A wizard with this affliction glows asif affected by a 19-leve light



spdll. This does not affect his ability to cast spdls, but he will find it difficult to hide from
enemies. Cure disease and smilar spells have no effect on chronic incandescence. If
darkness, 15' radius is cast on the afflicted wizard, he can make a save vs. magic; if he
fails the check, his condition is negated. Likewisg, if he falls a check againgt dispel
magic, his condition is cancelled. These pells can only be attempted once each on an
afflicted wizard. The afflicted wizard cannot cast these spells on himsdf. If these spells
are unavailable, or if he successfully savesin both cases, the condition disgppearsin 1-4

days
3. Conjuritis

Description: A wizard afflicted with conjuritis produces bizarre and unexpected
effects when attempting to cast any conjuration or summoning spell. Usudly, thereisno
warning of the onset of this affliction.

Susceptibility: Conjurers are the most likely wizards to be affected, but any wizard
who knows one or more conjuration/summoning spells can be stricken with conjuritis.

Prognosis. Conjuritisis difficult to treat. Dispel magic has no effect on conjuritis, nor
does cure disease or amilar spells. Fortunatdly, conjuritis eventudly clears up after
running its course,

DM's Notes: When awizard aflicted with conjuritis attempts to cast any
conjuration/summoning spell, the DM rolls 1d20 and consults Table 18 for the result of

the spell

Table 18: Conjuritis Results

d20 Result of

Roll  Conj./Summ. Spdll

1 Theimmediate areaisfilled with the sounds of thunder, while lightning flashes overhead. The
thunder and lightning persist for 1-4 rounds, but have no effects on the characters or their
abilities.

2 A plush toy anima 10-40 feet high gppearsin an areain front of the cagter. The
toy anima can be arabbit, adragon, acow, or any creature of the DM's choice.
Thetoy anima crumblesto dust immediately if it istouched or disturbed in any

way.

3 Dozens of mushrooms of various sizes suddenly pop up everywhere within a 10-
40 foot radius of the caster (this occurs even if the caster isindoors). Each
mushroom has an image of the caster's smiling face on its cap. As soon as any of
the mushrooms are touched, al of them crumble into dust.

4 The areawithin a 10-40 foot radius of the caster fills with multi-colored soap
bubbles. On the sde of each bubble is an image of the caster's smiling face.



5 The temperature within a 10-40 foot radius of the caster suddenly rises or drops
(DM's choice) 20 degrees Fahrenheit. The change perssts for 1-4 rounds, then the
arearevertsto its previous temperature.

6 Theimmediate areafills with the sounds of human shrieks and screams. Thereis
no apparent source of the sounds. The screams persist for 1-4 rounds, then fade
away.

7 The cagter's flesh turns purple (or green or blue or any other color or combination

of the DM's choice). The effect perasts for 1-4 rounds, then the caster's flesh
revertsto its normal color.

8 The areawithin a50-foot radius of the cadter isfilled with athin mig, light green
in color (or light purple or light orange, or any other color of the DM's chaice).
The mig smdls of cinnamon (or mint or rotten fish or any other aroma of the
DM's choice). The mist disspatesin 1-4 rounds.

9 The areawithin a 50-foot radius of the caster abruptly turns pitch black, asif it
were affected by a darkness spdll. If the areawas dready dark, it abruptly
becomes bright, asiif affected by alight spdll. This effect perastsfor 1-4 rounds.

10 An image of whatever the caster was attempting to conjure appears 10 feet in
front of the cagter, hoversin mid-air for afew seconds, then disappears. If the
caster was attempting a spell that did not conjure or summon an item or cresture,
the hovering image is of the cagter.

11-20 The cagter's spdl works normdly.

A wizard probably will not know that he has conjuritis until he first experiences an
unexpected result from a conjuration/summoning spell; (that is, when he first receives
one of the results numbered 1- 10 on Table 18.) After he experiences this first unexpected
result, there are two ways he can be cured.

1. As soon asthe wizard casts two consecutive conjuration/summoning spellswith
normd results (that is, the DM rolls 11-20 on Table 18), he is cured of the affliction.

2. As soon the wizard casts four norma conjuration/summoning spells (aresult of 11-
20 on Table 18), heis cured of the affliction; these spells need not be consecutive

4. Barlow's Blacksickness

Description: An extremely dangerous disease, blacksickness causes the afflicted
wizard to wesken every time he attempts to cast a necromancy spell. In extreme cases,
afflicted wizards have died from this disease. The affliction is accompanied by ssomach
cramps, blurred vision, and nightmares. Its onsat is usudly preceded by severa days of
nausea.

Susceptibility: Barlow's blacksckness primarily affects necromancers. It can also
grike any wizard who knows and uses necromancy spells.



Prognosis. Thisisadifficult afliction to treat. Strangdly, the very act of cagting the
gpells associated with the disease dso seemsto help cureit. Otherwise, the affliction can
linger anywhere from afew days to several weeks.

DM's Notes: A wizard aflicted with blacksickness risks suffering damage whenever
he casts a necromancy spell. When an afflicted wizard casts a necromancy spell, he must
make a Condtitution Check, with the level of the spell used as a negative modifier. (For
ingtance, if the wizard has a Condtitution of 13 and casts a4th-level necromancy spell, he
adds 4 to his 1d20 roll when he makes his Congtitution Check. ) If he passes the check,
thereare no ill effects. If he fails the check, he suffers 1-4 hit points of damage.
Regardless of whether he fails his Congtitution Check, the spdll is cast normally.

There are two additiond sde-effects of blacksickness,

1. If the &fflicted wizard suffers 6- 10 hit points of damage in the same day as aresult
of failing Condtitution Checks required for casting necromancy spells, he will experience
wracking nightmares when he deeps that night. Throughout the following day, he will
experience blurred vison and ssomach cramps, and will make dl atack rollsat a-2
pendty. Cure disease or smilar spells have no effect on this condition.

2. If the afflicted wizard suffers 11 or more hit points of damage in the same day asa
result of falling Condtitution Checks required for casting necromancy spells, he will
immediately collgpse. He will be unable to cast spells, engage in combat, or undertake
any other strenuous activities for the next 24 hours. (He can gill walk without assistance,
but his movement rate is halved.)

Cure disease, dispel magic, and smilar spells have no effect on blacksickness. Asde
from awish, there are two known cures.

1. The DM secretly rolls 2d6. Thisis the number of necromancy spdlsthe afflicted
wizard must cast in order to purge his system of the blacksckness. The necromancy
gpdlls can be of any levd; for ingtance, if the wizard needs to cast four pells, they could
al be 1s-leve spdls, they could dl be Sth-level spells, or they could be any combination
of necromancy spdls from any levd. Each time a necromancy spdl is cas, the afflicted
wizard must still make a Condtitution Check and suffer the effects as described above.
(Obvioudy, the wizard's hedth is sefer if he refrains from casting more than one or two
necromancy spellsin the same day.)

The DM does not reved to the wizard the total number of spells he needsto cast to
cure himsdlf--ingtead, the DM should tell the wizard that he's gradualy getting better
after he casts each necromancy spell. The DM can tdll the wizard that he is cured after he
has cast the last required spell, then has cast one subsequent necromancy spell that gives
him no il effects

2. Blacksickness persists for 4-32 (4d8) days. The DM should determine the length of
the affliction at its outset, but not reved the information to the wizard. If the wizard has
not yet cured himsdlf, the affliction is over & the end of this period.

5. Immaterialism

Description: Thewizard aflicted with immateridism gradudly fades away until his
body is transparent, making him appear asif he were made of glass. In this condition, he
isunableto fight, cast pdlls, or perform any other ordinary actions. The onset of
immateridism is preceded by a gradud lightening of the victim's skin color.



Susceptibility: Immateridism usudly grikesillusonigts, but any wizard who knows
or usssillusonigt spels can be avictim.

Prognosis: If treated early, immateridism can usudly be cured with cure diseese or a
smilar spell. However, the condition becomes harder to treat asit progresses. Untreated,
immaterialism can last for savera weeks.

DM's Notes: Immateridism progresses over three distinct stages, each with different
symptoms. The affliction can be cured at any sage.

1. In Stage One, the afflicted wizard's skin turns white, asif it had been bleached. He
suffersa -1 pendty to his Charisma, but there are no other ill effects. At this stage,
immateridism can be cured with cure disease or asmilar pell; no saving throw is
required. Otherwise, Stage One perssts for 2-8 (2d4) days.

2. In Stage Two, the afflicted wizard's skin remains white, but his body has the
congsgtency of firm gelatin. He continues to suffer the -1 pendty to his Charisma. His
naturd Armor Classisaso increased to 7. Because of thisimproved AC, some afflicted
wizards dlow their condition to advance to Stage Two before attempting acure. At this
gtage, immateridism can be cured with cure disease, but the afflicted wizard must make a
saving throw vs. spells; if the wizard succeedsin his saving throw, he ressts cure disease
and remains aflicted with immateridism. Untreated, Stage Two persists for 2-8 (2d4)
days.

3. In Stage Three, the wizard and al of his gear become insubstantial; he gppears as if
he were made of glass, but he has no substance. The afflicted wizard cannot cast spells,
engage in combat, or take any other action aside from moving and spesking. He hasa-4
pendty to his Charisma. However, the wizard is affected only by magica or specid
attacks, including weapons of +1 or better (such attacks are made againgt the wizard's
norma AC). The afflicted wizard is able to pass through small holes or other narrow
openings aslong as Stage Three pergdis. At this stage, immaterialism cannot be cured
with cure disease or any other pdl short of awish. Stage Three persists for 2-8 (2d4)

days
Nine Principles of Conduct For Academy Graduates

As acondition of graduation in many magica academies, anew wizard is obligated to
promise to uphold the academy's principles of conduct. A sampling of these principles
are listed below.

Not dl academies subscribe to dl of these principles, while others might include
principles other than the ones given here. Further, these principles primarily aoply to
academies who accept students of good and lawful dignments; the principles of evil and
lawless academies will probably be significantly different from these. The DM musgt
decide which principles gpply to specific academies and what pendties--if any--might
apply to a graduate who violates them.

1. Thewizard will operate discreetly. He will reved the secrets of his teachingsto no
one.

2. The wizard will operate within the laws of his country.

3. The wizard will meet dl of his expenses from his own funds. He will not accept
charity.

4. Thewizard will livein secluson. He will gtrive to minimize his socid contact with



nor+wizards.

5. Thewizard will minimize his contact with kings, princes, and other rulers

6. The wizard's home will include & least one room reserved exclusively for research
and study.

7. Thewizard will be patient. He will perseverein the face of adversity.

8. The wizard will not attempt to circumvent accepted magica procedures.

9. The wizard will strive to add to the existing body of magica knowledge through
origind research.

Six Common Alchemical Processes

While the creation of potions and other magica substances often involves a complex
series of laboratory techniques, there are a number of basic processes common to most
experiments.
1. Calcination

Thisis the process of reducing substances (usudly minerds and metds) to ash by first
crushing or grinding them to powder, then subjecting them to high hest.

2. Sublimation

Thisisthe process of heating a solid substance until it is vaporized, then quickly
cooling the vapor to return it to a solid form.

3. Distillation

Thisisthe process of boiling aliquid until it turns to vapor, then cooling the vapor
until it condenses back into aliquid, thus purifying the liquid.

4. Absor ption/Adsor ption

Thisisamethod for purifying gases or liquids by exposing them to charcod particles
or other filtering substances; the impurities are atracted to the particles, thus purifying
the gas or liquid. If theimpurities are actualy taken ingde the particles, then absorption
has taken place. If the impurities remain on the surface of the particles, then adsorption
has occurred.

5. Flame Test
Thisisamethod of identifying unknown substances by holding them in a hot flame.
The color of the flame indicates the nature of the substance; for indtance, agreen flame

indicates the presence of copper.

6. Chromatography



Thisisasmple method for analyzing certain types of unknown substances. The
subgtanceisfirg dissolved in water or other liquid. A sample of the liquid then is poured
into a glass tube lined with filter paper, and a solvent is added. Because the components
of the substance move through thefilter at different speeds, each will appear asa
different colored band in the tube.

Eleven Useful Additionsto a Wizard's Laboratory

A wizard's |aboratory typically includes avariety of books, crucibles, flasks, jars,
tripods, herbs, and even a skeleton or two. Following are severa less common but
extremdy useful items that might be found in an epecidly wdll-furnished laboratory.
The cogt of each item is given in parentheses,

1. Granite Table Top

Thisisan ordinary desk with atop made of polished granite or quartzite to resst
staining and damage from acids and other potent substances. (150 gp)

2. Glass M ask

Thisis aface mask made of glass designed to protect the wizard from inhding
poisonous fumes and to protect his face from splashed chemicas. (10 gp)

3. Alchemist's Globe

This 3-foot-diameter glass globe separates into two sections. When assembled, the
sectionsform atight sed that prevents air from entering. Items and substances can be
locked insde the globe to isolate them from outside conditions. Small and large globes
are avallable. (150-250 gp)

4. Athanor

A smadl furnace congisting of an oven and a deep pan of Sifted ashes. Substances to be
heated are placed in a sealed container and covered in ashes for dow, even heating. (80

ap)

5. Descensory Furnace

Thisisamedium-szed furnace primarily used for heating liquids. Theliquid is poured
down afunnel on the top which runsinto a container in the belly of the furnace. (100 gp)

6. Heat Bath

Thisisasmal furnace holding a deep pan of water containing meta rings to hold
varioudy szed flasks and tubes. The substance to be dissolved is placed in aglass tube,
which in turn is placed in an gppropriately-Szed ring in the pan. The furnace gradudly



heets the water and thus the substance. (75 gp)
7. Dung Bed

Thisitem conssts of abox made of glass or other non-flammable materid with a
tignt-fitting lid. The box isfilled with hot dung or clean, dry sand. Treated substances are
placed in the dung bed to keep them warm. (25 gp)

8. Analytical Balance

An extremdy precise scale for weighing solid materids, the balance is sendtive
enough to distinguish a blank piece of paper from a paper with writing onit. To keep it
dust-free, the balanceis covered with a glass case. (400 gp)

9. Burette

Thisisathick tube with avave on one end used to measure liquids precisdly. (1 gp)

10. Filter Paper

Thisisaspecidly treated paper that filters solids from liquids. A funnd islined with
the paper, then the liquid to be filtered is poured in the funnd. Solid materia will not
pass through the paper. (1 gp/10 sheets)

11. Hand Centrifuge

Thisis ameachine conasting of saeverd rings for holding test tubes with a hand pump
on the top. Test tubes filled with liquids are placed in the rings, then the wizard rapidly
works the pump, causing the tubesto spinin acircle. The spinning causes the heavier
substances in the tubes to sink to the bottom, while the lighter substances remain near the
top of the tube. (100 gp)

Four Prerequisites For Admission to an Academy of Magic

While some wizards are sdlf-taught and some acquire their kills from a private tutor,
many wizards learn the art of magic at atraining academy. Mot large cities have such
academies; some specidizing in aparticuar school of magic, while others offer training
indl of the schools. Usudly, there are aminimum of three requirements for admisson to
an academy.

1. Sponsor ship
All applicants to an academy must be recommended by a sponsor known by one or

more of the faculty members. Exceptions are made if an applicant is an orphan or
demondtrates extraordinary aptitude, but in these cases, afaculty member must agree to



sponsor the gpplicant; the faculty sponsor isthen persondly held responsible for the
applicart'sfalure or success.

2. Personal Interview

Because training awizard requires amgjor invesment of time and effort, academies
screen their gpplicants carefully to make certain that a prospective student is sufficiently
dedicated to persevere through years of rigorous education. Typicdly, apand of faculty
members interviews each goplicant individualy, quizzing him at length about his
background, hisinterests, and his reasons for wanting to become awizard. The pand then
votes in secret; a sSngle negative vote results in the rgiection of the gpplicant.

3. Entrance Examination

Following a prospective student's successful interview, he is given a battery of
examinations to measure his gptitude in avariety of academic areas. The student must
demonstrate a basic competence in philosophy, literature, and history, and exceptiona
skillsin writing, science, and mathematics. He must al'so pass a physical examingtion to
make sure heisin good hedlth.

4. Tuition Fees

If & progpective student passes his entrance examinations, he must then make
arrangements with the academy adminigtration to pay tuition fees. The tuition fee ranges
from 5-20 gp per day, depending on the academy's reputation. The tuition can be paid
daily, weekly, or monthly, but it must be paid in advance. Failure to pay tuition resultsin
immediate suspengon, unless the student has made previous arrangements with the
adminigtration.

The tuition covers the cost of books, |aboratory fees, faculty sdaries, and room and
board, but it does not include expenses for spell components, research materids, or
damage caused by the student in his research. Occasiondly, scholarships are available for
unusudly promising sudents.

After astudent is admitted to an academy, he must undergo a probationary period
lagting a minimum of Sx months. During this time, the sudent's dassroom performance
is evauated on aweekly basis and his behavior both on and off campusis closely
monitored. If the student is not performing adequately in the opinion of any faculty
member or admingtrator, he may be dimissed from the academy. Except in the most
extreme circumstances, heis not igible to apply for reeadmission. No amount of the
tuition paid prior to hisdismissd isrefundable.

Nineteen Coursesin a Typical Academy Curriculum

The course of study varies from academy to academy, but most include the classes
described below. Usudly, dl of these classes are required to graduate, but the DM might
decide to vary them according to the needs of a specific student or the educationa
philosophy of a particular faculty. The length of time necessary to graduate also varies



from school to school, depending on the student's gptitude, the intengity of the training,
and the qudlity of the faculty, but generdly, four to Six years of full-time study are
required to graduate from an accredited academy. This period can be lengthened by as
much as two to four additiona yearsif the student specidizesin a particular school.

A student usudly takes four to Sx courses per quarter, with each quarter lasting three
months. A minor course, such as Survey of Literature, might last only a single quarter,
while amgor course, such as Spell Tutorid, might be taken every quarter until the
student graduates. An average course lasts one to two hours per day, four to Six days per
week.

The curriculum of atypica academy of magic includes the following courses.

1. Physical Training: Various exercises and activities to improve physicd fitness, with
an emphasi's on dexterity training for manipulation of spell components.

2. Philosophy of Magic: The study of logicd methods of thinking with gpplications to
practica problems of spell use. Exploration of metaphysics, theory of knowledge, and
ethics.

3. Basic Astrology: The relationship of the stars, planets, and other heavenly bodiesto
magical processes. Topicsinclude lunar phases, astrd movement, and the influence of
deities.

4. Spell Theory: How spdls function; spdl interaction with physical laws,
5. Fundamentals of M editation: Badc techniquesfor reaching higher leves of

intellectua perception. Topics include transcendence, self-actudization, and dream
andyss.

6. Language I nstruction: Grammar, phonetics, and conversationa idioms of human,
humanoid, and demihuman languages.

7. History of Magic: Overview of wizards and magic throughout the ages with an
emphasis on historica breskthroughsin spell research.

8. Magic and Society: The wizard as viewed from acultural perspective. A survey of
societa relationships and cross- cultural comparisons of wizards around the world(s).

9. Power Thinking: Emphads on increasng the student's understanding of thinking asa
process to increase the strength of his cognitive skills. Topicsinclude cregtivity, memory,
concentration, and problem solving.

10. Survey of Literature: Anintroduction to the study of magic literature, with an
emphasis on andyss. A broad range of authors from a variety of cultures and historica
periods are examined in detail.

11. Library Ingtruction: A survey of research techniques, including classification



systemns, spdl indexing, basic reference books, and assembling a persond library.

12. Fundamentals of Spell Transcription: Topics include penmanship techniques,
paper and ink selection, proper structure, revison, basic caligraphy, and proofreading.

13. Principles of Casting: An introduction to basic casting techniques of low-leve
gpells. Includes component theory, spell design, and safety procedures. Instruction for
specific schools of magic are available for prospective specidids.

14. Spell Tutorial: Anindividudized course tailored to meet the needs of individua
students. Students can concentrate on improving skills in specific schools of magic or
explore techniques from al schools.

15. Spell Seminar: A discussion group addressing topics of specia interest to sudents,
with an emphasis on problem areas. Students are expected to conduct demonstrations for
the group, with criticism periods to follow.

16. Spdl Practicum: Addressing low-level spells, the practicum provides sudents with
the opportunity to practice their skillsin both alaboratory setting and in the field.
Emphasisis on creative gpplication.

17. Formula Analysis: Theory of sodl formulas, emphasizing techniques gpplicable to
origina research. Topicsinclude dementary spdll functions, tabular and graphica
presentation, variability, and metaphysica equations. Basic achemicd principles are
covered in subsequent sessions of this course.

18. Laboratory Techniques: Practica gpplication of the principles covered in Formula
Andyss. Topicsinclude herbaism, achemicd reections, naturd and unnaturd
metabolism, and basic scientific procedures (all chemical processes described earlier in
this chapter).

19. Introduction to 1st-L evel Magic: 1st-leve spdl indruction. Includes casting
techniques, practica applications, and generd theory. Individuaized indruction
available.

Nine Organizations For Wizards

Wizards are most comfortable in the company of their fellow practitioners, especidly
those with whom they share common interests, and often form their own associations and
organizations. A few such groups are listed below. The DM is encouraged to design
variations of these groups, for instance, a Necromancy Syndicate, a variation of the
Diviners Syndicate, might exist in a particular DM's campaign world.

Each organization's description includes the following informeation:

Description: The purpose of the group.

Member ship: The types of wizards belonging to the group.

New Member Requirements. Conditions a prospective member is expected to meet



in order to join the group. Usudly, this consigts of paying an entrance fee or being
sponsored by a current member.
Annual Dues: The fee that amember must pay each year to remain an active member.
Benefits: The advantages of being amember.

The Brotherhood of Alchemy

Description: Thisgroup conssts of wizards whose primary interest is dchemica
research, particularly the research of new magica potions. The group compiles and
exchanges information about their current projects, with the implicit understanding that
such information will not be shared with outsiders. Violaion of thisrule resultsin
immediate expulsion from the Brotherhood.

M embership: The bulk of the members are transmuters, though a few enchanters and
invokers are dso included.

New Member Requirements. New members must pay an entrance fee of 100 gp and
show evidence of origind magica item research within the last year.

Annual Dues: 20 gp

Benefits: The Brotherhood can help its members obtain hard-to-find research supplies
and laboratory equipment. They can aso offer assistance to members who have reached a
dead end in their research.

L egal Defense Front

Description: Thisgroup provides legd defense to wizards unjustly accused of
crimind activity. Ther servicesinclude legd representation, financid support, and
persona counsdling.

Member ship: Any wizard of lawful good dignment can be amember.

New Member Requirements: A new member must be sponsored by a current
member and must pay an entrance fee of 200 gp. The entrance fee may be waived on a
mgority vote.

Annual Dues. 50 gp

Benefits: If amember is accused of acrime, the Front will provide 1,000 gp or more
toward his defense. The Front can aso provide expert witnesses and legal representation
if necessary. Their counseling service advises members about the acceptance of magic-
usersin various cities and cultures, giving specid atention to places where magic-users
areroutingly persecuted and imprisoned for minor infractions of the law.

The Silver Swan Club

Description: Primarily asocid organization for unmarried wizards, the Siver Swan
Club holds regular dances, picnics, and other socia events for its members. The highlight
of the year isthe annua Harvest Moon Festiva, when the club stages an dl-night party in
arented castle.

Member ship: All wizards are welcome, but the membership comprises mainly young,
low-level wizards

New Member Requirements: A new member pays an entrance fee of 20 gp.



Annual Dues: 5 gp
Benefits: The club provides its members with excellent opportunities to meet potentia
friends and mates.

Wizards Liberation Society

Description: This organization seeksto further the interests of wizards through
politica pressure on locd and nationd governments. Their methods include negotiation,
demongtrations, and one-on-one lobbying. Some factions are rumored to use violence to
underscore their messages.

Member ship: All wizards are digible.

New Member Requirements. A new member must be sponsored by a current
member and pay an entrance fee of 50 gp. The feeiswaived if the progpective member
has exploitable palitical connections (for ingtance, if he is related to a government
officid).

Annual Dues: 10 gp

Benefits: The Society can exert condderable influence on governments to adopt laws
beneficid to wizards. The Society can dso put its membersin contact with government
offidas and assst them in working with government bureaucracies.

Foes of the Wand

Description: Thisisan organization of purists who adamantly oppose the use of
magica wands or any other magical devices. Such devices are perceived to be athreat to
the craft of magic; only the use of spellsis acceptable to the Foes of the Wand. If a
member is ever caught usng ameagica item, heisimmediately expelled.

Member ship: All wizards are digible, but the membership is primarily composed of
older mages of higher leves.

New Member Requirements. The only requirement for a prospective member isthe
donation of amagicd item to the Foes. The Foes then destroy the item in asolemn
ceremony, after which the progpective member vows never to use a magica item again.

Annual Dues: None

Benefits: Once per year, each member can exchange amagicd item for aspdl of
comparable power. The magicd item is destroyed, then the Foes allow the member to
copy one spell (of their choice, not the member's) from their spell books.

Diviners Syndicate

Description: More of abusinessthan afraternd organization, the Diviners Syndicate
sdls advice, predictions, and omen interpretations to members of the aristocracy. Their
fees are expensive, but because the syndicate pools the talents of a sizeable number of
skilled wizards, their advice and predictions are extremely accurate.

Member ship: Only diviners of eighth lever or higher are digible.

New Member Requirements. The prospective member must pay an entrance fee of
500 gp and bring at least one new client to the syndicate.

Annual Dues: There are no annua dues. However, to remain in good standing, a



member must spend a minimum of eght weeks per year working exclusively for the
gyndicate.

Benefits: Membersin good standing split the syndicate's profits at the end of the year.
A member's annua share is usudly 5,000-30,000 (1d6 x 5,000) gp.

Center for Monster Control

Description: This organization compilesinformation about magica mongters and
makes thisinformation available to its members a no charge.

Membership: All wizards who have firg-hand knowledge of magical mongers are
digible

New Member Requirements: A new member must pay an entrance fee of 10 gp.
Additiondly, the prospective member must have first- hand knowledge of amagica
monster or amonster wielding magica powers (such knowledge is usudly acquired asa
result of a battle). The membership votes on whether the prospective member's
knowledge is of sufficient usefulness to the organization to alow him membership.

Annual Dues: None if the member attends al bi-monthly meetings. The member may
be assessed afine if too many meetings are missed without good reason.

Benefits: The organization suppliesinformeation to its members about magica
mongers, including their abilities, their weaknesses, and suggested strategies for
defeating or avoiding them.

League of Extraplanar Travelers

Description: Similar to the Center for Mongter Control, this organization compiles
information about aternate planes of existence and makes thisinformation available to its
members at no charge.

Member ship: All wizards who have visted one or more dternate planes of existence
aedigble

New Member Requirements. A new member must pay an entrance fee of 20 gp.
Additionaly, the progpective member must have proof of avidt to at least one dternate
plane of existence. The membership votes on whether the prospective member's
knowledge of that planeis of sufficient usefulness to the organization to dlow him
membership.

Annual Dues. Noneif the member attends dl bi-monthly mestings. A fine may be
assessad if amember misses too many meetings without good reason.

Benefits: The organization suppliesinformation to its members about the dternate
planes, including inhabitants, physical laws, and how spell casting is affected (the DM
should consult Chapter 6 for details about magic in other planes--the leegue has dl of this
information available to its members).

Fellowship of Sages

Description: Thisisan organization of sages who are expert in awide variety of
subjects. The sages charge for their advice, giving a percentage of their feesto the
Fellowship for its upkeep.



Member ship: All types of wizards belong to the felowship, each with one or more
areas of expertise.

New Member Requirements. A prospective member must pay an entrance fee of 100
op, plus he must have a nonwegpon proficiency in one or more of the fidlds of study
listed on Table 61 of the Dungeon Master's Guide. If the wizard is arecognized authority
in one of thefidds of study not available as a nonwegpon proficiency in the DM's
campaign, he can ill be admitted to the fellowship with the DM's permission.

Annual Dues. None. However, each member must provide 15 percent of the feeshe
chargesfor his sage advice to the felowship.

Benefits: Aslong asamember spends aminimum of eight weeks per year working
exclusivey for the syndicate, he has access to the advice of the other members at no
charge. If he failsto spend the minimum of eight weeks per year, he must pay ther
normal fees. Adviceis given according to the rules for sages on pages 106-107 of the
DMG. However, the chances listed on Table 61 (page 107 of the DMG ) of finding asage
in the fellowship who is expert in agiven field are doubled; for instance, thereisa 20
percent chance of finding an expert in achemy. When using the Sage Modifierstable
(Table 62 of the DMG ), assume that a fellowship sage always has access to a complete

library.
400 Fantastic M aterials

Occasondly, the DM will need to introduce a fantastic magicd materid into his
campaign. Such amateria might be required as an ingredient for a PC wizard's magica
research (especidly if the DM isusing the fantastica gpproach to magicd fabrication
described on page 84 of the Dungeon Master's Guide), it might be the focd point of a
quest, or it might be a necessary component to remove a curse.

If the DM has no specific materid in mind, he can generate one by rolling 1d20 two
timeson Table 19. Thefird dieroll selects an element from Category A; the second die
roll selects an ement from Category B. The selected eements become part of this
phrase: "The (Category A) of a (Category B). " For ingtance, if thefirst dieroll is3 and
the second dierall is 5, the fantastic materid is "the breath of a butterfly.”

If he desires, the DM can smply pick dements from each category to form specific
materids. He can aso subgtitute smilar eements for the choices in Category B. For
indance, he might subgtitute "bumblebeg” for "butterfly” (so the example above becomes
"the breath of a bumblebee") or "diamond" for "stone.”

If random rolls produce results that seem ingppropriate or frivolous (such as "the
breath of astone"), the DM can roll again for either category or subgtitute any category
choice he wishes. Unless the DM has a specific meaning in mind, the players must
discover the precise meaning of afantastic materid or the means to produce or locateit.
Discovering the meaning of a fantastic materiad can easly become the premise for anew
adventure.

Table 19: Random Generation of Fantastic M aterials

D20 Roll Category A Category B
1 song done



2 dream flower

3 breath meadow

4 memory child

5 heart's desire butterfly

6 teardrop mountain

7 drength grain of sand
8 amile snowflake

9 blessng flickering candle
10 touch widow

11 courage egle

12 scent tombstone
13 whisper dragon

14 kiss skeleton

15 shadow mermaid

16 wisdom river

17 secret unicorn

18 SOrrow goddess

19 epitaph gat

20 gratitude city

Five Incredible L ocations

There are avast number of magica placestha are rumored to exist throughout the
world; afew of them are listed below. Whether they actudly exist remainsto be
discovered (and is up to the discretion of the DM), but the search for any one of them
could be used as the basis for an adventure or a springboard for a campaign

Theldand of Ghothar

Thisidand isthe former stronghold of the master conjurer Ghothar. Ghothar
mysterioudy vanished severd centuries ago, and left the bulk of his magica treasures
secured in achamber in the degpest recesses of hisidand. Not only isthe treasure cache
rumored to be of incomparable vaue, it is dso said to include one of Ghothar's spdll
books, containing the formulas for many high-level conjuration spdlls.

The Idand of Ghothar is enchanted to continudly drift in random directions at speeds
up to 25 miles per hour. There have been no confirmed sightings in over a century,
meaning that the idand concalvably could have drifted anywhere in the world

About theldand

Refer to Map 1.

The idand resembles a cylinder about 50 yardsin diameter and about 165 yardstall.
Nearly three-fourths of it is submerged, meaning that only about 35 yards of theidand is
above sealevd. Theidand is made of granite; the granite is permanently surrounded with
awall of force, making it virtudly invulnerable to damage.

Theidand isdivided into five levels, each about 25 yards tal from top to bottom
(except for Level 1, which corresponds to the surface of the idand). The floors are solid



granite nearly 10 feet thick, permanently covered with wall of force.

The only passageways between levels are the magica portas located at various points
on the floors (see map). The portals are 5-foot-diameter rings made of black and white
pearlsimbedded in the granite. The portals are completely airtight. When a creature or
person touches the granite areaindgde the ring of pearls, the creature or person isingtantly
trangported to a specific location on the idand. The destination of each porta isindicated
inthe Map Key

Map Key

Level 1: Thisisthe surface of theidand, the only portion that is visble above sea
levd. Thereisaportd on the center of the idand. Those stepping on the portd are
ingantly trangported to arandom areain Leve 2, aboruptly finding themselves
underwater.

Level 2: Thisleve iscompletely filled with sea water. There are two 10-foot-diameter
openings on ether sde of thisleve leading to the open sea. Depending on wherein the
world the idand happensto be, thislevel could contain various forms of dangerous sea
life who have taken shelter here; such sealife might include sharks, giant eds, or giant
octopi.

2a. Portal: Those stepping on this porta are ingtantly transported to the top of the
idand (to the area marked with an X on the Leve

1 map).

2b. Portal: Those stepping on this portal are instantly transported to the floor of Level
3 (to the areaon the Level 3 map marked with an X).

2c. Portal: Those stepping on this portd are ingtantly trangported to the floor of Level
4 (to the area.on the Level 4 map marked with an X).

Level 3: Thisleve iscompletdy filled with a noxious ydlow gas that smellslike deed
fish. The gasis 0 dense that normal vision isreduced to 10 feet. Characters entering this
level must save vs. poison; those who fail suffer 1-2 hit points of damage per round of
exposure to the gas.

3a. Portal: Those stepping on this porta are ingtantly transported to arandom areaiin
Levd 2, finding themsdves suddenly underwater.

3b. Portal: Those stepping on this porta are ingantly transported to the top of the
idand (to the areamarked with an X on the Level 1 map).

3c. Portal: Those stepping on this portd are ingtantly trangported to the floor of Level
4 (to the areaon the Level 4 map marked with an X. )

Level 4: This levd hasfloor-to-celing wals of granite thet divide the leve into
various sections. The walls are one foot thick and are permanently covered withwall of
force.

4a, 4b, 4c. Fake Portals: These circles of pearls resemble the portals found on other
levdsof theidand, but they are not portals. Instead, when any character steps on one of
these fake portas, he activates a specia monster summoning 111 spdl. The spell ingtantly
summons 1d4 3rd-level mongters (selected by the DM from his 3rd-level encounter
tables). The summoned monsters appear near the ring's perimeter and attack everyonein
gght. If the mongters are killed, they disgppear; otherwise, they fight for 2-8 (2d4)
rounds, after which time they vanish. Thereis no effect if the monsters step ingde one of



the fake portals. The monsters will avoid the red portal (4d).

4d. Portal: Those stepping on this portd are ingtantly trangported to the floor of Level
5 (to the areaon the Level 5 map marked with an X. )

Level 5: Thisis Ghothar's treasure cache. The exact composition of the treasure is the
decison of the DM, but a suggested cache includes a spell book with adozen
conjuratior/summoning pdlls of variouslevels, five magica items, and an assortment of
gold and gems worth 20,000 gp. (Rumors abound that Ghothar found the secret of eternd
lifeand dill exigsin an dternate plane of existence; if thisis true, Ghothar might return
someday to restock his cache with a different assortment of treasure. He might also
change the trgpsin hisidand, especidly if his previous treasure has been stolen.)

Those stepping on the portd on thislevel are ingantly trangported to the top of the
idand (to the area marked with an X on the Level 1 map).

The Sphere of B'naa

The Sphere of B'naais located in a cavern beneath one of the world's highest peeks. Its
precise location is not known. The sphere was created eons ago by a consort of wizards
led by ahigh-level mage named B'naa. The sphere supplied transport for the wizards to
dternate planes of exisence. Because of the magic involved in cregting and sustaining
the sphere, it is extremely difficult to use and virtudly impossible to use by non-wizards

About the Spheres

Refer to Map 2.

The sphereislocated in an immense cavern at the end of a 200 yard long passage
winding deep inside the earth beneath an ancient, towering mountain range. The sphere
consgs of severd layers (like an onion), each about 20 feet thick. The layers are
separated from one ancther by bands of shimmering white light. The portd to the
dternate planesliesin the center of the sphere; to get to the porta, a person must pass
through each layer.

Once the magicd requirement for alayer has been met, characters may passthrough
the layer of shimmering light to the next layer. If any character passes back through a
light layer that he has dready passed through, the magical condition must be met againin
order to re-enter that light layer. Characters may pass freely toward the outer spheres (for
example, from layer 4 to layer 3).

Each layer is permanently enchanted with specia festures representing the various
levels of wizard magic; for ingtance, the first layer of the sphere represents 14-leve
wizard magic, the second layer represents 2nd-leve wizard magic, and so on. If the
proper level of spell iscast on alayer, its features change dramatically; these spells can
ether be cast on the layer itsdf or on any subject ingde the layer. Magicd items that
duplicate the effects of spells do nothing to change the features of the plane, nor do priest
pells. The effects are explained in detail in the Map Key.

Map Key

Layer 1: Thislayer isfilled with brightly blinking lights of al colors Those in contact



with this layer must save vs. spdlls or become blinded for the next 2-8 (2d4) rounds. If
any 1st-leve wizard spdll is cast at the layer or at acharacter indde the layer, the layer
ingantly fillswith dancing lights and characters no longer risk being blinded. The

dancing lights persist for one turn, after which the layer revertsto its origina features.

Layer 2: Thislayer isfilled with greenishyedllow fog that obscures dl sght, normal
and infravison, beyond two feet. Those in contact with this layer suffer 1-4 hit points of
damage per round (save for haf-damage). If any 2nd-leve wizard spdll iscatt a the layer
or a acharacter ingde the layer, the fog ingtantly becomes harmless, smilar to the fog
produced by fog cloud, and characters no longer risk suffering damage. The harmless fog
cloud perggsfor oneturn, after which the layer revertsto its origind features.

Layer 3: Thislayer isdark and empty, but apowerful gust of wind of about 30 m.p.h.
blows from the inner wall toward the outer wall, rendering mansized creatures unable to
proceed to Layer 4. If any 3rd-level wizard spell is cast at the layer or a acharacter
insde the layer, the wind subsides to a gentle breeze and characters can proceed
normaly. The gentle breeze perssts for one turn, after which the strong wind beginsto
blow again.

Layer 4. Thislayer isfilled with roaring red flames smilar to those produced by afire
trap. Those in contact with this layer must save vs. pdls or suffer 5-8 (1d4+4) hit points
of damage (save for hadf damage). If any 4th-levd wizard spdll iscadt @ the layer or a a
character ingde the layer, the flames turn green and no longer generate heet; characters
suffer no damage from the green flames. The green flames persst for one turn, after
which the layer is again filled with roaring red flames.

Layer 5: Thislayer issolid granite, Smilar to that produced by wall of stone. If any
5th-level wizard spell is cadt @ the layer, the granite disappears, revealing the bands of
shimmering white light that border the find layer (Layer 6) of the sphere. The granite
reappears in one turn.

Layer 6: Thisisa20-foot-diameter hollow sphere containing a structure made of
shimmering white light. The structure rests at ground leve (rdaive to the cavern that the
entire sphere lies within). The shimmering structure has four openings, dl leading to a
centrd area containing agolden chair. A character can wak to the chair through one of
the openings, sit down, and instantly be transported to another plane of existence.

Opening A: If acharacter waks through this opening, he will be transported ingtantly
to the Ethered planes when he ditsin the golden chair. He will be transported to any
gpecific location in the Ethered planes he has in mind; otherwise, he will be trangported
to arandom location in the Ethered planes.

Opening B: If acharacter walks through this opening, he will be trangported instantly
to the inner planes when he dits in the golden chair. He will be transported to any specific
location in the inner planes he has in mind; otherwise, he will be trangported to arandom
location in arandomly chosen inner plane.



Opening C: If acharacter waks through this opening, he will be transported ingtantly
to the outer planes when he Sitsin the golden chair. He will be trangported to any specific
location in the outer planes he has in mind; otherwise, he will be transported to arandom
location in arandomly chosen outer plane.

Opening D: If acharacter walks through this opening, he will be transported ingtantly
to the Adtrd plane when he stsin the golden chair. He will be transported to any specific
location in the Agiral plane he has in mind; otherwise, he will be trangported to arandom
location in the Adrd plane.

The Sage Tree

The Sage Treeisahuge oak tree about 10 feet in diameter and over 100 feet tall. It
grows somewhere in one of the world's densest forests. The Sage Tree contains the spirits
of adozen of the wisest scholarswho ever lived. After the scholars died, the gods of good
rewarded their devotion to pure knowledge by placing their spiritsin this oak so they
could engage in philosophic discussonsfor al eternity.

If awizard locates this oak (recognizable by a dight pulsation near itstrunk that
resembles a heart beat), he can ask it any question asif he were consulting a wise sage for
information (the wizard can ask any question relating to the fidds of study listed on
Table 61 of the DUNGEON MASTER Guide). The Sage Tree will only respond to
wizards of lawful good aignment, and it will answer only one question per day.

If these requirements are met, two to five (1d4 + 1) human faces will sprout from the
treein an areafive to ten feet above the base of the trunk. The faces appear to be carved
from wood. One of the faces will politely ask the wizard to repesat the question, then
another face will offer an answer. Immediatdly, a second face will offer a different
answer. If there are additiona faces, they too will offer different answers.

After dl of the faces have offered their answers, they will ignore the wizard and
engage in a heated argument as to who iswrong and who isright. The argument will
continue for at least 2-8 (2d4) rounds, during which time the argument will drift off into
topics completely unrelated to the wizard's question. At some point in the argument, one
of the heads will abruptly ask the wizard for his opinion to settle their argument--the head
will ask for the wizard's opinion on a subject totaly unrelated to the wizards origina
questl on. Typicd questions asked by a head might include:

If agtar falsfrom the sky and lands in the ocean, should the star till be considered
part of the heavens, or has it now become part of the earth?
If alarge animd killsasmaler animal for sport, should it be held accountable for
its actions?
If two men share equdly in abusiness and one of them dies, should the widow of
the dead man receive his share of the profits, even if she does not participate in the
business hersdf?
Are awizard's skills more important than those of a craftsman? Than those of an
atis?
In what waysis adragon the equa of aman?

If the wizard refuses to answer the head's question, dl of the heads withdraw into the



tree trunk and disappear. They cannot be summoned again for another 24 hours.

If the wizard makes a reasonable effort to answer the head's question (the DM decides
if the wizard has made a reasonable effort), the heads will nod in agreement, saying they
will discuss the issue further a another time. One of the heads will then ask the wizard to
repeat his origind question. The heads will consult briefly with each other, then one of
them will answer the question. To determine if the heads have arrived at the correct
answer, the DM should roll 2d20. On arall of 18 or less, the heads have answered
correctly. On aroll of 19 or 20, the heads have answered incorrectly. The DM should
cregte an incorrect answer that will be believable and consstent with what they players
aready know about the adventure.

After the heads answer the wizard's question, they bid him farewell and withdraw back
ingde the tree. The heads will not answer another question until 24 hours have passed.

If thetreeis cut down or otherwise destroyed, the essences of the sages will be
trangported to another tree somewhere ese in the world. Aswith the previous tree, the
new Sage Tree will be recognizable by a dight pulsation near its trunk

The Garden of Jertulth

Thisin aclearing in an uncharted jungle; its precise location is not known. The garden
isonly about 10 feet by 10 feet square, but its enchantment is so strong that it radiates
magic for aradius of one mile,

The garden appears to be anormal bed of wild flowers of various types. However, if a
nor-magica wegpon is buried in the garden benegth three feet of soil and left undisturbed
for ayear and aday, thereisagood chance that it will change into a magica weapon. No
more than two wegpons can be buried in the garden at the same time; if more than two
wegpons are buried, the enchantment will not work and the wespons will be unaffected.

If awespon isremoved from the garden before ayear and aday have passed, the
magic is negated; the wegpon must be buried again, and another year and aday must pass
before the enchantment takes hold. If aweapon remains buried in the garden for ayear
and aday, roll 1d20 and consult Table 20 for the result.

Table 20: Results from the Garden of Jertulth

D20
Roll Result

1-3  Thewegpon is unaffected.

4-6  The weapon has become aweapon + 1.
7-10 The weapon has become aweapon + 2.
11-12 The weapon has become aweapon + 3.

13 The weapon has become aweapon +4.



14-15 The weapon has become aweapon + 1, +2 vs. magic-using and enchanted
creatures. This wegpon aways provides a+1 bonus. The +2 bonus takes effect
when the sword is employed againgt wizards, spdll-casting monsters, and
conjured, gated, or summoned creatures. (The +2 bonus will not operate against a
creature magicaly empowered by an item that casts spells, such asaring of spell
storing.

16 The wegpon has become aweapon + 3. However, 2-8 (2d4) days after it istaken
from the garden, the wegpon loses its enchantment and reverts to its non-megicd
form. Permanency or asmilar spell cannot prevent the wegpon from losing its
enchantment, athough awish could.

17 The weapon has become aweapon + 3. However, 2-8 (2d4) days after it istaken
from the garden, the wegpon disintegrates into dust. This enchantment is so
powerful that nothing short of awish can prevent the wegpon from disintegrating;
however, if awish is cast on the wegpon, it will loseits +3 bonus and revert to a
normal weapon.

18 The weapon has become aweapon +1, cursed. It performsin al respectsasa+1
wegpon, but when it is used to attack an enemy, the sword will weld itsdlf to the
welder's hand and force him to fight until the enemy or the widlder isdain. After
itsfirgt use, the widder can never rid himsdlf of the cursed wegpon--it will aways
appear in his hand whenever an opponent is faced. The wielder can be freed of the
weapon by remove curse, limited wish, wish, or asmilar spell.

19 The weapon has become a weapon -2, cursed. The wegpon gives off amagica
auraand performswell in practice, but when it is used againgt an opponent in
combat, it lowersits widder's atack rolls by 2. Only by careful observation can
this lowering be detected. All damage scored is reduced by 2 hit points, but a
successful hit will dwaysinflict at least 1 hit point of damage. Aswith the,
weapon + 1, cursed the weapon -2, cursed will ways gppear in the hands of the
wielder and force him to fight until the enemy or the wielder isdain. The wielder
can be freed of the weapon only by alimited wish or awish.

20 The wegpon has turned to dust.
The Shadow Trees

Thisisagrove of spindly, leafless trees growing somewhere in adark jungle. The
trees have black bark, and their uppermost branches dways sway asif being blown by a
breeze; they sway even in the absence of wind.

On nights with a clear sky and afull moon, the shadows of the branches spell out one
or more omens and warnings on the ground. The omens gppear as shadowy runes of any
number of ancient languages; awizard can trandate the runes with comprehend
languages or asimilar spell. The omens and warnings are always 100 percent accurate,
though their phrasing may be ambiguous. Rumorstell that once per year, the shadow



trees spdll out the formula of awizard spell of arandom level which can be trandated by
comprehend languages, read magic, or asmilar sl

Twelve New Magical Items

If the DM wishes to determine the discovery of the following items at random, he can
use the magical item tables on pages 135-139 of the DUNGEON MASTER Guide. Each
item below beongs to a particular table; when a DM's Choice result isrolled on the
appropriate table, the DM can use the indicated item as one of his options. For instance,
the potion of elasticity listed below belongsto Table 89 (page 135, DMG ). If a20is
rolled, the DM can use the potion of elasticity as an option for the DM's Choice

Potion of Elagticity

A character consuming one dose of this potion is able to stretch his legs, arms, neck, or
any other gppendage up to adistance in feet equd to twice his Congtitution score; for
instance, a character with a Congtitution of 15 can stretch up to 30 feet. A character can
stretch only one gppendage at atime; for instance, he can stretch one arm, one finger, or
his neck. Whenever he stretches any gppendage, he must make a Congtitution Check; if
hefails, the stress of the stretch causes 1d6 hit points of damage. The potion lasts for 1-4
turns, during thistime, the character can make as many dretches as he likes, aslong as he
checks for damage for each stretch.

Add to: Table 89 (page 135, DMG ).

XP Vaue 300

Candle of Everburning

This resembles anorma wax candle about 6 inchestal. However, once the candleis
lit, the flame can be extinguished only by the spoken command of whomever isholding
it. Otherwise, the flame continues to burn; it will burn underwater, in any dternate plane
of exigence, or in the strongest of winds. Dispel magic and smilar spells have no effect
on the flame. The candle of everburning can burn for 24 hours before dl of its wax melts
away.

Add to: Table 101 (page 138, DMG ).

XPVadue 300

M edallion of Steadiness

Thisisaslver meddlion of a horse's head. While wearing it, a character can never be
thrown from his mount, whether ahorse, a dragon, or any other cresture suitable for
riding.

Add to: Table 96 (page 137, DMG ).

XPVdue 1,000

Dragon Sippers



These dippers are made of green silk. The magic of the dragon dippersisactivated if
the wearer concentrates and speaks the word "change.” If activated, the dragon dippers
cause the wearer to appear as a 20-foot dragon with bright yellow scales, a barbed tail,
and long green fangs, the wearer does not gain any of the abilities of a dragon. While the
illusonisin effect, the wearer retains his norma abilities and gatistics. The effect lasts
for one hour, but can be canceled any time by the command of the wearer.

Add to: Table 98 (page 138, DMG ).

XPVdue 3,000

Parchment of Monster Holding

This 1-foot-square piece of parchment can hold any monster summoned by a monster
summoning | spell. The wizard unfolds the parchment and lays it before himself prior to
cadting the spdl. If the spdll is successfully cast, the summoned monger isimmediately
absorbed into the parchment, gppearing there as a colored image. The caster can then
refold the parchment and carry it with him, holding the summoned mongter indefinitely.
When the parchment is unfolded and laid on the ground, and the wizard spesks a
command word, the mongter gppears, remaining active for the norma duration of the
monster summoning | spell. Any sngle parchment of mongter holding can be used only
once; after the mongter is released, the parchment crumbles to dust. The parchment dso
crumblesif it istorn or defaced in any way.

Add to: Table 104 (page 139, DMG ).

XPVadue: 150

Singing Skull

Thisitem resembles asmal human skull, about 3 inches in diameter, made of ivory.
Once per day, the owner can command the skull to Sing. The singing skull Sngs eerig,
depressing tunes for one hour (or less, as ordered by the skull 's owner). All those within
50 feet of the singing skull must make a successful saving throw vs. spdlls or suffer the
effects of afear pell. The owner of the singing skull isimmune to its effects.

Add to: Table 103 (page 139, DMG ).

XPVdue 2,000

Airboat

This appears to be a canoe made of stone and measures 3 feet tall, 12 feet long, and 4
feet wide. Ingde are five evenly spaced stone planks, each capable of seating two humant
gzed passengers. A plank on one end of the canoe is marked with a star symbol in the
center. The airboat is aso fitted with two sets of stone oarsthat fit in ridges carved in
both sides of the craft.

Theairboat responds to the menta orders of its commander (the character Sitting on
the plank with the star symbal). Only awizard or priest can serve as an airboat
commander.

The airboat can movein any direction in any medium. While moving, the airboat is
surrounded by an aura of light that dlows dl of its passengers to bresthe normally, even



when traveling through water or airless space. The aura surrounds the craft to a distance
of 10 feet.

Theairboat has a movement rate of 40. It can move only if it is being rowed with at
least one st of the stone oars. If only one set is used, the craft has a maximum movement
rate of 20; if both sets are used, the craft has a maximum speed of 40. A single character
can operate two oars, or two characters can Sit Side by side on a plank, each operating an
oar. To move a maximum speed, the rowers must complete a stroke every two seconds,
if the stroking rate is less than this, the maximum speed decreases proportionately. For
instance, if one set of oarsis stroking once every four seconds, the airboat has a
maximum movement rate of 10.

The commander must remain seated on the star plank. He can take no actions other
than commanding the craft. If he moves from his seet, attempts to operate the oars, or
takes any other action, the airboat stops moving. Smilarly, if his concentration is
interruped, the craft sops. If it sops moving whilein the air, it hoversin place. The
airboat can hover in place for only 1 turn, after which it Snks gently to the ground. If it
sops moving while on weter, the boat smply drifts.

Add to: Table 104 (page 139, DMG ).

XPVaue: 20,000

Ring of Resistance to Breath Weapons

Thisring gives the wearer complete immunity to al breeth wespon attacks from
creatures other than dragons, the wearer suffers half damage from dragon breath.

Add to: Table 91 (page 136, DMG).

XP Vdue: 5,000

Collapsing Spell Book

Thisresembles an ordinary traveling spell book, except that it can be folded over and
over until it is a square one inch on each side. The book can be unfolded when its owner
wishes to conault it, then folded back into its smadl size for easy carrying.

Add to: Table 95 (page 137, DMG ).

XPVdue 1,500

Spoon of Mixing

This spoon increases the chance of successfully combining potions to creste a new

effect. When
combining potions as per the rules on page 141 of the DUNGEON MASTER Guide, the
percentile dice rall on Table 111 is modified by +10 when using the spoon of mixing.
Treat dl results greater than 00 as 00. Note that by using the spoon of mixing, thereisno
chance that the combined potions will cereste an explosion, alethd poison, or amild
ppoison.

Add to: Table 102 (page 138, DMG. )

XPVdue 1,500



Pen of Excellence

A pen of excellence grants the user the following abilities:
He can write at twice his norma speed (particularly helpful for wizards copying
new spdlsinto their spell books).
He can draw accurate pictures of anything he sees with the precison of the finest
atist.
If the user has a sample of another person's handwriting, he can creste a perfect
forgery of that handwriting. Any type of ink can be used with a pen of excedllence.

Add to: Table 102 (page 138, DMG ).

XPVaue: 1,200

Braceet of Scaly Command

This cord bracelet enables the wearer to control water-dwelling cregtures with anima
intelligence or lower (mainly fishes and reptiles). The crestures must be within a half-
mile radius of the caster in order to be controlled, and they must be within 30 feet of each
other. The number of creatures that can be affected is afunction of Hit Dice. The spell
affects 1-10 Hit Dice of monsters. Monsters with 5+3 Hit Dice or more are unaffected.

The center of the area of effect is determined by the spellcaster. The creatures with the
fewest Hit Dice are affected firdt, and partid effects are ignored. The caster does not have
to be in the water to command the creatures.

This contral lasts for 2-12 (2d6) turns and cannot be dispelled. No saving throw is
dlowed againg the magic of the bracelet. The wearer can use this ability once per week.

Add to: Table 96 (page 137, DMG).

XPVdue 2,500



