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Introduction 
- 
I 

In fantasy literature, it’s common for a magic system to 
be defined for only one world-setting at a time by a single 
author (although shared-world concepts are fairly common, 
too). The AD&D game’s magic system represents a common 
framework built up by hundreds of designers, Dungeon 
Masters, and players over more than twenty years. There 
are thousands of spells and magical items defined-a volume 
of material that is an order of magnitude larger than any 
other magic system in games or fiction. The basic assump- 
tions of what magic is and how it works in the AD&D game 
are shared by literally millions of gamers and fantasy fans. 
Despite the immense importance of magic to the game, it is 
one of the few areas that has remained nearly unchanged to 
date in the evolution of the game. Magic never changed in 
function; it simply grew amoeba-like, adding more and 
more spells and i tem while the basic, underlying assump- 
tions remained the same. 

PLAYER’S OPTION”’: Spells b Magic examines the AD&D 
magic system from every angle. First, the spellcasting 
classes-wizards, priests, and less dedicated magic wielders 
such as bards or rangers-will be examined in detail. The 
various schools and spheres of spells are reorganized and 
new class abilities are introduced, along with an optional 
point-based character class design system compatible with 
the PLAYER’S OPTION: skills b Powers rulebook. New profi- 
ciencies and detailed information about wizard and priest 
equipment adds depth and variety to any campaign. Anew 
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magic memorization and casting system is introduced in 
Chapter 6, providing new ways to customize a character’s 
spell selection. Spells in combat and critical hits with spells 
are detailed in Chapter 8. And last, but not least, there are 
more than 30 pages of new spells included in this book. 

Like any of the PLSlyER’s OMION books, the material in 
this supplement is optional. The DM is free to use as much 
or as little of Spells b Magic as he wishes to in his campaign. 
However, we have tried to present systems that do not con- 
tradict each other, so it is possible to use all the rules addi- 
tions and expansions without any difficulty. 

WhEit You Need to Use This Book 
At a minimum, you should have access to a Player‘s 

Handbook and DUNGEON  MASTER^ Guide to make use of this 
rules expansion. Note that PLAYER’S OPTION: Spells b Magic 
is compatible with the previous books in the PLAYER’S 
OPTION line; character class design rules in this book are 
expansions of the class design rules from Skills b Powers, 
and the chapter on spells in combat is tailored for use 
with the Combat & Tactics skirmish system. In addition, 
the Tome of Magic is referred to a number of times in this 
book; you don’t need Tome of Magic to use this book, but 
adds many spells and magical items you may find usefu , in your campaign. 

II 



Introduction 
PLAYER‘S OPTION: Spells G. 

as an expansion, not a replace- 
Integratiflg Magic is designed principally 

Spells 6 MBgic ment. However, there are a - Y few special cases where the into Your information presented here 
should be taken as an update Campaigfl and replacement of existing 
rules. Specifically, the wizard 

spell schools and priest spell spheres have been slightly 
rearranged to improve game balance and make the wizard 
and priest specialist classes more competitive with respect 
to the general versions of these characters, the mage and 
the cleric. 

into an existing campaign without any trouble. For 
example, additional proficiencies and new spells can be 
approved or disapproved by the DM on a case-by-case 
basis. These were designed to he completely usable with or 
without the PLAYER’S OFTION rules. 

Most of the rest of this book can be integrated piecemeal 

Making the 8witch 
Adding spells, magical items, or the critical hit rules to an 

existing campaign is fairly easy, but a DM may have trouble 
with some other material in this book. In particular, existing 
spellcasters may wish to take advantage of new class abilities 
or optional specializations that weren’t available when the 
character was first created. There are several ways to handle 
this. First, there’s no reason that a DM couldn’t allow a player 
to ”redesign” his character, incorporating the abilities he 
thinks his character should have had all along. If a PC cleric 
comes from a savage tribe and portrays himself as a barbar- 
ian, it’s perfectly reasonable to allow him to rehdd his char- 
acter as a shaman (see Chapter 2) and continue play, If the 
player is altering his character without any good rationale or 
explanation for why he’s making the change, the DM can 
q u i r e  the character to pay a penalty of 10% to 50% of his 
experience point total, depending on the DMs assessment of 
the scope of the alterations. 

There are a couple of things a player should not be able 
to do by redesigning his character. A character shouldn’t 
change specializations without a very good justification, so 
a necromancer shouldn‘t be rebuilt as an enchanter or wild 
mage, and a specialty priest of Lathander shouldn’t become 
a priest of Helm. Acharacter’s basic ability scores, equip- 
ment, proficiencies, hit points, and general personality 
shouldn’t change. If a player was playing a barbarian cleric 
correctly, he was probably choosing skills and weapons 
appropriate for a shaman-and if he wasn’t selecting these 
skills, the reasoning behind the switch becomes much more 
suspect. Finally, a character shouldn’t actually change 
classes or become dual-classed or multi-classed. 

The Spell Point System: The most drastic change to the 
AD&D game lies in the new spell point system described in 
Chapter 6. Try running a brief ‘’trial adventure” using the 
rules before incorporating them into your campaign. The 
spell point rules provide spellcasters with a lot more flexi- 
bility than the standard magic system without increasing 
their raw combat or spell power, hut if PCs are allowed to 
make use of spell points, “ C s  and monsters should be able 
to as well. 

8 

It’s safe to say that magic in one form 

AD&D campaigns; only the most his- 
The  Role of or another is present in virtually all 

Magic in the torical or unusual settinas do awav 
with magic altogether. Bit, beyond Cimpaign this simple observation, it’s clear that - -  
each group of AD&D players has 

their own interpretation of what magic is, how it works, 
how various spells interact with each other, and what 
player characters should and should not be able to do with 
their arsenal of spells and magical items. By altering some 
of the basic assumptions that are part of the AD&D game’s 
magic system, a DM can infuse his campaign with its own 
unique flavor and textum. 

While the greater portion of this book deals with altering 
the rules of the game, this isn’t always a necessary part of 
changing the way that the players (and the NPCs they inter- 
act with) view magic and its effect on their world. For 
example, let’s say that the nature of magic in a campaign set- 
ting can be described by a simple scale that rates the 
scarcity, mystery, power, and cost of magic on a scale of 1 to 
10. Obviously, a campaign with magic that is extremely 
scarce and weak in power represents a very mundane world 
when compared to a world where powerful magic is very 
common. 

Scarcity 
How common is magic in the campaign? Are wizards 

and spell-wielding priests so rare that even low-level char- 
acters are figures of legend, or are they so common that any 
hamlet or crossroads village has its own resident spellcast- 
ers? Most AD&D campaigns take a position between these 
two extremes, but lean towards the high end of the scale, 
falling in the 6 to 8 range on the 10-point scale--wizards 
and priests appear as allies, enemies, sources of in fom-  
tion, or even window-dressing in literally every adventure a 
typical group plays. At the highest extremes, campaigns fea- 
ture numerous spellcasters and magical items. Even a small 
town has several wizards of skill, plus dozens of minor mer- 
chants, craftsmen,,or innkeepers with a spell or two up their 
sleeve. Wizards are so common that even the most remark- 
able mages lose their aura of mystery. 

So, what does this mean? In a normal campaign, it’s safe 
to assume that anywhere the PCs go, the locals know a 
nearby wizard, and most people encounter a wizard a cou- 
ple of times a year. Any sizable town has at least one or two 
resident wizards and spell-using priests, plus a handful of 
folks with minor magical powers such as herbalists, hedge 
wizards, and healers. Large towns or small cities may have 
up to a dozen or so magic-using characters, and great cities 
could support several dozen without crowding. Almost any 
NPC above 1st level owns one or more magical items, even 
if they‘re fairly small or expendable, and player characters 
frequently own about three to five magical items by the 
time they reach 4th to 7th level. 

In campaigns where magic is not as common (say, a 2 to 
4 on the scale), the spellcasting characters become truly 
unique and important. A priest who can actually invoke his 
deity’s power in the form of spells may be perceived by the 
great clerical hierarchy as a saint or great patriarch in the 
making, or possibly as a dangerous reminder of the true 



faith in those hierarchies that have become complacent or 
corrupt. Ahigh-ranking hierarch without spells will cer- 
tainly watch a low-level PC cleric very carefully, especially 
if the PC makes no efforts to hide the “miraculous” effects 
he creates with simple 1st- and 2nd-level spells. Similarly, if 
wizard magic is quite scarce, a PC wizard can’t help but  
gather attention, fame, and not a little fear if he publicly dis- 
plays his skills. 

Priests vs. Wizards: A wizard’s magic and a priest’s 
magic are not the same thing, and both forms of magic do 
not have to be present in a campaign to the same degree. 
Imagine a world where wizards are viewed as the worst 
sort of villain and persecuted without remorse for decades. 
Wizards and their spells might be exceedingly scarce, 
while priests are far more common because they are 
socially acceptablethus, the presence of wizard magic 
might only be a 1 or 2 while priest magic is closer to a 6 or 
7 on the scale. 

Magical Items: Similarly, magical items might be more 
or less common than spellcasters. If no one had ever 
invented the spell enchant an item, it’s reasonable to assume 
that magical items might be a rarity in even the most magi- 
cal campaign settings. The reverse could be true if there was 
a lost civilization of highly advanced wizards who left 
behind great numbers of artifacts and items. The wizards of 
today might be armed to the teeth with magical items, 
despite the fact that they are struggling to grasp the basics 
of spellcasting. 

1 

Mystery 
Can anvone m the camuaign be a wizard or Driest. or do 

th&e chakters have to belo;g to a select set in’order to 
even begin their studies? Do the common people know 
enough about magic to distinguish between priest and wiz- 
ard spells? Is the study of magic a study of easily-defined 
natural laws, or are the forms of magic deliberately 
obscured by generations of needless rite and ceremony? 
Most importantly, do the PCs know the limits of a spell- 
caster’s powers? 

excellent grasp of exactly what each spell available can do. 
After all, most players are quite familiar with the Player’s 
Handbook and know the spells they can make use of inside 
and out. But most common NPCs aren’t as knowledgeable; 
the typical innkeeper doesn’t know that a low-level wizard 
can use invisibility to walk out without paying his tab, or 
fool’s gold to cheat him. He just knows that wizards can do 
things that ordinary people can’t, and if he‘s a bright 
innkeeper, he never falls for the same trick twice. 

look out for invisibility, cham person, fool’s gold, and half-a- 
dozen other dirty tricks. He may even know enough to 
request a wizard to relinquish certain speU components to 
make sure a particularly obnoxious spell @reball, for 
instance) won’t be available to that wizard while he’s in the 
innkeeper’s place of business. In this kind of setting, evmy- 
one would know that priests can heal injuries, blindness, or 
disease, or possibly bring back a loved one from the dead, 
and priest characters will be constantly asked to use their 
powers on someone’s behalf. 

In most AD&D games, characters “in the know” have an 

In a less mysterious world, the same innkeeper knows to 

In a world where the nature of magic is cloaked in super- 
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Introduction 
stition and ignorant- 8 or 9 on the scale-spellcasters 
will generally inspire fear in anyone who learns of their 
powers. Note that even the wizard character himself may 
not really know why his spells work-imagine a character 
who begins a magic missile soell with a thunderous declara- 

may have to sacrifice something dear to them to invoke 
their deity's favor, or the spellcaster may pay an immedi- 
ate price in terms of fatigue, illness, or even a loss of san- 
ity. Generally, the AD&D game is quite forgiving in this 
reaard; when a character casts a swell, he exuends a few .. 

tion of &e nam&of forbidien powws, just becau5e he w a s  
taught to do it that way Of course, one oi t h r  'ndmes' is 

unusual material compuncnts a n i  simply fdrgcts the spell 
he had !mu\\ 11. It's ~ ' a s v  ta increa3e the cost uf manic bv 

ac6ally the spell's verbal component, and the rest of the 
nonsense has no effect on the casting of the spell. It's a good 
idea for a DM with this kind of world to forbid players from 
looking up spells and effects in the PHB, since their charac- 
ters only have access to a portion of this knowledge. The 
DM should also feel free to alter standard spell effects and 
create new spells just to instill a sense of dread and wonder 
in experienced, jaded players. 

Power 

strictly enforcing the rgquirement to procure matGia1. 
components for spells, especially if the DM is conserva- 
tive in handing out treasure. For example,find familiar 
requires at least 1,000 gold pieces of special herbs and 
incenses, which means that a 1st-level wizard may have to 
do a lot of adventuring before he has enough money to 
summon his familiar! The spell scare requires a piece of 
bone from an undead creature; requiring the wizard char- 
acter to personally locate and remove such materials can 
force the player to make hard decisions about which 
swells are worth the trouble. 

Yuw, imagine 3 same setring in which magic I, fx niore I . -  What can magic dicomplish in the campaign? Is thdru 
anvthma i t  can't do, and why?  Will 10th-level magic be costly. What if a character risked insanit\. every hme he 
alfowed-as an option, or is 9ih level the most powerful 
magic available? Can wishes change history or reverse 
events that have already occurred? To what degree do 
the gods and their avatars involve themselves in this 
world setting? In most magic systems, setting bound- 
aries to a character's ability to affect events with magic is 
vitally important. Typically, an AD&D game assumes 
that 9th-level spells are the most powerful magic known 
to mortals, and that the player characters encounter a 
deity no more than once or twice over the course of an 
entire campaign. 

lessened by reducing the maximum level of spells that can 
work there, although this is getting into rules alterations. 
For example, by limiting spells to 8th level, mages can no 
longer make use of wishes or gates. If the maximum is 7th 
level, mages lose the spell permanency, which is a key part of 
the magical item mation process. Without this spell, magi- 
cal items become temporary or disposable-no persistent 
enchantments can exist. 

The impact of magic on a campaign world can be greatly 

attempted to learn a spell? Or if the castkg of a spell 
required the character to make a saving throw vs. spell or 
pass out from exhaustion? A character might even have to 
risk a permanent loss of hit points or ability scores each 
time he cast a spell in a world where magic is exceptionally 
dangerous. (See Chapter 6 for some of these options.) 
Again, these restrictions are rules changes and not just cos- 
metic matters, but a few changes like these can make a great 
impact on a normally routine campaign. 

Creating a World-View of Magic 
How can the DMput all this together? Let's consider a 

couple of the AD&D campaign settings as examples. First of 
all, take a look at Faerun, the setting of the FORGOTTEN 
REALMS" campaign. Magic is quite common in the Realms, 
and only slightly mysterious; everyone knows of the great 
wizards and the typical powers a wizard is likely to com- 
mand, but there are a number of unique spells and magical 
items to be found. Magic is also fairlv wowerful in Faerun < I  , ,  ~~ 

Another point lies m the emphahi, on the puwer of 
characters versus the power of magical items. Should a 
fighter become a killing machine because he happened to 
find a vurpal Dldde, or should mod oi his combat bonuses 
be derivrd from skills and training? In earlier incarna- 
tiom, the AD&D game leaned strongly towards the iirst 
option. but with the advent uf weapon mnsrery. btyle spe- 
cializations, and tither charactrr-ba,ed bonusrr, i t  is now 

' and c'oincs with little .ost fir jacnfice tu any character who 
work, hard enough. 'Ihc magic oi thr  llenlms 15 about aver- 
age for an AD&U campaign. 

approdcli IO magis hlagic is still fairl! common and mystr- 
riou,, bur it can be dxtremrly powerful (the sorcerer-kings 
of Athas comm.md 10th-lcvel magic) and comes at a p a t  
it,it-thr defiling ui any living vegetation nearby whrn a 

The DARK SI v campaign lids a n  entirely different 

possible to create a character who doefin't need a power- 
ful magical item to drastically increase his combat power. 
The real danger to game balance lies in combining these 
two benefits-a weapon master equipped with a powerful 
magical weapon becomes nearly unstoppable. If your 
campaign features a lot of high-powered magic, you 
should strongly consider playing without optional spe- 
cialization or proficiency rules. 

The Coat of Magic 
In fantasy literature, there is often a price to be paid for 

magical power. Wizards may have to make terrible pacts 
with dark powers for the knowledge they seek, priests 

wizard casts a spell. In fact, thi dehc t ion  ca&d by 
Athas' wizards is the chief cause of the planet's dessication 
and the rise of bizarre, mutated monsters. 

Last but not least, the BIRTHRIGHT" campaign setting 
portrays a world in which wizard magic is rare. Mages are 
mysterious figures with unusual powers. only a h d f u l  of 
characters have the heritage required to make use of true 
magic, and fewer still can command the kingdom-shaking 
powers of realm magic. 

Here are a few ideas for alternative magic settings for 
your own campaign: 

The College of Sorcerers: In this setting, all wizards 
belong to a single guild or society cloaked in rite and mys- 
tery. (The imagers of Stephen R. Donaldson's TkeMirror of 
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Her Dream are a good example of such a society.) Spells 
may require a rare or unusual ingredient controlled by the 
Colleee. or the Colleee mav treat suells as secrets that must 

Y ,  

be keit’at any cost. 
Secrets Man Was Not Meant to Know: Wizard maeic is 

the province of horrible prehuman powers of the OuGr 
Void, and dealing with them is the worst kind of betrayal. 
Insanity plagues those foolish enough to delve into the 
secrets of these elder powers; H.P. Lovecraft’s stories are an 
excellent model of this kind of campaign. Chapter 6 
describes a spell point system of magic that reflects this type 
of setting. 

Smoke and Mirrors: WEards are far less powerful than 
they appear to be-most are nothing more than alchemists 
and scholars who can command a few feeble spells. Any 
spell that creates something out of nothing or summons 
energy where no energy existed before cannot be cast; illu- 
sions, divinations, and minor alterations and summonings 
are the only types of magic that work. Many magical effects 
are accomplished through nomagical means; for example, 
a pyrotechnics spell is nothing more than a handful of chemi- 
cal powder thrown on a flame. 

The Magical Renaissance: In this world, almost every- 
one has a magical talent or two. Magic is fully integrated 
into society, not as a replacement for technology, but as a 
part of the common awareness and an augmentation of a 
person’s skills. Chambermaids use cantrips to dust and to 
make beds, royal investigators have access to speak with dead 
and ESP to enforce the law, and many brilliant works of art 
are at least partly magical in nature. Even uonwizards may 
have a small selection of spells in this kind of setting. 

no spell powers. The various deities of their pantheon have 
lost the ability to grant spells to their followers or have 
denied their followers spells for some reason. For a particu- 
larly chilling campaign, combine this thesis with the Secrets 
Man Was Not Meant to Know scenario to create a world in 
which the only spellcasters with any power are the insane 
servants of inhuman powers. 

The Lost Powers: Priests of this campaign have almost 

When it comes down to it, an  AD&D 

story created by the DM and embell- 

campaign generates volumes of epic 

Magic and adventure is nothing more than a 

Storytelling ished upon by the players. Every 

confrontations, cliffhangers, and sinister villains-it’s just 
the way the game is played. Magic is often the central fea- 
ture of these campaign stories; most players couldn’t tell 
you a thing about Joe’s paladin, but everyone who was at 
the game remembers the time Joe’s paladin found the holy 
avenger! An enormous number of player characters are 
remembered fondly not for their personalities or the skill 
with which they were played, but instead the particular 
magical items they owned and the nifty tricks they had with 
their spell selections. 

While this isn’t necessarily bad, it can detract from the 
role-playing elements of a game if the players and the DM 
allow it to. After all, when the only tool you have is a ham- 
mer, everythmg starts looking like a nail-and if you‘ve got 
aflame tongue sword, it looks like the answer to any prob- 
lem is going to involve slashing and buming something. 

Similarly, a wizard whose most memorable achievement is 
his invention of Alkair’s inescapable decapitation and subse- 
quent use of the spell in every encounter for the rest of the 
campaign isn’t really a well-developed character at all. A 
hero with a magical sword is fine, but when the magical 
sword defines the hero, the hero is diminished. 

Another difficulty that arises in many campaigns is the 
substitution of magic for technology. AD&D game players 
are (quite naturally) creatures of the modem world, ani 
modern conveniences such as automobiles, tanks, tele- 
phones, televisions, computers, and any number of other 
devices seem so indispensable that there just have to be 
magical equivalents. While some of this is fine in any cam- 
paign, it desensitizes both players and DMs to the sheer 
wonder that magic should inspire in most characters. After 
all, magic should be magical, full of mystery and terror, but 
when a character routinely uses magic to brush his teeth 
and stir his stew, magic becomes nothing more than a tool. 
Blurring the distinction between magic and technology 
detracts from the strength of both philosophies. 

Last, but not least, it’s important to remember that 
magic can do unything that a DM needs it to do for pur- 
poses of advancing the plot or elaborating on an adven- 
ture. If the story calls for a greater tanar’ri to be encased in 
a glass globe, it’s not necessary to worry about exactly 
how the tanar’ri was imprisoned there, or what spells the 
old archmage used to defeat the creature; it’s okay for a 
DM to simply tell the players that the archmage did it. 
However, PCs and NPCs who are interacting with the 
party should follow the rules-up to the point that the 
rules interfere with the story. 

I 
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Wizwds 
The information in PLAYER'S OPTION: Spells G. Magic 

replaces or revises the Player's Handbook, The Complete Wu- 
ardS Handbook, the Tome of Magic, and the material on magic 
from PLAYER'S OPTION: skills &Powers. In other words, if you 
have this book, you should use the rules presented here 
when creating your wizard character. However, there is one 
notable exception to this case-if you are using a n  AD&V 
campaign setting that includes its own rules on character 
generation, such as the DARK SUN or AL-QADI@ game set- 
tings, you should continue to create wizards for those set- 
tings using the appropriate rules. 

Spells from Other Sources 
While the material on creating wizard characters is 

updated for this book, you'll find that spells that appeared 
in previous books have not been altered. As long as the VM 
approves, a player character wizard can learn spells from 
any source the player has available. In fact, the spell lists 
contained in Appendix 3 of this book include spells from 
the Player's Handbook, Tome of Magic, and The Complete Wiz- 
ard's Handbook as well as dozens of new spells introduced in 
this book. Additional spells from the Wizards Spell 
Compendium, Pagesfrom the M a p ,  or any other source can 
be approved by the DM on a caseby-case basis. 

All wizard spells belong to one or more achools schools of magic. A school of magic repre- 
sents related spells with common features of Magic or characteristics. For a mage, who is the 

basic or general wizard, the school of a spell doesn't matter 
too much; he can learn and cast any spell without regard to 
the spell's school. The only exception to this rule is wild 
magic, which is completely unfathomable to any wizard 
except a wild mage. 

While the majority of wizards are mages, a significant 
number choose to be specialists who concentrate their 
efforts in one particular school. Generally, this increases the 
wizards abilities within the school of his choice at the cost 
of losing access to any schools with opposing philosophies. 

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

8chools of Philosophy 
me eight standard schoois of spells presented in the 

Player's Handbook-abjuration, alteration, conjuration/sum- 
moning, enchantmenticharm, greater divination, 
illusion/phantasm, invucatiodevocation, and neuomanq- 
are schools of philosophy. While all spells in this scheme of 
organization are cast in much the same way, the approach 
and method by which they achieve their purpose varies from 
school to school. For examvle. coniuration svells eenerallv 

W and material components to summon and direct magical 
energy The basic philosophies behind each school are 
briefly described below: 

Abjuration spells are specialized protective s 
designed to banish some magical or nonmagical e ec or 
creature. Protectionfrom evil is an example of a n  abjuration 
spell, since it creates a barrier that evil or supernatural crea- 
tures are reluctant to cross. 

Alteration spells cause a change in the properties o 
some previously existing thing, creature, or condition. 
Pyrotechnics is an alteration spell, since it takes an exist 
fire and creates special effects from the blaze. 

or creature to the caster from elsewhere. Any monsters 
moning spell is a good example. 

EnchantmenVCharm spells cause a change in the q 
of an item or the attitude of a person or creature. Charm per- 

ConjuratiodSummoning spells bring some intact 

information or the ability to acquire information. Contact 
other plane is a divination, since it allows the wizard to seek 
answers from extraplanar entities. Note that this school has 
been somewhat altered in scope for this book; see The 
School of Universal Magic. 

IllusiodPhantasm spells seek to deceive the minds or 
senses of others with false or semi-substantial images and 
effects. Phantasmalforce is a good example, as well as spells 
such as mirror image, invisibility, or blur. 

InvocatiodEvocation spells channel magical energy to 
create specific effects and materials. For example, lightning 
bolt manifests this energy in the form of a powerful stream 
of electricity 

tion of the forces of life and death. Necromancy spells 
include those that simulate the effects of undead creatures, 
such as vampiric touch, and more direct assaults on life 
energy like death spell orfinger of death. 

tion is expanded and renamed to indude a number of spells 
that all wizards should have access to. Consider universal 
magic to be Sorcery 101; without the basic spells in this school, 
wizards are incapable of continuing their studies in the other 
schools of magic. Therefore, all wizards have access to the 
spells in this school, regardless of specialization. The school of 
universal magic is described in more detail below. 

Creating a New School of Philosophy: In most cam- 
paigns, the schools of philosophy represent the baseline 
standard against which other forms of magic are measured. 
Almost all spells can be described through this system of 
magic, with very few exceptions. For a wizard to develop a 
new school of philosophy, he would have to devise a class of 
svells that all share a common approach or methodolow. 

Necromancy is a school concerned with the manipula- 

Universal Magic: In this book, the school of lesser divina- 

bring something to the c&er from another incation, whiL 
necromancy spells manipulate the forces of life and death. 

While spells in a school of philosophy generally involve 
the application of a common principle, they vary greatly in 
effect. For example, invocations create anything from solid 
matter such as walls of stone or iron to comprehensive 
enchantments such as contingency or limited wish. Note that 
all spells grouped into schools of philosophy share the same 
execution or method of casting-the use of verbal, somatic, t provide motive fore  to inanimate 

Most likely, a group of related sp& that already exist & one 
school or another would have to be used as the starting point 
for a new school. It's much easier to build a new school of 
effect or thaumaturgy than to build a new school of philosu- 
phy. The Complete Wizard's Handbook suggests a school of 
transmutation that concentrates on spells that change one ele- 
ment or material into one other element or material. Another 
possibility might be a school of animation, centering on spells 
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Bchools of Effect 
A second scheme for organizing wizard magic is by effect. 

The Tome ofMapic Dmented a new h e  of wizard who could 
: .. , . 

ipcci.iliw in dhools di rffert. thc element.ilist wi~.irJ 
PL \SI I(': Or~ri; Y: Skilli ii P m c n  inmidused ihc shndwv magr, 
another ipeoali4 8717arJ built arounJ a shoo1 of trft,.t. 

Wiools tir ?fieit diffrr frdni diooli  d philos6,ph) i n  that 
the sptdl, oi t h r  .c.hool all ihaw one ammun result or ingrr- 
dient. Forexample, thehpellsof iheschw.)l<)f tinall in\.olve 
fire in s o m  way wirhmt regard for whnt the, spell accum- 
pli>hes. Divinati,,n., the dinrhon anJ iontrol of energy aid 
thcsumni~iniii~oielrnieiilalsc.~ a.1 be LnkvJ by rhcwin- 
mtiii eiftrt <>f firr The schcuils of ettect are described below: 

Air: The elemvntal s c h d  oiair n.ihiraliy iii.hJc~ m y  
a i r - b a d  spell tir eifect, mclutiing spells rh.qt Lontrd or 
arfecr winJ, brearhuig, ialling and iliglit. air clementa17. and 
other elementJl pnenamcm. Gii.1 .,f ;.,IitJ or rlmJktll Jre 
namplzs or air spt.ll3. 

Earth  Spell.; of elementdl earth arc h a 4  around stone-. 
cartli-. nr mineral-bawd efirrts Dii., r t m i  sliap'and > t . i n i  f o  
f h l i  .ire earth spells. 

Fire: .Zny 5pell in\ ol\,ing the maniiestatitin of rlame or 
hedt is a spell of &mienral iire. Nut all iin, spells are a t a A  
spells. fir., charm . i d  .&I trJriii.,LdP;.; an, rwmpIr.5 of iiru 
spell-. that don'r cauicdir.xt anJ iinmt~Jiate Jarnag+ t t i  the 
wi7ard's zncniiej. 

Water: Last but not lead iii the ekmeiital ,;hauls, spells 
of the schwl of dcmenral water involve ivatrr in somz torm 
or anothrr. incluJing spells of ice and did, 5ince r h \ w  are 
IinkcJ to the element of wdter. IV,if?r brc~Jlhli~, i:? m r m ,  'and 
1JCir.t :.r.lkr are dl1 inrludeJ in the sch.kJ1 of L.lc'niriirai water. 

Dimensional Magic: This is a n a y  schud introduced i i i  

I ' L I ~  FR i Or1 ih1.Y; Sp.4~ :i Alaqi:. \Vue  all AU&D ,pek draw 
pnwrr from outside the magu, dimzn,imalist~ gd one strp 
further- they d r m  their power from mother dimen&m. 
Like imisl shook of eiftrl. the school of dimensional ma#,' 
wer lapz several pncx14ng schuuls, Including alterati~in, 
conjiirdrion, suiiiiiiotiing, anJ invoiatim spells. 

Force: lhr school of fnrcz I S  .I new school of effect prc- 
senwd later i n  tlus hunk A fur,e Inage relic, oii sprlls that 
ircvte or manipulate field3 of ;ohesi\,z rnerg!; iuch as uall 
sy.forL#, 1 1 1 ~ ~ 1 ~ '  ml%il,', dr dily of the v a r i d i i 5  lil,{bW's karil 
spells Many >pzll, t>f this u h d  are borrowed irom the 
school oi nvdrahnii cv~a t ion .  

Shadow: ,UI t h r  spells in this xh\>ol an' IiitAzd hv  the 
common rfierrs of shadaw and .larkne+ The shadow ning? 
can m.Ae USL oi a number of illusion byells dealing wth flit' 
Demiplanz \,i Shadan\, and ~hadoivituii. includins A a d m ~  
ni,wtt~r.<, .idrliii?js 15'rnJiirc. and ;ti.i.idro iwlk l le dlso has 
accrs ro a number of nrcrumancy spell-. ,\lthough nrrro- 
mancy and illusion arc oppomg philosophies, s c l i d s  of 
rftcrt ignore thest, resrrictiuns and mn;ziifrnte on rehulb. 

Creating a School of Effect .4*iin, all +,rlls in .> school of 
effect are cast with the srandard ehwution of somatic. verbal, 
.ind mJlLTiJl mmponent ... Creating a ncw school 01 effcir i, 
rdr t.a>irr than coming up with a ncn school of philosoph); 
thrre arc any number oi cwnmtin spell remit, or jpead 
?fit!. ts that rdii be linked in tlus ivay. For .%.nniple. a jchool 
oi light could he designed around spell, tha t  produce briglir 
vfiibk effects. or a scliou1 of circlij muld be designeJ around 
any spr l l  effect tlwt is rircdar or jphtwc.d in ionn 

Schools of Thaumaturgy 
A school of thaumaturgy deGes a specific method or pm- 

c e d m  of soellcasthe that varies from the standard execution <I 

oia sp,ll',conip(inents. Several srhools of rhduin3tur~\. were 
presmted in PUI I K ' ;  Omr~ \: Skills 6 P&ucr<--the school of 
wng, the school JI alchemy, and rhc xliool oi geometry. lr 
adJition. other sctxiuls of thaumaturgy have appeared Ui  spv- 
;ific carnpaibm setting\. The defiler of the D m h  SLIN rampaign 
is a mage \<how. y l l s  an! cxecutrd through the drailung UI 
liiz kwergy fn,m lus 3urniundings. lhr >hr ' i r  nf the Ai -Q.WI\I 
setting <ass his 5pd5 by wnding a servant gen, or niiiior 
gerue, tct fetch thr spell and bring it b.ick ro him 

Spell5 ht,longtng to a school of rhnumaturgy are not 
rinked by phil<>>ophy or efiect-instead, thev're related b! 
thi, mniuicr in ndii.-h they  re ph).sically cad ln far!. the 
"4adard" nppniaih ro wiLard magic ddfiiied bv rhe eight 
philojophird schdds repw5ents onr common thaumarurgi- 
cal mvthod Other thaumaturgical methods include the fol- 
Ioiving school,: 

The School of Alchemy: In this approach td  magic, spell 
eifect; arr a( h i r w J  tluough thecornbination of unuid  
material iomponent;. Spdls such as a f ~ !  ttorni.ilfirrs, ~ltllL2r- 
dust,  and ;Idulkill can a11 be ca>t rhrough the u>r of strange 
powders and w.qgenLs, and belong to rhe school of alchem!. 

The School of Artifice: This is II new shctol introduced 
hcrc for tlic iirst time Arhficers are weak in the Jirecr coin- 
mand of magi; 2nd insread use variou, devires and mngical 
items t o  focii5 their energies. Spells sucli 'is .Wdfs mfifufr 
iirt'tmrs and m o i r  d4ff.m included in the school of artifice 

The School of Geometry: Georncrers U ~ E  diagrams. svm- 
hnk, and ccunplt.\ pattrrns to rait their spells. Saturallv, 
anv ~ p J l  iiivuh ing some hnd of writing. marking, or par- 
ten1 b&rngs to the school oi geometry, including spells such 
as , t1{k15Irv ruii, >, .cpta wukr j iqi l, and ;ymhol 

The School of Song: Wlule aLheniisis rely on iiiattsridl 
dmponemj a n J  geonicrers r d )  on somaric rumponents, a 
song mage u3es the powrr of his voice to ~~u iunon  and shape 
q x d l  energy. . In?  >pel1 that in\,olvcs speahg, singing, or 
some other use 01 the ca,rer's v N d l  powers belongs to the 
school of song. 5l?ep. clwrni mmst?r,  anJ 0t t . i  i irr&fible 
d m d   re all ,!\ampies of spclls of t h x  school 

The School of Wild Magic: Some wiLard, have learned 
t g ,  makc use of die prinr.iples of randnmnes, in their magc, 
givmg rise 1,) the school of wild magic. Wild niages shape 
the raw, unmnrrollablr stuff of magic in the hope that some- 
thing resrmbling their inimded spell \vi11 appear A number 
# i t  wild m.i#c sprlls such as w r ' x  and u~.ii~r7jrii i  appeared 
in the h n i ?  ,of h f q i : ;  ii yuu do not haye dcce~s to that book, 
you ihould prohablv ignore this school. 

-he &hoot of Universal Magic 
Y 

As described in the Player's Handbwk, the school of divina- 
tion is actually composed of lesser divinations and greater 
divinations. Afew specialist mages are barred from greater 
divination as an opposition school, but every specialist wizard 
is considered to have access to lesser divination. In this book, 
the school of lesser divination is =placed by the school of uni- 
versal magic. This includes a few basic divination and non- 
divination spells that all wizards should have access to, such 
as dispel magic and enchant an item. Any wizard may cast spells 
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Wizards 
,if this school, qardles, oi IUS or her specialty 

The divination ~uc~1Ls <>i both thc xhmls oi lesser and 
greater divination art. now considered to be p3rlarf one 
school uf divination. 5pt.lls wch as ESP. :l.urmdiriirr, and 
I ldir.y!idiiws%re parr of tho school of divmatim and  map not 
be available to wi7ards who iormerly had access t<> them as 
Ic-ser divinationi. Keier to Appendix 3 tor thr  rtwwd spell 
organi7ation. 

Important Note: WiLards do nut autmnatically k1io.v uiii- 
versa1 spells. They must shidy and attempt ro Imrn the 
spell, of r h i i  ishool, IUCI like any other ,pelli. Howcvrr, 
when a wi7ard character is first created, he automatic.iUp 
begins plav with any 1st-level univcrsal >p& of his choice 
in his spell book. a l t h w g h  thew count against thc,ch.ira;- 
ter's limit oi beginning spell>. 

The , L h m l  of u n i v i n a l  m a p i  con,i,ts d rhe iollo\ving 
spells: 

Most of the low-level spells on this list enable the wizard to 
undertake his basic studies in books of arcane lore and safe- 
guard his laboratory and spell book against intruders. Teleport, 
teleport without mor, and astral spell are included since the abil- 
ity to travel vast distances in the blink of an eye is a common 
power among wizards in fantasy literature. Last but not least, 
enchant an item and permanency ~IP universal magic because 
every wizard should have the ability to mate magical items 
when he or she reaches the appropriate level. 

Wizard A player mating a wizard character has 
one basic decision to make when the 
character is first rolled up- should his Characters character specialize in a school of magic, 

or should he remajn a mage? A mage is equally capable in all 
schools of magic and may freely learn and cast spells from 
any schwl. A specialist wizard gains several important bene 
fits when dealing with his own schml, but loses access to cer- 
tain spells that belong to opposition schools. 

As noted in the Player's Handbook, wizards may not wear 
armor and are limited in their selection of weapons to the 
dagger, dart, knife, sling, and staff. (Some character kits 
may allow additional weapon choices.) In addition, charac- 
ters constructed with the PLAYER'S OPTION: Skills b Powers 
rules or the expanded character point rules in this book may 
pay extra character points in order to gain access to better 
weapons or protective equipment. 
AU wizards may create magical potions or scrolls after 

reaching 9th level by using the magical item creation rules 
in this book. (The alchemist and geometer gain this ability 
earlier in their careers.) Wizards may also create other types 
of magical items upon reaching 11th level. Any wizard may 
attempt to research new spells, regardless of level. 

Th ak 
ii ibr-ieve~ w i ~ a r ~ l  oegxw p a y  with 3d4 1st-level spells in 

his spell book, two of which must be read magic and detect 
magic. Once these two have been included in the spell book, 
the player may select any other 1st-level spells of the school 
of universal magic without making a learn spells roll. In 
addition, a specialist wizard may automatically choose one 
spell of his specialty to begin play with. Beyond these selec- 
tions, the player must attempt a learn spells check for any 
additional spells he wishes his character to know, with the 
normal penalties or bonuses for specialization. Optionally, 
the DM may assign a beginning wizard character read magic, 
detect mayic, and four other spells of the DM's choice. 

cor 
speus mt ne may wisn to add to his spell book. In addition, 
mages may add a spell to their book whenever they reach a 
new spell level, while specialist wizards are allowed to add 
one spell of their specialty to their spell books each time they 
gain an experience level. Last but not least, the DM may allow 
a PC wizard to purchase spells from an NIT wizard or orga- 
nization. The price should be a spell of equal level that the 
NPC doesn't know, a magical item other than a potion or 
scroll, or at least 1,000 gp per level of the spell in question. 

i e d s  Repertoire: As a wizard 
ring career, he will encounter new 

Mage 
Ability Requirements: Intelligence 9 
Prime Requisite: Intelligence 
Races Allowed Human, Elf, Half-elf 

The mage remains largely unchanged by the material 
presented in PLAYER'S OPTION: Skills 6 Powers. A mage may 
learn and cast spells of any school (except wild magic) using 
the normal wizard spell progression table and learn spells 
rolls. Naturally, mages may make use of many of the new 
spells and magical items introduced in this book. 

Mages with an Intelligence score of 16 or higher gain a 
10% bonus to the experience points they earn. h4ages never 
attract followers, but there's no reason a mage couldn't buv 
property and hire mercenaries whenever he accumulaks 
sufficient wealth. 

Wizard 
noiiity nequirements: Varies 
Prime Requisite: Intelligence 
Races AUowed Varies 

WEards who concentrate their efforts in one school 
magic are known as specialist wizards. Generally, a specid- 
ist wizard must give up some degree of versatility in spell 
selection-he cannot learn or cast spells belonging to 
schools that oppose his own chosen school. The specialist 
also has several other benefits and restrictions; unless 0th- 
wise stated, all specialists must abide by the benefits a n  
hindrances described below: 

Specialist wizards may memorize one additional spe 
per spell level, provided the spell selected belongs to tne 
specialist's school, Under this rule, a 1st-level specialist 
may have two spells memorized instead of only one. 



Specialists gain a bonus of +1 when making saving 
throws against spells of their own school. Specialists also 
inflict a -1 penalty to their victims’ saving throw 
attempts when casting a spell of their specialty school. 
Specialist wizards gain a bonus of +15% when learning 
spells from their school, but suffer a penalty of -15% 
when learning spells from any other school. Specialists 
cannot learn spells belonging to an  opposition school. 
When a specialist reaches a new level, he automatically 
gains one spell of his school to add to his spell book. No 
roll for learning the spell need be made. 
When a specialist wizard attempts to create a new spell 
through research, the spell is treated as if it were one 
level lower if it falls within the wizard‘s specialty school. 

magic, so a high Wisdom score (Wisdom/Willpower, if 
PLAYER’S OPnoN: Skills b Powers is available) is a require- 
ment for an  abjurer. The abjurer cannot learn spells from the 
schools of alteration or illusion. 

Abjurers enjoy the normal benefits and hindrances of 
specialist wizards. In addition, at 8th level the abjurer gains 
a +1 bonus to saving throws vs. paralyzation, poison, and 
death magic. At 11th level a n  abjurer’s base Armor Clas 
improves by 1 point due to his command of protective 
magic, and at 14th level the abjurer gains immunity to an 
forms of hold spells. 

Abjurers have few spells that can dimtly inflict damage, 
but their protective enchantments can help them protect 
their comrades from harm in battle. They are also extremely 
effective against enemy spellcasters and creatures of extra- 
planar or unusual origins. 

Conjurer: Specializing in spells of conjuration and sum- 
moning, the conjurer has access to some of the most useful 
spells in the game. Conjurations are some of the most physi- 
cally demanding spells, and a wizard must have a Constitu- 
tion (or Constitution/Health) score of at least 15 in order to 
be a conjurer. Conjuration/summoning is opposed by C 
ination and invocation/evocation. 

Specialists in Schools of Philosoph, 

the general rules above. Depending on his choice of school, 
the specialist will have anywhere from one to three opposi- 
tion schools. Each specialty has different race and ability 
score requkments, reflecting the unique nature of each field 
of study See Table 1: Philosophy Specialist Requkments. 

In The Comnlete Wizard’s Handbook. each snecialist received 

A wizard specializing in a school of philosophy adheres to 

All the n o d  benefits and hindrances of suecialist wizaras 
~~ 

several a d d i t i h  abilities related to his chosen field at high 
levels. These abilities have been reworked, and specialists 
now receive them much earlier in their careers. They are 
ootional: if the DM decides that they aren’t appropriate, the 

powers are unavailable for PC specialist wizards. 
:The abjurer specializes in the school of abjura- 

tion, commanding magical energies that provide various 
forms of protection to himself and his companions. A wiz- 
ard must have strength of will to master this school of 

apply to conjurem In addition, at 11th level a &njurer gains 
the ability to cast conjuration and summoning spells without 
any material components. At 14th level, the conjurer gains the 
power to instantly dispel creahxes c o n j d  by an opponent 
who has used lnmtster summoning or an equivalent spell. The 
conjar  can dispel up to 10 HD worth of maturn with this 
ability simply hy pointing at the target and concentrating one 
round. Only creatures with 5 HD or less are affected, so a con- 
jurer cou’-’ A:”...., &-.- 1 Lrn ”...*&..- &.._ r: un -+..*ac ,,+ 



Wizards 
desirable than simply incinerating him, and enchanters 
excel at mind-affectine maeic. Careful interroeation of 

any combination that does not exceed 10 HD. The conjurer 
may use this ability up to three times per day. 

cially if used to multiply the party’s numbers through the 
summoning of allies. 

Diviner: It’s unusual for a player character to choose this 
specialty, but NPC diviners are fairly common. Diviners con- 
centrate on spells that reveal or relay information, and idor- 
mation can be a weapon far more dangerous than the sharpest 
sword. Divination r e q u h  patience and insight; a wizard 
must have a Wisdom (Wisdom/Intuition) of 16 or better to be 
a diviner. Divination is opposed by conjuration/ summoning. 

Diviners have the normal strengths and weaknesses of 
specialty wizards. In addition, at 11th level the diviner gains 
the ability to usefind traps (a 2nd-level priest spell) up to 
three times per day by pointing in a specific direction and 
concentrating one round. At 14th level, the diviner becomes 
immune to all forms of scrying spells such as ESP, know 
alignment, or clairaudience; characters trying to use these div- 
inations against the diviner simply get no response at all. 

A diviner is very limited in his combat ability and must rrly 
on spells outside his school for anythmg resembling a damag- 
ing attack. However, a diviner in a I T  party can be surprisingly 
effective by providing advice and information. With a diviner 
around, a party can look for ways to shike at an enemy’s weak- 
est points and to maximize its efficiency in battle. 

Enchanter: The enchanter’s specialty lies in controlling or 
influencing his targets with his spells. The school of 
enchanhnent/charm also includes a number of spells that 
imbue nonliving items with magical powers. Because the 
greater part of their spell selection involves influencing 
other people, enchanters must have a Charisma (Charisma/ 
Appearance, under Skills b Powers rules) score of 16 or 
higher. Enchantment/charm is opposed by invocation/ 
evocation and necromancy. 

Enchanters have the usual benefits and restrictions of a 
specialist wizard. Jn addition, when an  enchanter reaches 
11th level, he gains the ability to cast a specialfie action spell 
once per day on himself or any creature he touches. The cast- 
ing time is only 1, and no material components are required; 
the spell duplicates the effects of the 4th-level priest spellfree 
action and lasts for one hour. At 14th level, the enchanter 
acquires immunity to all forms of the charm spell. 

they are also among the subtlest of spells. In many cases, 
turning an enemy into an ally is far more effective and 

The conjurer’s spells can be very potent in combat, espe- 

While the enchanter’s spells are not spectacular in effect, 

V ”  ” 
charmed enemies can also provide a wealth of useful infor- 
mation for the enchanter. 

Illusionist: Masters of deceit and trickery, illusionists have 
access to a variety of powerful spells that can be far more dan- 
gerous than simple attack spells. Illusionists must have a min- 
imum Dexterity (Dexterity/Aim) score of 16 to perform the 
intricate gesttms and patterns required by spells of their 
school. The school of illusion/phantasm is opposed by ne- 
mancy, invocation/evocation, and abjuration. 

Illusionists gain the normal benefits of specialist wizards. 
When an illusionist reaches 8th level, he gains an additional 
+1 bonus to his saving throws against illusion spells cast by 
uodlusionists. (Tk is cumulative with his normal +1 bonus, 
for a total of +2). At 11th level, the illusionist gains the ability 
to cast a special dispel phantnsslforce or dispel improved phan- 
tasmaljorce up to three times per day. The base chance of SUE 
cess is 50%, fi% per level difference between the illusionist 
and the caster of the phantasmal.force, for example, if a 16th- 
level illusionist is attempting to dispel an illusion cast by a 
9th-level wizard, his chance of success is 85%. The dispel has a 
range of 30 yards and a casting time of 1; the illusionist need 
only point at the illusion and concentrate. If the illusionist 
attempts to dispel somethjng that turns out to be real, the 
attempt still counts against his Limit of three dispels per day. 

An illusionist can be extmnely effective in combat despite 
his lack of high-powered damaging spells, especially if he 
concentrates on creating distractiom and false opponents for 
his enemies. Every sword swing dirwted at an illusion is one 
less that’s aimed at the illusionist and his companions. lllu- 
sionists should always seek mative and unusual uses for 
their spells; of all the specialist wizards, they require the most 
player originality to be run effectively. 

Invoker: The invoker is the direct antithesis to the illusion- 
ist, Where the illusionist deals in subtleiie and suggestion, 
the invoker deals in naked force, summoning and controlling 
massive energies. The invoker qui res  a Constitution (Consti- 
tution/Fitness) score of 16 or better to withstand the physical 
S ~ P S S  of this specialty. The school of invocation is opposed by 
enchantment/charm and conjuraticdsummoning. 

of specialization, the invoker gains an additional +1 bonus to 
saving throws vs. invccation/evocation spells when he 
reaches 8th level, for a total of c2. At 11th level, this increases 

In addition to the nomal advantages and disadvantages 

to -3. (Thesr bonuses alsu appl!. to rnagkal itrms that simu- 
I late invocatiun spelli, such as a xw. l  of firs.) At 14th ir 

Phi ist Re( 
level, the invoker acquires immunity to one invwa- 
tion or evocation spell of 3rd level or lower of his 
choice; however, this immunity does not extend to 
similar maMcal items or breath weapons. 

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

Ir I: Students of this school delve into 
Transmuter H, %E 15 Dex Abjur., Necro. fork md dark secrets in their quest to 

H: Human: lm Half-elf; E Elf; G Gnome. 
understand and control the forces of life and death. 
A character must be extraordinarily strong of will in I order to succeed at these studies-a wizard must 

i 



Chapter 1 
ve a WEdom (Wisdom/Wdlpower) of 16 or tugher m order 

to choose necromancy as lus specialty Necromancy is 
O V D O S ~  bv flusion and enchanhnent/charm I 

NecroAcers gain the standad benefits for being special- 
ist wizards. At 8th level, his saving thmw bonus versus necm- 
mancy spells increases to a total of +2. At 11th level, the necro- 
mancer gains a special speak with dead spell-like ability that 
qu i res  no verbal or material components; the wizard need 
only point at the deceased person and concentrate for one 
round. This spell functions like the 3rd-level priest spell speak 
with dead, except that the necmmancer may converse for up to 
one turn and ask four questions of the spirit. At 14th level, the 
necromancer gains a partial resistance to the special effects of 
undead attacks; although he still suffers the normal damage 
of any such attack, he gains a +2 to saving throws against 
strength drain, paralyzation, and other effects. He may 
attempt a saving h o w  vs. death magic with a 4 penalty to 
avoid the effects of any attack that normally does not allow a 
save, such as a wight or wraith's energy drain. 

spells, but these are not generally as useful on the battlefield 
as the invoker's powers. The necromancer's best strategy is 
to concentrate on one important enemy at a time, using the 
nefarious spells of this school to disable the enemy's leaders 
and champions. Necromancers can also be vely useful in 
dealing with undead of all sorts. 

is the transmuter, specializing in the school of alteration. 
The shoopof alteration is the largest of the schools of phi- 
losophy, giving the transmuter access to a variety of powers 
and abilities. In order to master the complicated somatic 
gestures of this school, a wizard must have a Dexterity 
(Dexterity/Aim) of 15 or higher to become a transmuter. 
The school of alteration is opposed by the schools of necro- 
mancy and abjuration. 

Transmuters have the normal benefits and restrictions of 
specialist wizards. In addition, they gain an additional +1 
bonus to their saving throws versus alteration spells and 
related magical effects (such as a wand ofpolymorph) when 
they reach 8th level, for a total of +2. At 11th level, this 
increases to +3. 

Transmuters command a numher of useful spells. Their 
offensive and defensive capabilities are quite formidable, 
and they also have access to spells such as haste or strength 
that can drastically enhance the whole party's fighting 
power. Despite their skill in battle, transmuters are at their 
best when overcoming obstacles; there is a great range of 
generallv useful alteration sDells such as oasswall and flw 

The necromancer commands a variety of powerful 

Transmuter: The most versatile of the specialist wizards 

ard to meet higher ability score criteria than that required of  
a basic mage (see Table 2 Effect Specialist Requirements). 

Elementalist: First introduced in the Tome of Magic, ele- 
mentalists are wizards who specialize in spells dealing with 
one of the four elements-air, earth, fire, or water. Elemen- 
talists ignore the "normal" structure of the philosophical 
school. Instead, all mells are designated as either elementu 

" 
he does not need to concentrate to control a n  elemental of 
his specialty that was summoned through conlure element6 
At 14th level, there is no chance for a summoned elemental 
to turn on the elementalist. 

While the elemental schools tend to be small, the elemen- 
talists' abilities generally exceed those of normal specialists. 

, I  

Lhich may make it possible'for transmu& to 
avoid fights altogether. r 

Table 2: 

apecialists in Schools of Effect Effect Specialist Requirements 
The schools of effect are organized along differ- 

ent l i n ~  than the schools of philosophy This alter- 
nate approach to magic and specialization means 
that elementalists and other effect specialists don't 
necessarily enjoy the same benefits and penalties of 
philosophical specialists. These exceptions are 
explained below in the descriptions of the individ- 
ual s@st wizards. 

Just like the schools of philosophy, specializa- 
tion in a school of effect generally requires a wiz- 

H: Human; %E: H; 
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and manipulate magical force. Force spells are difficult and Elemental wizards of earth and fire have a potent range of 
attack spells and can equal the hepower of an invoker. Wiz- 
ards of air and water tend to have fewer damaging spells, 
but have access to better travel and support powers. 

Elementalists can be used to portray magicians of 
unusual cultures or origin. After all, the standard philo- 
sophical arrangement of schools implies a scholarly, West- 
em approach to magic, but not every culture or nation may 
have the same beliefs or practices regarding sorcery. Many 
elementalists are much closer to nature, or more attuned to 
their surroundmgs, than philosophiral speimlijrb. 

Dimensionalist: This uniommon ipeiidli3r is a s tuJ~ni  
oi magic that rrlics on the manipulation of >pace. tinit,, an.1 
dimension The dimrnsionalist is familiar with all kind. of 
exiradimensiondl poncki.1,. planr,, and 5r)urces of power 
While other wiLdrds ran make uss u r  these dimunsions. thr, 
dimensiunaliit has a much cleartir undershnding oi what 
he is doing and why when hc 
Non-Euclidean gwmetn' and planar reldhonship5 d r e  diifi- 
cult material, ,'\'en f n r  a WiLard; ,I charader must h.i\ e ,in 
Intrlligimce (Inrrlligcnce/ 1Kcas.m in thr S k i l l s  & I ' t i v ,  i .; 

rules, oi 16 or better to gra5p the mon'rsv~~rir  roncepts 
required t,) master lhis kind UI nidgii. 

of this hcxik. It indudes hyells such as rdyr t r i k ,  ~ ~ m e t i . i ~ v i  
h , r ,  ~li; la , i~~r. l i . r ,~~ri~~~i ,  and ni,i?,' L)imen..iam.d magic is 
oppused by the xliook of t*nchantmenr ihariii a n J  necro- 
tiimry, 3insr thew philoitiphies ha\,<, narthing 111 cis> \\ i r l i  
exlrdplanar h t u d i e s  or >pells. 

,p~ii,iIizatiun a) described earliGr in tliis cliapicr; ~ p t 4 l ~  
belonging tu the xh<iol of dimensioni ni.1gc are Ii3teu u i  
,\ppcndi* 3. ,121 8th level the dimendunaliqt gams the p<,i\er 
to dt%p/hw hy stepping into a pa-kct dinivn&iii ana' pc'r 
clay. W h k  i n  the pcxhrt dimcn,ion. he 15 Jcrfi-tablv only by 
;p+ll> thai tiln Jisctm dimensional apcning and IS i m i i n c  
1 0  any a t h i k ,  h i i r  he also has nc, way of knavmg what'; hap- 
pening hi the place he leit unhl hc rhooses 10 dep bazk intu 
the rral nwld l h e  dimensionalist ma). nmain f u r  up ta on,, 
hour hcforc he is f o r d  to 9x11 and can tahe ,in! actions he 
Jesires (kepmg, rudbig. airinhga potion, rr 9)  on) while 
insid,>. Nore that the porket dmwnsion', point of eYir 15 

alwavs the e'hac't same place the tliinmsiondlist ditcwd thc 
dimenhn. ,\l,a>, no spell; that wuuld a l l o n  the dirnension~l- 
is1 t<i leave tht, pockc,t without tirit m'ntzrmg the red w r l d  
<-an fimnction in the ,~,i~,i~iim~n.,i,,,i,~l plxe, uxluding t,,Iqmrl, 
.itnimjiun hdr,  4 u d m ~  it8.dk, arid siniilar mchanhnents. At 
11th Ievc4, the dimcnsionali4 mav bring one airher hum.in- 
si7t.d Liedtun* or .m object wci&hmg leas thdn 500 p"und> 
n ith him: at 14th level. he may bring up tu fit e iunipdiuons 
or an  .,bject rveighing I.MW pounds. 

to sume of thc sirdngeir ,prlls in [he gammr' A hi&h-l<vel 
dimcnjion,ilist can bed confounding oppontmt. c.llliiig on 
rarely ;,*en powers to trap or inisdireit h.s tmemies. Vimen- 
&ndlijls haw t c %  attack @Is, but exicl in .wdiding 
trouble or cirruni\ enting obstar.es 

to d wizard c.m~ist of fhr.?~ohesivr mdgical energy th'ir 
ran he jhaprcl into helds, wa.ls, or blades. Force is energy 
lhat siniuldtes sol~i( maher; it  i, imperi'iou.; to nornial mdt- 
rer and can bc used to e\em physical pressur< am creatures 
or ublesr.;. .\ iorct. niage specialixs in spc~lls thar ~a11ur t '  

spdlr t > f  this sihwl. 

Thc ,chcwl of dimensiiinal inddii i i  Ii51i.d in Apptltillix 7 

The dimtnsional sprrialist gains the normal advdiirdg?s fdr 

The dirnensionalist is a very unu>u.il wi/.ird, with acc?ss 

Force Mage: h n e  of [he must powerful spellh avJilable 

taxing to a wizard, lnd a character m& have an Intelli- 
gence of 12 or better and a minimum Constitution of 15 
(Intelligence/Knowledge and Constitution/Health) to 
choose this specialty. 

Naturally, the school of force includes wall offorce and 
the Bigby's hand spells. However, spells such as magic missile 
and Mordenkainen's sword also make use of magical force. 
The schools of alteration and divination oppose the school 
of force, since these have nothing to do with the summon- 
ing or manipulation of magical energy. 

of specialist wizards. (Refer to Appendix 3 for the complete 
list of spells belonging to this school) At 8th level, force 
mages gain an additional +1 bonus to their saving throws ver- 
sus force spells or effects, for a total of +2. When a force mage 
rraches 11th level, he gains the ability to attempt a saving 
throw for half-effect against any force spell that causes dam- 
age, whether or not it allows a save. For example, an 11th- 
level force mage struck by a magic missile spell may attempt to 
save for half damage, despite the fact that magic missile nor- 
mally allows no saving thmw. At 14th level, the force mage's 
saving throw bonus increases to +3 against magical force. 

Force mages are skilled in battle; most of their spells are 
designed to hinder, incapacitate, or destroy their enemies. 
However, they do not enjoy a great variety of spells 
must get along without access to two of the most us 
schools availabledivination and alteration. 

Mentalist: In worlds where psionics are rare or 
unknown, some wizards take up the study of mind-a 
ing spells and enchantments. The mentalist is such a 
ter. Although the mentalist is closely related to the 
enchanter, the mentalist's spells focus more exclusively on 
the mind. Of course, this is a complicated area of study, and 
a great understanding of the human psyche is required for 
success; the wizard must have an Intelligence of 15 and Wis- 
dom of 16 (Intelligence/Knowledge and Wisdom/Intuition 
to become a mentalist. 

The school of mentalism includes spells such as ES 
domination, and suggestion. It is opposed by the school 
alteration and necromancy; a list of the spells belonging to 
the school of mentalism appears in Appendix 3. 

Mentalists gain the normal benefits and hindrances of a 
specialist wizard. When a mentalist reaches 8th level, his 
saving throw bonus against mentalism spells and effects 
increases to +Z. At 11th level, the mentalist gains the ability 
to detect charm or mental influence three times per day by 
pointing at the individual to be examined and concentrating 
one round. This power resembles the priest spell detect 
cham, but only one creature can be scanned per use. When 
the mentalist reaches 14th level, he can dispel c h a m  or men- 
tal influence once per day with a 50% chance of success. This 
is modified by f5% per level/Hit Die difference between 
the mentalist and the caster of the charm. The mentalist 
must be within 10 yards of the subject and must concentrate 
for one round in order to use this power. 

The mentalist is a wizard who deals in subtleties and 
influences. The mentalist is not at his best in open battle 
against hordes of enemies, but he can be a n  extraordinarily 
effective character in investigations or confrontations 
against single enemies. 

of darkness and twilight. While shadow mages are not nec- 

Force mages have the usual advantages and disadvantages 

Shadow Mage: Shadow mages are students of the power 
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essarily evil, most tend tc ~- -. 
home in the darkness. The school of shadow is built around 
the thesis that all shadows are actually connected in some 
mystical way in the Demiplane of Shadow; the shadow 
mage’s repertoire of spells reflects this belief. Shadow 
mages must be keen-minded individuals; a character must 
have an Intelligence of 15 and a Wisdom of 16 (Intelli- 
gence/Reason and Wisdom/Will) in order to select this spe- 
cialty. The school of shadow is opposed by the schools of 
invocation/evocation and abjuration. 

wizards, with one notable exception: the target’s saving 
throw modifiers are tied to the prevalent lighting conditions, 
and range from +2 to 4. The shadow mage himself receives 
no saving throw modifiers versus spells of any kind (see 
Table 3 Shadow Mage Target Saving Throw Modifiers). 

to their connection with the plane of gloom. At 4th level, the 
shadow mage sees as well in moonlight as a normal human 
does by broad daylight, and all  darkness-based combat 
penalties are reduced by 1 point. At 7th level, he can see per- 
fectly by starlight and reduces combat penalties for darkness 
by 2 points. At 10th level, the shadow mage can see perfectly 
in total darhess, negating all combat penalties. Note that 
magical blindness or fog can still impair the wizard’s vision. 

The shadow mage’s spells are both powerful and subtle. 
Of all the specialist wizards, he makes the best spy or infil- 
trator, especially by night. While the shadow mage isn’t 
very well-suited for open battle, his spells are perfect for 
solitary confrontations. 

The shadow mage follows the normal d e s  for specialist 

Shadow mages also gain the ability to see in darkness due 

I 
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differ in the way in which spells are assigned to the various 
schools, the schools of thaumaturgy represent an entirely dif- 
ferent way of thinking. The thaumaturgical schools discard 
the normal methods and mechanics of wizard magic to con- 
centrate on new ways of summoning and controlling magical 
power. In this scheme of magic, spells are organized by 
method of casting, not effect or method of operation. 

cal departure from the normal scheme of magic, the benefits 
and disadvantages of specialization vary from school to 
school. In addition, the thaumaturgical specialists generally 
have high ability score requirements, as shown in Table 4 
Thaumaturgical Specialist Requirements. 

Alchemist: This spmahst was first pmented in PLWER’S 

Since the schools of thaumaturgy represent a more radi- 

Oivi,)r Skill; & lJLuvI>. The alzhcnujt‘s whole work ih bcwd on 
the four ilas~ic.4 elements of air. e.uth. fire, and u’ater. In other 
ivords, rhcdchemar considersgold (for r.umple) iu k a  ram- 
bination ui eanh and rUr Alchemists aw the m u d  scientificallv- 
minded wi7ards. and they experinicnr cowtanby in r a d  of 
knowledge. In order to be d n  alihanLt, a nlzard most have dn 
vhdJeiit eduiation m the iiienwj (mmnimuni Inidligenrc~or 
Intdli&enca Knmklge uf 151 ‘md .I steady hand for ehperi- 
mentation (Dcktrrity or IkxteriN, Aim oi 1-11. The a & c d  01 
dchrmy L: oppuwj by the diool, of illusion and iiemmancv; 
a hr or alchemy spell> dppean m Apprnrlir 3. 

Ihe alzhcrmit m u F t  maintain a Iargr, well-equipped Lih- 
oratory. The characrer i i  a5mmed tu hqgn play wirh a suit- 
able iacilitv in his home town or bav! uf operatiuns, but 
building d i d  equipping a new lahurarorv russ at least 1,UlJU 
gp per character Iewl, and existing labordturi?i r d  5U gp 
per level rach month to maintain. An alchemist uithout a 
laborarov loses aicc3s to the bonus apell provided by npe- 
Lialization and cdii’t  cunduct rt%,drch, make potions. or ails 
new ,p~lls to his spell book. 

. \khe in i~ t~  enjov the iiurntdl bmeiits of ~pciiali7atinn. 
bur have 110 savtnz throw niodificrs for tlirir uivn S a w s  o 
their targets’ saves. 

At 6th level, the alchemist eains the abilitv to create 
potions. This is a special c h e 2 d  process &t doesn’t involve 
magical materials or pmcessffi, but it tends to be longer and 
more tedious than normal potion brewing. First, the character 
must research the potion’s formula, just like conducting spell 
reseaxh; consider the potion’s level to be equal to its experi- 
ence point (XI’) value divided by 100. For example, a potion of 
clairaudmce (250 XP) is treated as a 3rd-level spell for this pur- 
pose, while a potion oflongevity (500 XP) is equivalent to a 5th- 
level spell. It takes two weeks per potion level to research the 
formula, at a cost of 500 gp per potion level. The alchemist 
must roll learn spells to find out if he learned the spell before 
he can be considered successful in his research. The maximum 
number of potion formulae he can h o w  is limited by the 
maximum number of spells per level score that is determined 
by hk Intelligence (see Table 4 Intelligence in the PHB). A 
character with an Intelligence of 15, for example, can know up 
to 11 potion formulae. 

Once a character has successfully mearched a potion’s for- 
mula, he can produce one dose by investing 3d6 x 100 gp in 
materials and spending one uninterrupted week in his labor 
tory Again, he must pass the leam spells check to see if he fol- 
lowed the dii-ectiom correctly, with a +1% bonus per character 
level. While the alchemist doesn’t have to adventure to acquire 
rare or unusual materials for potions, he may stiU have to take 
time to make arrangements for spedal requirements, such as 
the delivery of unusual chemicals or glassware. 

Bordun the Chemist wishes to create a potion of fire resis- 
tance, since his thieffriend wants to pilfer a dragon’s hoard. The 
potion has an X P  value of 250, so it must be researched as a 3rd- 
level spell. This requires 6 weeks, and costs a total o f l , 5 O O p  
BorditnS alchemical research is more dmficult than normal potinn 
research, but requires no unusual materials. Bordun makes his 
learn spells check, and his research is productive! 

Having concluded his research, Bordun sets out to brew a potion 
of fire resistancefrom his formula. This takes one week, and costs 
him 3d6 x 1 0 0 ~  (the DM mlls a 15, for 1,500 g p o u c h ! )  He must 
attempt a second learn spells check to execute the formula correctly, 
with a +7% bonus (ke’s a 7th-level wizurd), and he succeeds again. 
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stored spell, with a casting time of 1; in all other respects the 
suell is treated as if the artificer had cast it normallv. Also, an 

Bordun now has one potion of fire resistance and can brew more 
without conducting his research all over again. 

The alchemist has access to a small number of attack and 
defense spells, but he excels in enchantments that alter or 
analyze materials. Note that the spells of the school of 
alchemy are considered to have no verbal component when 
cast by an alchemist, since they consist of combinations of 
reagents prepared by the wizard-an alchemist has little to 
fear from a silence 15' radius spell. 

store or channel magical energy through items carried by 
the wizard. In effect, the artificer is a wizard who creates 
temporary magical items for his own use. The advantages 
of this thaumaturgical method lie in the wizards ability to 
increase his spell power by carrying extra spells in various 
magical items and to unleash powerful enchantments with 
a single command word. A wizard must have an Intelli- 
gence (Intelligence/Knowledge) of 12 and a Constitution of 
15 (Constitution/ Health) in order to choose this specialty. 
The school of artifice is opposed by the school of necro- 
mancy and those spells in the school of enchantment/charm 
which affect living beings. 

Like the alchemist, the artificer must maintain a well- 
equipped laboratory and workshop. A 1st-level artificer 
begins play with a suitable facility in his base of operations. 
Building a new laboratory costs at least 1,000 g p  per charac- 
ter level, and existing laboratories cost 50 gp per level to 
maintain each month. An artificer without a laboratory 
loses access to the bonus spell provided by specialization, 
and can't conduct research, make magical items, or add new 
spells to his spell book. 

Artificers have the normal benefits and restrictions of 
specialist wizards, but have no saving throw modifiers and 
impose no saving throw penalties on the targets of their 
spells. At 4th level, the artificer gains the ability to store 
spells in prepared items, saving his memorization slots for 
other spells. Once placed in an item, a stored spell may be 
indefinitely retained for ready casting. The spell to be stored 
must be one which the wizard knows and can cast; at any 
given time, a wizard may have no more total spell levels 
stored than his own character level, so a 5th-level artificer 
could store up to five levels of spells. 

keparing an item to receive one stored spell requires one 
uninterrupted week of work, and the actual process of casting 
the swll into the item reeauires one dav and 500 m ver level of 

Artificer: The school of artifice is composed of spells that 

the &l. The item must he of the hffit w o r h a k k p ,  worth 
at least 100 gp; after the spell it holds has been discharged, the 
artificer can m-enchant it. Only the artificer may release the 

item can only contain one spell at a time. ~ n y  atteinpt to cast 
another spell into the item wiU simply replace the current 
spell. In effect, this ability allows the artificer to mate one- 
shot magical items such as a ring enchanted withfeathpr fnll or 
a cloak prepared with pmtectionfrum nom1 missiles. 

At 7th level, the artificer may vente a temporary mag 
item. Any magical item in the DMG not specifically 
restricted to nonwizards is allowed, but the item will func- 
tion only for the artificer. This is a special ability unrelated 
to the enchant an item spell. First, the artificer must success- 
fully research the item creation process, taking one week 
per 500 XF value of the item and spending at least 100 g p  
per week. This time is halved if the artificer has a sample of 
the item to copy or if he succeeds in a contact other plane, leg- 
end lore, or other research spell. The artificer must pass a 
learn spells check to succeed and may never know the 
pmcesses for more magical items than his maximum num- 
ber of spells per level. Actually building and enchanting the 
item requires half the research time and 2d6 x 100 gp, plus 
the cost of the item itself. Fine materials must be used, but 
rare and exotic materials and processes aren't necessary for 
temporary items (see Chapter 7). After completing the 
work, the artificer must pass another learn spells checi 
successfully enchant the temporary item. 

the artificer. Once the enchantment fades, the item can be E- 
enchanted with one uninterrupted week of work, the expendi- 
ture of 2d6 x 100 gp, and another learn spells check. If the tem- 
porary item normally possesses charges, the artificer automati- 
cally places one charge per level into the item when creating it. 

Seltlws the wizard desires a carpet of flying, since he wishes to 
investigate an old tower perched high on an inaccessible peak. Look- 
ing up the carpet's XP value (7,500 XP), the player realizes that it 
will take I5 weeks just to research the item! Selthos decides that a 
carpet of flying is tm formidable a challenge and searchesfor a 
cheaper alternative. Investigating his alternatives, he decides that a 
cloak of the bat (1,500 XP) is a muck more palatable option. 

Selthos begins his research, workingfor three weeks and spending 
a total of 1,000gp (an arbitrary amount set by the DM; he would 
have had to spend at least 300gp, 01 100 per week). Fortumately, he 
succeeds in the learn spells check, and his research is successfu 
from now on, Selthos can produce a cloak of the bat anytime 
desires, without repeating the research. 

Actually making the cloak requires one week andfour days 
the research time) and 2d6 x 100 m. olus the cost of the cloak. The 

Atemporq item lasts ld6 days, plus one day per level of 

DMdecides that a suitable cloak&& lOOgp (the minimum 
allowed, but it's only an article of clothing), and rolls - I r  - 1 1 7OOgp for the cost ofthe enchantment. Again, Selthos 

'c&eds in a learn spells check, so he now possesses a 
oak of the bat that will lastfor Id6 days, plus ae 

day per level. With some urgency, he sets o f a t  once to 
investigate the tower befoe his enchantment fades! 

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

Artificers may mate permanent magical items 
using the normal magical item creation rules and 
the enchant an item spell when they reach the 
appropriate levels. (If an artificer creates a true 
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magical item he once made a temporary version of, his 
research time and expense is reduced to its minimum value- 
see Chapter 7.) Mficers gain a +lo% bonus to their chance to 
successfully enchant items. 

In addition, artificers have a 20% chance at 1st level to 
identify the general purpose and function of any magical 
item simply by examining it for one full turn. This is similar 
to the bards ability, but is based on the artificer's ability to 
analyze the construction and enchantments on the item, not 
the item's historical significance. This chance increases by 
5% per level, so a 5th-level artificer can identify items with a 
40% chance of success. 

While artificers are fairly weak at first, once they Each 
middle levels they can quickly become some of the most use- 
ful and powerfd wizards in the game. The DM should always 
consider the artificer's proposed item research and construc- 
tion very carefully; any item that the DM feels is too powerful 
or out-of-character can be disallowed. In particular, items with 
nbmrpfion or negation powers should be considered very care- 
fully-these can be very unbalancing in a game. 

Geometer: Like the alchemist, the geometer was intre 
duced in PLAYER'S OPTION: Skills b Powers. Geometers seek to 
control magical forces by creating symbols and diagrams of 
mystical significance. The tools of the geometer's trade range 
from runes drawn on paper or carved in stone to free-floating 
constructs of energy woven by the somatic gestuies of a spell. 
Naturally, geometers excel in the caskg of any spell that 
involves the drawing of a rune, mark, or diagram. In order to 
choose this specialty, a wizard must have an Intelligence 
(Intelligence/Reason) of 15 or better and a Wisdom WIS- 
dom/Intuition) of 14 or higher. The spells used by the school 
of geometry are described in Appendix 3 of this book. 

Geometers gain the usual advantages for specialization, 

but like the alchemist, they gain no modifiers to their saving 
throws and inflict no saving throw penalties on their tar- 
gets. Beginning at 4th level, a geometer may create scrolls 
by committing a spell he knows to paper. He can cast the 
spell from the scroll at some later time simply by reading 
the scroll, which requires one full round; once read, the 
scroll is consumed and the spell expended. The geometer 
may not have more than one spell-scroll per character level 
prepared at any given time, so a 6th-level geometer may 
have as many as six scrolls ready 

Transcribing a spell to a scroll requires one full day per 
spell level; a 5th-level spell requires five days of uninter- 
rupted work. The materials cost 100 gp per spell level, and 
the wizard needs a suitable laboratory or library to work in. 
Only spells of the school of geometry can be transcribed to 
scrolls, but a geometer can engage in spell research to find a 
diagram for spells outside the school of geometry. In any 
event, a geometer must succeed in a learn spells check to 
see if he is successful in scribing the scroll. 

Geometers may also attempt to create various forms of 
protection scrolls, begimhg at 7th level. The geometer must 
first research the scmll's diagram through normal spell 
research. To figure out how much time and money should be 
spent on mearching a particular profection scroll, take a look 
at its experience point value. Basically, a scroll's effective spell 
level is determined by dividmg the experience point value by 
500 and then adding 2 (i.e., Level = xF/500 + 2) For example, 
if a scroll is worth 500 W, it is considered a 3rd-level spell 
(SO0 divided by 500 equals 1; 1 plus 2 equals 3). The research 
time is two weeks per effective level, at a cast of 1,000 g p  per 
level; the geometer must pass a leam spells check to success- 
fully research the diagram. Once the geometer knows the dia- 
gram, he can produce one scroll by investing in 3d6 x 100 gp 
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worth of materials and spending one uninterrupted week 
working in his laboratory. Again, a learn spells check applies 
to see if he executed the diagram cormtly 

Bordun’s rival Teriaz also wishes to pilfer the dragon’s hoard, 
but he‘s decided to provide his agent with a scroll of protection 
from dragon breath. This is worth 2,000 XP, so it’s the equiva- 
lent of a 6th-level spell. It will take Teriaz tweloe week to research 
the scroll and costs him 6,000 gold pieces. After passing his initial 
learn spells checkand succeeding in his research, Teriaz can pro- 
duce the scroll with one week of work and an additional 600 gp 
(the D M s  roll of 3d6 x 1OOgp) f h e  succeeds in thefinal learn 
spells check. While the dragon’s hoard has suffered at the hands of 
the alchemist’s accomplice, Teriazs champion succeeds in slaying 
the beast and claiming the rest of the hoard. 

The geometer’s spells tend to be defensive in nature. since 
many spells in the school involve drawing or scribing bound- 
aries of some kind. Spells of the school of geometry are consid- 
ered to have no verbal component. The school of geometry is 
opposed by the schools of enhtment/charm and illusion. 

Song Mage: The xhool of song relies on the wizard‘s skiu 
at weaving melody, lyrics, and rhythm to create enchantments 
of great power. Elves and bards have tapped into this source 
of magic for centuries, but now more wizards are investigat- 
ing the intriguing possibilities of this school. While a song 
mage does not require proficiency in singing or musical 
instruments, most song mages are also virtuoso vocalists-the 
subtleties of pitch and exprrssion are critically important in 
casting a spell in this fashion. Song mages require an Intelli- 
gence (Intelligence/Knowledge) of 14, rrflecting their musical 
studies, and a Charisma (Charisma/Appearance) of 15. 

Song mags enjoy the standard benefits and penalties for 
specializing in a school of magic. (Spells belonging to the 
school of song are listed in Appendix 3.) The normal saving 
thmw modifiers apply, but note that the song mage may 
apply his saving throw bonus to magical song or sound attacks 
such as a sphinx’s roar or banshee’s wail in addition to song 
spells. At 8th level, song mages gain the ability to enhance the 
effectiveness of any musical or sound-based magical item by 
50%: a song mage wielding drums ofpnic increases the area of 
affect from 120-foot radius to a radius of 180 feet. If the magical 
item proves to be cursed, its effect is lessened by 50% (if pos- 
sible). At 11th level, the song mage gains the ability to counter 
magical sang or sound attacks once per day, negathg the 
effects of the attack in a l & h t  radius cented on the mage 
This allows the song mage to protect those nearby from a 
harpy’s song, a sphinx’s roar, or a shout spell. The mage must 
stand still or walk slowly and sing for at least one full round to 
negate the effect, and may continue singing for up to one full 
turn per level to defeat pervasive or persistent attach. 
All spells in the school of song are considered to have 

neither somatic nor material components when cast by a 
song mag-while song mages are extremely vulnerable to 
a silence spell, they are also capable of casting spells while 
securely bound or stripped of all their possessions. The 
school of song is opposed by the schools of necromancy, 
divination, and invocation/evocation. 

The song mage commands a variety of useful spells that 
are effective both in attack and defense. While he has few 
spells that can d i rd ly  damage an enemy, he is very good at 
influencing or hindering opponents with his magic, espe- 
cially at higher levels 

The concept of wild magic was introduced 
in1 Iagic. Wild magic is a new theory of magic 
that emphasizes study of the forces of randomness; a wild 
mage never knows exactly what’s going to happen when he 
casts a spell. While there isn’t enough space here to reprint 
all of the wild magic rules and tables, this briefly sums up 
the specialist so that readers who don’t have access to the 
Tome of Magic can make use of this material. 

Since wild magic is a new field of study, and a difficult 
one at that, a wizard must have an Intelligence (or Intelli- 
gence/Reason) score of 16 or better to specialize in this field. 
Wild magic has no opposition school-wild mages can freely 
learn any wizard spell they choose, and they’re also the only 
wizards who can learn spells of the school of wild magic. 
Like other specialists, they gain the bonus memorized spell at 
each level. They have no saving throw adjustments for their 
own saves or their targets’ saves. Wild mages receive a bonus 
of ~ 1 0 %  when learning new wild magic spells, and a penalty 
of -5% when learning magic spells from other schools. When 
a wild mage researches a new wild magic spell, the spell is 
treated as if it were one level lower. 

Wild mages have a special ability to control certain magi- 
cal items that normally behave randomly for other charac- 
ters. A wild mage has a 50% chance to control one of the fol- 
lowing items, selecting the result of his choice: the amulet of 
thp planes, bag of beans, bag of tricks, deck of illusions, deck of 
many things, and the well of many worlds. The wand of wonder 
is a special case; if the wild mage successfully controls the 
wand, he may use charges from the wand to cast any spell 
he already knows, whether or not be has the spell memo- 
rized. The number of charges expended equals the level of 
the spell chosen; if the mage fails his roll, he simply expends 
one charge from the wand and rolls for a random result. 

Every time a wild mage casts a spell, the effective casting 
level may vary. While the level variation rules are explained 
in detail in the Tome @Ma&, here’s a quick and simple 
method for determining the variation. When the wild mage 
casts a spell, roll ld20 on a roll of 6 or less, the caster’s 
effective level drops by ld3 levels; on a 15 or better, it 
increases by ld3 levels; and on a roll of 10, the spell results 
in a wild surge. Note that the level variation can’t exceed 
the caster’s level, so a 2nd-level wizard can’t vary by more 
than two levels either way. Level variation affects all level- 
based aspects of a spell, including damage, dur 
opponent’s saving throws, and other such fact 

Kelmaran, a 5th-level wild mage, casts a fireball 
band of orcs. He rolls Id20 and comes up with a I ,  so his effective 
level will be reduced by Id3 levels. Rolling ld3, he is relieved to 
see that he only loses 1 level, so his fireball does 4 dice of damage 
instead of 5 and may sirffer a small reduction in range. With a 
lucky roll, Kelmaran’s spell could have done as much damage as 
an 8th-level wizard’s fireball. 

Wild surges are strange manifestations of the random- 
ness of wild magic. A complete table for wild surges 
appears in the Tome of Magic, but if a copy of this book 
isn‘t available, use the random chart for the wand of won- 
der, in the magical item descriptions of the DMG. Note 
that a number of wild magic spells appear in the Tome of 
Magic and the Wizard Spell Compendium-if you’re really 
interested in playing a wild mage character, yon should 
obtain a copy of one or both of those accessories. 
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While there is a broad selection of spe- 
cialist wizards to choose from in this 
book, some players may want to mate 
more unique characters. PLAYER’S 

concept of point-based character design; this section now 
expands that material for wizards. Dozens of new powers, 
abilities, and mtriciions are described here, allowing the cre- 
ation of almost any kind of magic-using character imaginable. 

If you want to use the material here in conjunction with 
Skills @ Powers, this section takes the place of the character 
class design rules. In addition to the initial allotment of 40 
character points assigned to a character in this chapter, a 
player may also choose to spend points left over from the 
race design chapter and save points in this step for profi- 
ciency selections. Note that there is no restriction on how a 
character spends his points in this system. 

As always, the DM has the final word on whether or not 
a particular character is appropriate for his campaign. If the 
DM doesn’t like the way a character is put together, he can 
have the player trv aeain. 

Wizard 
Characters O ~ O N :  Ski& @Powers inhwducedthe 

the .. . 
In case you aren’t familiar with point-based charade 

design, here’s how it works: You get to deade which clbw 
abilities and which hindrances your character will have dur- 
ing his adventuring career. For example, if you want your 
wizard character to have the hit points and fighting ability of 
a priest, you can select the appropriate abilities to do s-but 
chances are good that your character will have to make seri- 
ous sacrifices elsewhere in order to get this advantage. 

When you custom-design a wizard, your character 
begins with 40 character points. Each ability you select for 
your character costs character points, but you can gain extra 
points by choosing limitations. Unless you spend points on 
special powers or select special limitations, your wizard 
character uses a four-sided Hit Die, uses the wizards 
THACO and saving thmw charts, gains the ability to cast 
wizard spells as noted in the PHB on Table 21: Wizard Spell 
Progression, may use any magical item normally usable by 
wizards, may not wear armor, and is limited to the follow- 
ing weapons: dagger, dart, knife, sling, or staff. Note that 
your customized wizard character must spend points to 
gain schools from which he can cast spells. 

Under these rules, you are under no obligation to build 
your character as a mage or a specialist wizard. Your char- 
acter’s powers and spell schools will be determined entirely 
by your choices here. However, for your convenience you 
may want to use these basic wizard classes as starting 
points. rfyou decide to begin the customizing process with a 
mage or specialist wizard, your character receioes no character 
points to choose new or optional abilities. Since the mage or any 
specialist wizard is already a complete character class, the 
only way to add new powers is to compensate for them by 
selecting new limitations for a net point cost of zero. 

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

Abi 
A Lusrormzed wuaru la built from a slate of optional 
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abilities, r a n p g  from school, he may cast spells from IO 
game mechanics such as TIIACO improvrment rare, Hit Vie 
size, and weapons and ued. The available abili- 
ties arc listed below. 

% A  Chdrditeran du ,?  
the cuir of a special ability by choosing to delay it  IO a h@er 
level. For example. a character may ,elect the abiliry ot 
reduced ca4ing time, but then delay the acquisilim oi the 
ability to 4th or 5th level. An abihb thar is not acquind until 
3rd level is 1 poinr cheaper than the listed cost; an ability 
delayed to 5th le\ el is 2 points cheaper; an abiliry delayed to 
7th level is 3 points cheaper; an ability delayed to 9th level is 1 
points cheaper than listed; and an abhty delaved to 11 th level 
is 5 pumts cheaper than normal. KO abililv can be reduced to 
~ r i )  or less points-werything rosa at least one charartcr 
point, no maker how long the e,izard wairs for t h r  power. 

” 

Delayed Acquisitio.. I_ _ _  

A customized wizard pays 5 char- 
_,=. yvyLLa y, ,ach school he may leam and cast 
spells from. A standard mage would pay 40 CPs to gain 
access to the eight schools of philosophy: abjuration, alter- 
ation, conjuration/summoning, divination, enchant- 
ment/charm, illusion, invocationievocation, and necro- 
mancy. Customized wizards may choose to have access to 
thaumaturgical schools or schools of effect if they wish. 
Armor (5/10/15): With this ability, a wizard may ignore 
the normal restriction against using armor. As a 5-poin 
ability, the wizard may wear padded armor; for 10 
points, the wizard may wear leather, studded leather, 
hide, or brigandine armor; and for 15 points, the wizard 
may wear any armor he chooses. Note that a wizard may 
not use any kind of shield. 
Automatic spell acquisition W5): The wizard may add i 
new spell of his choice to his spell book every time he 
gains a level, without having to pass a leam spells check. 
The wizard need not have a copy of the spell but must 
have seen the spell used at least once. As a %point ability, 
the wizard can acquire spells from one school only; as a 5- 
point ability, he can choose from any school he has access 
to. The wizard must be able to cast the spell he chooses. 
Bonus spells W15): A wizard with this ability increases 
the number of spells of each level that he can memorize by 
one. For example, a 1st-level wizard may memorize two 
1st-level spells instead of just one. For 10 points, the wizard 
may select spells of one school as bonus spells; for 15 
points, the bonus spell can be any spell the wizard can cast. 
Casting time reduction W5): Spells cast by the wizard are 
unusually swift and have a casting time of 1 less than nor- 
mal. For 2 points, the wizard may accelerate spells of or+ 
one school. For 5 points, all spells are faster. 
Combat bonus (8/10): A wizard with this class ability is 
much better in combat than normal. For eight CPs, the wiz- 
ad’s THACO advances as if he were a rogue of equal level. 
For 10 CPs, the wizard’s THACO advances as a priest’s. 
Constitution adjustment (5): The wizard may use the 
Constitution-based hit point bonus of warriors, gaining 
+3 or +4 hp per Hit Die with a Constitution of 17 or 18 
instead of the normal maximum of +2 hp per die. 

A wizard with this power may use 
fer day per two levels (twice a day at 3rd 

level, three times at 5th, and so on). The wizard doesn’t 
need to memorize the spell, but in all other respects the 
power operates as if it were actually cast by the wizard. 
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slot of the appropriate level, so a wizard who wants to 
have ESP as a persistent power must leave one 2nd-level 

. 

. 

. 

. 

. 

. 
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I (10/l5): This power allows a wizard to dispel one 
k ?effect or spell once per day, or three times per 
day tor 15 CPs. The range of this power is 30 yards, and 
it requires nothing more than one round of concentra- 
tion. The base chance of success is SO%, i5% for each 
level difference between the dispeller and the creator of 
the effect to be dispelled. The type of effect that may be 
dispelled must be a group of linked spells in the same 
school; for example, charm spells, polymorph spells, or 
shadmu magic and monsters are all good examples. 
Enhanced casting level (10): A wizard with this ability 
may cast spells of one school as if he were ld4 levels 
higher than his actual level (roll each time used). All 
level-based effects of the spell are altered, including 
damage, range, duration, and area of effect. This power 
may only be invoked once per day 
Extended sp 5): Noninstantaneous 
spells cast b j  n additional time unit 
(round, hour, oay, e1c.j per TWO levels. The exact time 
unit depends on the normal duration of the spell-if the 
duration is noted in hours, a 5th-level wizards bonus 
would be an  extra three hours. As a 10-point power, 
extended duration applies to spells of one school. For 15 
P >lies to all spells cast by the wizard. 
F 0): Normally, wizards do not attract loyal 
fotiowers at nigh levels like other characters do. A wiz- 
ard who selects this ability automatically attracts 20 to 
200 0-level men-at-arms at 8th level if he establishes a 
castle, keep, tower, or other place of strength. In addi- 
tion, ld6 low-level wizards (1st to 3rd level) will also 
appear and request permission to study beneath the PC 
wizard. These loyal apprentices can undertake minor 
errands or research on the wizard's behalf, as long as 
they are treated well. 
Immunity (lo+): A wizard with this power gains complete 
immunity to one particula spell, at a cost of 10 Cl's plus 1 
CP per spell level. The wirard ignores the effects of the spell 
and cannot be directly damaged or b e d  by the spell, 
although he could be indirectly hmed-a wizard immune 
to cham persrm could be beaten senseless by a charmed 
fighter, for example. The character may gain immunity to a 
group of related spells by spending Cl's to become immune 
to the highest-level spell in that group, so a wizard who 
wanted immunity to all charms would spend 18 CPs for 
immunity to m s s  charm--charm person and cham monster 
are included with immunity to mass charm. The DM may 
didla immunity that he feels is too powerful. 
11 it Die (10120): For 10 character points, the 

a d6 for a Hit Die instead of a d4. For 20 
izard uses a d8. 
i l ls GO+): The wizard gains a +15% bonus to 

h spells of one schml; for seven points, 
tl 5%. The wizard may apply the bonus to 
If Is of all schools by doubling the point cost. 
f i ~  ~ ~ .~ n 6  (US): With this talent, a wizard may desig- 
nate one spell of each level as a spell that requires no mate 
rial components. For S points, the wizard may select spells 
of one school only; for 8 points, the wizard may select 
spells from any school. The wizard may not choose spells 
from the schools of alchemy or artifice for this advantage. 

~ The wizard 
'an cast) to have 

>pel1 rlot r m p h  Only i p & s  with nuninstanraneous, non- 
special durations m a y  hc sele.itud as periiStenr powers, 
and the spell must be one which afferts the ca4er. l3y 
roncentrating, the wizard ma? invoke th< puwrr and 
maintain it  for as long as he iontinucs to consentrate. 
Changing tli2 pcr;istenr spell rrquires a full w r e k  of 
unmterruptcd work. If the wizard 13 struck by a disyd 
I I I O ~ : " : ,  the prrsisent rifrit iails. First-Ieid spells that are 
apprnpriate for persi-tent eifects include dim* Fry, cW/ 
lduilr. dd?i r  uiiddid, f c n f l i ~ r ~ ~ l l ,  ,<ax refl?clidir, Iuniy. yrotzL'.- 
hwfrunr rd. shidd,  j p idz r  rl i i irb, and wilnloqvism 
Priestly wizard (lo+): A wiiard vjith this talent may 
Arct one minor sphrre of acce' for 111 points or tine 
major sphere ror 15 point,. The iviiard mu51 still UK' 

iviLard spell slot5 to memorize these spells; in effect, 
they're tmnslatinns or adaptations of priest sprlls rhe 
ivimrJ know through special training. I'ririt spell., 
must be learned normally and count ag.iinsi the wizard's 
maximum number uf spells per lewl. 
Proficiency group crossovers (5+): 'iormally, a wizard 
may select profisiencies from the uward and general 
groups, and inusr pa! a penalh in character points or 
proficirncy slot+ for rhousing profiiiencies out of thew 
groups. At a cost of 5 Cl's each. rhe wizard may scleci 
anarther rharactrr group fnr a NIZ'l'irossover. . Range increase 6/71): ,211 rangeJ spclls from une schnnl 
known to rhe wbard have theu range increased by 2 5 " ~  for 
5 CPs or 50'. for 7 Cl's. Fair example, the 1st-level spell JioW 

prrwii ha5 a range of 20 drd:. per level, bur with th15 
power the range could iiicwase to 25 fir 30 yards per lroel. 
The wiiard can gain this bonus to aU ranged spells regard- 
lnsof school by doubling theCI'iost. 
Read magic (5): This powcr allows thc wizard to use r d  
m.~gi,- once per day per t\%'o levels. The wizard doesn't 
nccd to nieninriie the spell, but in all other respects the 
pnwer operates a i  ii i t  were a r& md#c actually cast by 
rhe wuard.  
Research bnnus (5+): When the wiiard is performing 
npell rchearch, nprlls oi one school are heated as i f  they 
arc m e  level lowrr, just like rhc htandard specialist WIL- 
ard ability. I f  the wizarJ doubles the cust to 10, he ma)' 
autilv this bonus to all schools. 

T h ~ s  is a standard benefit for a 
the wiard's extensive knuwl- 

edge ot one school or magic, he gains a -1 bonus to sav- 
ing throws \wsiis spells uf that school, and inilicts a -1 
pmalty to rlis saving throws of his opponentn when cast- 
ing spell\ of t h r  >chool. For 8 Cl's, the saving thrdiv 
modifiers incrcaze to 72 and -2, resprctivelv. 
Thief ability (10 A !vizard h.ith this talent pussess~r one 
thiet abilin. of b hoice. Fur wew 7 additional p h r s  he 
spends. he may r h n m  anorher thief abihn. (Sote that 
hxksrab is inrluded as a thief abilih.) 'lhc wuard's per- 
centage xort>i ui;wnir as noted in the DAlG on lablc 19: 
Thirf Average Ability Table. M(idificrs for race, armor 
woni, and exceptional Dexterity xore all apply 
Weapon selection W l 5 ) :  1 or 10 CPj, the wiLard may 
expand hi; selrction of weapms to either the cleric or thief 
li,is (Dlaver's :hoiieJ. For 15 points, the wizard is com- 

. 

pletery &restricted &I his ch&e of weapons and may gain 
proficiency in any weapon he spends a slot to learn. persistent, permanent ettect. He must give up one spell I 



Weapon specialization (15): With this power, the wizard 
gains the ability to specialize in a weapon. Choosing this 
ability doesn’t confer specialization-it merely makes it 
available for the wizard, who is still required to spend the 
necessary CPs or profiaency slots to actually specialize. 

Optional Limitations 
Limitations are selected much like abilities. Each limita- 

tion carries a CP bonus that counters CPs spent on ab 
If a wizard selects 55 CPs of abilities in the previous section, 
he must come up with 15 CPs of limitations, since the wiz- 
ard is normally allowed only 40 CPs worth of abilities. 

A ”standard mage or specialist wizard can use limita- 
tions to pay for unusual abilities he wouldn’t normally have 
access to. For example, if a wild mage also wanted to be 
able to move silently (a 10-point ability from the preceding 
list), he has to find a 10-point limitation to compensate. The 
following is a list of available limitations: 

Awkward casting method (5): The wizard’s spells must 
be cast in an extremely obvious fashion, alerting anyone 
within earshot that the wizard is using magic. The wiz- 
ard might be surrounded by brilliant dancing motes of 
light, he might have to shout his vocal component at the 
top of his lungs, people nearby might feel waves of chill- 
ing cold wash over them-however it works, the wiz- 
ard’s spelkasting activity is immediately noticed. Cast- 
ing spells from ambush is nearly impossible, and casting 
spells discretely is right out, so a quiet ESP in a tavern 
will never be available to the wizard. 
Behavior/taboo (2): The wizard has a strong set of beliefs 
that require him to act strangely For example, he may 
have to dress in certain colors, avoid physical contact 
with other people, avoid certain foods, and so on. The 
behavior chosen is well-known by most NPCs as the 
behavior of a wizard, so it becomes difficult for the wiz- 
ard to conceal his profession. The wizard’s actions may 
also make it easier for enemies to find or harass him by 
exploiting his taboos. Most importantly, a wizard who 
violates his beliefs loses all spells he currently has memo- 
rized; he believes that he can‘t cast spells until he behaves 
in the required manner again. 
Difficult memorization (5): A wizard with this limitation 
can study and memorize spells only in very specific ch- 
cumstances. For example, the wizard must be in his lab 
to memorize spells, he must be in a temple of the god of 
magic, or he must perform a rite lasting one full day and 
using materials worth at least 250 gp per level in order to 
prepare himself to memorize spells. 
Environmental condition (5+): The wizard qu i r es  certain 
conditions for spells to be effective; for example, a wizard 
may only be able to cast spells by day, while in contact 
with a favord element, or as long as no priests are nearby 
The DM should evaluate the proposed restriction to deter- 
mine if it applies in everyday drcumstances (20 points), 
common situations (15 points), rare circumstances (10 
points), or only under very specific conditions (5 points.) 
For example, the mage who can only cast spells in daylight 
hours has an everyday restriction--rach night, he’s almost 
helplw. Another mage who can’t cast spells during the 
dark of the moon only has a 5-point restriction, since this 
occurs for only a couple of days each month. 

Hazardous spells (10): A wizard with this limitation 
pays the price for his magic. Each time the wizard casts a 
spell, he must attempt a saving throw vs. breath weapon 
or suffer 1 point of damage per level of spell. Altema- 
tively, the wizard has a 1% chance per spell level, cumu- 
lative, of gomg insane. The madness lasts 3d4 days, dur- 
ing which the wizard may be catatonic, psychotic, para- 
noid, or generally disturbed in whatever fashion the DM 
deems appropriate, before the character can recover and 
reset the chance of madness to 0% again. 
Learning penalty (518): This is a common restriction of spe- 
cialist wizards. The wizard may leam spells of one school 
without penalty; for all other schools, he suffers a -15% 
penalty to his leam spells roll, or a -25% penalty for 8 CPs. 
Limited magical item use (5~) :  A wizard with this 
restriction cannot use certain magical items. For each 
category of magical item that is unusable, the wizard 
gains a 5 CP restriction. The categories are: potions, oils, 
and scrolls; rings; rods, staves, and wands; and miscel- 
laneous magical items, weapons, and armor. Another 
way for this restriction to operate is by barring all magi- 
cal items that simulate spells of a certain school-for 
example, all items that have invocation/evocation 
effects, and so on. This is a 5-point restriction for each 
barred school. Specialist wizards often take this restric- 
tion for their opposition schools. 
Reduced hit points (10): Wizards with this limitation use a 
d3 for their Hit Die instead of a d4. In addition, the wizard 
is limited to a Constitution hit point bonus of +1 per die. 
Reduced spell knowledge (7): The maximum number of 
spells of each level that the wizard may know is reduced 
to one-half normal, or 10 if his Intelligence is high 
enough to allow him to know all the available spells. For 
example, a wizard with an Intelligence of 16 may know 
up to 11 spells of each level, but with this limitation he 
may only know six spells of each level. 
Reduced spell progression (15): This is the reverse of the 
bonus spells enjoyed by specialist wizards. A wizard 
with this restriction can memorize one less spell than 
normal at each level, so a 1st-level wizard is reduced 
from one spell in memory to none at all-a serious dis- 
advantage for lower-level characters. 
Slower casting time W5): Spells cast by the wizard are 
unusually complicated and require more time than nor- 
mal to cast. All spell casting times increase by 3. For 5 
points, the wizards spells automatically increase to the 
next greater time unit. This means that spells with cast- 
ing times of 1 to 9 increase to one full round. Spells with 
casting times in rounds require a similar number of 
turns, turns go to hours, and hours go to days. 
Supernatural constraint (5+): The process by which the 
wizard gained access to his magical powers transformed 
him into a supernatural mature with unusual vulnerabili- 
ties. Unlike a belief or taboo, these constraints cannot be 
violated by the wizard by any means. Some examples: the 
wizard can’t cross running water; the wizard can’t enter a 
home or community without an invitation; the wizard 
can‘t set foot on hallowed ground; the wizard automati- 
cally becomes lost at crossroads; the wizard leaves foot- 
prints that can always be tracked; normal animals are tem- 
fied of the wizard and won’t let him near; and any number 
of other such constraints. These constraints can be used by 
clever enemies to render the wizard powerless or severely 
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Wizards 

i@ restrict his movements. The DM should evaluate the pro- 
posed constraint and assign a limitation of 5 to 15 points 
d e n d i n g  on how often it comes into ulav and how much 

linked with a single object or ti&&. He must have th& 
object on his person in order to cast spells. Typically, a 
talisman might be a crystal, a staff, an amulet, a ring, or 
some similar item. If the wizards talisman is destroyed, 
he can create a new one with ld4 weeks of work in his 
laboratory or home base. 
Weapons restriction (3/5): As a ?-point restriction, the wiz- 
ard may never have proficiency in any weapon. As a 5- 
point mtridon, the wizard is not allowed to attempt to 
wield a weapon at all and may never try to injure another 
crraturr with a weapon. Doing so mders all spell use 
impossible for the character for at least one full month. 

rs 

great deal of flexibility in creating their characters, they 
also allow a clever player to put together a ”super-wiz- 
a r d  by carefully selecting limitations that he thinks will 
rarely hinder the character. Don’t despair; this is a zero- 
sum character creation system, and for every strength a 
character must also incorporate a corresponding weak- 
ness. Here are a few guidelines for handling high- 
powered characters: 

anything in his campaign. If a player insists on building 
characters that unbalance the game, the DM is within his 
rights to simply not approve the character or disallow cus- 
tomized character creation in his game. 

powers purchased by a wizard by setting a limit of 60 or 70 
points of optional abilities. After the first 40 points, each 
additional ability must still be paid for by taking limita- 
tions. This prevents a player from building a wizard with 
every ability on the list and balancing it with every limita- 
tion. Optionally, the DM can require that a wizard spend at 
least 30 points acquiring schools to cast spells from, or set 
other spending limits in specific areas. 

Limitations with a Vengeance: Aplayer might think he’s 
g&g away with something when he takes a couple of belief 
or envhnmental condition limitations, but a good DM can 
always find a way to bring these roleplaying disadvantage 
into play. By looking for situations where the super-charac- ‘ 
ter’s built-in wea!aesses nipple him, the DM can graphicdy 
illustrate how out of balance the character actually is. 

The Bad Guys are Supermen, Too: Naturally, if one 
character is a walking arsenal of powers and abilities, it 
stands to reason that some NPCs might have similar 
skills. No matter how tough a particular PC is, there’s 
always someone in the game world who’s a little tougher 
than him, and meeting that NPC is a super-character’s 
worst nightmare. While this tactic isn’t particularly ele- 
gant, it’s quite effective in letting the player know just 
how it feels to be in the place of the poor NPCs his charac- 

DM’s Prerogative: The DM always has the final say on 

Point Limits: The DM can limit the number of additional 
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Hordcs of specialty priests h a w  been inrruduced in \ x i -  
ous accessories following the P l q i r  s 11 ,mdlmk There dN 

spcsialty priestho~is in Ikgmdi m d  Low, ‘TIw C m r p l ~ ~ z  
I’rr?.st’z H m d h k ,  Munstn Mylhulufy, and >everdl of tlir 
campaign setting,. At thi, pumt. there die well over one 
hundred varietic.i of priesh in print! Unfortunately, come of 
these >pe&lty priests are far more powcrful than wnilar  
>pecidlh. priests presenred in diffenmt wttmg:, Tlus raises 
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a deity’s power, such as bless, chant, and gate are included, as 
well as a few spells that are so general that all priests may 
make use of them, such as detect mafic, remove curse, and 

the que8tion of which sources are “generic” Gough to use 
in any campaign setting, and which should be reserved for 
specific campaign worlds. 

The first rule of thumb is simple: If a campaign setting 
features its own pantheon and specialty priests for those 
powers, you should give that material precedence. For 
example, the deities and priesthoods of the FORGOTIEN 
REALMS, BIRTHRIGHT, or DARK SUN campaign settings are 
described in detail in their respective boxed sets. When a 
player creates a priest character for one of these settings, he 
should refer to the character creation rules specific to those 
settings. Of course, a DM who has assembled this informa- 
tion for his own campaign can certainly require his players 
to create their priest characters accordingly! 

If a world does not feature a fully-developed pantheon 
or special priesthood rules for the various powers of the 
mythoi, then you should consider the material in PLAYER’S 
OPTION: Spells b Magic to take precedence over all earlier 
material. In other words, the rules here are intended to 
replace the specialty priesthoods presented in The Complete 
Priest’s Handbook, Legends and Lore, and Monster Mythology. 
Note that the powers and faiths presented in these books 
remain unchanged; PLAYER‘S OPTION: spells &Magic just 
changes the way the specialty priests are put together. 

dhheres Just as wizard spells are divided into 
schools of magic, priest spells are orga- 
nized into spheres of access. A sphere of 

Of Access access represents a group of related 
spell powers granted by a particular deity, so a power of 
war usually grants access to the spheres of combat and 
war, a power of nature usually grants access to the spheres 
of animal and plant, and so on. All priestly spheres of 
access are organized in the same scheme-there are no 
variant organizations like the schools of effect or thau- 
maturgy for wizards. 

While wizards generally have the ability to learn spells 
from any school unless specifically stated otherwise, priests 
arr strictly limited to the spheres their deity grants them 
access to. In other words, the organization of priest spells gov- 
ems which spells a priest can cast, while wizard schools gov- 
ern which spells a wizard can’t cast. This makes it difficult to 
mate new spheres of priest spells, since a p a t  deal of work 
must be done to retrofit any new spheres to &tkg priest- 
hoods that should have had influence in the new sphere. 

The standard spheres from the Player‘s Handbook are the 
spheres of all, animal, astral, charm, combat, creation, div- 
ination, elemental (with the lesser spheres of air, earth, fire, 
and water), guardian, healing, necromantic, plant, protec- 
tion, summoning, sun, and weather. In addition, the Tome of 
Magic adds the spheres of chaos, law, numbers, thought, 
time, travelers, war, and wards. 

All: Spells of this sphere represent the basic class abilities 
that should be available to all priest characters, regardless A 

atonement. The sphere of all has be& greatly expanded in 
PLAYER’S OPTION; Spells & &gic in order to balance the spell 
powers available to different kinds of specialty priests. 

Animal: Spells that influence or alter creatures are found 
in the sphere of animal. Most animal spells do not affect 
people. Powers of nature or husbandly often grant spells of 
this sphere. 

Astral: The astral sphere deals with communication and 
movement between the various planes of existence. Priest- 
hoods of philosophy or travel sometimes have access to this 
sphere. 

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

Charm: Charm spells usually affect the attitudes and 
actions of people. Powers of love, trickery, or art often grant 
access to this sphere. The sphere is also useful when dealing 
with hostile enemies or unbelievers, and many expansive 
faiths deal with this sphere as well. 

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

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

Divination: This useful sphere allows the priest to dis- 
cern the safest course of action, detect hidden things, or dis- 
cover hidden knowledge. It is the province of deities of 
learning and wisdom. 

Elemental: The four basic elements of creation-air, 
earth, fire, and water-are dealt with in this sphere. Powers 
of nature or powers with elemental interests typically grant 
access to at least part of this sphere. Very few priests have 
access to all four elements. 

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

Healing: This sphere deals with all forms of healing 
spells, except those which restore life or manipulate the sub- 
ject‘s life force. 

Law: The sphere of law is the antithesis of the sphere of 
chaos. Law spells concentrate on the principle of obedience 
and the strength of the group over the strength of the indi- 
vidual. Deities of rulership and community are likely to 
have influence in this sphere. 

the forces of life and death, including raise dead and resui 
r e t .  These spells are also quite useful in dealing with 
undead monsters. 

Numbers: Priests with access to this sphere believe tl 
numbers and mathematical relationships can provide 
insight into the naturr of the universe. Powers of knowl- 
edge and arcane lore occasionally grant access to this 

Necromantic: Spells of the necromantic sphere deal v.’LL 
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unusual sphere of spells. 
P1s-t. This sphere deals with plants vegetation o 
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kinds, from agricultural to wilderness settings. Priests of 
nature or agriculture are often granted access to this sphere, 

Protection: While this sphere is related to the guardian 
sphere, protection spells generally enable the priest to PIG- 
tect people, not places. Many of these spells are very useful 
in combat, and militant priests often have access to this 
sphere. 

Summoning: Summoning spells call creatures to serve 
the priest. Even extradimensional creatures can be sum- 
moned at higher levels. This sphere has been revised to 
include a modest selection of spells suitable for dismissing 
summoned creatures. 

Sun: Solar spells deal with light of different qualities in a 
variety of ways. Spells such as starshine and Sol5 searing orb 
are included in the sphere of sun. 

Thought: The sphere of thought is composed of spells 
that deal with the interaction of the thinker, the thought, 
and the subject of the thought. In effect, priests who have 
access to t h i s  sphere believe that thought itself has a certain 
reality that can affect the physical reality of the world 
around the mind. Powers concerned with the mind or 
knowledge are found within this sphere. 

Travelers: Spells of this sphere provide aid and comfort 
to travelers and pilgrims. Deities of wayfarers both peace- 
ful and militant may make these spells available to their 
followers. 

War: Unlike the sphere of combat, the sphere of war 
deals specifically with magic useful on the battlefield m 
clashes between armies. War spells can affect hundreds of 
soldiers at a time. 

protection for clearly defined areas, ranging from single 
objects to whole communities. It is related to the sphere of 
guardian, but the sphere of wards only creates barriers or 
obstacles to deter intrusion; ward spells do not necessarily 
enhance the priest's ability to defend the area. In addition, 
many ward spells are cooperative in nature and provide 
protection for bodies of believers instead of holy sites. 

Weather: This sphere is concerned with the forces of 
weather, including wind, fog, lightning, and weather con- 
trol. Powers of nature and tempests often have influence in 
this suhere. 

Wards: The sphere of wards includes spells that provide 
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While the general definitions of the spheres have remained 
u e  same for PLAYER'S ORTON: Spells b Magic, a number of 
spells have b e n  rearranged for purposes of game balance. 
Many spells have been added to the sphere of all in order to 
provide all priests with the basic spell powers that should be 
available to them. Some other spells have been assigned to 
different schools to better define the roles and strengths of 
clerics, druids, and other specialty priests. For example, reflect- 
ing poof was originally designed as a druid spell, but in AD&D 
2nd Edition it became a divination spell available to clerics. In 
this book, rpflecting po~ l  has been placed in the sphere of ele- 
mental water, where druids have access to it but clerics do 
not. Refer to A p p d i x  4 for a complete and accnrate listing of 

hich SI dong where. 
Cleri cere Access: As part of the reorganization of 

~ 

me spheres oi access, clerics lose access to the sphere of sm 
and the elemental spheres of air and fire. Clerics retain 
minor access to the elementalspheres of water and earth. 

access to, and most of these were spells that had previously 
belonged to the druid in the original AD&D. 

Druid Sphere Access: Similarly, druids lose access to the 
sphere of divination, but gain major access to the sphere of 
sun. Again, this takes away spells that blur the line between 
the druid and cleric's spellcasting powers, while restoring a 
number of spells that druids formerly had access to in the 
original AD&D game. 

Priest All five standard varieties of priest- 
the cleric. the druid. the crusader. the 

Y 

any campaign setting. In addition, some of the existing spe- 
cialty priests described in previous books can be "folded in" 
to these basic five priest archetypes 

Clerics are militant priests who serve as temple knights, 
defenders of the faith, and guardians of a faith's holy places 
They have very good fighting skills and a wide array of 
spells to choose from. The skills, abilities, and spell selection 
available to the cleric can also describe priests of agricul- 
ture, arts, birth/children, community, crafts, culture, dark- 
nesdnight, dawn, death, disease, everything, evil, fate/des- 
tiny, fortune/luck, good, healing, life-death-rebirth cycle, 
light, love, marriage, messengers, metalwork, 
mischief/trickery, music/dance, oceans/rivers, prosperity, 
race, redemption, rulership/kingship, sites, sky/weather, 
sun, trade, and wind. 

can be described as defenders of the faith, crusaders are 
weapons against the enemies of the temple they serve. They 
are true soldier-priests, skilled in physical combat and 
armed with spells appropriate for the battlefield. Crusaders 
include specialty priests of fire, guardianship, 
justice/revenge, lightning, metalwork, race, rulership/k 
ship, strength, thunder, and war. 

Druids are priests of nature. They are the protectors 
the forests or other wild places and stewards over all li 
things placed in their charge. Druids are weaker in phy 
combat than a cleric or crusader, but their spheres of a 
include a number of powerful offensive and defensi 
mental spells. In addition, they enjoy several unique 
granted powers. Druids can represent the powers of ani- 
mals, druid, earth, elemental forces, fertility, hunting, mo 
nature, seasons, and vegetation. 

Monks are cloistered priests and adepts who seek 
enlightenment through the rigorous training of mind 
and spirit. Monks are extremely skilled in unarmed c 
and have access to several unusual spheres of spells. 
may represent specialty priests of competition, divin' 
mankind, literaturelpoetry, magic, oracles/prophec 
time, and wisdom. 

Shamans are priests of barbaric or savage cultures. Th 
serve as guides and protectors for their tribes. Shamans 
have fair combat ability and spell access, but they also co 
mand the spirits of animals, ancestors, and nature. The 
shaman is a good choice for any player character who 
comes from a barbaric or nomadic culture, and can also 
resent a specialty priest of ancestors, animals, earth, ever 
thing, fertility, hunting, lightning, oceans/rivers, race, 
sky/weather, thunder, and wind. 

Crusade= are closely related to clerics, but while clerics 



Chapter 2 
Ability Requirements: Wisdom 9 
Prime Requisite: Wisdom 
Races Allowed All 

Known as the most common type of priest, a cleric 
makes a suitable representative for a variety of powers. A 
cleric is both a sturdy soldier with formidable spell powers 
and a defender of the faith and proselytizer; overall, he is 
the most versatile and well-rounded priest character. Clerics 
with a Wisdom score of 16 or better earn a 10% bonus to the 
experience they gain. A cleric may be of any alignment 
acceptable to his patron deity 

Player's Handbook, with the exception of their spheres of 
access, which are slightly altered. (See PLAYER'S O~ION'" 
and Spheres of Access.) Clerics have major access to the 
spheres of all, astral, charm, combat, creation, divination, 
guardian, healing, necromantic, protection, summoning, 
and minor access to elemental water and elemental earth 

Clerics may wear any armor and use any Type B (blud- 
geoning) weapon. They may also wield a variety of magical 
items. Clerics turn undead and attract followers as 
described in the PHB. At 9th level, the cleric may receive 
permission from his order to establish a religious strong- 
hold and govern it in the name of the faith. 

Clerics retain all the powers and abilities described in the 

Crusader 
Ability Requirements: Wisdom 9 

Strength 12 
Charisma 12 

Prime Requisites: Wisdom, Strength 
Races Allowed Human, Dwarf, Elf 

The crusader is a priest of a deity of war, combat, "_ 
flict who stands at the forefront of the fight for his faith. 
Crusaders must be either lawful or chaotic in alignment; u 
other words, crusaders may be of any alignment except 
neutral evil, neutral good, or true neutral. Since they are 
often called upon to lead the forces of their faith into battle 
crusaders require high Strength and Charisma scores in 
addition to a minimum WBdom of 9. High Constitution 01 
Dexterity scores are also very useful for a crusader. A cm- 
sader with Wisdom and Strength scores of 16 or better gau 
a 10% bonus to the experience points he earns. In matters 1 

advancement, crusaders use the same column as clerics dc 
on Table 2 3  Priest Experience Levels in the PHB. 

While crusaders are often associated with war gods, they 
may also represent powers of leadership or strong alignment 
that are in conflict with opposing forces. Crusaders often orga- 
nize themselves into a military hierarchy and view their tem- 
ples as fortifications as well as places of worship. In some 
cases, the power of the crusader orders can rival the strenpt€ 
of the kingdom that hosts them. This is a situation that some 
times provokes popular resentment or suspicion. However, 
no one questions their ability and resolve in times of war. 



Druid In the adventuring party, the crusader is a natural leader 
whose place is in the front lines of any battle. When pos- 
sible, the crusader should take steps to prepare his com- 
rades for battle through the use ofbless,-prayer, aid, and simi- 
lar spells. He can also make use of healing spells to assist 
those who fall in valiant battle. 

Crusaders excel in personal combat and are nearly as 
skilled as a warrior of the same level. They may employ any 
kind of amnor or shield and learn the use of any weapon, 
although particular orders of crusaders may prefer weapons 
of a certain t y p e f o r  example, knightly weapons, bows or 
baffle axes (for elven or dwarven crusaders), and so on. To 
represent their skill at arms, the THACO of a crusader char- 
acter improves at the warrior’s rate of 1 per level. A 2nd- 
level crusader has a THACO of 19 instead of 20, a 3rd-level 
crusader has a THACO of 18, and so on. 

Crusaders are considered to have a nonweapon profi- 
ciency crossover with the warrior group and may learn war- 
rior proficiencies at no extra cost. They may use any magical 
item normally usable by priests or by fighters. In addition, if 
the DM allows, a lawful good crusader may gain the same 
benefits as a paladin when wielding a holy aoenger sword. 

While crusaders are formidable soldiers, they also retain a 
good selection of spells that are particularly useful on the 
battlefield. Crusaders have major access to the spherzs of d, 
combat, guardian, healing, war, and wards. They have minor 
access to the necromantic and protection spheres. In addition, 
lawful crusaders have major access to the sphere of law, and 
chaotic crusaders have major access to the sphere of chaos. 

Crusaders cannot turn undead, but at 3rd level they gain 
the granted power to cast lighten load (from the Tome $Magic) 
once per day This spell effectively halves the weight of 
equipment and gear for a day, reducing a party’s encum- 
brance. At 7th level, the crusader may cast easy march (from 
Tome @Magic) once per week, which basically allows a small 
party to force march without accumulating fatigue penalties. 

Crusaders gain followers much as clerics do. When the 
crusader reaches 8th level, he automatically attracts 20 to 200 
fanatical followers. These followers are normal 0-level sol- 
diers, armed and equipped with weapons appropriate for typ- 
ical soldiers in the campaign. Unlike the cleric, the crusader 
does not need to establish a permanent place of worship to 
attract these followers. Since he is a great battle leader, the sol- 
diers will serve him as a &roving company if no stronghold 
is available. At 9th level, a crusader may receive official sanc- 
ion to establish a religious stronghold or forkfied temple. 

--*==ders and PLWER’S OFITON: Skills b Powers 
It is assumed that selecting this dass for your hm’s 

 ON character expends all class-derived character points a 
character mav have available. In other words, a crusader can- 
not be cuitomiied from the model prrsented here. However, 
if you re inten,sted in budding a specialty priest that rewn- 
bles the crusader with slightly different powers. p u  cau use 
tht, Customized Priest Characters informallon later in this 
chapter to do ,*it’., generally mons complete and allows 
more optiom than the material in Skillj G P.iuurs does. 

In the Skrllj G I’mwrs charxter point sptcm, crusaders 
may learn a ivC‘.ipm of their rhc,icc, some tighnng styles, or 
expertix, in a ueapon ab i f  they were multi-clan& warrior,. 
A crusader may s p i a l h c  in a weapon if the DM allowz that 
ootion from Skills G P a w r s .  but it’s exvensivr: he must Dav 

I _  

ZLclwacter point costs as a priest, n& a fighter. 

Ability Requirements: Wsdom 12 

Prime Requisites: Wisdom, Charisma 
Races Allowed Human, Half-elf 

Charisma 15 

Known primarily for their love of  tu^ and guardian- 
ship of the wilderness, druids possess remarkable abilities 
in areas dealing with plants, animals, weather, and the e l e  
ments. Druids with a Wisdom and Charisma score of 16 or 
better earn a 10% bonus to the experience they gain. 
Because of their views. druids must be neutral in a l i m e n t .  

I 
Except for a slight change in the spheres of access, druids 

es and powers listed in the PHB. Druids 
have major access to all, animal, elemental, healing, plant, 
sun and weather. 

Druids can only wear leather armor and use woode 
shields. Their weapons are limited to club, sickle, dart, 
spear, dagger, scimitar, sling, and staff. Aside from writt 
magical items as well as annor and weapons forbidden 
druids, this class can use all other magical items. Druid 
cannot turn undead. See the PHB for details about how 
druids are organized. 

Monk 
Ability Requirements: Wisdom 15 

Intelligence 14 
Constitution 13 

Prime Requisites: Wisdom, Intelligence 
Races Allowed Human 

The monk is a priest who belongs to a cloistered or 
monastic order, where he withdraws from the everyday 
affairs of the world around him to contemplate his faith. 
Powers of philosophy, thought, and scholarship are co 
manly represented by monks, as well as any deity that i 
not normally worshipped by the common people of an 
Monks must be lawful in alignment, although they can be 
lawful good, lawful neutral, or lawful evil. While monks are 
most often associated with oriental campaigns and settings, 
t h i s  specialty priest is not necessarily an oriental class- 
monastic orders can exist in almost any fantasy setting. 

spirit leads to enlightenment. Consequently, a character 
must have high Intelligence and Constitution scores to qual- 
dy for this class. Wisdom and Intelligence are the prime req- 

and a monk with scores of 16 or better 
s gains a 10% bonus to the experience 

points he earns. Monks also advance in level as clerics do. 

gather followers for their patron deity, they believe in 
demonstrating the qualities of their faith by example. A 
monastery or abbey is a place of learning and strength that 
is open to any person who requires shelter, advice, or assis- 
tance. Other monks choose to leave the abbey and travel 
widely, setting an example among the people they meet and 
help, Monasteries devoted to evil powers are sinister places 
where knowledge and wealth are hoarded for the use of the 

Monks believe that rigorous training of body, mind, and 

While monks do not attempt to minister to the masses or 

order, regardless of whom may need it. 
The monk brmgs a variety of du l l s  to the adventunng 

pmty He is somewhat like the bard m that he is a ]a& of all 
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trades and master oi none. A monk is not a front-rank warrior, 
but he can be a very capable infiltrator and skirmisher. The 
monk’s selection of spells allows access to some of the most 
unusual and versatile priest spells, even if his spells tend to be 
short on sheer combat power. Like other priest characters, the 
monk’s principle role is to support and guide the party. 

Monks do not wear armor, since the training of the body 
requies quickness, agility, and discipline; monks see armor 
and other ironmongery as crutches for a person of weak 
spirit. To compensate, monks are trained to avoid blows 
th~ough misdirection and positioning, and their base Amor 
Class improves by one point at every even level (AC 9 at 
2nd level, AC 8 at 4th level, AC 7 at 6th level, and so on) to a 
maximum base Armor Class of 2 at 16th level. Note that a 
monk must see the attack coming in order to use this bene- 
fit-backstabs, ambushes, or missile attacks from behind the 
monk will strike him as if he were unarmored. 

Monks may employ any Type B weapon, just like the 
cleric, but they have exceptional skill in unarmed combat. 
When a monk makes an unarmed attack against ai armed 
opponent, he disqards the Weapons in Defense rule, since 
he is trained in dealing with anned enemies. (Normall% this 
rule allows the anned character to attack first with a 14 on 
attack and damage rolls when another character makes an 
unarmed attack against him.) In addition, a monk begins play 
with a fire weapon pmficiency which may be used to special- 
ize in unarmed combat. Martial arts and other forms of 
unarmed combat are described in detail in PLAYER’S OPTION: 
Combat 6. Tactics; if you don’t have access to this book, another 
system appears in Thr Complete Fighter’s Handbook. 

Unarmed Combat with The Camp 
book or The Complete Priest’s H a d  ,f 
unarmed combat, the monk begins play as a pmchjng spe- 
cialist, a wrestling specialist, or a martial arts specialist. If 
the monk chooses martial arts as his preferred unarmed 
combat form, he must spend one of his initial weapon profi- 
ciencies to do so, since this is more difficult than specializ- 
ing in punching or wrestling. 

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

monk gains an additional free weapon proficiency which 
can be used to continue specialization in his chosen mode of 
combat. Each additional specialization grants the character 
an additional +1 to attack rolls, damage rolls, and a +1 chart 
h--..- $0 a maximum addition of +4 at 17th level. 

Every fourth level after 1st level (5th, 9th, 13th, 17th) the 

med Combat with PLAYER‘S 0 ~ 7 ~ 0 ~ :  Cowbat b 
In this system, the monk begins play as described 

above. If he chooses martial arts as his cpmbat form, he 
must spend one of his initial weapon proficiencies to do so. 
At 1st level, the character is considered a specialist; at 5th 
level, a master; at 9th level, a high master; and at 13th level, 
a grand master. The exact benefits are described in more 
detail in Chapter Five of PLAYER’S OPTION: Combat b Tactics. 

If you don’t have either of these books, the monk must 
choose to be a punching or wrestling specialist, since mar- 
tial arts per se aren’t described in the Player’s Handbook. The 
paragraph about The Complete Fighter’s Handbook details the 

effects of specialization and continuing specialization for 
these forms of unarmed combat. 

Monks may not use magical items that simulate armor, 
such as bracers of defense, but they are allowed to wear cloaks 
or rings. Otherwise, they may use any magical item nor- 
mally usable by priests. Monks have a nonweapon profi- 
ciency crossover with all other classes and may leam any 
proficiency listed at no additional cost. 

Monks enjoy major access to the spheres of all, divina- 
tion, guardian, numbers, and thought. They have minor 
access to combat, healing, necromantic, and time. Monks 
cannot turn undead. Beginning at 5th level, monks are enti- 
tled to a saving throw vs. spell to block detection, scrying, 
or mind-reading through magical or psionic me- see 
the 3rd-level wizard spell nondefection. At 7th level, monks 
gain the special granted power offiee action, which dupli- 
cates the effects of the 4th-level priest spell. 

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

this class for your PLAYER‘S OmON character expends all 
class-derived character points, so a monk may not acquire 
additional class abilities from the cleric list. If you want to 
create a specialty priest like the monk but with slightly dif 
ferent powers, you can use the Customized Priest Charac. 
ter information in this book to do so. 

In the Skills b Powers character point system, monks art 
not required to spend CPs to gain their bonus unarmed 
combat proficiencies and specializations unless they choose 
martial arts as their unarmed combat form. In this case, the 
monk must pay the normal cost for proficiency with martial 
arts (3 CPs) when first created, although he can use his 
weapon proficiency CPs to cover this cost. 

Monks and PLAYER’S OPTION: Skills G. Powers: Selectine 

Shaman 
Ability Requirements: Wisdom 12 

Prime Requisites: Wisdom 
Races Allowed Human 

Constitution 12 

The shaman is a tribal priest found in savage, barbaric, or 
nomadic societies. In his homeland, the shaman serves his tribe 
in much the same way that a cleric would serve the common 
people of more civilized lands; he acts as a guide, protector, and 
advisor, using his magical pavers to slrengthen and defend the 
tribe. Shamans often serve as the k e e p  of knowledge and 
legend for their people, and lead the tribe in the various rites 
and ceremonies q u i d  by the tribe’s belief system. A player 
character shaman may still be associated with his tribe, or he 
may be a wand- or exile who has abandoned his duties. 

Shamans hay be of any alignment. They are always 
found in tribal or barbaric cultures-if a player wishes to 
run a shaman in a morr civilized campaign setting, his char- 
acter is considered to be a barbaric foreigner by most com- 
mon folk he meets. The shaman‘s arduous life in uncivilized 
lands requires a good Constitution, and Wisdom is required 
for dealing with tribal matters and speaking to the spirits. A 
shaman with a Wisdom of 16 or better earns a 10% bonus to 
the experience points he gains. Shamans also follow the 



Priests 
same level advancement as clerics do. 

party Like the druid, he is not a front-line fighter, but he 
also lacks the high-powered combat spells that the druid 
commands However, his mysterious spirit powers allow 
um to make use of magic that is usually out of the reach of 
ow-level characters. A shaman who demonstrates intelli- 

The shaman is an unusual character in the adventuring 

I 
1 
! 

gence and respect in dealing with the spirits can be an 
extremely effective character in a number of situations. 
Shamans view themselves as advisors and guides to a party 
of adventurers and often have an uneducated but insightfd 
view on the more civilized societies they visit. 

, Shamans may wear any armor normally associated with 
~ their tribe. In the absence of more specific information, 

tribal armor is usually bide, leather, or studded leather with 
a tough wooden, wicker, or hidecovered shield. Similarly, 

I shamans may use tribal weapons, which usually include the 
j short bow, club, dagger, dart, hand axe, harpoon, javelin, 
~ knife, quarterstaff, sling, and spear. Blowguns might be 
~ appropriate for shamans of jungle tribes, or light lances and 

composite bows for shamans of tribal horsemen. 
Shamans may use any magical items normally usable by 

priests. They have a nonweapon proficiency crossover wtth 
the warrior group and can learn priest or warrior proficien- 
cies at the normal cost. Shamans have major access to the 
spheres of all, animal, protection, summoning, travelers, 
and wards, as well as minor access to healing and plant. 
Shamans never gain followers or establish strongholds. 
Good-aligned shamans may turn undead, and neutral or 
evil shamans may command nndead. 

In addition to their priest spells, shamans have a special i connection to the spirit world and can call on the spirits for 
1 guidance, knowledge, or magical aid. While shamans often 
1 function as priests of a tribal deity, their primary concern is 
1 the spirit world. To a shaman, the physical world is not the 1 entirety of existence; the spirits of animals, nature, and the 
~ tribe's dead are always near, and interacting with these spir- 

ts is the shaman's greatest duty and responsibility 
Shaman Spirit Powers: A shaman begins play with oae 

minor spirit ally or guide of his choice; it's assumed that he 
has already performed the rites to snmmon this first guide. 
As he rises in level, he learns the rites necessary to call addi- 
tional spirits. Spirits are individuals-speaking to a spirit of 
the dead means the shaman is in contact with one particular 
deceased individual. There are dozens of spirits for each 
species of animal, representing every aspect of the animal's 
existence, and a near-infhite number of nature spirits. The 
number of spirits a shaman knows how to contact appears 

Performing the ceremony to call a spirit for the first time 
qu i r e s  a week or more of fasting, prayer, and solitude in the 
appropriate location-if the shaman is trying to call a woLf 
spirit, he must find a location fquented by wolves, and if he 
is trying to call a dead spirit, he should perform the cemony 
at the individual's burial site. At the conclusion of this weehr- 
long ceremony, the spirit appears, and the shaman establishes 

~ contact with it. Fmm that time forward, the shaman may 
~ attempt to contact the spirit anywhere or anytime to seek infor- 
! mation or q u e s t  a favor of the spirit-ee Calling Spirits. 
j Spirits of the Dead These ancestral spirits are individuak 
~ who were renowned for their wisdom, skill, or courage in life. 
! Minor spirits may be ment relatives of the shaman, while 

major spirits arr great heroes and wise men of the tribe. A 

1 
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i on Table 5 Shaman Spirits Per Level. , 
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Chapter 2 
Table 5: 

ShEiman Spirits Per Level 
I 

3 2 - 

11 A Z 7 

15 6 4 3 

19 7 6 4 
7 6 5 20 

great spirit of the dead is a chieftain or other personage of leg- 
endary standing. While spirits of the dead may i w m  to be 
frightening allies, they an- actunll) very protehve uf lhrir l i \ v  
mg p'otegge and bear few grudgn against the living. 

Spirits of the dead know many things. Naturallv, they are 
fanuliar with any details or events of their OMTI lifetimes The) 
are able to perceive the s h a m ' s  fuhm and can offer advice 
in times of tough choice.;. Drad spirits can also provide some 
measurc ok protection for the Fhaman and hL allies by using 
their power on the snaman's behalf. Minor spirits can invoke 
the powers of a u p y .  fdpi &Ah, praytr, ur \peak uitti ,id dn 
brhalf of the shaman; major spints can invokediutrurrori, m i -  

murre. orfind the palh for the &man; and great spirits can 
invuke raise dmd,forbidda?icc, or dstrdl j p d l  for the shaman. 
Spe& invoked by spints are cast at the level of the shaman, 
unless the s p U  is normallv cast at a level higher than the 
shaman has acceSS to. If the latter is the C~W. then the spell is 
cast at  Ihc minjmum required level of that particuLu rpell. 
Note that thcse are spek normally outside the shaman's 
spheres of access. In addition, there can be other rnlcplaying 
~ffects gained in conversation with the spirits. such as idor- 
mation or guidance in making difficult choices. 

Xtrc l i t - lex1 sluman Shutlirri deirdes that hisfirst spirit p i J ?  
 dl be rhe spirit ,,Jlirs ~~ra)tdjdther, u h d  u v s  the rribr,'r ctunian 
ahzn Shdtlrni uws .I boy Shotlreri mn d l  upm 111s grandJatlrer's 
spirit for lrzly rind ndmw Wlrr~rr a slrnrria,i ilmrxtzr be,(nrs play, 
it's assunwd rhat lie lras alrcadw pcrfornid rlrc2 :crcnrJriy td a r t r x l  
hisfrrst spirit ,quidC, 

.Animal Spirits: The shaman liws in a world in whi;h 
anjmals arc r7 vital part of human life. Animals pro5 ide 
food. shelter, clothmg, and rook for the bhaman's people, 
and the dnimal spirits am revcred for their wisdum and 

Hunting Eagle. Great animal spirits are the leaders of these 
lesser spirits and contain in themselves everything the ani- 
mal stands for-the Great Bear, the Great Wolf, and so on. 

Animal spirirs a r r  powerful, but they're also lrss incline 
to oitrr advice or guidance to the shaman. Their interest lie 
in ensuring that the shaman is respectful towards their 
species and helps to guide others in dealing with their kin, 
not in aiding the shaman in his own affairs. The spirits of 
game animals such as moose or deer don't mind if the 
shaman or his people hunt the animal, but they grow angq 
if the hunting is wanton or disrespectful. 

Animal spirits have knowledge of events that have 
affected their species in the local m a  and have a number of 
powers they can use on the shaman's behalf. Minor animal 
spirits can aid the shaman by using animalfiendship, speak 
with animals, or animal summoning I on his behalf. In addition, 
the animal spirit can grant a limited form of clairaudience and 
ckirvoyance by allowing the shaman to see through the eyes o 
an animal of that species, with a range of one mile. Animals o 
the species in question will never attack the shaman or any- 
one under his protection unless the shaman has a n g a d  the 
spirit or the animals are magically controlled. 

Major animal spirits can use animal summoning I1 on the 
shaman's behalf, grant him the speed or movement powers 
of the animal (flying, swimming, or running at the animal's 
base speed), or transform the shaman into the shape of the 
animal, similar to a druid's shapechange. Great spirits can 
use animal summoning Ill, heal the shaman or one person 
under his protection, or aid the shaman in a way similar to 
Mordenkainen's faithf.1 hound. 

A t  3rd level, Shotheri gains the ability to call a second spirit. 
Consulting with his grandfather, he decides that the Wise Owl 
would be a good spirit ally. Because Shotheri is only 3rd level, the 
Wise Owl is a minor spirit. Shotheri spends several weeks stndy- 
ing owls and their habits, and t h  performs the ceremony to 
summon the Wise Owl and speak to it. 

Spirits of Nature: The most reclusive and powerful spir- 
its are the elemental spirits of nature. These beings repre- 
sent the physical world around the shaman. The strength or 
power of the feature the spirit represents determines 
whether it is considered a minor, major, or great spirit. A 
stream, copse, or hilltop may be home to a minor spirit; a 
river, moderate forest, or canyon may be guarded by a 
major spirit; and a mountain, large forest, or mighty river 
may be the home of a great spirit. Spirits of nature fre- 
quently take on human-like features or characteristics when 
dealing with a shaman, so a spirit might be known as Old 
Mountain, River Woman, or Forest Walker. 

Spirits of nature are even more distant than animal spir- 
its, but they do feel some attachment for the people and 
creatures who live nearby Anver spirit is likely to be pro- 
tective of the village built on its banks, as long as the people 
show respect to it. Nature spirits often change with the sea- 
sons, so a river spirit in the spring flood may be wild, capri- 
cious, and dangerous to deal with, while a forest spirit in 
winter may be sleeping and hard to rouse. 

A t  5th level, Shotheri gains the power to summon a maj 
svirit. Since he has been snendinQ a lot o f  time in the forests near 

knowledge Minbr and major spirits are embodiments of an 
archrtype, such d> the Old Wolf. the Sleeping Bear, or the 



Splrits of nature are generally well-mformed about any- 
thmg that has taken place m ther  location and can relate 
'his dormation to the shaman Splrits of nature are also 
:auahle of usme ootent vowers on the shaman's behalf: the 

W and other signs. The shaman can converse with the spirit for 
one round ver character level. a s h e  one auestion oer 
round. A s h g  a favor of a spirit, su& as &e use of: spell- 
like abilitv, reauires one round for minor abilities, two for 

< I  I 

pkciple Jiiiercncc betbken minor aid great spirirs is thz 
si7z of the area in whiih thev can be iummoned. Minor 
spirits are bound to one specific site not more than d few 
hundred yards across, malor spints are limited to five or ten 
square miles. and great ,pirit> can acr m areas the 5ize d 
small narioiis Note that the areas of effect of spell-liks abili- 
he5 remain unchangrd---a great spirit i, powerful becauw 
thc region in which ht- 15 available to assist the shaman is 
much IarAer than a minm spirit's range. 

Spirits of nature can help a shaman bv mvoking a num- 
her oi spell-like powers for the shaman. Cnlike elementals. 
spirits \>f nature include aspects oi vegetation and all rhc 
elzments of their homr, so a mountain spirit ha- infhiencc 
0vt-r earrh and air a? well as the forest, that grow on the 
mountain'; slopes. I'he abilities available to spirits of naturr 
are drsrrihrd bthw. 

Land Spirits: ?iiIati,qk, p i )  :uirliui~l trdlt i .  Just .L2.d t r i p ,  
1ia1.i i i i lo .stmt', jii<ire, spc.d uirli plaiirs. i d i i i i i i i i i i ~  ii'rlli 
ir.>!iir?, m i w t d l ,  h ~ ? a k ,  -Val1 oftlerrii., aiiinuilc' mck, and 
iliaiycsta,ff Land spirits inay bc*aajsociaied Iailh nwun- 
tains, plains, foresh, plateau.;, canyons. mesas, o r  anv 
othc.r distinrt land feature 
Air Spirits: obciirrc~mcirt, call l i~ l i1 i i i i i . j  qi<si dj:uind. wind 
i i u l l .  c'linintune xs th  iidficrc, oir uolk,  coiilrd winJs, x . i l h z r  
ir~irrinomng. ,;,ntrol ;umtIlcr, uii~~ui~lrdll~~J Lnitlicr, and ."id- 
walk Air spirits arz associated with high pcaka. 
windswzpt plains or vdlkyi, or seasonal winds such as a 
XLT~KCO o r  the north wind of the wintcr. 
Water Spirits: u v l l  dff i~g. fog '&id, i~,aI?r brmtliiii,<, u'ahi 
tinlk, Imw >rarer, solidfq, wflcclni~ p.1.11, ;omiirunt~ d i l h  
rinfrirr, pnrt 7i'nrl,r, an i  tr.in,muh'duit Id :i'ntrr. Watzr spir. 
its are associated with I.ikc3. smeams, rivers, or sea,. 

Calling Spirits: Once a ,haman has performed the initial 
:eremmty that attracts a spirir and e4ablishes a connection 
:o the heing, he can summon that spirir anyrime tu seek thk, 
dormation. favor\, and powers dzsribzd above. The 
shaman's location dwsn't matter, a jpirit can ;ume to him 
an)whrn:, even though spirirs of nature may not be able to 
hc,lp him outside their homes. 

To siimmon a spirit. the >haman must chant, pray, and 
perform a rcremcinidl dance for at lrast 1 turn. The base 
chanLt. o i  success is I d  per characrsr Izvel. plu5 19"" fur 
every additinnal turn the character chant, and dances. to a 
maximum Yo",. chancr of ,uccesh. li the shaman ha, already 
attempted to summon a apirit thar h), h:s maximum 
chdncc uf success falls by 10' per 3ummoning attempt-a 
shaman who h,as rallcd one spirit, tried to call another and 
iailed, and is trying a third summoning has a mdxiiniim 
success chance oi or possibly les, i f  hc'> a Io\v-level 
character in a hurry In mv event. a sham;u, ma! attzmpt no 
more than Gmv calling per le\,el in rhe cuursc of a single day. 
A roll of Yh or  higher (91 or higher in the case of spirirs of 
nature) angers the .pint rhc shaman is trying hi call. 

It rhr jpirit isn't ai@! at t h r  shaman lor some reaSdn. i t  
appears with d suicessiul roll. ( M y  shamans can %'e rhe 
spirit or speak to it ,  other characters may be aware of ihills, 
strange odors, shimmering hazes. unu3udl gusts of wind, 

major, ani th&e for ab 
great spirits. During this request the shaman explains what 
he wishes of the spirit and why the spirit should help 
if the DM thinks it appropriate, the player must role-pl 
this conversation. If the spirit agrees to help, the spell-1 
effect is granted to the shaman, who may "hold it for u 
one full day until he's ready to invoke the spirit's power. A 
shaman can only hold one favor at a time and can't request 
another of any spirit until he has used the held ability. 

s that can only be granted by 

Shotheri and his companions aregetting ready to attack an ox 
encampment in the woods. Shotheri decides to summon his grandfa. 
ther and seekaid in the upcoming battle. Since hes now a 5th-leuel 
shaman, he has a 50% chance of success to summon him after one 
turn, a 60% chance after two turns, and so on. Shotheri decides 
dancefor two turns, and succeeds in calling the spirit. Shothm' 
requests a prayer spell to be used during the battle. Shothi's o 
good terms with his grandfather's spirit, and he gains the spell. 

Later that day, the orc chieftain escapes Shotheri's party and 
flees into the forest. Shotheri used hisgrandfather'sfavor during the 
fight, but now he needs to summon the Birch Woman to ask her 
where the orcs have gone. Fortunately for Shothm', the orc's camp 
happened to be located in the Birch Woman's a d s .  Shotheri has a 
50% chance to summon her, and he decides to dancefor three addi- 
tional turns to raise this to an 80% chancethe best he can do, 
since this is the second spirit hes  called toduy. Shotheri succeeds 
again. This time, he isn't seeking anyfavors. He just asks the Birch 
Woman where the arcs went. The Birch Woman agrees to help, but 
only ifshotheri ensures that nofiery spells are used against the 
orcs-she remembers the time that the party's wizard used a fire- 
ball whilefighting a pair of tmlls in her woads. 

whpn theyfinally track down the orc chieftain, Shotheri 
decides that he will try to summon the Wise Owl to learn what 
the chieftain is planning. Since this is his third summoning of the 
day, his success chance can be no better than 70%, and Shotheri 
dances for threefull turns toget to that chance. Unfortunately, 
Shotheri rolls a 99 on his check, and the Wise Owl is angered by 
his efirts. The DM decides that Shotheri hasn't done muck to 
help the Owl lately, and that the spirit refuses to come until 
Shotherifinds a way to reafirm his loyalty to the spirit. 

Spirits as NPCs: Spirits are individuals, and they have 
long memories. A shaman who takes actions the spirits find 
offensive, or who asks their help in questionable circum- 
stances, may he denied assistance just because the spirit does- 
n't feel like being helpful. The DM may find it useful to refer 
to Table 59 Encounter Reactions in the DMG; 
spirit's frame of mind as threatening, hostile, 
friendly depending on how the shaman's heen ac 
how outrageous the shaman's request is to the spin . 
good idea to create personalities, motivations, and attitudes 
for the spirits the shaman deals with most often. 

Spirits do not have game statistics; normal mortals have 
no means of injuring them, although other divine creatures 
may be able to do so. Only greater spirits can take a physi- 
cal form, and even then they're reluctant to do so. Greater 
spirits of the dead can briefly resume their living form 
with the appropriate class and abilities; animal spirits can 
appear as a double-sized version of the normal variety; 
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and spirits of nature can appear as 12 HD elementals. In 
physical form, spirits can only be injured by c2 or better 
weavons. and even if thev’re ”killed.” thev onlv retreat 
from i h c  jceiir for a shor; whilz. 

the spirit., hy r‘ihing partisul.%rly dfen,i\w xiions I( i h r  
<)fivnse I. tt!mpor,iry or unjntentitiii.il, rhr q x r i t  simply 
refuses to ansusr ai! calls for a >i.itahlr pcnod of tinit. - 
one wcvk to .I w’ar may be appropri.iic. If the ottrn,e $%.IS 

tleliberatr or permanent in nature. the spirit sevL .rA ’ ’ 11. con- 
ncctioii it1 the 5hamdn and cdlinut b? called  pin uiihl the 
shaman atones tdr his d e n s + ,  repair, whatcwr daninge hs 
did and repcats the week-long .unimsnin); ceremonv. 

Shamans and PIAYI n‘\ OPTION: Skills t; I’cruwrs: Selerr- 
ing this class i0r your I’L \\FR’% O i ~ i o h  ;haractrr expends all 
il,ass-clerived ih.3rdck.r points. XI a sh.iman m a y  not acquire 
addihotul class dbiliiiw from the prirst list. If )‘oii want r o  
m a k c  a \ d r i m l  >peciallv priest rcwnblmg thi, sharnaii but 
with different powers. use tne Customized Priest Charac- 
ters section in this hook tu do 50. 

Angering the Spirits: A shaman can ~uniplett+ allenarc 

Priest appmpriace for almost any faith, but 
some unique priesthoods may Characters require special trratment. m e  point- 
based character design system 

explained here allows a player to create almost any kmd of 
priest character imaginable. GenerauY, this system works 
much like the point-based wizard design rules inhduced in 
Chapter 1; it expands the spedalty priest design rules from 
PLAYER’S OPTION: Skills b Powers. 

A priest character receives 120 character points to pur- 
chase the spheres of access, granted abilities, and class abili- 
ties the player desires. Each ability costs a variable number 
of character points. A character can gain extra CPs with 
which to buy abilities by choosing limitations, or reduce the 
cost of a n  ability by deferring it to a higher level. A n  ability 
deferred to 3rd level is 1 point cheaper than normal, 2 
points cheaper at 5th. 3 points cheaper at 7th, 4 points 
cheaper at 9th, and 5 points cheaper if deferred until 
11th level. All abilities have a minimum cost of 1 CF. 

The basic priest has a d8 Hit Die, uses the priest’s 
THACO and saving throw chart, gains the ability to cast 
priest spells as indicated on Table 24  Priest Spell Pro- 
gression in the PHB, may use only bludgeoning weap- 
ons, may wear any kind of armor, and may use any 
magical item normally usable by priests. The priest 
does not begin play with any spheres of access; he must 
purchase each sphere of access he wishes to have avail- 
able. For example, if a player wishes his priest to have 
major access to the sphere of elemental air, he needs to 
spend 5 CPs. If, on the other hand, he wants the priest 
to have minor access to all of the elemental spheres, he 
needs to spend 8 CPs. 

For minor alterations to an existing priest class, a 
customized character can begin the process with all the 
abilities and restrictions of the cleric, crusader, or any 
other variety of priest. If this is the starting point for the 
customized character, the character receives 0 CPs to 
purchase new abilities; he must take limitations to com- 
pensate for all new abilities he selects. 

- .. , .’ .1 

A customized specialty priest is constructed from the list 
of optional abilities and restrictions below. A priest begins 
with 120 CPs to purchase abilities and may gain additional 
CPs by taking limitations. 

The priest must purchase 
aracter points. He may cas 

spells only from spheres he has access to and may only 
cast spells of 4th level or higher if he has major access tr 
a sphere. Normal cleric access costs 100 points; druid 
access costs 70 points; crusader access costs 55 points; 
monk access m a t s  hfl points; and shaman access costs 61 

Lccess Costs. 
): This ability is similar to that of the 

ranger character class. If the priest carefully approaches a 
natural animal, he can m o d i  the animal’s reactions. 
Domestic or nonhostile animals a~ befriended automati- 
cally, while wild animals or those trained to attack must 
make a saving throw vs. rod, staff, or wand to resist the 
priest’s overtures. The priest imposes a saving throw pen 
alty of -1 per thrre experience levels (-1 at 1st to 3rd, -2 a 
4th to 6th, and so on.) If the animal fads to save, its reaction 
is shifted one category as the priest choose-for example, 
from hostile to threatening, or neutral to friendly 
Armor Class improvement (15): The priest is trained in 
avoiding blows through k i n g  and deception. His nat- 
ural Armor Class improves by one point at every even 
level (AC 9 at Znd, 8 at 4th, 7 at 6th, and so on) to a max 
mum of AC 2. However, this ability is useless if the priest 
wears any form of armor or magical devices which 
replace armor, like bracers of defense. 
Casting time reduction (5): The casting time of th 
priest’s spells is reduced by 1, to a minimum of 1. 
Cold resistance (5): The priest enjoys an unusual resis- 
tance to natural and magical cold, gaining a +2 bonus t< 
saving throws versus these effects. Ice-based attacks or 
effects are included in the priest‘s resistance. 

i (20): The priest’s THACO advances at the 
1 per level instead of the normal priest 



Priests 
Inspirelenra ies (5/10): Though his prayers and 

riest can insuire his allies in battle, exhortations 
rate of 2 per 3 levels. The effects of this ability become 
more pronounced at higher levels. 
Communication (10): A priest with this ability learns one 
language per level from a related group of racial 
tongues. For example, a druid learns the languages of 
woodland or sylvan races. Apriest of a god of the sea 
might learn the languages of aquatic races instead, while 
a dwarven priest could learn the languages of mountain 
races or creatures of stone. 
Detect evil (10): Tbis power allows the priest to use detect 
mil once per day per b o  levels (twice a  ̂day at 3rd, three 
times a day at Sth, etc.). The priest must stand still and con- 
centrate for one mund; in all other respects the ability oper- 
ates just like a defect euil spell cast by the priest. 

~ A priest with this ability may use 
er day per two levels. He need only 

stand stiu ana concentrate for one round to invoke the 
power. The duration and area of effect are the same as a 
detect undead spell cast by the priest. 

?ert healer (10): A priest with this power gains one 
iitional cure light wounds per day in addition to any he 

chc 
Ex1 :The duration of any 
noninstanheous spell cast by the priest is increased by 
one time unit per two levels. The unit of time varies, 
depending on how the spell's duration is normally mea- 
sured; rounds for rounds, turns for turns, and so on. For 
10 voints. this avvlies to svells of one suhere and for 15 I I  

s of all spheres. 
resistance (7): The Driest gains a +2 bonus 

; throws vs. fire or electriial eff&ts, including 
iral phenomena and magical attacks. - ~UI IUWTTS  (5/10): For 5 points, the priest gains followers 

as described in the Player's Handbook for the standard 
cleric-at 8th level, 20 to 200 soldiers arrive to serve the 
character. If the priest spends 10 CPs on this ability, he 
gains these followers whenever he establishes a suitable 

mghold, regardless of level. 
t point bonus (10): A priest with this ability uses a d10 
his Hit Die instead of a d8. 
mtify plants and animals (518): At 3rd level, the char- 

acter gains the ability to identify natural plants and ani- 
mals. He may also idenbfy pure water. For an additional 
3 CPs, the priest has this ability at 1st level. 

:At 7th level, the priest becomes 
or spells cast by a group of 

harm 
rm eff 

relatea creatures, sucn as woodland creatures, undead, 
plant monsters, extraplanar monsters, or wizards. The 
priest may gain this power at an earlier level for a cost of 
+1 CP per level (6 CPs at 6th level, 7 at 5th, and so on.) 
Each class of monsters or races the priest is immune to 

additional 5 Cl's each. 
ty to magic (15): The priest enjoys partial immu- 

nity to one type of magic-alterations, invocations, 
necromancy, and so on. Both wizard and priest spells of 
this type are included. The priest gains a +4 bonus to 
saving throws against spells of the type chosen, or a nor- 
mal, nonuenalized saving throw against spells that do 

The priest is immune 
to normal diseases, although magical diseases such as 
lycanthropy and mummy rot still affect him. This is simi- 

I' lar to the paladin's ability to resist disease. 

giving them a +L uonus to thei; attack rolls and sa&, 
throws. The priest must do nothing but chant for at least 
three full rounds before his allies gain bonuses, and the 
effects last for ld3 rounds after he stops. All allies within 
10 feet of the priest are affected. As a 10-point power, his 
allies become enraged, increasing the bonuses to +2. The 
priest can do nothing else while using this power. 
Know alignment (15): Once per day per two levels, the 
priest may make use of know alignment. The spell func- 
tions exactly as if it was actually cast by the priest. 
Lay on hands (10): The priest bas the power to lay on 
hands once per day, curing up to 2 points of damage per 
experience level. This is identical to the paladin character 
class ability. 
Pass without tracc 3rd level, the priest gains the 
ability to pass with, re,  as per the spell, at his normal 
movement rF+a Fr 'a c.h=r.scter may have th is  
ability at 1st 

may learn nonweapon proficiencies from the priest and 
general lists at no extra cost. Each additional crossover 
group costs 5 CPs and allows the priest to learn non- 
weapon proficiencies from another character group's list 
with no penalty. 
Purify water (5): Once per day, the priest may make use 
of a pnrih food and drink spell, applying it to water or 
brine only The power operates as a spell cast by the 
priest in respect to area of effect. 
Resist energy drain (5/15): Priests with this ability gain a 
+1 to saving throws versus the energy drain spell and the 
level-draining attacks of the undead. If the attack does 
not normally allow a saving throw, the power has no 
effect, but the saving throw modifier does apply to char- 
acters under a negative plane protection. For 15 points, this 
ability allows a priest to attempt a saving throw vs. spell 
with a 4 penalty to avoid a level-draining attack thai 
normally allows no saving throw. 
F----. 
E 

'-'-':At 

Proficiency- . Normally, priests 

language (5): Priests with this ability s h  a 
form of communication that only they understand 
ermits secure conversations in almost any setting. 
change (15+): Tbis is the druid's normal shapechange 
Beginning at 7th level, he may change into a mam- 

mal, reptile, or bird three times per day-eacb form may 
be used once. Each transformation heals 10°/r60% of any 
damage the character has sustained. The acquisition of this 
power may be accelerated for 2 Cl's per level, so for 17 CPs 
the priest may shapechange at 6th level. 
Spell-like granted power (special): Many priests have 
unusual granted powers that simulate the effects of vari- 
ous spells. Unlike spells, these granted powers require 
no material components, A spell-like granted power may 
be invoked once per week and has a base cost of 10 CPs, 
plus the following modifiers: 
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For examule. a unest who wishes to invoke a fireball , ~~ ~ 

once per week’wduld pay 10 CPs, plus 6 CPs (3rd-level 
wizard spell), for a total of 16 CPs. The ability to use the 
power once per day would cost an additional 5 CPs, for a 
total of 21 CPs. Using cure light wounds three times per 
day would cost 10+1+5+2, for a total of 18 CPs. 

Regardless of the amount of points paid, a priest may 
not have a spell-like granted power of 6th or higher level 
and is limited to no more than one granted power per two 
l e v e h n e  at 1st level, one at 3rd, one at 5th, and so on. 
The DM should carefully review any proposed granted 
powers. Note that when the priest invokes a power, factors 
such as range, damage, duration, and other effects are 
determined as if he had actually cast the spell. 
Spirit powers (30+): A priest with this ability commands 
spirit powers, as described for the shaman earlier in this 
chapter. For 30 CPs, the shaman may contact one class of 
spirit dead, animal, or nature. For each additional 5 CPs, 
the shaman mav contact one more class, so 40 CPs gives 

spirit powers. 
.):For 10 CPs, the priest may select one 

onal5 CPs allows the priest to 
ity, up to a maximum of four 
thieves’ cant may be selected as 
ercentile score increases as noted 

e Ability Table of the DMG. 
I worn, and Dexterity still apply 

I 
d (15): A priest with this power may turn 
ng Table 61: Turning Undead in the PHB. 

rnesrs or evil alignment may command undead. 
Unarmed combat skills (15): The priest is a speaalist in 
unarmed combat, as described under the monk entry 
earlier in this chapter. At 1st level, the character is a spe- 
cialist; at 5th level, a master; at 9th level, a high master; 

If the priest has a Con- 
sntutlon score of 17 or 18, he g a m  the additional +3 or 
+4 hit point adjustment allowed for warriors instead of 
the normal +2. For an additional 5 points, the priest may 
roll an exceptional Strength score of up to 18/50 if he has 
a strencth of 18. 

): For 5 CPs, the priest is allowed 
eapon in his list of permissible 

weapons, or instead he may have access to a list of tribal 
or special weapons approved by the DM-for example, 
!he druid or thief selections. For 10 CPs, the priest may 
Nield any weapon he wishes to. 
Weapon specialization (25): This ability allows a priest 
to specialize in a weapon using the normal specialization 
rules. Note that the priest must still spend the required 
lumber of proficiency slots or character points to actu- 
illy gain proficiency and specialization in a weapon. - vvu-dly priest (25): A priest with this power may treat 
one school of wizard spells as another sphere of access. 
Spells memorized from this school count against the 
Driest’s memorization limits. iust as if thev were addi- 

~1 

Ii I 
tional priest spells. 

Bv choomg limitations, a priest character can gain eitra 
character points to .selccr cla5s abilities. thus balncmg uut 

I 

any “overspending” in the pre\ious stcp. For example, if  a 
uriest selcrtrd abilitics tutalline 135CPs. he would be 15 

I ~ ~ ~ ~ ~ ~ ~ ~ . ~ .  
CPs over the normal limit of 150, so he would have to select 
15 CPs of limitations to pay for his additional abilities. 

If a priest character begins with a standard package (i.e., 
the player chooses to begin with a cleric, crusader, druid, 
monk, or shaman), he can add new abilities by taking limi- 
tations on a one-for-one basis. For example, a standard 
cleric with the wizardly priest advantage must come up 
with 25 points of limitations to balance the 25-point ability. 
The available limitations are as follows: 

The priest is limited in his choice 
imitation, the priest is restricted t 

chain mail or lighter armor; for 10 points, he is limited to 
studded leather or lighter armor; and for 15 points, the 
priest may not wear any armor at all. 
Awkward casting method (5): Spells cast by the priest 
are unusually obvious-the priest may be surrounded by 
a glowing halo of divine light, he may have to invoke his 
deity’s power with peals of thunder and tremors in the 
ground, or some sensation (fear, cold, elation) may be 
noticed by anyone nearby Any intelligent creature in 
earshot automatically notices the priest’s spellcasting, 
even if they weren’t paying attention to him before. Cast- 
ing spells from ambush or without being observed is 
nearly impossible with this limitation. 
Behaviodtaboo (2): The priest’s religion has an unusual 
code of behavior or conduct that may hinder him in cer- 
tain situations. For example, a priest may be required to 
speak a ten-minute prayer every time he crosses a river, 
which could be very inconvenient if he was being pur- 
sued. Another priest might be required to use cure spells 
on anyone in need, expending spells on strangers or 
Nl’Cs instead of his companions. Apriest who violates 
his behavior guideline loses access to his spells and must 
perform some appropriate penance for his failing. 

!manee (5): The priest‘s faith demands the 
# ?rvanc special event or ceremony every day, such 
ha a prayeL 
formed in a certain way, or a lengthy atonement for the 
day’s thoughts and actions. The priest must drop what- 
ever he is doing to perform the ceremony; there are no 
excuses for missing it. A priest who skips the ceremony 
may lose his memorized spells or suffer some other sign 
of his deity’s disfavor until he finds a way to atone. 
Difficult spell acquisition (5): The priest’s deity is par- 
ticularly demanding about granting spells, and the priest 
can pray for spells only in very specific circumstances. 
For example, the priest might only be able to gain spells 
in a temple of his deity, he might have to wait for certain 
celestial alignments or phases of the moon, or he might 
be required to fast and pray for a minimum of three days 
before gaining spells. In general, this limitation should 
make it hard for the priest to gain spells while traveling 
or adventuring. 
Fanaticism (5): A priest with this limitation comes from 
an intolerant faith. Followers of other powers must con- 
vert or forfeit their lives. The priest absolutely refuses to 
accept any companion who does not worship the power 
he represents and suffers a 4 reaction adjustment with 
any Nl’Cs not of his faith-the priest can‘t hide his con- 
tempt for nonbelievers. 

. ,  
amrise, a small sacrifice or libation per- 
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7 Haaruws sprm uvkchanneling the power of a deity 
can be dangerous, and a priest with this limitation can sue 
tain harmful sideeffects from casting spells. The priest 
might suffer 1 point of damage per spell level when he 11 i 
cas& a spell, Ath a saving && vs.breath weapon for 
half damage. Another option would be a chance (5% per 
spell level, -2% per character level, minimum 1%) of losing 
all speh in memory and beingfeebleminded for ld3 days. 

1 Limited magical item use (5+): The priest is banned 
from using certain types of magical items. For each cate- 
gory of magical item he cannot use, he gains a 5-point 
limitation. The categories are: potions, oils, and scrolls; 
rinzss: rods. staves, and wands; miscellaneous mazic; and " " 
weapons Ad armor. 

uted suell selection (5): The uravers required to ueti- 
tion the p;iest's deity for spells ire ixwemAy compl& In 
fact, they are as complex as a wizard's spells, and as a 
result the priest is required to build a "spell book of 
priest spells. First, this limits the priest to a maximum 
number of spells per level, as indicated by his Intelli- 
gence score. Secondly, the priest must make a learn spells 
roll in order to add a new spell to his selection; if the 
priest fails to learn a spell, he may not try to learn it 
again until he gains another level. 
Reduced hit points (10120): A priest with this limitation 
uses a smaller Hit Die than normal. For 10 uoints. the 
priest uses a d6 Hit Die; for 20 points, the priest uses a d4 

Reduced spell pmgression (15): A priest with t h ~ ~  
restriction memorizes one less spell of each level than 
normal; a 1st-level priest gains 0 1st-level spells instead 

of 1, and so on. If the priest's spell allocation for any 
given level is reduced to 0 by this limitation (like the 1st- 
level nriest above), he gains no bonus spells for an ex 
ti Wisdom score for that character level. 
S 'I casting iimes (5): The priest's spells are un 
ally long-winded; all casting times are increased by 
casting time of one round or longer is simply doubl 
Talisrnan/symbol(S): The priest's spell powers are 
focused through one specific talisman or holy symbol 
Without this symbol, he is incapable of casting spells. 
his talisman is destroyed or stolen with no hope of recov- 
ery, he may create a new one with ld4 weeks of prayer, 
n 

priest character has access to the cleric's weapon selec- 
tion of any Type B weapon. A priest wi 
is further restricted to the staff, club, w 
man's mace, and horseman's flail. For 
priest is not allowed to gain proficiency 

ition, and fasting in his home temple. 
V in restriftion (y15): Unless otherwise stated, a 

Dealing with GL-- -Breaking Charac . -. 
As noted before in the chapter on wizards, a point-based 

character design system allows players a chance to create 
extremely capable characters, especially if role-playing d 
advantages are used to finance game mechanic bonuses. 
The DM should carefully review any character assemble, 
under these d e s  and make a special note of weaknesses 
blind spots. Even a minor role-playing disadvantage can go 
a long ways towards discouraging an unbalanced design if 
rL- DM is a little crea 





Other Sdlcasters 
Bards are versatile adventurers //I Bards and whose orimarv abilities include a 
fair asGrtmen't of spell powers. 
Unlike rangers and paladins, who 
don't gain spell abilitie until rela- 
tivelv late in their c a m .  bards Designed ~. 

'1 Characters inainiake useof a limitrd st,I<xtiun 
of spells at the brguu~ig ui thrir 

rara.r. and ra.4 sp4li at thtw adua l  t~xpt~ritmrk~ lk*v~d, nul at a 
N ~ U C C ~  level of cffwti\mw.ss In .iddition. the rapiJ lt,vt4 pn* 
gwssion of the roguz character p u p  mrai, that lowlevel 
bards mcn'as, m magcal puwer almost ah qiuckly as thclr WIL- 

x d  counte~llrts. e s p d )  it phwr ChdId'trr~ Adre >pek 
Bard.; an> drsrrihd in grt'.it dfmil in tlir I'lny r ' .  Hail 1- 

bod.  As the jxks-of-aU-traclei ot the AD&D gamc. b.irds 
h a w  the weapon choiie> df a fighrrr, thr  >klLI> of a thiri. 
and ,time df th r  magical power or a wi7ard. Bard, \ 1 3 w  a 
h w e r  spell progrek,ii tlidn tnie ~ . i ~ _ i r d ~ ,  .ind the! are 
hiired to spells of bth level or less. 111 additiori, b d d s  ne\ er 
gain S p d S  auromatically and must  acqiiirc thr i r  spclls by 
luck and arsdmstance. finding them wherevrr diey <.in. 
llard; are jublrct to all the normal wstnctions cunc.ming 
wi7ard spells, including maintcnanrc of spd l  h(xik5 and uit' 
of armor while ca5hng spells 

'Ihe rrrm 'custumdesigned character' r&r; toany uthdr 
dilettmte whd has dCcess to 5pells rhroughout their ddvenhlr- 
ing arrers. Aiharaclrr ui this type mavenlo). thrspvll pni- 
gression siniilar IO thar oi <i h a d ,  or hc may x q i i i r r  i p c d l r  in 
some olhc,r fashion. hut h r  I> nut a Init '  wi/ar.l or pntw (;en- 
eraU\, custom-drsigned chdracters are created u m g  the rhar- 
actb'r cia,, design rule, from the Dii%x)%Al.isTm GishL, 

Baru3 m d  mstmmiwd chirasters in+ tiut sp&ili/e in 
school of magc. do not gaii the abilh to cast spells 
unhl they reach 2nd level, at tcluch point they begin with a 
spell buuk ot Id4 randomly deternunet1 spells. !wtr that bxJs 

iiot guarairtwi spells of the xhml oi universal magic, as 
wi7ards a-thcir lazk of formal training means that these 
spcll:. an a, unfamiliar lo them d9 spclls of the other sihoo1b. 

Banla in PWYER'S OPTION: 

+ells & MB6ic 
Whilr thi, book is pnrnarily intended for players of 

pne4 and wizard characters. much of t lus  iniormation is 
relevant for bard characrers, roo. The rhapieri dc>>cribing 
proficiencirs. equipment, spells in combat. critical hlt5, ncw 
spells, and inew' magical itcim dre dll .ipplicable to hard,. In 
additiun, the nrw mdgiidl + m i  iii Chdyrer h mcludcs 
rules for bards and titner 3uch apellcastrr,. 111 addition, 
vuu'll hid that 11us chapter introdiicc%'i sonit' n t v  v3riants 
or bardic spell ability. 

The Bard's Spell Book Bards must keep spell books, just 
do, b& a bardic spell book is n i t  the same &g 

book, he may not be able to immediately do 

as a wzard spell book. When a bard discovers a spell in a 
wizards spell book or on a scroll and wishes to copy it into 

so. In fact, at 1st level, the bard only has a 40% chance to 
comprehend the wizard spell as it is written. This chance 
mcreases by 5% per level to a maximum of 85% at 10th 
level. If the bard is able to make sense of the wizard spell (or 

, i!i ,: 

uses read magic to read it), he may then attempt to learn the 
spell and add it to his repertoire by translatq the spell into 

bardic spell notes. 

tion requires one week and 100 gp in materials. When 
translation is complete, the bard attempts a learn spell 
check to see if he can add the spell to his spell book. If 
check fails, he can always wait until he gains a level b 
examining his notes again. 

happenstance. With the exception of spell translations 
bards may not engage in spell research or 
Bards may only gain access to new spells b 
bard's spell book, chancing upon a wizard 
pen to understand, or translating a wizard 
If the DM is generous, a bardic college or h 
bardic spell translations available for trade or pur 

Bards and Scroll Use: Normally, bards must wa 
10th level before using wizard scrolls; spells on scroll 
recorded in a wizard's notation, and as described earlier, 
bard often can't make sense of a wizards notes. As an 
optional rule, the DM may permit the bard character to 
attempt to read wizard scrolls before 10th level. His cha 
of success is 25% at 4th level, plus 10% for each level ab 
4th, to a maximum of 85% at 10th level. If the bard fails 
read the spell correctly, the effect may be less (or more!) 
than expected, or it may affect someone or something 
besides its intended target. Obviously, this makes low- 
spell use a very hazardous thing for a bard, but if the c 
acter's willing to take a chance, he can try it. 

Translating a spell from wizard notation to bardic nota- 

Bards add spells to their book only through luck and 

Optional Abilities for Bards 
Bard characters may modify their spell ab 

ing optional abilities or restrictions from the following lir 
Note that these concentrate on the bards spell powers; tl 
other basic class ab 
optional ability selected, the bard character must take a 
restriction of equal value, so that the total number of cha 
ter points spent remains 0. Or, these abilities may be add, 
to the bard list in PLAYER'S OPTION: Skills 6 Powers. 

Accelerated spell progression (15): The bard enters 
Table 3 2  Bard Spell Progression in the PHB as if he WI 

one level higher. A 1st-level bard with this advantage 
the spell power of a 2nd-level bard, a 4th-level bard is 
treated as a 5th-level bard, and so on. - Armor and spell use (5nO): Normally, a bard cannot 
wear armor and cast spells. For 5 CPs, he may wear 
leather or lighter armor and still use spells; for 10 CPs 

es remain unchanged. For each 

may wear any kind of armor normally usable by a ba 
and still cast spells. 
School specialization (10): A bard with this power m 
select a school of magic in which to specialize. Hem 
choose enchantment/charm, illusion, or song magic 
his specialty. Bard specialists gain all the normal b 
and restrictions associated with school specialization 
includine omusition schools and penalties to learnin " I I  

spells outside their chosen school.&However, they ma, 
not engage in spell research. 
Scroll use (10): This is the optional ability described 
above under Bards and Scroll Use. Instead of waiting u 
10th level, the bard may attempt to use wizard spell 
scrolls at 4th level. His success chance is 25%, plus 10' 
per experience level above 4th (maximum 85%). If the 
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ream Is, the cts usually rebound on the 
bard comF i deleterious results 
Wiza." ....tg ical ..CY. ,-J): A bard with h s  ability 
may make use of magcal items normally reserved for 
use by wizards, mcluding wands, nngs, and miscella- 
neous magcal items, but not rods or staves. 

Optional LimitBtions f lard? 
Awkward casting method (5,. L L W  bard b s p d s  reqwe 
either loud smging or the strong playmg of an mstru- 
ment of some kmd, m a h g  it impossible to cast spells 
discretely or quietly He will almost never be able to cast 
Spells Mnthout revealing a place of concealment or hp- 

off an ambush. 
tosition school (5+): The bard may not make use of 

a y d s  from one philosoplucal school of magc or make 
use of magical items that dupl~cate that school's effects. 
(Schools that are m opposlhon to any spenalty schools of 
the character can't be selected for this restrichon.) For 
each opposmg school of plulosophy, the character may 
take a 5-PO 
Reduced 81 
the bards speiis are or less power than a Mnzard's. For 
purposes of all level-based characteristics (range, dura- 
tion, m a  of effect, damage, and so on), a bard of 2nd-5th 
level effective castmg level is one level lower, a 6th-9th 
level bard's effechve castmg level is two levels lower, 
and a bard of 10th level or hgher casts spells as if he 
were &e levels lower. 

: Smce he is not a true wizard, 

B 

..-duced spell progressio :The bard can cast one 
less spell at each level than normal. For example, a 4th- 
level bard may normally memorize two 1st-level and 01 
2nd-level spell; with this restriction, he is reduced to 
memorizing only one 1st-level spell. 
Unreliable casting method (5): The bard's unorthodox 
approach to magic results in occasional failures, with 
spells just fizzling instead of taking effect. The chance for 
failure is 10% per spell level, less 2% per experience 
level. For example, a 6th-level bard casting a 2nd-level 
spell would have an 8% chance (20 minus 12) of failure. 

Minor spellcasters include those Paladins, characters whose primary abilities 
lie in other areas-paladins, 
rangers. and anv other characters 
whz gain mino; magical abilities i and Minor higher levels. For these characters 
spells are only a small part of thei Spellcasters reuertoire of abilities, often 

acquired late in their advfflturing careers. 

casters tend to be ignored. Since they have to wait longer 
than the wizards and priests of a campaign to gain their 
spell powers, minor spellcasters only have access to spells 
that their enemies can easily counter. When a 10th-level pa 
adin can cure 20 points of damage by laying on hands, his 
cure fight wounds seems insignificant, and his bless spell onl 
takes his adjusted THACO from a 5 or so to a 4. The oppo- 

In many campaigns, the magical powers of minor spell- 
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nents that an 11th-level ranger is likely to be facing will 
have an easy time making their saves against an entangle 
spell. The spell powers of minor spellcasters are far more 
important to a character operating alone or looking for 
apells th=+ =**.pport or enhance his abilities. 

- _- jain the ability to cast priest spells from the 
spheres of combat, divination, healing, and protection at 9th 
level. Unlike true priest characters, paladins do not gain 
extra spells for high WEdom scores and may not use clerical 1 magical items. At 9th level, the paladin’s effective casting 

1 level is only 1st level; for each experience level past 9th, the 
i paladin’s casting level increases by one, to a maximum of 
~ 9th level for a 17th-level paladin. (See Table 1 7  Paladin 
~ Spell Progression in the PHB.) 
~ Since paladins only use priest spells, they may use armor 
~ with no restrictions while casting spells. However, the char- 
! acter should have at least one hand free to present his holy 
~ symbol or any other material components required, so a 
~ character might have to drop a shield or second weapon in 
~ order to cast a spell. 

! 

, fo rP  1s 
lilt. yaiduui s bpeu powers can oe customized, just like 

~ those of any other class. Some of the options available 
~ include the follnwinv 

Alternate 
Costs in the p ~ v i o u s  chapter. Standard paladins have the 
equivalent of minor access to the spheres of combat, div- 
mation, healing, and protection, totalling 20 CFs. A paladin 
may choose to have minor access to any combination of 
alternate sphem totalling 20 Cl’s or less. For example, the 
paladin of a sea god might choose all, elemental water, 
healing, weather, and mation. Note that the paladin only 
pays for minor access, but still gains the ability to cast 4th- 
level spells. The paladin may exchange sphem for 5 CPs 
or buy additional spheres at the cost listed in Table 6. 
Increased spell power (7k A paladin with this power 
casts spells with an effective casting level only four levels 
less than his true level and has no maximum casting 
level. Normally, a 9th-level paladin casts spells as a 1st- 
level priest, but with this ability the 9th-level paladin 
casts spells with the power of a 5th-level priest. Spell 
progression is unaffected; only level-based characteristics 
of an individual spell are affected by this ability. 
Increased spell progression (10/15k A paladin with this 
power g a h  his spell ability earlier than 9th level. For 10 
points, he begins to gain spells at 7th level; for 15 points, he 
begins to gain spells at 4th level. In all other respects, his 
spell powers are unchanged, and he simply enters Table 17 
in the PHB at the level indicated. Each level he gains from 
that point on advances him one level on the chart, so a 7th- 
level paladin with this ability uses the 9th-level entry and 
goes on to the 10th-level entry when he rises to 8th level. 

-k Refer to Table 6 Access 

~ 

i 

0 iitations foi 
If this book to discuss magical 

powers, the paladin class-design options have not been 
included in their entirety. Players interested in creating cus- 
tomized paladin characters should refer to the PLAYER’S 

OPTION: Skills 6. Powers book. The abilities above simply add . 
to the slate of available powers for paladin characters, 

If you wish to use these special advantages without the 
Skills & Powers rules, you can simply assign the paladin an 
experience point penalty of 30% plus 1% per point spent. If 
a paladin chooses increased spell progression and increased 
spell power, his total penalty would be 30% + 10% + 7%, or 
47%; if the DM awards 3,000 experience points for an 
adventure, the paladin would gain 1,410 less than normal, 
only collecting 1,590 experience points. This slower 
advancement counters the character’s unusual advantag 

Dangers 
Rangers gain the ability to cast priest spells at 8th level. 

They have access to the spheres of plant and animal. Like 
paladins, rangers don’t gain bonus spells for high Wisd 
scores and may not use clerical magical items. At 8th le 
the ranger casts spells with the effectiveness of a 1st-lev 
priest; for each level past Sth, the ranger’s casting level 
increases by one, to a maximum of 9th level for a 16th-lev 
ranger. (See Table 18: Ranger Abilities in the PHB.) 

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

Rang 
3 can I- :ustomized, just like 

those of ani other class. Some of the options available 
include the following: . 

Normally, rangers hav 
I I uLLcyI U.C lyllclcl ,f ulant and animal, to 
10 CP,. A ranger may choose to have minor dcceii to anv 
minbindhon of altematr 3phert.s totallmg 10 Cl’s or less 
For e~ainple, d rdnger might chmhe travclvr\, elemental 
air, and hcaling. If sphtws are exchanged on a paint-for- 
point hasis, t h i i  optional abilit) has a base cos1 of only 5 
CP,, bui a ranger indy choojcexrra spheres of ciccess and 
add Iht, ro4s 1tsit.d i n  Tahlr 6: .Aiiess Costs. 
lnmased spell power (7): A ranger with Ihi, powcr Casts 
spells with an  eifeirive casting level only four levels less 
than his hue level and has no maxunum cashng level. Nh.. 

but with thisdhilih the ranger has a casting level of J 
instead of 1. Spell prognrnon IS  rinafferled; only level- 
based characteristics oi a spell are atiscted by this abllih. 
Increased spell progression (7/12): A raiger with this 
power gain, his spell ahility earlier rhan 8rh level. For 7 
points, he hegin; to gain jprlls ‘it 6th lcvcl; fur 12 points, 
hc bqini  to gain ipclls d t  4th lwd In all dher re-pects, 
his spell powers are unchanGed, and he jimplv enters the 
Table 18 at 1he level mdicated Each level he gams from 
[hat point on advances him one level on rhe chart. 

‘ k  j ~. !! 
nwllv. an 8rh-Ievel ranger cash spells as a Ist-level p r i 4  r. 5 .,.) 

Optional Restrictions for Rangers 

characters. 
If you wish to use these abilities without the Skills E* 
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Powers rules, YOU can assim the ranger an exuerience uomt 
penalty of 30% plus 1% per point sp&. If a ranger chooses 
access to two additional spheres totalling 8 points, his total 
penalty would be 30% + 13%, or 43%. If the DM awards 
2,000 experience points for an adventure, the ranger would 
gain 860 less than normal, only collecting 1,140 experience 
points. This experience penalty will counter some of the 
Saracter's unusual advantages. 

Demihuman characters are some of 
the most popular and flexible char- 
acters in the AD&D game. In addi- Spellcasters tion to their various racial advan- 

tags, most demihumans also have the ability to advance as 
multi-classed characters, such as an elf fighter/mage or a 
dwarf fighter/cleric. Generally, a multi-classed character may 
h e l y  use abilities of either class but must also ahide by class 
restrictions and penalties. For example, a fightedmage can't 
cast spells while wearing armor, nor could a fighter/thief try 
to move silently while wearing plate mail. 

Mlilt;-Classed Wizards 
led with the spells of a wizard as well as fighting 

~ Y ' L L L ~ ,  stealth, or priestly magic, multi-classed wizards are 
powerful, flexible, and popular characters. The great range 
of powers offered by a wizards magic serve as a potent 
weapon for the character and augment the abilities of his 
other class. Atbief/mage with access to spells such as spider 
climb, invisibility, and wraithform can do things no ordinary 
thief could attempt. Afighter/mage with a strength, stone- 
skin, orfire shield spell in operation is a deadly fighting 
machine. And the versatility and spell selection of a 
mage/cleric is truly impressive. 

ards. Elves may be fightedmages or mage/thieves; half- 
elves may be fighterhages, cleric or druid/mages, thief/ 
mages, fighter/mage/clerics, or fighter/mage/thieves; and 
gnomes may be fighter/illusionists, cleric/illusionists, or 
illusionidthieves. Other PC races from specific world-set- 
tings may be able to multi-class as wizards, too. 

Specialist Wuards: Under most circumstances, a multi- 
classed wizard must be a mage; the single-minded study 
and devotion of a single magical specialty would demand 
the character's full attention. The only exception is multi- 
classed gnome characters, who may be illusionists but can't 
be mages. 

However, if the DM agrees, a limited number of addi- 
tional specialties may be available to the multi-classed char- 
acter. Selecting one of these optional specializations costs a 
multi-classed character 20 character points under the Skills 
6f Powers character design rules, or a n  experience point pen- 
alty of 20% for standard characters. The specializations 
available for each PC race are shown below: 

Elves, half-elves, and gnomes may be multi-classed wiz- 

Restrictions: Multi-classed wizards cain the full benefit 
of all their C I ~ F W S .  bui must ahide by any restricnons that 
3rw't specificall!. negared bv a clai, bt!nt,fit. Fair riainplr, I 
!\ iz.1r.I priei can LIS* mure iveapuns than a single-classed 
svi73rA, but i j  still .united IO Type B wenpun,. The must 
important rvstriitioii is the character's uiabiliry to cast spell, 
whlc wr.dnng armor. \Vhilt. a multi-ilassed fighter/wimrd 
rnay wear an) armor he chooses. the armw it\t.ll intrrferrs 
with lhe rh.rr.icter'. aoility tc) cast spelk. In order ro cast a 
spell. the ;hara;ter inusr reiiiiwe h i )  armor The only kind, 
oi arniror that do riot interfere with ~pell~asting arc el\en 
,.hain mii l  2nd dven plate mail. (\ore that single-classed 
winid.; caii'i tiw these special armors because they're not 
traint,d i n  the sveariii,: of arnior.1 

Optional powers: Mith rhe Dhl's permiswin, multi-  
classed i w a r d s  may select some of the optional nbilines 
de,crihcd in Chapter 2, including armor, automatic spell 
arqui,itim, honu, >pell,, cdsting hme reductiun, no c a m -  
pmcnt<, dctt3C.t ma&ic. di,pel, tmhanrzd castin6 Ii!vcl, 
ritended duration, irnmunirv. learnin& bonu;, ran# 
iiiirea,e. read magi;. reaearcli haiius. and any resrriction 
ekcept reduLrJ hi t  poitit, Thr5e d n  br. p.rid iur by balanc 
iiig &I\anr,igrs w,ith restriitions af equal valus, o r  rhe 
:h.irictw can a x t . p t  an uxprriunzt' point prnalty of W'., 
plus 1 '  ior c.kh pa,ini he >pcndb <in additional abilities 
Fur example, a !vizard ivho chooses the read magic abilib 
(5 paints) reduce, rhe number of experience vomts he 
rains by 33 percent. 

Multi-C1atw-d Priests 
Priu>th are ver,atilv charxier,, with gotid iighting 

.kills. potent spells, and a varietv of special powers and 
talents Cumbining the priest's range of spell powers wit1 
the talents ai .muthcr class rrsulr5 in a verv capable char- 
,liter. As  descrihecl in the I'IJwr'j I i n i d D o ~ k .  Jwarvt.5, 
pumc,. anid Ih i l f -~~ lv~~. : .  rnay 'ill be mulri-classed priests. 
dwarvzs may he lighlvr ilwics. gnomr. may bc 
iighter cleric.% c+xi ;  illii~imiist~, or clcri;, thiet e;; and 
Iiali-elves may be fighter clerics, fighter/druids, cleric o 
Jruid ranger,. cleri; ur druid/inage,, ur 
iightrr, magr cleric, or druid,. 

Specialty Priests: Cnle55 orherwix! nored. a multi- 
L l . 1 ~ 4  prie4 .hdra,tcr mu4 be rl cleric .uid nur m y  otlier 
kind of jpciinlh priest. Some campaign settings ma) have 
\wrId-~pc~.i f i< guidelines for multi-classed specialry priest: 
the campaign setting rule, takt, precedence over other matt 
riril iii tlie Pl~y i r ' j  l l ~ ~ ~ . l i ~ d o k ,  I 'L.<>LK'> OI ' I I~ .\ :  jki l l j  G 
I'onivi. or I'I .A> I n', OIWUX: Sp.4li ir Ma,(ir. 

. I t  ihc DW.; optiun, wme 0 1  the varietic's nf ~peiial& 
pricsi prtwiittd in Cn.ipter 2 niav be added to the list oi 
multi-classed combinations (See the chart brlow.1 Since tht 
L.ipabilihe3 of the v.iriou, 3pecidlt) priests are compxnble 
to ea& dhcr, thrrr i.; i i o  peiialh !or ihoosing to be a u t i -  
d e r  .>r druid iii3tedd oi n cleric 
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if he were 4th level, while a ki-rm with the spell abhty of an 
18th-level mace casts suells as an 18th-level wzard A few 

I 
Restrictions: The only limitation that applies to a multi- 

assed priest is the restricted selection of weapons available 
to a cleric or druid. Regardless of the character's other class, 

~ he must abide by the weapon selection of his priest class. Of 
I 1 ~. course, crusaders are ablhto wield any weapdn, since they 

Optional powers: With the DMs approval, multi-classed 
priests may select optional ab 
including animal empathy, casting time reduction, cold resis- 
tance, communication, detect evil, detect undead, expert 
healer, extended spell duration, fire/electrical resistance, 
identify plants and animals, immunity to charm, immunity to 
magic, immunity to natural disease, inspire/enrage allies, 
know alignment, lay on hands, pass without trace, purify 
water, resist energy drain, secret language, spell-like granted 
power, and turn undead. These can be paid for by balancing 
advantages with restrictions of equal value; the priest may 
choose any limitation except armor restriction (for druids) or 
weapon restriction. Optio~lly, the priest can accept an expe- 
rience point penalty of 30% plus l% for each point he spends 
on additional abilities. For example, a priest who chooses 
know alignment (15 points) reduces the number of experi- 
ence points he earn  by 45 percent. 

re not normally limited in this regard. 

es described in Chapter 3, 

lonsters Naturally, human and demihuman char- 
acters aren't the only spellcasters in the 

D&D game. The most powerful types of undead, the vam- 
pire and the lich, can command devastating magical abili- 
ties. Many extraplanar creatures have some degree of skill 
as wizards or priests, and every tribe of humanoids boasts a 
shaman or witch-doctor of some kind. In fact, many mon- 
sters are more skilled with spellcasting than the player char- 
acters of a campaign. 

In addition to monstrous spellcasters, there are also 
hordes of creatures with magical powers that resemble 
spells. The most dangerous extradimensional monsters have 
a selection of spell-like powers that rivals the spell capabil- 
ity of a high-level wizard. Other creatures, such as dragons, 
gain both spell-like abilities and the power to actually cast 
wizard or priest spells 

[onstrous 8pellcasters 
~ Monsters who memorize and expend spells in the 
~ same fashion as player characters fall into this category. 

A monster that has a character level equivalent, such as a 
19th-level lich or a 10th-level vampire mage, is a 
monstrous spellcaster. In general, monstrous spellcasters 
must abide by the same rules and restrictions of human 
and demihuman wizards and priests; monstrous wizards 

~ may not wear armor (although many monsters have a 
~ natural Armor Class to compensate), monstrous priests 

and mages may be restricted in choice of weapons, 
monstrous spellcasters must be able to use verbal, 
somatic, or material components required by the spell, 
and they can be interrupted by damage or other distrac- 
tions during spellcasting. 

There are several types of monstrous spellcasters, includ- 
ing humanoids, undead, extraplanar creatures, and (for lack 

~ of any better word) nonhumanoids. Most monsters have an 
, effective casting level equal to their spell ability, so a cloud 

g i 4  with& spell ability of a 4th-level priest casts spells as 

rare monsterGsuch as hragons or k d u ,  have the ability to 
use spells of a certain level but aren't wizards or priests 
with levels. Unless otherwise noted, these monsters have a 
casting level equal to their Hit Dice. 

are generally bipedal or humanoid in form, ranging from 
bullywugs or lycanthropes to pithy& or giants. In many 
cases, spellcasters are quite rare among their race; only 1 
10 cloud giants has the ability to use wizard spells, for 
instance. The MONSTROUS MANUAL'' tome and The Comple 
Book $Humanoids describe dozens of races that have the 
ability to produce priests or wizards. 

Undead: Human or demihuman spellcasters who retain 
their magical abilities after death fall into this category The 
principle examples are liches and vampires. In both cases. 
the character's class and level are retained through the 
transformation into undeath. 

Extraplanar: A small number of extradimensional or e 
planar monsters have magical abilities. Some aasimon an 
yugoloths fall into this category, but creatures that are or for- 
merly were mortal (githyanki, githzerai, tieflings, or einheriar) 
are considered to be humanoid spellcasters instead. Most 
extraplanar creatures also command a formidable m a y  of 
spell-like abilities in addition to their memorized spells. 

Creatures of this sort do not need spell books or 
extended periods of study to learn their spells; after a good 
rest, or a period of concentration or prayer, extraplanar 
spellcasters may choose their spells just as a mortal spell- 
caster would select spells from a book for spells 

Humanoids: This category includes living monsters that 

c- ----? 
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ians, and goblin or bugbear shamans are reasonable 

cialty priests of any variety, since they gained their magical 
powers during their lifetimes. On the other hand, extrapla- 
nar and nonhumanoid specialists would be fairly unusual, 
simply because these creatures have a wide array of powers 
to begin with. Some might be appropriate-a red dragon 
elemental fire suecialist, an arcanaloth dimensionalist, or i 

Undead spellcasters could be specialist wizards or spe- 

I! 
from his patron deity. The actual spell memorization only 
requires 1 to 3 turns, but the creature's resting time or 
other preparations consume several hours at the mini- 
mum. In any event, spells may be memorized no more 
than once per day. 

Extraplanar creatures with wizard spell ability are still 
limited in their total number of spells know-in effect, they 
carry their "spell books" in their own memory, and merely 
select which ones will be available during the course of a day. 
Creatures with priest spell ability are assumed have access to 
the same spheres available to a standard cleric. 

Nonhumanoids: This broad category includes all other 
creatures who memorize and expend their spells. Couatl, 
dragons, lammasu, nagas, and sphinxes are just a few 
examples of nonhumanoid spellcasters. Generally, nonhu- 
manoid spellcasters follow the same guidelines described 
under extraplanar spellcasters: they do not need spell books 
and simply recall their spells once per day. In addition, non- 
humanoid spells have verbal components only; no somatic 
or material components are required, since creatures such as 
nagas or couatl develop variations on standard spells that 
do not require hands to cast. 

are assumed to be mages or clerics. However, specialist wiz- 
ards and specialty priests are not unheard of. First of all, 
humanoids from races familiar with magic, such as gith- 
yanki or githzerai, could quite easily be specialist wizards. 
Similarly, shamans are common among all kinds of barbar- 

Monstrous Specialists: Most monsters with spell ability 

planetar with druidic powers are all possible, if rare. 

Monsters with Spell-like Abilities 
\Ian!. moiistcr5 have the m a t e  abilitv to use certain 

spells simply by an act of will. Must extraplanar monsters 
havc an array oi spell-like p o ~  ers as formidable as the spell 
arwnal of a high-level wiLard or pries. sylvan creatures 
such as drvads o r  brownies can iltarni or c . q u s c  their oppo- 
Int.nt5, a i d  rven d rapn i  havea handful uispell-lik~ abili- 
he, bnsed on their color and age In fact, any monster that 
c a n  use spell effect5 without an equivalent wizard or priest 
character level falls into ths category. 

Spcll-lihe abilitie, arc mvoked by one round of iunccn. 
tration; the monster can do nothing die in that ruund 
eicept USE 3 single power, j u i t  likr a wizard or priest mav 
only cast une iprll prr round. All spell-like abilities have dn 
initiative modifier of 73, orfa4 under l'Lc).l~h.'~ OPTIGX C o w  
Dal 0 1iYic.s rules. L nlike a r u e  spellcastcr, a monster uith 
spell-like abilities can't oc interrupted by damage or distrac- 
tion-if the creature s u n ~ i v e ~  the mjurv, the power function, 
that r w n J  rzgardlrsi. (However, if a munster has both 
spell-like abilities and normal spells, any spells i t  actually 
:iils can be interrupted 

Unless otherwise stated in the monster's description. 
spell-likr abilities are considered to havc an effective casting 
level equal to the rnunnter's Hit Dice, or the minimum ihar- 
actcr level necr5sar! td  use its highe$t-le\.rl ability, 
whichever is betrer. Fur rhaniplc. a brownie has only h d f a  
I lit Dic, but 11, spell-like abilities include cmtirsion dnd 
diitttwjtm .!cur, whi,h a re  4th-level wizard spells Since a 
rai/arJ must be at It.ait 7th level to use 4th-level spells, a 
brownie'+ ,pell-like abilities fnnction as if it  were a 7th-le\ 
;abler. (Rsfer to Table 21. Wiidrd Spell Progression ur Tab1 
24: Priest Spell Progression in the I ' lny~r 's  Hd,nclDddk.J 'Ilus 
affects range, &magc. durahon, and all other level-hased 
characteristics uf a spell .A list of munsrers irom the 
MINTNIX > h l ~ u . ~ ~  tome with nprll-likr abilities follows, 
along with their efiectivc casting levcl. Only creatures tha' 
don't have a iading Ic\,eI noted are mentioned hcrr in ' f a t  
2 Monster Casting Levels-you may want tu nute thew ir .  
y u r  cop)' of the booh 

.A crcatuw with a +l-llke ability md! choose to use i t  
sirnplv by concentrating for one round. If  the power CNI be 
maintained, the monsrrr doc,n't nrzd to concentrate tu 
maintain i t  through the npcll's normal duration; after that, 
thc monster muzt spend a round reactivating the power. For 
example. d brownie's abilities include }wot?rticiii,frm m1l. 
which has a Auration of 2 rounds level, or 14 rounds for i  
brounie. B) inruking the poiver unie, the brownie is 
aifectcd bv the spell fax 13 mor<' rounds, and i t  can rhen 
spend a rnund invuking the p0wt.r again to be prutected for 
another 14 rounds l'his mcans that the monster may be able 
to invoke n porvrr and then engage in phvsical attacks o r  
take other actions whilr the power is active 



I Other Spellcasters 
On the other hand, some spell-like ab 

caster’s continuing attention while they’re active, such as a 
phantasmal force or ventriloquism spell. Invoking the power 
takes only one round, as described above, but after that the 
monster must spend each round concentrating on the 
power and doing nothing else in order to maintain it. A 
monster with multiple spell-like abilities can have any num- 
ber of powers active at one time, as long as it spends one 
round invoking each and continues to concentrate on any 
powers that need its attention. 

are free of any restrictions normally associated with those 
spells; a monster with wizard spells among its spell-like 
abilities is not a wizard and may use any armor or weapons 
it cares to. Similarly, a monster with priest spells doesn’t 
have the ability to turn undead or any granted powers spe- 
cific to a certain priesthood. No components are necessary, 
but the DM may rule that a bound and gagged monster 
may not be able to invoke certain abilities. 

Restrictions: Generally, monsters with spell-like abilities 

Many monsters with spell-like abilities may only make 
rtain number of times per day; for example, 
dragon may use darkness three times per 
ilith tanar’ri may polymorph selfup to seven 

, .  

Table 7: 

Monster CEisting Levels 

Baatezu, Black Abishai 9th 

Bat, Sinister 9th 

Deepspawn 11th 

Genie. Diinn 20th 

Gnome, Svlrfneblin 4th 

Imo. Smoke hkohit 3rd 

Slaad, Blue 9th 

.. 
Tanar’ri, Marilith 12th 
Yuan-ti 9th 

‘ Also casts spells 
*Or by hatter level 





Pro ficiencies 
Since PLAYER’S OPTION: Spells 6. 

OPTION series, rules and infor- 

described in two formats: the 
system of slots and check modi- 

fiers described in the Plaver’s Handbook and also in terms of 

Proficiencies Magic is part of the PLAYER’S 

Points 
character points for read& who are using the PLAYER’S 
OPTION: Skills 6. Powers rules. Players who wish to create 
characters using thematerial in this chapter should first 
check with their DM to see which system he wants to use in 
his campaign. 

Under either system, characters with high Intelligence 
scores gain bonus proficiency slots or character points, 
based on their maximum number of languages. Generally, 
these slots or points can only be spent on nonweapon profi- 
ciencies. If this optional rule is in play, characters must use 
proficiencies to learn new languages, although all characters 
can speak @ut not necessarily read or write!) their native 
tongue without spending a proficiency slot. 

Proficiency Slots and Check Modifier8 
In the Player’s Handbook proficiency system, a character 

who selects a proficiency must pay a listed number of profi- 
ciency slots in order to acquire that skill. The character’s 
success chance equals the relevant ability score-Dexterity 
for the skill of tumbling, for example-modified by the pro- 
ficiency’s check modifier. If you are playing with this s y ~  
tem, use the slots and check modifiers that appear on Table 
37 Nonweapon Proficiency Groups in the PHB or the profi- 
ciency tables in this chapter. 

If a chamcter selects a proficiency that is not within his 
character p u p  or the general list, he must pay an additional 
slot to acquire the skill. 

In the PHB, the proficiency spellcraft costs I slot for a wizard. 
The check modifer is lnt - 2; for a wizard with an Intelligence of 
15, the success number is a 13 or less on Id20. rfthe character 
was afighter who wanted to be familiar with spells, spellcraft 
would cost 2 slots. 

Character Points and Ability Modifier4 
PLAYER’S OPTION: Skills b Powers revises the proficiency 

system. Under these rules, the character pays a variable 
number of character points to acquire a skill. His success 
chance begins at the proficiency’s initial rating, modified by 
a standard ability modifier based on the relevant score. If 
you are playing with these rules, use the CP cost and initial 
rating listed in Table 45: Nonweapon Proficiency Groups in 
Skills 6. Powers, and then modify the character’s rating using 
Table 4k Ability Modifiers to Proficiency Scores (also in 
Skills 6. Powers). 

Under the PLAYER’S OFTION: Skills &Powers system, spell- 
craft costs 3 CPs, and has an initial rating of 7. This is modijed 
by +2 for a wizard with an Intelligence of15, for a total rating or 
success chance of9. Note that the Skills & Powers proficiency 
rules tend to compress character’s success chances in the 8 to 12 

at completely routine tasks is considered auto. 
checks are only made for dificult tasks or 

V Because of the unusually high 
Intelligence scores of most wizard 
chararters, wizards tend to accu- Proficiencies mulate a diverse array of non- 

weapon proficiencies. Many mages begin play knowing 
three or four proficiencies more than other 1st-level charac- 
ters, and they also enjoy a favorable nonweapon proficiency 
progression in addition to their good starting allocation. 
PLAYER’S OPTION: Spells b Magic expands the scope of wizard 
proficiencies by adding a number of new nonweapon profi- 
ciencies to those described in the PHB. Refer to Table 8: New 
Wizard Nonweapon Proficiencies. 

Alchemy: A wizard with this skill is not necessarily an 
alchemist or a specialist in the school of alchemy, but he is 
well-versed in the physical aspects of magical research and 
the properties of various chemicals, reagents, and sub- 
stances. If the character has access to a decent laboratory, he 
can use his knowledge to identify unknown elements or 
compounds, create small doses of acids, incendiaries, o 
pyrotehical substances, or (if he is 9th level or higher 
brew potions. 

Refer to Chapter 5 for information on the sue, cost, an 
equipment of a n  alchemical laboratory. Naturally, a wizard 

defray some of the costs by sharing his facili- 
some kind of deal with a local wizards 
can come up with the details. 

Identifying substances or samples of unknown material 
requires 1 to 4 days and a successhl proficiency check. Sim- 
ple materials, such as powdered metals or ores, provide the 
alchemist with a +1 to +4 bonus on his check, at the D 
discretion. Rare, complex, or damaged or incomplete 
ples might impose a -1 to 4 penalty. 

powders takes ld3 days and 20-50 gp or (ld4+1) x 10 per 
vial, or 2-5 days and 50-100 gp or (ld6+4) x 10 per flask. 
The alchemist must pass a proficiency check in order to suc- 
cessfully manufaclure the substance; failing the check with 
a natural roll of 20 results in an explosion or other mishap 
that exposes the character to the effects of his work and 
damaees the laboratorv for 10°/-60% or ld6 x 10% of its 

Creating dangerous substances such as  acids or b u r m g  

u 
construction value. 

Acid inflicts ld3 Doints of damaee Der vial, or 2d4 
<I 

poinr, of daniagv per rla5k. and rmtmueb!u injure the 
wcrim rhz neht round; thr vial inflicts 1 point oidamagr 
in rhe second round. and the rla5k causes Id3 points of 
d,imagc. In addition. thv tlask is I.irge enough to splash 
irealures n?ar ths targct; se? Grenddclike Missiles :n the 
DAIG. Acid can also burn o u t  d lark o r  clasp, forcing an 
itom saving throiv. 

I i i . d i n r i ? >  ignite whrn  ?xpubed to air. A flask of 
incendiary liquid inflicts damagv a5 per burning oi l  12\16 
point5 in the iirst round and lrlb in  the second.) .4gain, 
refer to thr  L)hl(;. Incendiq powders or liquids can eas- 
ily .tart iires i f  uied un buildings, dry brush. or other 
3uch surfaces. 

doud. of billowing sniiike A vial creak!$ a cloud of smoke 
5 ieer high by 5 iee! wide by 5 feet dt,ep, obxuring vision. 
.I flask c r d e s  a cloud df smoke 1 0  feet high by 10 feet wide 
by IO i t ~ t  dwp. The sluurls pcrsist for Id3 rounds, deperid- 
ing vn rhe wind and urhcr condinon5 

l ’y i -~~rdmi ,  materia I, nremblv iniend iarie;, but sra IC 

dverse conditions. 

I1 



as a mindless undead. This provides a hit point bonus of +1 
per die for skeletal remains, or a bonus of +2 hp per die for 

Bookbinding is especially helpful for a wizard assem- 
bling a spell book. Normally, a wizard must pay a book- 
binder 50 gp per page for a standard spell book, or 100 
per page for a traveling spell book-see Chapter 7 of the 
DMG. A wizard who does this work himself reduces thes 
costs by 50%, although the process takes at least two 

Table 8: 

New Wizard Nonweapon Proficiencies 
Proficienw Base Base CP # of Check 

~ ~~~ ~~~ 

Name Ability Score cost Slots Modifier 

i 

Arcanology Int 5 4 1 -3 

Hwnotism (cha 6 4 1 -2 

h t  'I 8 2 1 0 

Scribe Dex 7 2 1 +l 



Pro ficiencies 
work. The character must have access to a SDecialized proficiency check if he is dealing with unusual or unsuit- 

able materials, such as metal sheets for pages or dragon 
scales for a cover. 

Concentration: A character with this talent has rigor- 
ously trained himself to ignore distractions of all kinds, 
deadening his mind to pain or sensation. This allows a 
wizard to ignore annoyances or disturbances that might 
otherwise interfere with the casting of a spell. In order to 
use this ability, the player must state that his character is 
concentratine when he beeins to cast a soell. If the charac- " " 
ter is struck by an attack that causes 2 or less points of 
damaee. he is vermitted to attemvt a vroficiencv check to 
ignorgthe distktion and continue to cast his spell 
(unless, of course, the damage is enough to render him 
unconscious.) The wizard can try to ignore grappling or 
restraining attacks that cause no damage but suffers a 4 
penalty to his check. Spells that incapacitate without dam- 
aging, such as hold person or command, still interrupt the 
caster if he fails his savine throw. 

Acharacter using this &iliG must focus on the casting of 
his spell to the exclusion of all other activity, even direct 
attacks. Any Dexterity adjustment to his Armor Class is lost, 
and in addition flank or side attacks are treated as rear 
attacks, with a +2 bonus to hit instead of a +l. 

by seeking a disturbance in the subtle natural energies that 
permeate the earth. A dowser is attuned to the invisible, 
intangible eddies and currents of the world around him; by 
careful and methodical searching. he can detect varticular 

Dowsing: This is the skill of finding lost or hidden items 

- 
emanations or anomalies. 

attempt to detect natural deposits or minerals in the 
ground, such as water, gold, or other ores. Secondly, the 
character can attempt to find a specific man-made item that 
has been lost or hidden, such as a friends dagger, a buried 
treasure chest. or the entrance to a barrow mound. The 

Dowsing has two general uses. First, the character can 

scorrh must be w r y  prrrise-rhs. dowser will  have nc luck 
ii hc scti out tu  find 'tht- most valuable thing UI thi, field' or 
'the nearest mdgical wvapon,' but ' A u n t  Claire'5 missing 
brooch ur 'the eold huried bv the viratc R a w i d '  are suit- , '  
able searches. 

Unlike the spell locate object, the dowser isn't led or 
direcred hi the item he seeks; he has hi dctually pass ivithui 
1U feet ot the Itrm, or walk owr rhe plazc where i t  IS buried. 
and succeed in a proficiency check tb detect the item. (The 
DM should keep this check hidden from the players so that 
he dwsn't give awav the location with a failed check.) 
Dowsing can take a long time; quartering the dirt floor of a 
cellar 20 square feet might take ld3 turns, while checking a 
field or courtyard might take ld3 hours. Searching an area 
larger than 100 sauare vards is imvractical-the dowser rets " 
tired of concentrahg. ' 

A dowser can detect items or substances within 100 feet 
ot the surtdce, although very strong or powerful soiiries 
mav bc detectrd i k h t l y  deeprr The doirzer can guess the 
approximate depth'bf what Le's seeking within +TO% when 
hebtumbles across it. 

Glassblowing: A character skilled at this trade can 
manufacture all kinds of glass containers, jars, or bottles. 
Creating symmetrical or precise pieces requires a profi- 
ciency check, but if a character is making items for useful- 
ness instead of decoration, he can produce about 10 small 
containers, 5 medium containers, or 2 large ones in a day'- 

glazier's workshop and furnace in order to hake use of 
this skill. 

Hypnotism: With this proficiency, the wizard can hypno- 
tize another character, vlacinr him into a relaxed state in 

.I 

which he is suw~ptible to suggestions. The subicct must bc 
willing and must knorv he is beinr hwnorix~l  Only 

~ .. 
hum&, demihuman, and humanoid characters may be hyp- 
notized, and the hypnotist and subject must be able to . .  
undtmrand une dnotht*r'~ Idiiguag'. 

It takes about fivc minutes td hypnotin. someonr in d 

reasonablv calm or Deaceful envirobment. Once hwnotized. 
the subjeA is willing to do almost anythmg that i& very ' 

daneerous or aeainst his alienment. However, a hvonotized " - 
hubjzct ;an be f;dlcd biro thinking he's doing onc'tking 
w1ic.n he's a;tuall\ doinc 5omethinr eke. Hvc)notism can 

Y ,. 
have the following effecrs: 

A character can be induced to remember things he has 
forgotten by reliving a frightening or distant event. 
A character can be made calm and unafraid in the face of 

~~ ~ ~~ ~~ ~ 

a specific situation that he has been prepared for, gaining 
a +2 bonus to saving throws versus fear effects or morale 
checks. 
A character can be cured of a bad habit or addiction (but 
not of curses, physical diseases, or magical afflictions.) 

Hypnotism can't increase a character's attributes, give 
him skills he does not normally possess, let him do things 
that are beyond his capabilities, or give him information he 
couldn't possibly know. As a guideline for adjudicating 
effects, the hypnotism proficiency is substantially weaker 
than magical commands or directions, such as charm person, 
command, or hypnotism. Spells magically compel a person to 
obey the caster's will; a well-phrased hypnotic command is 
not cone sueeestion. 

ThFou&"lengthy training and iron 
disciDUne. a character with this Droficiencv Dreoares himself 
to reiist magical or psionic assahlts on hilkind. The chat- 
acter receives a +1 bonus to his savine throws aeainst 
attarks of thib nature. i f  rhe attark no&ally allo\:,> a saving 
rhrow. Gencrallv, this includea an )  attack form that d char- 
acter's nugical attack adjustnwnt bonu, ior his Wisdom 
uore might affecr. ~ncliiding mind-affecting spells. L.luriii or 
fear pciwers of monsters, and telepathir xirnczs or devo- 
tions thar alloiv the subject a sd\,ing throw. 

Omen Reading: There are hundreds of myths and super- 
srition., about ihc 3rrr di rb\.inaiiiin. or predicting: the future 
thruuzh the readinc $11 jiens o r  indications. ,2 character with 
this p;bficiency is sYkilledX a form of divination and knows 
the Drover ceremonies and observances to use in order to 
obtiin a valid reading. He is also familiar with the various 
messages or indications that characterize a form of divina- 
tion. 6men readers use dozens of different methods for 
their auguries, induding astrology, numerology, reading 
palms, examining animal entrails, casting bones, dice, or 
runes, and burning incense to observe the smoke, just to 
name a few. The exact nature of the character's expertise is 
up to the player. 

To use this proficiency, the omen reader phrases a gen- 
eral question about a course of action, such as "Is this a 
good day to start our journey?," "Should we try to track the 
nrcs to their lair, or wait for their next raid?," or "When will 
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the draron return?" The DM then makes a vrofmencv 
check <secret; if the character fails, the DM can tell &I 
that the signs were inconclusive, or make up a false answer 
for a spectacular failure (a natural 20 on the check, for 
instance). If the omen reader succeeds, the DM can give the 
character a vague answer based on his assessment of the sit- 
uation. An omen is usually good, bad, or inconclusive, 
although an answer of "a day or two" or "proceed, but with 
caution" is acceptable as well. Omens aren't guaranteed; if a 
party ignores a bad omen, they might succeed in their task 
anyway An omen is nothhg more than the DMs best guess 
about a course of action. 

Performing the ceremony of reading an omen requires w 
hour or more. Special tools or supplies, such as runesticks, 
may be necessary depending on the character's favored 
form of omen reading. Some superstitious or primitive cul- 
tures may place a great deal of weight on omen reading, 
and a skilled diviner may be held in high regard by these 
people. 

Papermaking: A character with this skill knows how to 
manufacture paper. This can be an invaluable skill for a wiz 
ard, since paper may be fairly rare in many campaign set- 
tings. Rag pulp, bark, linen, hemp, and wood were all used 
to make paper in medieval times. The material is pounded 
or pressed flat and treated with various chemical com- 
pounds to bind and strengthen it. At the DMs option, the 
character may also be familiar with the manufacture of 
parchment and vellum. Parchment is finely-scraped animal 
skin, treated with lime and other chemicals; vellum is 
unusually supple and smooth parchment taken from very 
young animals. 

A wizard who makes his own paper can reduce the costs 
of manufacturing a spell book by 50%, although this 
requires one to two weeks of time and a suitable work area. 
Normally, a traveling spell book costs 100 gp per page, and 
a standard spell book costs 50 gp per page. If the wizard 
also knows the bookbinding nonweapon proficiency and 
binds the volume himself. the cost of the soell book is 
rduced by 3'" altogether. 

Prestidigitation: This is rht, art oi itreer niari: o r  ,.eight 
of hand, &trade of the magician. The characcr is skillgd al 
concealing or manipulating small items and familiar with 
such tricks as pulling a coin from a child's ear, separating 
two joined rings, or causing a pigeon or rabbit to vanish. 
For the most part, nothing more than manual dexterity and 
showmanship are required, and any kind of character may 
learn prestidigitation. 

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

There is no particular game effect for prestidigitation, 
although it is a form of entertainment and can earn a wizard 
his dinner with a good performance, or possibly distract or 
fool an NPC under very limited circumstances. For 
example, a wizard trying to conceal a wand or precious gem 
from a robber searching him at knifepoint might be able to 
hide the item with a successful proficiency check. 

theoly and qpplication of spell research. He is familiar 
Research A wizard with this skill is well-versed in the 
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with the use of libraries, laboratories, and other 
resources, and also has a good grasp of the fundamental 
processes of experimentation and problem-solving. With 
a successful proficiency check, the character gains a +5% 
bonus to his success roll when researching a new spell 
and only requires one-half the usual amount of time to 
perform spell research or determine the process neces- 
sary to manufacture a particular magical item. However, 
the amount of money spent on research remains the same 
because the wizard is still expending the same amount of 
books and supplies. 

Sage Knowledge: This proficiency represents a special- 
ized area of knowledge or learning. A character with this 
skill is a fully qualified sage in the area of study chosen and 
is capable of answering questions concerning the topic after 
some time spent researching. Refer to Table 6 2  Sage Modi- 
fiers and Table 6 3  Research Times in the DMG. As noted in 
the DMG, a sage requires an excellent library as a 
resource-at least 50 to 100 books, costing no less than 
10,000 gp altogether. Naturally, a character may be able to 
strike a deal with a university, monastery, or wizards' guild 
hall in order to gain access to their library. 

In addition to his ability to perform sage research, the 
character's high level of learning allows him to make field 
observations or attempt to come up with knowledge off the 
top of his head. For example, a sage who studies botany 
may attempt a proficiency check in order to identify a par- 
ticular plant, while one who studies toxicology may be able 
to identify a poison by its symptoms in a victim. These on- 
the-spot observations should be limited to information any 
expert could reasonably come up with in the field- identi- 
fying a common gemstone is one thing for a geologist, but 
making a guess about the electrical conductivity of quartz 
crystal or the enchantments of a magical gem is a differen 
matter entirely. 

Purchasing this proficiency at its base cost (2 slots or 5 
character points) gives the sage a broad overview of the 
area of study in question, allowing him to answer general or 
specific questions in the field. For an additional proficiency 
slot (or 2 CPs), the character may become an expert in one 
particular aspect of the topic. For example, a botanist may 
spend another slot to specialize in moss and lichens, ferns~ 
or all plants found in a particular climate or ecosystem. This 
detailed knowledge allows the character to attempt to 
answer exacting questions in the field. The fields of study 
available to a sage include: 

Alchemy: This is the study of magical chemistry, espe- 
cially as it applies to elemental transmutations and potion 
oils, and magical compounds or solvents. Unlike the profi 
ciency of alchemy, the sage knowledge of alchemy concen 
trates on theories and principals, not on the practical day- 
to-day manufacture of specific compounds and substances. 
An alchemist specialist wizard or a character with the 
alchemy proficiency gains a +2 bonus to his proficiency rat- 
ing in this area of sage knowledge. 

Architecture: This is the study of the development, theo- 
ries and styles of architecture. (The architecture proficiency, 
on the other hand, represents the practical execution of 
workable building plans.) A sage with this field of study can 
attempt to idenbfy the age, origins, and general purpose of 
ruined buildings or structures. 

Art: The sage is familiar with the great works of the past 
as well as the works of the be*+ m 
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nonweavon proficiency and can attemvt a profmencv specializes in one particular art form (sculpture, paintings, 

ornamental pottery, etc.) he is able to identify works of the 
masters, spot fakes, and appraise pieces for sale value. 

of astrology, not the actual art of prediction. Someone with 
the astrology proficiency knows that Planet x passing in 
front of Constellation Y means trouble, but a sage knows 
why that’s a sign of ill fortune. In addition, the sage has the 
ability to perform historical astrology by working back- 
wards to determine the stars’ and planet‘s alignments for 
thousands of years in the past. An expert in this field may 
be familiar with the constellations and beliefs of vanished or 
dead cultures. 

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

Botany: This is the study of plants, ranging from simple 
cataloguing and observation to detailed studies of life- 
cycles and ecologies. Areas of specialization include simple 
plants, water plants, grasses and brush, flowering plants, 
domesticated plants, plant diseases, and ecological systems 
such as rain forest, tundra, prairie, etc. 

Cartography: Cartography is the art of map-making. A 
sage who specializes in this field knows where to find maps 
for any given region or area, knows how to interpret maps 
using various forms of notation, and can attempt to solve or 
complete encrypted or partial maps. 

Chemistry: While alchemy focuses on the study of mapi- 
cal substances, chernisq concentrates on the study of the 
properties of mundane substances. Note that a character 
with the alchemy proficiency is assumed to use a fair 
amount of mundane chemistry to produce acids, solvents, 
and pyrotechnic substances. 

Cryptography: This is the study of codes, ciphers, and 
puzzles. A sage with skill in cryptography can attempt to 
break codes or solve written puzzles with time and study 

building devices, engines, and structures. Sage knowledge 
of engineering provides a +2 bonus to the character’s non- 
weapon proficiency score in engineering, if he has both pro- 
ficiencies. The character can specialize in small machines, 
large machines (water wheels, etc.), siege engineering, forti- 
fications, bridges and roads, or buildings. 

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

Genealogy: This is the study of lines of descent. A sage 
with this skill knows research techniques and sources for 
tracing family trees and is also familiar with the histones of 
the important royal and noble families. 

Geography: A sage with this knowledge has learned 
about the lands and cultures of his world. He knows gen- 
eral principles of cartography, topography, climatology, and 
sociology, and can identify individuals or artifacts from 
other lands. 

Geology: Geology is the study of landforms, rock, and 
the physical makeup of the earth. A sage with knowledge 
in this area can add a c2 bonus to his rating in the mifhg 

Astrology: This is the history and theoretical background 

Engineering: The character is familiar with the science of 

check tiidentify varidus sorts of gemitones or precious 
minerals. 

Heraldry: Coats of arms, banners, flags, and standards 
are all emblazoned with heraldic designs. A sage with this 
skill is familiar with the evolution of heraldry and the sig- 
nificance of various symbols and colors. He can identify 
common coats of arms on sieht and knows where to 
research obscure or unknowk devices. This area of knowl- 
edee adds a +2 bonus to a character’s heraldry nonweavon ” 
proficiency score. 

history and the historical methods. Unlike a character with 
the ancient or local history proficiencies, a sage with this 

History: A sage with this skill has an excellent grasp of 

skill is a generalist, but he ;an be consideredan expert on a 
particular era or culture by spending an additional slot to 
specialize. Whether or not the historian knows something 
off the top of his head doesn’t matter-he knows exactly 
where to look when he needs to find out the details of a per- 
son’s life or a n  important event. Skill in this field of knowl- 
edge provides a +2 bonus to the character’s proficiency 
score in ancient history or local history. 

Languages: A character with a modem language profi- 
ciency knows how to speak a second language, and a char- 
acter with an ancient languages proficiency knows how to 
read a second language, but a sage who specializes in lan- 
guages is concerned with the study of the language itself- 
grammar, syntax and constructs, and vocabulary and word 
origin. His expertise is limited to one particular tongue, but 
for each additional slot the linguist may add another lan- 
guage to his field of expertise. This knowledge adds a +2 
bonus to the linguist’s rating in any modern or ancient lan- 
guage proficiencies he possesses. 

Law: A sage with this field of study is an expert on mat- 
ters of law. He is familiar with any national constitutions or 
charters, the origin and history of the law, and important 
matters of precedent. He can examine contracts, warrants, 
orders, or decrees and determine if there is a way to enforce 
or avoid them. 

Mathematics: The study of abstract or theoretical mathe- 
matics may seem unusual in a fantasy setting, but it dates 
back thousands of years in our own world; the ancient 
Greeks laid the groundwork for geometry, while algebra 
was a pastime of Islamic scholars and nobles before the 
European Renaissance. A diniensionalist gains a +2 bonus 
on his proficiency rating in this area of study. 

and development of medicine, as well as current methods 
and treatments. This provides the character with a +2 bonus 
to his healing nonweapon proficiency score. In addition, the 
character may be able to come up with treatments for non- 
magical diseases or injuries. 

Meteorology: This is the study of weather and weather 
patterns. A sage with this skill knows historical records and 
prediction methods. In the field, his knowledge of weather 
provides a +2 bonus to any weather sense proficiency 
checks he makes. 

Music: The sage knows the theory and notation systems 
of music and has studied the works of the great masters. He 
can attempt to identify unknown pieces or decipher musical 
O U Z Z l ~ S .  

Medicine: A sage with this skill studies both the history 

r ~~~ ~ ~ - -  
Myconology: Myconology is the study of fungi. A myco- 

noloeist 

r ~~~ ~ ~ - -  
Myconology: Myconology is the study of fungi. A myco- 

noloeist 
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is familiar with dangerous or monstrous varieties as well 
and may be able to spot these in the wild before he or his 
companions come to harm. His knowledge of mushrooms 
and molds gives him a +2 bonus to herbalism nonweapon 
proficiency checks. 

Oceanography: A sage with this skill studies the ocean, 
including weather, marine biology, navigation and charting, 
and undersea topography An oceanographer may be able 
to explain unusual phenomena at sea or discover the loca- 
tion of wrecks or other sites of interest. 

Philosophy The study of philosophy is the study of 
logic, ethics, aesthetics, and metaphysics (for game pur- 
poses, anyway), and a sage with expertise in this field is 
conversant with the gea t  thinkers and arguments of his 
race or culture. 

centers around mechanics and thermodynamics; some of 
the more advanced fields of study simply haven't been 
invented yet. 

to no knowledge of worlds beyond the one in which they 
live, but a sage with expertise in this field is familiar with 
the characteristics and properties of the Ethereal Plane and 
the various Elemental Planes beyond that. He understands 
how the Inner Planes are aligned and how the multiverse is 
put together. If he spends a n  additional slot to specialize, he 
can be an expert on a particular plane, capable of answering 
exacting questions on the topic. 

Planes, Outer: The great religions of a campaign tend to 
disseminate a very limited view of the multiverse, centering 
on the home of their deity and that of their deity's principal 
foes. Asage who studies this field has a general understand- 
ing with the general arrangement of all the Outer Planes 
and the characteristics of the Astral Plane. For an additional 
slot, he can specialize in a particular plane, learning the gen- 
eral properties of its layers, its chief inhabitants and 
domains, and other important details. 

School of Magic: Asage with expertise in a school of 
magic is familiar with the important theories, works, and 
great mages of that field. By engaging in research and pass- 
ing a proficiency check, the sage could identdy spells or 
magical items belonging to the school by the item's general 
effects or appearance. For example, if he was a student of 
the school of force, he could identify a wand of force or beads 
offorce as if he were trying to answer a specific question. If 
the sage is also a wizard, he gains a +5% bonus to his 
chance to learn spells from the school in question. A special- 
ist wizard gains a +2 to his score in this proficiency if the 
school of magic is his own specialty 

Sociology: This is the study of social structures, customs, 
mores, and ways of life. The sage is also acquainted with 
past societies and their customs. 

Theology: Asage with expertise in this area is conver 
sant with the tenets and beliefs of most major religions, 
gaining a +2 bonus to his religion nonweapon proficienc 
check. In addition, he studies the theories and lore SUI- 
rounding the powers and boundaries of the gods them- 
selves. With research, a theologist can determine what a 
particular god might or might not be capable of doing. 

Toxicology: This is the study of poisons, both natural 
and artificial. A sage with expertise in toxicology can iden- 
tify poisons both from samples and from examining the 
symptoms of a poisoned victim. By using toxicology, a sage 

Physics: In most AD&D campaigns, the study of physics 

Planes, Inner: Most individuals in a campaign have little 
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can also gain a +1 to any healing proficiency check dealing 
with poisons. 

Zoology: Zoology is the study of animals. A sage who 
acquires knowledge in this area has a good overall grasp 
of the science of zoology, and in addition, he is considered 
a specialist in one general class of animals or monsters. 
Each additional slot he spends on this proficiency adds 
one more type or class to his expertise. Classes of animals 
available include birds, reptiles, mammals, fish, amphib- 
ians, insects, amorphous monsters (slimes, jellies, and 
molds), aquatic monsters, insectile monsters, reptilian 
monsters, mammalian monsters, hybrid monsters 
(griffins, perytons, etc.), and any other reasonable 
class or grouping the DM allows. 

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

Scribe: Before printing came into common use, profes- 
sional srribes created books by copying manuscripts. Even 
after prinfing presses were in widespread use, scribes were 
in demand for their calligraphy and the quality of their illn- 
minated (or illustrated) pages. A character with this profi- 
ciency is familiar with a scribe’s techniques for preparing 
pages and working both swiftly and accurately This is an 
invaluable skill for a wizard; with a successful proficiency 
check, the character gains a +5% bonus to any rolls he must 
make in order to copy or transcribe a spell into his spell 
book 
Ta For many wizards, the principal use of 

their art IS on the battlefield. Knowing which spell to 
employ at any given time and creating the greatest effect for 
one’s effort is a skill that can be learned with practice and 
experience. A wizard with the tactics of magic proficiency 
can attempt a proficiency check to gauge the range to a tar- 
get, estimate how many enemies will be caught in a given 
area of effect, or detennine whether or not he may be in 
danger of a rebounding lightning bolt or afireball cast in too 
small a space. 

In addition, a character with this skill may recall subtle 
effects or interactions that are not immediately apparent. 
For example, if the wizard is about to cast magic missile at an 
enemy wizard protected by a shield spell, the DM may allow 
the player a proficiency check to see if he suddenly recalls 
that the Magic missile will fail-especially if the wizard also 
knows shield, but the player has just forgotten about the spe- 
cial effects of the spell. However, if there’s no way the char- 
acter could know of a special immunity or property of a 
monster, spell, or magical item, this proficiency will not be 
of any help. 

study of the interaction of verbal, somatic, and material 
components in order to produce a desired effect. While all 
wizards have some degree of familiarity with this field of 
knowledge, a character who becomes proficient in thau- 
maturgy has spent time studying the forms and practices of 
magic. This depth of knowledge gives the wizard a +5% 
bonus on his learn spell rolls after a successful nonweapon 
proficiency check has been made. 

Thaumaturgy: This is the art of the casting of magic, the 

cializing in a particular weapon, a wizard can spend extra 
proficiency slots (weapon or nonweapou) or character 
points in order to specialize in a particular spell. This spell 
is known as a signature spell. Unlike fighters, who may only 
specialize in a single weapon, wizards may have one signa- 
ture spell per spell level, as long as they have the profi- 
ciency slots or character points available. 

A wizard with a signature spell may still make use of the 
rest nf his rnell repertoire normally; he is not limited to just 
thz 

The signature spell must be 
a spell that the character already knows and is able to cast; a 
1st-level wizard couldn’t selectfireball as a signature spell, 
although he could choose an appropriate 1st-level spell 
from his spell book. If the character is a specialist wizard, he 
may only select signature spells from the school of his spe- 
cialty Mages, however, may select signature spells from any 
school. The actual cost in slots or Cl’s varies with the level 
of the spell selected. 

from their own field of study, they find it easier to narrow 
their specialization down to a single spell. 

Learning a Signature Spell: In order for a wizard to gain 
the skill and practice necessary for a signature spell, he 
must spend a great deal of time and money, studying every 
aspect of the enchantment. For all intents and purposes, this 
is the equivalent of spell research; the character must spend 
a minimum of two weeks and ld10 x 100 gp per spell level 
to master the signature spell and must succeed in a learn 
spells check to succeed in his studies. If the wizard fails, he 
still knows how to cast the spell normally, but he can never 
use it as a signature spell. The character’s proficiency slots 
or character points are not expended if he fails in his 
attempt to learn the signature spell. 

Specialist wizards may apply their spell research bonus 
to their learn spells roll to develop a signature spell. 

Signature Spells in Play: Through b a d  work and exten- 
sive practice, the wizard becomes quite skilled at casting his 
signature spell. First of all, the wizard casts his signature 
spell as if he were 2 levels higher for purposes of damage, 
duration, area of effect, range, and all other level-based 
characteristics. If the spell has no level-based characteristics 
(charm person, for instance), the wizard can choose to inflict 
a saving throw penalty of -2 on the subject’s saving throw 
when he casts the spell, or he can choose to reduce his cast- 
ing time by 3. 

1 Signature I 

Since specialist wizards must select their signa- spells 





Secondlv. the wizard mav memorize one castine of hs sie- I II 

.I 

mmmori7ing additinnal spells. For examp.?, a l>r-level mag? 
may nurrnallv mcmoriLe one 1st-level mell. If the inagt' hd) 
m&c missile as a signature spell, he may memorize one 1st- 
level spell, plus an additional magic missile, for a total of two 
1st-level spells. If the character is a specialist invoker, he can 
memorize three 1st-level spells: magic missile, a second invoca- 
tion spell, and the 1st-level spell he normally receives as a 
1st-level wizard. Note that the character in this example 
could choose to spend his discretionary spells to memorize a 
total of three magi missiles, which wouldn't be a bad move 

that he's so eood at castine it! " 
Role-Playing Signature Spells: A wizard with a signa- 

m e  spell often becomes notorious for his use of the spell. 
dveryone recalls stories of the transmuter who polymorphed 
folks into frogs, or the fire mage who threwfirebdls left and 
right. The DM should encourage the player to develop his 
character's motivations for becoming so skilled with one 

i 
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arhcular enchantment. 

uKe wlzards, pnests acquue a rlest varietv of nonweaDon Droficien- 
cies over the course of their 

~ 

Proficiencies careers. More than any other char- 
acter, a priest is likely to find a use for common or everyday 

have a nonweapon proficiency progression that equals that 
of a wizard, but gain weapon skills much faster. 

In this section, we'll take a look at some new priest profi- 
ciencies. These should he considered addenda to the Table 
37 Nonweapon Proficiency Groups in the Player's Handbook. 
Refer to Table 10 New Priest Nonweapon Proficiencies. 

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

Alms: Some orders of priests rely on the charity of others 
for their support and livelhood. A character with this profi- 
ciency is able to find food, shelter, and clothing in return for 
the benefit of his wisdom and a blessing or two for his hosts. 
The quality of the charity the priest finds may vary widely, 
depending on the wealth of his prospective hosts, their piety 
and their recognition of his deity, and the way the priest pre- 
sents himself. Generally, if there's shelter to be had, the priest 
can make use of it, but obtaining food or clothing for his 
comvanions may require a nonweapon proficiency check at . -  
the 6Ms discretion.. 

Table 10 
F* mpon Pr kncies 

3 1 
4 1 

Cha 

Int 

4 2 -2 
2 1 +1 

1 -1 

ige Knowledge Int 

rib Dex 

dead Lore Jnt 3 
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Chapter 4 
See the description under Wizard Profi- 

cif 
DUI ~ L Y :  This proficiency encompasses a working 

knowledge of temple or government organization and pro- 
tocol, and the skills necessary to navigate through bureau- 
cracies. The character knows which officials to approach and 
when to approach them, where records are kept and how to 
gain access to them, and how to circumvent unfriendly or 
sluggish bureaucrats. Unless there are extenuating circum- 
stances, the character can get permits or documents com- 
pleted in half the normal time. 

In addition to these skills, the character can attempt to 
turn the system against someone else. With a successful pro- 
ficiency check, the amount of time required to make a deci- 
sion doubles-permits are misplaced or filled out incor- 
rectly, or important documents are held up on the wrong 
desk. For example, a character could keep a shady wizard 
from gaining permission to build a tower in the town, or he 
might obstruct a thief's request for bond or parole. 

Ceremony: A priest with this proficiency is well-versed 
in the various rites, observances, and ceremonies of his 
temple. He is qualified to oversee normal worship or devo- 
tions, but conducting the rites in difficult or unusual situa- 
tions may require a proficiency check. This proficiency also 
includes familiarity with ceremonies such as weddings, 
namings, and funerals, and the priest can perform these 

services appropriately. 
Diplomacy: This is the grand art of high diplomacy 

between states or organizations. A character skilled in diplo- 
macv knows the correct nrocedures and unwritten rules of 
n c ~ g ~ t i ~ i t i ~ i i i ~  betwern &tej or large aganil.ltiuns. Ht, 1, 
sapahlf oi diwc.rnin& the true intent o i  the various declara- 
t i < m i ,  5tatzmc.nts. and p i t s  or rhrhmges that  make up a 
. t i~ lo rna t ic  CmLouiitcr, a n J  he is able t,) t , i k t x  hi, anvn wiihc'h 
&d couch them in proper diplomatic terms. 

Normally, the character need only make proficiency 
checks if the negotiations are particularly delicate or diffi- 
cult. However, if there is a specific goal or compromise the 
character is working towards, he may attempt a check to see 
if he can win the other side over to his point. Naturally, the 
DM can apply a modifier of -8 to +8 depending on what the 
diplomat's offer means for the parties involved. Requesting 
the surrender of a vastly superior enemy is next to impossi- 
ble, unless the character can convince them that they stand to 
gain something of great value by giving up. In any event, the 
DM shouldn't use this ability as a substitute for good role- 
playing by the players. 

Investigation: This is the art of discovering the truth 
through careful examination of a problem or situation, A 
character with this skill is familiar with the process of inter- 
viewing or interrogating witnesses, searching scenes for 
clues or information, and the general execution of a logical 



Pro ficiencies 
and thorough investigation. Priests who are associated with 
the local government may be called upon to solve common 
crimes against the state, while other priests may be inquisi- 
tors or theological investigators. 

The DM may allow the PC to attempt a proficiency check 
when the player is missing an obvious line of inquiry or step 
of deductive reasoning, although this should be a rare use of 
this ability. An investigation proficiency check can also be 
used to discover clues at the scene of a crime or to extract 
information from a witness or suspect. 

Law: A character with this proficiency is thoroughly 
I with the legal system of his homeland and is skilled 
esenting cases before judges, officers, nobles, and 

magistrates. This is a working knowledge of the law, as 
opposed to the theoretical knowledge of the sage area of 
study With a successful proficiency check, the character can 
build a strong defense for a person accused of a crime; if the 
judge or jury are fair-minded and honest, he stands an excel- 
lent chance of winning his client‘s case. Of course, corrupt or 
intimidated officials can still deliver unjust verdicts despite 
the character’s best efforts. 

Observation: Characters with this proficiency have culti- 
vated exceptional powers of observation. The DM may ask 
for a proficiency check anytime there is something subtly 
wrong or unusual in the character’s environment. For 
example, the character may note the fact that the tools of a 
potter’s shop are caked with a different kind of clay than that 
present in the workshop, or he might notice telltale marks of 
traffic that indicate the presence of a secret door. The DM 
Shouldn’t let this become a substitute for alerhless and good 
€hinking on the part of the player; if he’s picking up more 
than one or two clues a game session with this proficiency, 

Omen Reading: See the description under Wizard Prmfi- 

’ This is the power to move other people with 
motion. By captivating an audience, the priest 
e them of the rightness of his words through 
and dramatic speaking. Priests with this skill 
o proselytize (seek converts) among small audi- 
claiming the glories of their faith and the dan- 
lief, but the character must pass his check by a 

rgin of four or more to win any long-lasting converts to 
faith, A convert will listen to the priest‘s suggestions or 

ideas, but won’t necessarily become a follower or hireling of 
the character. 

The DM can decide how any group of listeners is likely to 
affected by the priest’s exhortations. If they‘re inclined to 
hostile or are preparing to attack the priest, there’s very 
le he can say to change their minds. However, if the priest 
sses a proficiency check, he may be able to modify an 

encounter reaction check by one category-hostile to indif- 
hrent, or indifferent to friendly, for example. Optionally, he 
may be able to encourage the crowd to take a specific action 
h a t  they’re inclined to perform anyway. If a n  angry crowd 
wants to see an important prisoner freed because it’s 
rumored he was convicted wrongly, a priest with oratory 
may be able to push them into storming the jail or convince 

em to give up and go home. If the player presents an espe 
Ily moving argument or speech, the proficiency check is 

ade with a +1 to +4 bonus. 
Papermaking: See the description under Wizard Profi- 

’s probably too many 

Persuasion Unlike oratory, which relies on emotion and 
rhetoric, the art of versuasion is built around intelligent 
arguments and persbnal charm. A character with this Gofi- 
ciency is able to present especially cogent arguments and 
explanations in conversation with an individual or small 
group. With a successful proficiency check, he can convince 
them to take moderate actions they may be considering 
already; for example, he may convince city guards to leave 
without making arrests if a brawl’s already finished by the 
time they get there, or he may convince a court official that 
he needs a n  audience with the king. If the player’s thoughts 
and arguments are particularly eloquent and acute, the pro- 
ficiency check is made with a +1 to +4 bonus. 

Sage Knowledge: See the description under Wizard Pro- 
ficiencies. 

Scribe: See the description under Wizard Proficiencies. 
Undead Lore: A priest with this proficiency is trained in 

the identification, powers, and vulnerabilities of common 
undead monsters. With a proficiency check, the character 
can recall specific tactics or weaknesses of a monster; for 
example, if confronted by a vampire, he may recall that a 
mirror, garlic, or holy symbol strongly presented can drive 
the monster away for a short time. How the character uses 
this information is up to the player. 

L -  J 





Equip 
At some point in his or her career, Laboratories just about every wizard is going 

to need a well-equipped laboratory. Without a laboratory, a ' ~1 wlzard can't perform spell research or create any kind of 
magical item except a scroll. A laboratory consists of several 

and expendable supplies, chemicals, and reagents. 

different components, including a physical site or facility; a 
personal library; nonexpendable equipment and furniture; 

i 

laboratory the tirst thmg he will want  to ronsider 1.1 the 
location of the lab. If the wizard travels e\tenwel\: like ,. ~~~~~~~~~~ ~ 

many adventurers do, the choice of his laboratory's location 
mav Drove to be a difficult decision. Since the character will , l  

be investing a vast amount of money in the construction 
and outfitting of his laboratory, he will want to make certain 
that the facility is located in a secure and reasonably accessi- 
ble location. There's a lot of valuable and irreplaceable 
material in a laboratory, and most wizards dread the 
thought of some hooligan sacking their workshops. 

cities. There are several advantams to this 
Many wizards locate their laboratories in or near major - 

str.iregv. first of all, thz wiLarJ hi> easy 
access to skilled craftsmrn for unusual I 
pieces of equipment; second, the large cities 
attract traders dealing in the rare or unusual, 
makine it easier for &e wizard to locate I 

I some kter ia l  components; third, resources 
such as libraries and fellow wizards or 
alchemists may be close at hand; and last, 
cities are relatively secure from monstrous 
incursions. On the down side, aties also host 
large and well-organized thieves' guilds, 
and many wizards find themselves forced to 
Dav Drotection money to keep their labs 
I 

intact. Also, a wizardwho li&s near a large 
uouulation center is generally easy to find, and the charac- 
&'s enemies won't gave ani  prohlem in tracking him to his 
base of operations. 

Because of these risks. some wizards urefer to conceal ~~~~ ~~~ ~ 

their laboratories in unpopulated or inaccessible regions. 
The wizard loses the benefits of close contact with civiliza- 
tion, but gains a degree of privacy that an urban wizard 
finds impossible. This can be costly, especially when the 
wizard needs some smithing or glassblowing work done, 
and there's no one nearby who can do it. A wilderness base 
generally costs 20%-50% or (ld4+1) x 10% more to equip 
and maintain than a comparable lab in the city. Note that 
remoteness doesn't guarantee safety; instead of thieves, a 
wizard in the wilderness has to worn about monsters of all 
sizes and inclinations nosing around'the premises! 

Dhysical Requirements 
Once the wizard has decided where he wants to locate 

.lis laboratory, he must buy, build, or rent an appropriate 
building or room. The space should be well-ventilated and 
well-lit, although the wizard can do without these comforts 
if he wishes. The room must be dry and sound; dampness 
can destroy libraries or cause important reagents to lose 
their potency In addition, the laboratory requires at least 
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circumstances of the arrangement. Renting a shabby roc 
in the thieves' ouarter is far less exoensive than oavine I 

-m** .,.. ?*:UT'' 

somewhat more than that if the Lizard intends to live there 
as well as maintain a laboratory. (A two-story building of.. 

ings; buying an existing structure costs anywhere from 50% 
to 100% or (ld6+4) x 10% of the listed figure. 

400 square feet (a 20-foot by 20-foot room or equivalent 
floor space) for the furnishings and work spaces. 

set up his laboratory inside another building-for example, 
the castle of his patron noble, a university or library, the 
local wizards' guildhall, or an inn operated by a fellow 
adventurer. Generally, the rent on the room should be 30 
100 gp or (ld8c2) x 10 per month, depending on the exac 

dues~of a gui ldhl  or university m'embership. Aplayer 
character may be able to avoid paying rent altogether if a 
friend or patron puts him up. 

If the wizard doesn't want to borrow or lease a roo 
from a landlord, he can buy a suitable building. Again, 
dace should have at least 400 square feet of floor space 

In urban or civilized regions, the wizard may be able to 

about 20 feet x 20 feet would do nicely.) Or, he can chiose to 
build a new building instead of buying an old one. The 
table below lists construction times and costs for new bu 

Stone buildings arc $rurdlrr and mow durable r h m  
o aodrii hui ld ins .  hut st i l l  feature wdoilcn supports, tloor- 
ing, and other f&tures. Some interior partitio66or walls 
may be made of wood instead of stone. 

Wooden buildines are much easier to build than stone v ~~~ ~ 

buildings. The disadvantage lies in resistance to siege 
attacks or other forms of damage; wooden buildings can be " - 
destroyed easily by many spells or heavy weapons. 

Building size is a rough description of the building's 
dimensions. This fits the building types described in DMGR 
2, The Castle Guide. 

Time is the number of weeks required for construction, 
assuming a working crew of 10 laborers with good supervi- 
sion. Obviously, this only applies in the event the wizard 
wants to have someone build him a new laboratory. If the 
wizard wants to save money, he can hire fewer workers, 
doubling the construction time for a savings of 25% off the 
basic cost. On the other hand, if he's in a hurry he can raise 
the building in 75% the usual time by hiring more workers, 
doubline the cost. < I  

Cost i3 rlie amount df gold pieics required L C I  have thz 
building raiwd. This indudc3 perniits, brlhes, pav ror work- 
ers, e\pkvdahle sopplie.s. mrl .a11 other e\pense5 in;urn,d. If 
thc wizard 1s buying ai **isring 3tructure. he need only pay 
(1doT4i A IOo o r  Stl -1vJo of this price, dspcndin&on the 



building’s condition, the circumstances of the sale, and 
other factors. 

small building suffices for the wlzards laboratory, but if the 
character wants to live in the same building, it must be at 
least medium-sized. 

Area is the square footage of the completed structure. A 

Equipment 
Now that the wizard has secured a suitable workroom, 

it!s time to get to the real business of setting up a laboratory 
The equipment contained in a lab includes alembics, armil- 
lary spheres, beakers, bottles, copper kettles, crucibles, dis- 
tilling coils, ladles, mortars, retorts, scales, specimens, tongs, 
vials, and weights of all description. In addition, specialized 
furniture such as workbenches, stands, braziers, cabinets, 
and tables with special surfaces must be purchased for the 
laboratory Obviously, all these things can be quite expen- 
sive; equipping a laboratory is often the single greatest 
expense a wizard incurs in his career. 

individual tastes and research goals, and is not particu- 
larly useful to another character. However, if a wizard 
inherits a lab from another character or is allowed to bor- 
row one for a time, he can refit the lab for his own pur- 
poses for a cost of 1,000 gp.  

completeness. There are three varieties of laboratory, each 

A wizard’s laboratory is customized to the character’s 

Wizards’ laboratories vary wildly in scope, contents, and 

I with its own special purpose: alchemical laboratories, 
forges, and research laboratories. 

Alchemical laboratories are intended for the creation of 
potions and nonmagical acids, solvents, glues, or pymtechni- 
cal substances. As a result, the lab is equipped with glasswa: 
burners, retorts, kettles, and all manner of devices designed 
for heating, agitating, or otherwise manipulating liquids anb 
powders. An alchemical laboratory costs 2,000 gp; wizards 
who specialize in the school of alchemy, characters with the 
alchemy nonweapon proficiency, or mages who want to CIP 
ate potions at 9th level can make use of these facilities. 

alchemical laboratory valued at 1,000 gp. Because of their 
special training and skills, this is sufficient for a 1st-level 
alchemist. However, the character’s requirements for rare 
and exotic materials increase as he rises in level; keeping t h i  
lab outfitted requires an expenditure of an additional 1,000 
gp each time he rises in level. If the alchemist’s laboratory is 
up-to-date, he can use his special ability to create potions; if 
the lab is not up-to-date but still worth at least 2,000 gp, he 
may use it as if he were a normal wizard using a standard 
alchemical laboratory. 

Forges are larger and more complex laboratories that 
include all the materials and equipment required for the 
production of magical items of all types, not just potions or 
scrolls. A forge includes all the materials found in an 
alchemical laboratoT, as well as furnaces, anvils, and woo 
working, leatherworking, or metalworking tools. A forge 

Specialist alchemists are assumed to begin play with an 



costs 5,000 gp and requires at least 600 square feet of space; 
in other words, a ”small” building is not big enough to 
house a magician’s forge. 

The specialist artificer is assumed to begin play with a 
forge worth 1,000 gp. In order to keep his specialist wizard 
benefits, he must invest an additional 1,000 g p  in the forge 
each time he rises in level. If the forge is not maintained 
properly but is worth at least 5,000 gp, the artificer can still 
use it for brewing potions or creating magical items using 
the normal procedures. 

Research laboratories allow a character to conduct spell 
research. The research laboratory adds hundreds of rare and 
unusual specimens, samples, and texts to the wizard’s labora- 
tory. Depending on the campaign circumstances, a laboratory 
suited for spell research can cost anywhere from 1,000 to 
10,000 gp, but if a wizard already has an alchemical labora- 
tory or a forge, he can purchase the research laboratory for 
50% of its normal cost. Similarly, building an alchemical labo- 
ratory or a forge after first building a research laboratory 
gives the character a 50% break on the costs of the second lab- 
oratory. 

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

Table 12: 

Laboratory Cost and 
Size Requirements 

Alchemist specialist wizards must maintain an alchemi- 
cal laboratory worth at least 1,000 gp per character level. 

Includes an alchemcal laboratory. Artificer specialists 
must maintain a forge worth at least 1,000 gp per chzacter 
level. 

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

W When a character builds and outfits a laboratory of any 
type, a basic library is assumed to be included in the overall 
price. This collection allows the wizard to conduct the basic 
functions of the laboratory-brewing potions and manufac- 
turing special inks for scroll creation, making magical items, 
or conducting spell research. However, the materials in a 
labs initial collection only allow the character to research 
the formula for one potion or scroll, one magical item, and 
one 1st-level spell. In effect, the library that the wizard 
acquires to outfit his laboratory is only sufficient for the first 
two or three research efforts he undertakes. After these ini- 
tial studies, the wizard must expand his library in order to 
undertake new research efforts. 

Alchemists and Artificers: These two specialist wizards 
do not need to increase the size of their library in order to 
discover new formulae or procedures. Their specialist abili- 
ties bypass this requirement; the character’s expertise 
allows him to do without many of the texts and canons 
other wizards find necessary 

Library Requirements: Expanding a library and collecting 
volumes suitable for advanced research takes time and money 
The total value of the wizard’s liirary governs the research he 
can undertake there, as shown in Table 13 Libraries. 

Library Expense is the total investment the character 
makes in acquiring books, references, and other resear 
materials. The initial library expense is simply the cos 
the character’s laboratory, so if a wizard builds a rese 
laboratory and then spends 2,000 gp on expanding his 
tial library, he can research 2nd-level spells. 

Number of Potion Formulae represents them 
number of potions the wizard can research given 
of the listed size. Using the correct enchantments 
rials is a critical part of potion-brewing, and wiza 
invest some time in researching the correct formu 
procedure for any particular potion. (See Chapter 
example, a wizard who purchases an alchemical 
can determine the formula for two types of potion vying, 

I Table 13 

I Libraries I Library #Potion #Item Max. Spell 

I I 
; Library I 5 4 4th-level 

6 5 5th-level , 
’ ’  1 ;  

~ j ~ 

~ ~ 
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ine single most important tool in the wizard‘s laboratory 
is his library. Every wizard has a library, even if it consists of 
nothing more than his spell books and a handful of old texts 
and journals. Depending on the campaign flavor and the 
prevalence of magic, wizards may find that ancient grimoires 
and codices are the only source of new spells, potion formu- 
lae, or procedures for creating magical items. Unless they go 

these books, their advancement in the arcane arts can come to 

I !  

to extraordinary lengths to unearth, purchase, copy, or steal 
~I 
~, a dead halt. , , 

Libraries far alchemical laboratories and forges 
Libraries far forges 
Libraries for research laboratories 



Imrn the furmulae for additional pution,. he must 5pmd 
monq ro expaid his reference libran. 

Number of Item Formulae rcpnwnrs tliv niaxiinum num- 
ber of magical item crcdion procexs the wiz,nt can discaver 
using a Lbrarv of thc l iwd iiie. Each mdgicd ireni has its 
own uniyue "furmula"-mareriJls md pru:edurei required tC 
succe~sfully produce onr item The iiiitial laboratory incliidd 
in a forge a11ows the \?bard IO research the creation .,i m e  
h-p. of magical i r m i .  such ah a mpr qfrlinibirig or l m t j  ?f tlw 
riortk. Discovering thi. requirements fa additi~mal nvej <>t 
magical ircms r e q u k  a larger a n d  mow complete libran. 

Maximum Spell Research level is thc highest-level ,pel1 
iht,wtzard .dn research. gwen thr librdrv at hand. The b3,tc 
wsrarch laburaton allows the wi7drJ IO research Ist-le\.el 
spclls, but ii he wants to Indulge himselr in more advanced 
studies, he'll have to obtain additiunal toxs, reiercnrrs. and 
material;. 

Finding Books: Naturall), d library svdrth 111,000 gp is 
not a hedp of treasure waihng to be carted ofi by h e  nearest 
adventurer. It L a  labdr oi love and care, created aver years 
by the dedicared effort.; of an intelligent and well-urganized 
Lhdracter. And. unfortunately, building a libran ran be a 
tedious and exhausting task. Important volumes may take 
vears to find. 

Genrrally, a library i5 composed of books ranging in 
value from SO ro 500 gold pierl's, although uiiu,ual wxks 
mav  COS^ much more. Thus, a libran valued at 2,000 gp 
might include 15 tu 211 books in the j&lOr) gy range, three 
or four valued at ld0-20J gp, and maybe one or tu o in the 
300-500 gp range. \ V h k  11'3 not necessary hi catalog e\'ery 
single book that is contained u- the collection. it's a good 
idra ror the IIM to identify a handful or c.ritzcol w . v k ,  o r  rcf- 
i'renies that are 50 central to the ~.i/3rd's studies tlidt the 
library just isn't complete without t h a n  Finding or trackmg 
down these rare volume, can be quite a challcngr. ireatbig 
man! adventure hook fur a PC wi7ard! 

I f  the Dhl L, g~!nrrous, he can aasume that the wiiard ran 
find everything he needs, given time. dnd a.sumr rhat one 
 wee^ of library-building allow> thc character to spend up to 
51)O on book, he needs. In othm words, increasing a 
library's &e a n d  valur bv 2,(100 gp wduld require four 
weeks of dedicated effort on iht ,  wi7ar~I's part Finding a 
rare or unuaiial text (or, treasurr of ircawrcs, an mract cul -  
lecii<in!) in an adveiihirc cuuld saw a wizard '1 great 
amoimt Oi timt,and money. 

1 lowever, building a libran, can oe fdr inow difficulr 
than just spending money. In medieval soiierirs. hawks \vere 
hanil-writtrn, md rhrre might be only si\ or suven copies oi 
a book the wizard needs to be found n i i i r d h w  lei alone in 
the local btiokjellrr's shop. Pdrhcularly rare or valuable 
tomes may ihangt, hands through sale. deceii. or thievery 
dozens of times, diapprarin): iroin imunon knowledge. 

In addition to the pniblcm oi scar5r). it's pt)Ablc rhat 
some signiiiiant works rcquircd by a wi7ard might not be 
writteii in hi, native language but imtcid in th? language of 
3 f a r - ~ f i  kingdom. An ambitioos cham-tzr might be forced 
to learn 1113 dmpaign's quivalenr oi Larin. Sanskrit. ur 
Mandarin Chinese for nc other purpaw than to r e d  a ,in- 
gle Dcwk .\nnrhcr problem mighr be suppre,scd or iorbikl- 
den b m k ,  trading ui b,imed rwrks could ger 3 clidrdcrer 
into a lot of trouble. 

Last but iior Icrst. the .arrent ownzr of thr bosk thc 

character seeks may have no wish to part with it, especially 
if it's considered dangerous or unique. The wizard may be 
able to persuade the book's owner to allow him to make a 
copy of the text, or he may have to consider more direct 
action to acquire the necessary materials. 

just like laboratories. The basic references included in 
cost of a laboratory don't take up any additional spac 
above and beyond the laboratory's requirements, but 
expanded libraries require at least 25 square feet for each 
2,000 g p  value. For example, a library valued at 10,000 gp 
would require 125 square feet (a 10-foot by 12%-foot room). 
This may sound like a generous amount of space, but keep 
in mind that many of these tomes are extremely large and 
bulky, and require special shelving, displays, and cabinets. 
All these furnishings are included in the cost of the library. 

Care and Protection: A wizard's library is an investmeni 
of great value to the character eventually exceeding even 
the most complete laboratories and forges. Naturally, the 
owner should be quite interested in making sure nothing 
happens to it. The library should be in a dry, secure room 
that is well-ventilated but not open to the weather. Damp- 
ness can quickly mold or destroy books, especially those 
made without modem preservatives. Last but not least, the 

Library Size: Large collections of books require space, 

wizard should consideifire Irdps or similar spells ro guard 
the room against i t  ' rs 

I KC 
uirea unt of both common and 

unusual substances. Furnaces and burners must be fueled; 
water, oil, brine, vinegar, and other liquids are required for 
cooling, distilling, and quenching; small amounts of chemi- 
cals, salts, rare earths, herbs, and various specimens are 
expended with each day of research; and glassware and pot- 
tery may be mined by one use or broken in accidents. Even if 
a lab is not in active use, some of the supplies and reagents 
will go bad or lose their potency with prolonged storage. The 
upshot of this discussion is simple: Once a wizard finishes 
building and outfitting his lab, he will still have to spend 
some money to maintain its supplies and equipment. 

This maintenance cost is assumed to be 10% of the lab's 
total value, not counting the library, for every month of active 
use. For example, a 5,000 g p  forge uses up 500 gp of supplies 
each month. This cost does not indude any special or unique 
materials, such as a particular item that is to be enchanted, or 
an unusual material required for a specific potion or scroll ink 
For example, if a wizard is enchanting a long sword +Z, the cos 
of the sword itself is not included in the lab's montbly operat- 
ing cost. Similarly, if he is mixing the ink for a scroll of protee- 
t infrom petrjification, any exotic ingredients such as a basilisk' 
eye or a cockatrice's feather must be obtained through a delib 
erate action of the player character. 

If the laboratory is not in active u s e t h e  owner is off 
adventuring, or otherwise engaged-the maintenance cost 
drops to half the normal amount. For the 5,000 gp forge 
described above, this would be 250 gp per month. This 
"moth-balled expense reflects the materials and specimens 
that are becoming unusable due to the passage of time. Of 
course, the wizard can choose not to pay this cost, allowing 
several months of maintenance to pile up before restocking 
the laboratory. In any event, the cost to resupply a labora- 
tory never exceeds more than half the lab's total value, sincc 



F r n i i n m p n t  

a lot of the equipment is fairly permanent. In the case of the 
5,000 gp forge, a character would have to pay 2,500 g p  to 
restock his laboratory after 10 months of neglect, but 15 or 
20 months of not paying the maintenance cost wouldn’t be 
any more damaging. 

pay 50 gp per character level per month in order to main- 
tain their laboratories. The wizard can defer or ignore these 
expenses, but this causes the loss of many of his specialist 
benefits-see Chapter 1. If the wizard misses some pay- 
ments, he must make up all the money he owes before 
restoring his lab to operation, up to half the value of the lab- 
oratory itself. In other words, an 8th-level artificer must pay 
400 gp per month to maintain his forge; if he skips one 
month of resupply, he loses many of his special abilities, 
and must Day 800 m, the following month or do without his 

Alchemists and Artificers: These specialist wizards must 

- 
powers to; &otheFmonth 

Jery portable. If a charac- 
ter needs to move a lab, he requires one mediumsized wagon 
for each 100 square feet of equipment and materials. Packing 
up a lab or setting it up again after transport should require at 
least two to three days per wagon-load, and the wizad will 
certainly have to spend a siphcant amount of money in 
replacing broken, lost, or ruined materials. Depending on the 
length of the journey and the care of the wizard‘s prepara- 
tions, he will have to replace materials and equipment worth 
10% to 40% of the value of the entire laboratory. 

Shiria the Sorceress is a 7th-level invoker who has a great ideafor 
a new spell, Shiria’s Bolt of Efficacious Destruction. First, she 
needs tofind a sitefor her laborato ry; afier due consideration, Shiria 
elects to locate her lab in the town she and her comrades use as a base 
of operations. She decide to buy a “medium“ stone building in a 
good part of town to house her labmato ry and spends 3,000 gp to 
have a new bui!ding raised (she wants some specialized features to be 
included). The construction takes IO weeks. 

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

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

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

I 
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priests’ Wizards aren’t the only characters capable 
of creating magical items. Priests, too, have 
this capability. Priests can create scrolls at 
7th level, potions at 9th level, and other Altars 

types of magic items at 11th level. Instead of cluttered labo- 
ratories filled with all varieties of reagents and bizarre 
devices, priests need only build a special consecrated altar 
to their deity in order to create magical items. 

. ...-.- ___. . Ld the continuous maintenance o 
pool of laborers and craftsmen that a wizard‘s lab0 
requires. Because of this, the altar can be located an 
the priest wishes to put it, within reason. The gene 
should be someplace within the deity‘s sphere of in 
an altar dedicated to a sea-god should be near the sea, 
one dedicated to a druidical power should be located 
Dristine wilderness. Considerations such as the distance t 
h e  nearest large city or convenience for the character are sec- 
ondary, at best. 

There are two types of location that are ideal: a location 
that is easily accessible to a large body of the power’s wor- 
shippers, or a location that has special sigruficance to the 
power. A priest of Tempus (a god of storms and battle from 
the FORGOTTEN REALMS campaign setting) could meet the 
first condition by locating his altar in a fortress manned by a 
number of soldiers who follow Tempus, or a city that 
included a large congregation of Tempus’ worshippers. Or, 
he might find a n  ancient battlefield or storm-lashed peak to 
be appropriate, since they meet the second condition. 
DM is the final arbiter of what is or isn’t an appropria 
location for a particular deity’s altar. 

Like the wizard’s laboratory, the priest’s altar represen 
signihcant investment of time, energy, and money Thieves 
may attempt to loot the rich trappings of the altar, and ene- 
mies of the faith will not hesitate to desecrate an altar left 
unprotected. As a result, once a place suitable for his patron 
deity has been found, the priest should make the securitv and 

~ ~ “ty of the altar a primaq goal. 

ysical R ~ ~ -iremen& 
After findin itable location for the altar, the p ’ 

must consider what kind of facility he will need to ho 
shelter, or support the altar. In many cases, he can simp 
add the altar to an existing temple, monastery, or shin 
dedicated to his deity. However, this may require the priest 
to expand or renovate the existing structure to make it suit- 
able for the altar. Refer to Table 11: Building Construction 
Time and Cost for building costs; if the altar is to be housed 
in a free-standing structure, it must be at least a medium- 
sized building, but an  expansion to an old temple might be 
the equivalent of a small building. 

If the altar is located on a sacred site (a forest glade for a 
druid power, or a mountain peak for a god of the sky), the 
priest may not have to raise any kind of building to shelter 
it, especially if a man-made shelter would somehow be 
inappropriate at that site. However, preparing and clearing 
a site should still require an amount of work equivalent to 
raising a small building. 
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tions for the ceremony of consecration cost at least 2,000 gp, 
above and beyond the cost for any building or struch~res to 
house it. Generally, the altar must be built of whatever mate 
rials Seem appropriate; for a god of war, an altar made from 
the swords of brave men, or the shields of fallen warriors, 
could be appropriate. A deity of s t o m  might require an altax 
built from a hundred-year-old oak split by lightning. In any 
event, the altar should be of the finest workmanship possible. 
Building an altax requires at least 2d4 weeks of the priest’s 
time and attention, and the services of skilled masons, 
smiths, or woodworkers. 

In addition to the construction of the altar, the priest 
must also assemble and prepare special incenses, ceremo- 
nial vestments, and other unusual materials. This could cost 
anywhere from 1,000 to 10,000 gp more, depending on the 
deity involved. The priest may be able to borrow some of 
these materials from a large temple of his own faith, which 
would reduce the cost by 50%. 

Consecrat be Altar 
Once the altar has been completed, the priest must con- 

secrate it to his deity. The prayers, chants, and rituals 
require at least one full week. During this ceremony, the 
priest cannot be called away for other duties; if he leaves, he 
must begin again from the start and replace any materials 
expended in the abortive ceremony 

At the end of each full week of prayer, the DM makes a 
special check to see if the priest gains the favor of his deity 
The base chance for success is a percentage equal to 5 times 
the character’s level, so a 10th-level priest has a 50% chance 
of success after one week. For each additional week of 
prayer, the chance of success increases by 5%. Given time, 
the priest should eventually succeed, unless he’s angered 
his deity in some way. 

When the power responds to the priest’s prayers, the 
priest must offer up something of value or perform a special 
quest, whichever is demanded by the deity The DM decides 
what is appropriate for the character and the deity he fol- 
lows. Surrendering magical items, treasure of great value, or 
an  item hand-crafted by the priest are all reasonable. A 
quest that a priest of a god of healing might follow could be 
to go among the poor and heal one hundred of the sick, 
while a god of honor might ask the priest to go to the king’s 
court and expose his dishonorable dealings. By completing 
the quest or making the appropriate sacrifice, the priest 
demonstrates his devotion, and the deity consecrates the 
altar. 

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

Even without a laboratory or a 
consecrated altar, priests and wiz- 
ards often find themselves in nee6 

Material Spell 
Components of unusual or hard-to-find items - for material components in their 

spells. While many DMs do not require players to keep track 
of their characters’ stocks of spell components, this can be a 
great test of a PC‘s resourcefulness and the source of m y  
adventures. After all, merelyfinding a diamond worth 1,000 
gp is quite a n  event for a low-level character, but then the 
player has to decide whether to grind it into worthless pow- 
der for use in a critical spr”’ 

2 I Compc---w: ies or NO? 
-One of the optional d e s  presented in the Player’s Handbook 

is the use of spell components. You are free to decide to use or 
ignore components in your own campaign; as long as the 
NFCs abide by the same rules and reskictions the players do, 
the game works equally well in either case. The real crux of 
this issue are material components, and whether or not play- 
ers should have to keep track of their stocks of spell rragents. 

There are some very good reasons why you shouldn‘t 
use material components in play; it requires a great atten- 
tion to detail and some honesty on the part of the players, 
and may create obstacles or difficulties that take away from 
the DMs plot. After all, if the party’s wizard has to drop ou 
of the epic adventure in mid-stride to track down the ingre- 
dients for his nextfireball spell, all concerned may feel a 
little frustrated or annoyed. 

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

Generally, enforcing the requirements for material compo 
nents works best for low- to mid-level characters. By the time 
a wizard is 8th or 9th level, he’s usually wealthy enough to 
easily buy any materials he needs, and his daily selection of 
spells is so broad that keeping track of each type of compo- 
nent canied becomes a logistical nightmare. By that time, the 
DM can allow the player a little slack; the wizard‘s a mighty 
hero now, and both player and DM may have other arenas of 
role-playing (building laboratories or establishing strong- 
holds) that the character will be graduating to. However, at 
low levels, wizards and priests will find that some of their 
favorite spells have to be saved for when they’re truly needed. 

For example, low-level wizards often rely on the armor 
spell as their sole means of defense against physical attack. 
Armor requires a piece of leather-no problem there-that 
has been blessed by a priest. Referring to Table 69 NPC Spell 
Costs in the DMG, bless is usually reserved for characters of 
the same faith as the casting priest, and even then a small 
sum might be required. So, the wizard who wants the piece 
of leather blessed for his spell might have to convert to the 



faith of nearest available priest, and tithe him 10 or 20 gp to 
boot! If you consider how often players simply say, "Oh 
yeah, I'll cast armor the day before we leave, so I'll have my 
1st-level spell open and armor in effect," you can see just 
how much hassle (and role-playing opportunities!) are 
ignored by the player and DM. 

Acquiring 6pell Components 
The materials used to power spells range from the mun- 

dane to the bizarre and the exotic. Dozens of spells require 
things like pebbles, stones, dirt, twigs, or leaves that can be 
found literally anywh-including the middle of a battle, if 
a spellcaster is desperate. Anumber of spells require nothing 
more than a little bit of foresight and access to a simple trad- 
ing post or small market. Likewise, a few spells require 
painstaking and expensive preparations that may be impossi- 
ble to repeat in the field. 

Scavenging: The cheapest method of acquiring spell 
components is afield search. Many plant and animal speci- 
mens can be harvested with nothing more than time and a 
little luck, and a wizard who knows what he's looking for 
can find a fair number of minerals as well. The wizard has 
to find an appropriate location, such as a nearby forest or 
field for animal and plant specimens. Materials that can be 
collected with a field search are rated as common, uncom- 
mon, or rare; depending on the amount of time the wizard 
takes, the suitability of his search, and the item's scarcity, he 
may or may not be successful. See Table 14 Field Searches. 

I Table 14 

Field Sewches I 
II Item Basesearch Base Time 11 

Item scarcity is taken from Table 16 Spell Components. 
The DM may mod* the category depending on where the 
wizard is searching; finding sand on a beach is pretty easy, 
for example. 

Base search time is the amount of time required to 
search for the item in question. A character can search for 
only one component at a time. 

the material in the base search time. 

tional turn the caster spends searching for the item. If he 
fails to find the material in the base search time, he can con- 
tinue to look, adding this percentage to his success chance 
as shown on the table. 

A field search for common materials doesn't take much 
time, so a traveling wizard could pause for brief searches 
during the march or while his companions are setting up or 
breaking camp. Depending on what it is the wizard is look- 
ing for, he can find anywhere from 1 to 20 or more doses or 
samples of the material. For example, if the wizard was 

Base success is the likelihood that the character will find 

Time bonus increases the success chance for each addi- 

69 



searching a damp forest for foxfire, he might find enough to 
be used in anywhere from 1 to 20 spells. Of course, storing 
and preserving multiple uses of a component may be harder 
than finding it to begin with. 

Purchasing: If the wizard doesn‘t have time to search for 
materials himself, or can’t find a certain component, he can 
always purchase what he needs. Again, the item scarcity 
reflects the likelihood that someone in the vicinity happens 
to have the material or compound the wizard requires. If 
the wizard is out to purchase materials, the most important 
consideration is the number of vendors or the size and com- 
pleteness of the market he will be searching. This is gener- 
ally a function of the community size, but the DM can mod- 
ify item scaraty to reflect the character of the town. For 
example, many uncommon or rare chemicals may be com- 
mon in a city that supports an Alchemist Guild. 

as well. A character may have to examine half a dozen 
smithies to find soot or charcoal of the exact color, weight, 
and composition he needs. Generally, common items can be 
located in a few minutes, while rare items may take several 
hours of the wizard’s time. Anywhere from 1 to 20 or more 
usages can be found. 

Shopping for items in a town takes some amount of time, 

Wizards with La1 Iries: One nice benefit about an 
up-to-date, well-stocked laboratory is that it includes a 
number of interesting compounds, minerals, and speci- 
mens that may be useful as spell components. If a wizard 
owns a laboratory, there is a 50% chance that 1 to 20 usages 
of any given spell component from the mineral, animal 
specimen, and plant specimen list may be on hand, and a 
25% chance that a spell component from the finished item 
list may be present. The laboratory’s normal upkeep and 
maintenance expenses cover the cost of replacing these 
items once per month. 

Rule of Common Senr 
acquiring spell componen 
for the DM. If a player is particularly resourceful or intelli- 
gent in looking for components, ignore the dice and let his 
character find whatever it is that he’s looking for. Clever 
play should always be rewarded. On the other hand, 
sometimes items just aren‘t available in a given area, no 
matter how hard someone looks. Finding iron filings in a 
village of Stone Age technology is going to be extremely 
difficult, to say the least. Flowers, plants, and herbs com- 
mon in one part of the world may not exist elsewhereno 
amount of money could create a pineapple in medieval 
Iceland, for example. 

The rules presented here for 
are intended to be guidelines 
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apeii components are quite smah. iwost spells require 
only the smallest pinches of powder or a few drops of liq- 
uid. In fact, the containers that are required to hold the 
materials and make them easy for a caster to find without 
looking are far more bulky and clumsy than the materials 
themselves. Small leather pouches, glass vials or tubes, or 
tiny clay finger-pots sealed with wax plugs are the most 
common storage devices. Most wizards choose to store the 
spell components for each of their memorized spells in sep- 
arate, pre-measured amounts to facilitate quick and accu- 
rate casting. With a system like this, there are ten to twenty 
spell components to a pound-even the most powerful wiz- 
ard carries only a couple of pounds of components. 

For some wizards, it’s a good idea to carry a bulk supply 
of some common reagents from which the individual spell 
preparations can be drawn. For example, a traveling wizard 
may find it to be a good idea to carry a whole spool of 
thread or string, since several spells call for this component. 
A bulk container usually contains twenty to fifty usages of 
the component in question and weighs about a pound. The 
character can carry a dozen or more of these in a leather 
saddlebag or a small trunk, ensuring that he won’t run out 
at a critical moment. Bulk containers cost five times the 
listed expense of a component, but contain dozens of dose5 

Some spell components may be perishable or short-live( 
These items are noted on the component list. Aperishable 
item can last for a week or so before it’s useless. Obviously, 
the character shouldn’t purchase or store more than a few 
days’ worth at a time. 

r-‘ - ” - 

1 -.. - _ _  -~.- -. __-____ _ _  _ _ _ _ _ _  -eliherately not 
included on Table 16 items that already have a listed cost fi 
the spell description (the special dust mixture of Leomund‘s 
trap, or the 100 gp pearl required for iden@&, for instance) 
and items that are chosen or customized at the time of the 
spell. For example, the spell banishment requires the use of 
materials “harmful, hateful, or opposed to the nature of the 
subject of the spell.” Since this could consist of a wide vari- 
ety of substances, banishment’s material components weren’t 
included on the list. 

The spell components are divided into several categories, 
reflecting their general nature and origins. These include: 
Miniatures and Models; Finished or Refined Items; Miner- 
als; Common or Household Items; Animal Specimens; Plant 
Specimens; and Other, a catch-all for anything that doesn’t 
clearly fit in another category. 

Each item has a note concerning its method of acquisi- 
tion. Items are listed as FS (Field Search), TM (Town or mar- 
ket), SO (Special Order), or Auto (items that can automati- 
cally be found by anyone willing to look for a few minutes.’ 
A few items are both field search and town or market, 
meanine that a wizard can trv to buv the material if he 
find it for himself. 

Scarcitv is listed for items that wizards mi& search for 
or try to purchase, and a cost for items that &+ wizard 
might want to purchase. Also, items that are commonly 
available in the wizards own laboratory are noted. Finally, 
items like the various dusts are priced with one spell use in 
mind. For example, i f  a wizard wishes to have enough pow- . 
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dered amber to cast two spells, he needs to come up with 80 
gold pieces (40 x 2). 

Note that the cost of an item can vary wildly with the cir- 
cumstances. Buying coffin wood in a kingdom where the 
interment of the dead is considered the sole and sacred 

alchemist will charge what he can get for materials that his 

~~ 

province of a fanatical religious sect could be far more diffi- 
cult than a stroll down to the undertaker's place of busi- 
ness! Similarly, tolls, finder's fees, and all kinds of sur- 
charges could come into play for strange or exotic items 

items may take quite some time to locate. For example, 
finding a 100-year-old map to tear to pieces could be 
quite difficult. Even the most dedicated book-buyer, 
herbalist, or apothecary may have to wait several weeks 
for something to turn up. Some special items may not be 
available for any price, and the wizard may have to 
locate these items personally if he wishes to cast the 
spells in question. 

Purchasing Agents: For the adventuring wizard, it's a 
very good idea to spend money on hirelings who can handle 
the acquisition of components. For instance, the wizard 
might hire a couple of local children to collect various insects 
or herbs. Unless the assistants are well-trained, at least 75% of 
the material they bring back will be unusable due to small 
imperfections or taints, but for simple materials an assistant 
can save the wizard a lot of time. Apprentices are often 
assigned to these duties, both to learn what makes for a good 
spell component, and to save their masters the time of stalk- 
ing through a field, looking for a cricket or mouse that will let 
itself be captured. 

In addition to the problems of cost, some special-order 

I II Most large towns in a typical 

two apothecaries, herbalists, 
Ircanists and AD&D campaign support one or 

~j Apothecaries alchemists, wise women, occultists, 
~ ~ or hedge wizards. These shopkeepers make their living bv ., 

prowd&g nunor enrhanrmrAts. ;harms, or herbdl mixtuws to 
the townspeople. For the most part, the, senwe, and  goods 
offered by these merchants are of little interest io the typical 
ad\vnturer, but they can be excellent umrcx'r of spi!ll rump<> 
nents, and from hme io time they may  puhax .  magical 
item, irum player characters or ha\.? an odd item im i.ilc. 

In addition to the sellers of mundane herbs. minerals. 
and climw, d fen large cincs mdy suppurr an  arcanist', 
shop An arcanist is a mc.r;hant who trader in i t rms ut inrer- 
est io wi7ards, inclirding spell componmis, buoks ~ 1 - l  
parchment suitable for spell books. and magical ireins. 
.\rranists are sometimes sponsored by a large wiard's 
guild and are most frequently fuund in citiea whvre wi/arJs 
are well-regarded anJ fairl! commtin 

11 Alchemists 
Tht. great majority oi alchemists are U-level characters. as 

oppused tu mage, ur speciali~t~ in the schuul of alchemy. 
The) are skilled ~n tht. nonweapun pronciency uf alcheniv, 
but cannot cast spells or manufacture porions or magical 
item>. What cummun dlcheml~ts c.111 do 1, iredie ~~(~~uiidgiidl 
chemical mixtiires that may he useful to ,in ,dventuring 
part): or pro\~idc a rharartt*r wi th  the tipporlunit) L I I  pur- 
chase spell components irom thr  mineral l i d  a i  the listed i, cost. cuurse, the law5 of ,upply and cicman.i apply; t~ie 

customers can't getanywhere else- 
Some of the alchemists' other wares include the following: 

Acid Through careful distillation, alchemists can brew 
potent acid. (See the proficiency description, on page 51 of 
Chapter 4.) Aflask-full of acid can command anywhere 
from 50 to 100 or (ld6+4) x 10 gold pieces, while a vial 
might sell for 10 to 40 gp. 

flammable oils and Ditches to nastv stuff like naohtha or 
Incendiaries: These dangerous concoctions range from 

Greek fire. Again, &fer to the des&iption of the'alchemist 
nonweapon proficiency in Chapter 4. A flask of an incendi- 
ary substance usually costs 10 to 30 gp. 

botechnics: Unlike the previous two substances, 
pyrotechnic mixtures are often powders. They can be used 
to create clouds of smoke of a variety of colors, or bright 
flashes of light when added to an existing fire. Avial of 
pyrotechnic mixture costs 5 to 20 (5d4) gp, while a flask 
costs anywhere from 10 to 30 gp. 

Apothecaries and Herbalists 
At first glance, these may seem to be two completely dif- 

ferent occupations, but they share similar roles in the com- 
munity. Both apothecaries and herbalists provide medicines 
for people suffering from a variety of ailments, and a great 
portion of these remedies are derived from various plants, 
herbs, and roots. Townspeople go to apothecaries or herbal- 
ists for pain relievers, poultices, purgatives and laxatives, 
and all other kinds of medicines. 

Adventurers find that apothecaries and herbalists are excel- 
lent sources of spell components, especially fmm the common, 
herb, and animal specimen lists. In addition, apothecaries 
sometima serve as dealers in odds-and-ends in smaller towns, 
and a magical item such as a potion or ring may occasionally 
tum up in their possession. This is a n  unusual occurrence, so 
player characters might have the opporhmity to examhe or 
purchase an item only once or twice in a campaign year from 
any given apothecq. Refer to the list of the most common 
magical items, at the end of this chapter. 

In addition to their trade in spell components and the 
rare magical item, apothecaries and herbalists can create 
medicinal mixtures with the following properties: 

Healing salve: This ointment contains herbs that help to 
stop bleeding and close a wound, as well as infection-fight- 
ing properties. Applying the salve to a character with open 
cuts or bleeding wounds (not crushing or bludgeoning 
injuries) restores 1 hit point per separate wound or injury. 
For example, if a character was struck three times in the 
course of a melee, three applications of salve could restore 3 
lost hit points. Healing salve costs 5 to 20 gold pieces per 
application. 

Healing poultice: This compress helps to reduce 
swelling and bruising. It has the same effect as healing salve 
when applied to impact injuries and costs 10 to 30 gold 
pieces per poultice. 

an antidote to one specific natural toxin, such as a rat- 
tlesnake bite or the sting of a giant wasp. The apothecary 
must have some idea of what will help the victim, so rare or 
unusual venoms (such as the giant wasp mentioned above) 

Poison antidote: A herbalist or apothecary can prepare 
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may be comvletelv unknown If the character knows an 
anGdote, the herbhist or apothecary can prepare a dose that 
will remain good for 1 to 4 days at a cost of 20 to 80 gp. The 
poison antidote allows the victim to reroll his saving throw 
vs. poison with a +2 bonus, if it is administered within five 
rounds of the poisoning. Naturally, it is only effective 
against the specific toxin it was prepared for. 

. he  Women and __ - - .. ____ 
Every village or hamlet has its own resident “witch” or 

”wizard,” or a person who claims command of magical 
powers and knowledge of herbs, spells, and charms. In a 
few cases, these characters are actually low-level magic- 
users, but more often they’re fakes or charlatans. Most of 
these wise women or hedge wizards are 0-level characters 
with the herbalism and healing proficiencies. They can sell 
spell components from the herb, animal specimen, and com- 
mon lists, although they often have no idea what a particu- 
lar herb or item might be good for. 

Wise women and hedge wizards may be capable of aeat- 
ing healing salves and poultices, as described above. In addi- 
tion, they can mate minor charms or fetishes. These arr tem- 
porary magical items about as powerful as a typ id  cuntrip. 
Good examples would indude a “love amulet,” that raised 
the wearer’s Charisma (Cha/Appearance) by 1 or 2 points, 
but only in the eyes of one particular subject whose hair was 
used in the making of the chm; a charm that discouraged 
mice or ins& from entering a kitchen or panhy; or a small 
totem that brought the user good luck (a +1 bonus) on his next 
saving throw against a specific threat, such as fire, poison, or 
resisting mental spells. A charm costs anywhere from 5 to 50 
gold pieces, and retains its enchantment for 1 to 4 days 

largest cities can support an  arcanist, or a shop- 
keeper who deals solely in magical reagents, components, 
and the occasional enchanted item. An arcanist can provide 
spell components from any list, and also a number of other 
generally useful items for a wizard-paper, vellum, parch- 
ment, ink, quills, alchemical supplies and equipment, and 
other such things. 

Because arcanis& have a clientele of wizards, they are will 
ing to buy magical items and ran? or unwd materials that 
could be useful as spell components. Player characters may sell 
components for 30% to 80% or (ld6t2) x 10% of their listed 
value. Magical items can be sold for whatever price the DM 
deerns fair, although a PC selling a magical item should not be 
able to make more than twice the item’s experience point value 
fmm the sale. In fact, it’s pprfectly monable for the DM to rule 
that the d e r  must sell by consignment-in other words, the 
arcanist agrees to display the item and handle any inquiries 
about it for a 10% sharr of the asking price, but he won’t buy it 
outright. Until another customer coma along to show an inter- 
est in the item, the PC seller makes no money Note that magi- 
cal items a rare, and fmm week to week the arcankt has no 
idea what mav or may not show up in his shop. 

Buyin 

buv or sell them like anv other commoditv For various 
reisom, magical items ;end to be concentked in the hands 
of player characters and their principal enemies. This means 
that the PCs never really experience the true scarcity of 
enchanted items and lose the sense of wonder that most 
people in their world would feel at even seeing a magical 
sword, a wand, or a nifty item like a carpet offlying. 

The effect of this scarcity is simple: Allowing the player 
characters to purchase or trade magical items is a privilege, 
and a rare one at that. It’s a n  opportunity that comes along 
quite infrequently in a campaign, and in many cases it should 
be an opportunity that the players spent time and adventur- 
ing to create. In other words, if a player deades that his char- 
acter wants to find a ring o f f k  resistance and purchase it, 
there should be a lot more involved than a stroll down to the 
comer store. The character might have to hire a sage and 
spend weeks ”nning down the chain of possession of the 
last known ring offire resistance to appear in the area, and 
then he may have to locate its current owner and make an 
extremely generous offer-including trading magical items 
of his own, or undertaking some quest or service for the 
prospective seller-to have a chance of purchasing the ring. 

If the character is content to check in with the nearest 
arcanist once in a while, it could take months or years 
before the arcanist happened to stumble across the item the 
character was looking for-and even then, someone else 
might be interested in the same item. Abidding war, threats, 
or outright assassination attempts could result from two 
wealthy characters both trying to acquire the same item. 

Selling items isn’t always easy, either. The PCs have to 
locate a buyer, and then agree on a fair price. Nobody in a 
small village will have the money required to buy a real 
magical item, and even a prosperous town may only have 
two or three individuals who could afford to buy what the 
PCs are offering for sale. Items such as potions or rings 
tend to be easier to sell, since anyone can use them, but 
books, wands, staves, or other items suited for priests or 
wizards only will be much more difficult to sell. In any 
event, the PCs are likely to see only 30% to 80% of their 
asking price for any given item, and they may have to 
demonstrate that the item works (or pay for an identify 
spell from a neutral party) in order to clinch the sale. 

The Cost of Magical Items: Enchanted items are rare 
and valuable. Without exception, they are the rarest and 
most expensive commodities to be found in a fantasy set- 
ting. They are valued accordingly Even if a character hap- 
pens to locate a magical item for sale (an extremely rare 
event), the cost of the item is usually prohibitive, to say the 
least. As a basic rule of thumb, magical items should be 
worth anywhere from 5 to 20 times the listed experience 
point value, and a minimum of 200 gp for one-use items, 01 

1,000 gp for persistent items. In many cases, the DM should 
set the cost for an item at a significant percentage of the 
character’s total wealth-if someone has the only magical 
ring for sale in the entire kingdom, they’re going to demand 
a huge sum for it, even if it’s only a ring of protection +I. 

In addition to the money involved, a character may have to 
offer a magical item of similar value in trade, or oKer to per- 
form a service or undertake a quest to sweeten the deal for the 
d e r .  Regardless of the final deal struck, a player character 
should be careful of switches, swindles, or reneging more than 
one adventurer has gone to his death believing that a brass 
ring with Nystul’s magicul aura is a ring of mishes or spell turning. 



Equipment 
Table 1 6  

Spell Component8 
Models and Miniatures 

----1 ---i 
Blade. knife TM Common 343 
Bust of Caster, tiny 50 Rarc 15gp 
Ca silverwire so Rare 8gP 

Candelabra, silver so Raw 12gp 
Cap&, golden so 2ogP 

C d r  b r a s  $0 Uncommon 2gp -...~., ~~~~~~ 

Circle, gold SO Uncommon 15% 
Circle, pl2tinuni so Rare 27gp 
Cik,  silver SO Uncommon 5gp 
Cone, buBor ram horn 9;lM Uncommon 4gp 
Cvne, cry* so, TM Rare 7tlP 
Cvlinder. brass SO, Thl  C niommon 8 gp 

S0,TM Uncommon 8 

Die, bronze 
4m 

Disk, biinc, numbered so Rare 3 'P 
Don, replica of self so Ran? l0gp 

Fan, silk so, Rare 
Drum,wnau S0,TM Uncommon 8sp 

I-," nn,  
--̂ .I ---., 
Glove. black silk SO;TM Uncommon 8Sp 

Hand, stone so Rare 
Handkerchicf, ji lk T\l Un~ommon 23p 
I-, rusty im TM Uncommon S c p  
HOrseshoe TM Common lsp 

Kcv. silver so Rare 12gp 
HMlIglarS so, TM R= Z ~ P  

TM Uncommon 1 

so Rare 15 rn - -----I -. --i 
Pouch. leather TM Common I$ 

Snoon . si ver so Rare -r----, -~~ ~~ 

Standard, miniature 
Stawe, canine, ehun) SO Rare 12gp 

Statuette, ivory, of wter  so Rare 3Ogp 
Stahre, c-, ivory so Rare 12gp 

Irumpet, hearing, bras,, 3m.ill T\l  Uncomrndn 6 'p 

War hammer TM Uncommon 2gp 
Vell, silk TM Rare Z L P  

w-tustle, bone So, TM Rare 6w 
W h i s t l e  \alvrr tin, SO TU Rare 12 hT . .~, ~~~, 
Whistle. vulturebone so Rare 5 g p  
Ziggurat, clay so Rare lo@ 

R e f i n e m i n i s h e d  I tems 
Item 

TM Common 34 

Iron, sheet TM Common 4sp 



Egg, shell 
Eee. volk)' FS,TM Common lcp 

FS,TM Common I FS,TM Common l cp  
TM Uncommon 5cp 

FS.TM Common lm 

Emerald, powderrd so Rare 60gp 
Feldspar, moonstone FS,TM Uncommon 5gp I +Iron filmgs TM Common 4cp 
tlron, plrce Common bL.p I 
+Lodestone TM Rare 1gP 
+Mercury (Quicksilver) TM, SO Rare 1ogp 

Quartz, clear FS,TM Common 4sp 
TM Uncommon 8sp 11 Quartz, powdered 

h l  Cummon 2 s  
.. 

E. so Karr 
11 Sand,cold TM,SO Uncommon l g p  

II 

Auto Common 4w 

" I  

Flour 
Fruit. rotten" Auto Common 

Hone"" FS,TM Uncommon 8sb 1 

rM Common l c p  I 

TM Uncommon 4cp 
7081 In4 Cammon 6 c ~  

Pebble Auto Common 

..... ... 
S""t FS.TM Common - I  

I 
CommodHousehold Mat 

ommon lcp 



I I 1 Evelash, ogre mage so Rare 40gu 
Fang, spid& FS,TM Uncommon 1Yp 
Feather, chicken FS,TM Common - 

Feather, owl FS,TM Uncommon 1 s p  
Feather vulture FS TM Uncommon 1 

Fur, bat FS,TM Uncommon 2 s p  
1 I Fur, bloodhound TM Uncommon l s u  

Fur; cat FS,TM Common . - . I Hair. aue so Rare 
"I Auto Common - 

Hair, infant FS,TM Common ~ 

Mouse, mummified FS Common - 
so Rare 20gp 

Scale, dragon so Rdre 5 gP 
Scale, fish t.S,'lU C o m a  1 cp 

Scale, sa& Fs,'lM common 2cp 
scale, herring FS,'s,'Iu Uncommon lcp I Shell, turtle FS, 1M ('ommon 1 5p 

I I Sinew, aue** so Rare 8 ev 
Sinew' h k e  or ox'* I Slue. live** FS Common - I I SpiZer, live** FS Common - 

Toad, mummified FS.TM Uncommon 7su 
Tongue, snake'* FS, TM Rare 

Wing, bee FS,TM Uncommon 3cp  

Herbs and Plant Specimens 

Bark. willnw 'FS Commnn - 

Leek, crushed** Auto Common l c p  
Lotus blossom** FS, SO Rare 10 gp 

Marigold, crushed** FS,TM Common 2 c p  
Moonseed seed FS,TM Uncommon l s p  
Mos5, yhosphore5cent" ts Knre 15gp 
Nut, shcll TPA Common - 
Rnecone Auto Common 
Pine spnp"" Auto Common - 
1'oi~oii I\,\, leaf" tS Commun - 

- 

Poison oak, leaP* FS Uncommon - 
Poison sumac, leaf** FS Uncommon - 

Rose Detal** FS.TM Common ~ C D  
S ~ ~ ~ ~ ~ . ' I C ~ U I T W  FS.T\I Common 1 cp  
Seed, Sesame TM Uncommon 5sp 
Shamrock leap' Fs Common - 
Skunk cabbage, leaf" t-s Common - 
spores, musl;oom FS,TM Uncommon 6sp 
Stinging nettle, crushed" FS Uncommon - 
Tbtstldnwn FS Cnmmnn - ~.. . . .. . . . . . . . . . . . 
Thorns, sharp Fs Common - 
Walnut oil m Rare 2w 
w y c h w d "  Fs Raw - 
n+her Comuonents 
Item Acquisition Scarcity Cost 
+Acid '1x4 RarK 3m 
+Acid, citric TM Rare l0gp 
*Acidnitric TM Rare 5 RP 
Balloon Thl. SO Lniommun 5 \n 
Bone, from undead FS,'SO Rare ZO& 
B w k .  numerologi.-~l $0 Rar? 8 0 i p  
Branch, from cemetery FS Uncommon - 
Cloth, from c o q x  FS,W Common 5sp 
Cloth, from ghoul FS, 50 Rare 15gp 
Cloth, from Driest's robe FS.SO Uncommon 3SD 
Cloth, linen& gold thread so Rare 

Dust, spectre FS, SO Rare 35 gp 
Dust, vampire FS, SO Rare 40G 
F)vlaali, from corp.>e FS Common .- 

Hair, from evil female elf PS Rare - 
Hair, h m  ghoul PS, $0 Rare 2ogp 
Ixdther scrap, b h e d  so Rare Sogp 
Mesh of rhrrall S O  UnLonimon 3 gp -. Paee. from calendar FS Common - 
l<mnwater, from thunderstorm r5 Common - 
Scrap, from map IUU years old F5, SC, Ran. IOgp 
shrewd, from IWyear old c o r p ~  FS Kare - 
Skin, from magic-reistant 

nedhue R Rare - 
Tombstone, chiu FS Common - 
Vellum, blessed I so Rare SO g p  

+ Items commonly available in wizard's laboratory. 
*' Perishable items. 
FS Item acquired by field search. 
TM Item available in most towns or markets. 
SO Item must be special ordered from a craftsman of some kind. 

I 
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Normally, wizards, priests, and 
other suellcasters are limited to a The &pel1 
stnct spell progrtwon tablc Point &ytjtem which lists how many suell, of 

?a& level they may retain in memory at one &2 FOI 
:xample, every 7th-level mage shares the same spell capac- 
ity of four 1st-, three kd - ,  two 3rd-, and one 4th level spell, 
dthough specialist wizards (or priests with exceptional Wis- 
3om scores) gain a slight advantage in this area because of 
:heir bonus spells. When a spell is cast, it vanishes from the 
:aster’s memory, and he cannot make use of it again until 
ie has a chance to rest and study his spell books once again. 

Spell points work a little differently. Characters no 
.anger receive a standard spell progression table. Instead, 
:hey are assigned a number of spell points based on their 
:haracter class and level. When the character studies his 
ipell books or prays for spells, he uses these spell points to 
iurchase the spells he wishes to memorize, with some rea- 
sonable restrictions. Naturally, higher-level spells are more 
:xpensive than lower-level spells, but high-level characters 
lave more spell points available. Under the spell point 
system, a 7th-level mage may decide to memorize five 1st- 
eve1 spells instead of the four he is normally allowed, at 
he cost of giving up his higher-level spells for that day. 
11, he could choose to memorize four 4th-level spells, giv- 
ng up all his lower-level spells, or strike any balance 
)etween the two extremes that he likes, 

Specialist wizards receive the normal amount of spell 
ioinb allowed to a mage of the same level, but also gain an 
mount of bonus p in t s .  These bonus points must be used to 
;elect spells from the specialist wizard‘s xhml  of specializa- 
ion but the specialist can spend them as he sees fit. For 
nstance, a 7th-level invoker normally meives one 1st-, one 
hd-, one 3rd-, and one 4th-level spell as a bonus for his spe 
:ialization, but with spell points he could choose as many as 
iix bonus 1st-level spells. 

There are three general guidelines the wizard must still 
)bey when memorizing spells by using spell points: 

1 The wizard must be well-rested and have access to his 
spell books in order to memorize spells. He still may 
memorize only those spells that he knows and has avail- 
able at that time. It takes about 10 minutes per spell level 
to commit a spell to memory. 

p The wizard is limited in the maximum spell level he may 
cast, based on his character level (and possibly his Intelli- 
gence score). For example, a 5th-level wizard is still lim- 
ited to spells of 3rd-level or lower. (See Table 1 7  Wizard 
Spell Point Progression.) 

1 The wizard is limited in the maximum number of spells 
of each level that he can memorize, regardless of how 
many spell points he has available; for example, a 5th- 
level mage can’t memorize more than four spells of any 
given spell level. Even 1st-level spells are difficult to 
memorize, and a wizard can’t have more than nine spells 
of any one level in his memory, no matter how many 
spell points he has available. See Table 17. 

Some of these guidelines are relaxed or ignored for the 
)ptional systems of magic described later in this chapter. 
l e s e  systems dispense with the old assumption that spells 

vanish from memory when cast and use other restrictions to 
limit a wizard’s power. 

A wizard uses his spell points to choose his arsenal of 
spells when he takes the time to rest and study his spell 
books. Most wizards pre-select their spells; if a wizard can 
memorize two 2nd-level spells, he picks two specific 2nd- 
level spells from his spell book (say, inuisibility and wizard 
lock) and stores them in his mind. This is referred to as a 
fixed magick; once chosen, these spells cannot be changed 
until the wizard casts them and then studies his spell 
books again. 

Some of the systems of magic described later in this 
chapter allow a wizard to designatefree magicks. A free 
magick is one which the wizard does not place a specific 
spell into. By keeping the magick open, the wizard can use 
it to cast any spell of the appropriate level that he has in 
his spell books. For example, a 3rd-level specialist wizard 
might spend his spell points to acquire one fixed 2nd-level 
magick within his specialization (invisibility, for instance) 
and one free 2nd-level magick (see Table 18: Spell Cost by 
Level (Wizard) for s ell costs). With the free magick, the 
wizard can cast adnd- leve l  spell in his book when he 
needs it. If the wizard found himself in a situation where 
he needed to probe someone’s thoughts, he could use ESP; 
if he needed to aid a friend involved in a fight, he could 
use strength; or, if he needed to distract some pursuers, he 
could use improued phantasmal force. As long as the spell is 
known to the wizard and recorded in his spell books, it’s 
available through a free magick. 

Obviously, this is a huge advantage for a wizard. Instead 
of guessing about which of his spells may be useful in a par- 
ticular adventure, the wizard can have all of his spells of 
that level accessible. However, free magi& are less efficient 
than fixed magicks and cost more spell points to fill. Once 
the free magick has been used to cast a spell, it is wiped 
from the wizard‘s memory, just like a fixed magick. 

Argyth, a 6th-level mage, has a total of 55 spell points with 
which to purchase his spell selection. He expects heauy combat 
against tough opponents in the coming aduenture. For 10 
points apiece, he chooses threefixed 3rd-leuel spells-fireball, 
lightning bolt, and haste. Since he doesn’t know which of his 
2nd-level spells may be most useful, he spends 12 more points 
to acquire a singlefree 2nd-leuel magick, which can be used to 
cast any of his 2nd-leuel spells. He has 13 points left ouer and 
decides to memorize two magic missiles, one protection from 
evil, and onefree magick cantrip. Argyth has spent his 55 
points. He has one less 1st-level and 2nd-level spell than he 
would using Table 21 from the PHB, but he has an extra 3rd- 
leuel spell and the ability to call upon any 2nd-feuel spell and 
cantrip he knows once each. 

, 

Tierwen is a 3rd-leael inuoker She has 15 points availablefor 
general selections, plw 10 motz points for spells ofthe school of 
invocation and evocation. She decides to select web and magic mis- 
silefor her bonus spells, using up all 10 spell points. For her n o m 1  
allocution, she ckmses jump, light, and stinking cloud, totalling 
14 spell points. She has 1 point lep mer and has purchased exactly 
what a 3rd-level inuoker would normally recei-tktze 1st-leuel 
spells and two 2nd-level spells. 
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Table 17 

Wizard Spell 
Point Progression 

Max. Spells 
Wizard Max. SDell Memorited at %ell 
Level Level Each Level’ P o k  

4 2nd 4 (5) 25 (+lo) 
5 3rd 4 (6) 40 (+20) 

10 5th 5 i6j 
11 5th 5 (7) 200 (+60) 

16 8th 6 i8j 475 (~180)  
17 8th 6 (8) 550 (+180) 

Number in p- the~  applies to spd i s t  wizards. 
Number in parmthem represents amount of bonus points 

specialist wizards can add to the base spell points. 

Table 18: 

Spell Cost by Level (Wizard) 

II II 
1st 4 8 

2nd 6 12 

itrips 
ihe cantrip spell from the Player’s Handbook is intended 

to describe a host of minor magical effects. In this system, 
a wizard may choose to memorize a cantrip as a 1st-level 
spell-just as it’s described in the PHB--or he can memo- 
rize individual applications of cantrip for a cost of 1 spell 
point each. These one-shot cantrips have the exact same 
effect as the 1st-level spell, but each application consumes 
1 SP and has a duration of one full turn. 

All cantrips are free magicks by definition; the wizard can 
perform any minor magical feat appropriate for the spell, 
without selecting the precise incantation ahead of time. A 
wizard is limited in the number of cantrips he can memo- 
rize at one time; he can’t allocate more than twice his num- 
ber of spells allowed for each level to cantrips. For example, 
a 1st-level mage is limited to no more than two spells of 
each level, so he can memorize a maximum of four cantrips. 
A 6th-level mage is limited to four spells of any given level, 
so he can memorize up to eight cantrips. 

All normal considerations for cantrips as described in the 
PHB still apply-they are minor magic, useful in role-playing 
or grandstanding but generally useless in combat. Of course, 
clever and resourceful players can create plenty of mayhem, 
even with magic as weak as this. 

Exceeding the 8pell Level Limit 
If the DM agrees, a wizard character may learn and cast 

spells of a higher level than he would normally be allowed 
to know. This blurs the line of spell level distinctions, mak- 
ing the character’s exact level somewhat less important; 
there will be spells a character can learn and use easily, as 
well as spells that will be extremely costly and difficult for 
the character to use. 

Before a character can memorize a spell that’s over his 
head, he has to learn it first. This means that the character 
must find, purchase, or otherwise stumble across a spell of 
the level in question and attempt a learn spells check to 
see if he can master it. However, when a character is dab- 
bling in matters beyond his depth, his learn spells chance 
of success is halved for a spell one level higher than he 
should be able to use, and divided by 10 for a spell two 
levels higher than the maximum normally allowed. If a 
character does not succeed in learning the spell at this 
point, then he can try again at the level that he normally 
gains the spell. Under no circumstances can a character 
learn a spell three levels higher than his normal maxi- 
mum-it’s just too difficult, and he’ll have to study his art 
for a while longer before he can make heads or tails of it. 
Also, because the spell is so difficult to learn, the wizard 
must memorize it as a fixed magick. 

If the character succeeds in learning the high-level spell, 
he can then select it normally by using his spell points to 
memorize it. However, since the spell is extraordinarily dif- 
ficult for the character, he must pay twice the listed normal 
fixed magick cost to memorize it. For many low-level char- 
acters, this will make the spell prohibitively expensive in 
any event; a 2nd-level specialist wizard only has a total of 
12 spell points available, so he could just barely memorize a 
single 2nd-level spell of his specialty school. Note that a 
2nd-level mage just doesn’t have the points available to 
even try this feat. 

3 
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Reduced Spell Power: By investing a spell with less 

energy than normal, a wizard can save a few spell points. 
This reduces the caster’s level bv four. affectine ranee. dura- 

Wnards of medium to high level have a better chance to 
use a spell that would n o d y  be out of reach for them. For 
example, a 6th-level wizard normally is limited to 3rd-level 
spells, but with effort he can leam a 4th-level spell and cast it 
for 30 spell points, which is twice the normal cost of 15 spell 
points. Since a 6th-level mage has 55 spell points available, he 
actnally has a few points left over to select other spell- 
although it’s a very costly privilege! 

Again, this is a n  optional rule, and the DM can decide to 
ignore it for his campaign. Note that all level-based charac- 
teristics of a spell depend on the caster’s true level, so even 
if a 3rd-level wizard somehow acquired ajreball, it would 
only do 3d6 damage. (And he wouldn’t have the points 
available to memorize it, anyway.) 

 sting Spells For Greater Effect 
Another variant rule available with the spell point system is 

casting spells for p a t e r  than normal effect. By ”overcharging” 
a memorized spell (fixed magick only) with magid energy, a 
wizard can achieve resulb as if he were a wizard of much 
higher level. For example, a 2nd-level wizard is n o d y  h- 
ited to a s q l e  magic missile when he casts the spell, but with 
this optional rnle he can fire the spell as a 3rd-level character in 
order to mate two missilw with the spell. Naturally, the wiz- 

were one level higher. A 1st-level spell requires 4 
emorize, but by spending 6 points (50% more than 

ability to cast this one spell as ifhe were actually 
based variables are affected, including range, 
n, saving t h m  mod$ers, and any other 
o Rarik incidentally gains an additional 10 

this fireball as ifhe were a 
m 60 to 80 yards, and the 

four additional levels 
t, increasing it by 200% 
find that it’s more eff- 
b a r g e  a single one, 
power level based on 

Just as wizards can allocate extra energy to hold magi& 
free, cast spells of higher level than normal, or gain additional 
levels of casting ability, they may also save spell points by 
memorizing fixed magicks with limitations or reduced power 
levels. A spell may be reduced in cost by 25% (round up) per 
limitation sekted, to a m a h u m  redudion of 50% for two 
limitations. Restridions indude the following: 

0 ~ 1  ~~~~~~ 

tion, damage, and all other levei-based variabGs. In addi- 
tion, the spell can be more easily dispelled, since the effective 
casting level is used for this purpose. 

person) this limitation cannot be selected. A wizard must be 
at least 5th level in order to take this limitation. 

Prolonged Casting Time: The wizard can store less 
energy than normal in the spell, hoping to draw energy 
from his immediate environment when the time comes to 
cast it. This results in a lengthy period of gathering energy 
before actually releasing the spell. Spells with a casting ti 
of less than one round require a preparation time of a num- 
ber of rounds equal to the spell’s listed casting time, so a 
spell with a casting time of 3 would require three full 
rounds of uninterrupted concentration before the wizard 
could actually cast the spell. Spells with a casting time of 
one round require one full turn to cast, and spells with a 
casting time of more than one round can’t be reduced in 
cost through this limitation. 

Special Casting Condition: By narrowing the f 
and application of a spell, a wizard can reduce th 
amount of energy and effort required to commit it 
memory. For example, the wizard can memorize a 
that can only be cast by the light of the moon or only 
affects certain types of objects (such as a shatter on crystal 
only). If the spell is particularly restrictive, the DM may 
allow a 50% reduction in cost. For example, a spell that 
can only be cast while the wizard is standing in one spe- 
cific place of power in the middle of nowhere might qual- 
ify. Naturally, the DM should keep a very close eye on 
spells with this limitation; if it‘s not really a limitation, the 
wizard shouldn‘t catch a break for it. 

Instead of requiring certain conditions to be right for 
casting, the wizard might have to take special steps to 
ensure that the target can be affected. For example, his 
charm person spell might require the caster to know the tar- 
get’s name or spend a turn conversing with the subject. Or. 
a magic missile might have no effect unless the wizard has 
touched the subject with his bare hand that day. It’s even 
possible that a wizard may have a spell that automatically 
fails against a target wearing a certain color or carrying a 
lucky charm. 

A wizard shouldn’t have more than one or two casting 
conditions that he normally observes. It’s fine for a 
shadow mage to have a number of spells that can’t be cast 
in daylight, but if he also has another spell that can’t be 
used while it’s raining, and a third that only affects orcs, 
the character concept is clearly being discarded in favor of 
game effect. 

If the spell has no level-based variables (e.g., charm 

Bonus Spell Points for 
High Intelligence - - 

Just as priests of extraordinary Wisdom receive greater 
than normal spell powers, extremely intelligent wizards 
can gain a few extra spell points to reflect their superior 
minds and memorization skills. Under this optional rule, 
wizard characters gain a number of bonus spell points 
equal to their maximum number of languages, based on 



Maximum bonus allowed. II 
their Intelligence score. These spell points can be spent 
anv wav the character desires. as lone as he doesn't <.  
&eed his maximum number of spclls per level ( ~ v e  Tdble 
171. The bunus Doints ark, Yhown on Iahk, 19: Bonus Sprll 
Po'ints for Inteliigence. 

As noted on the table, a wizard with an Intellirence of 14 
or better gain< enough bonus points to nirmmL<;me addi- 
tiond l d ~ v ~ 4  surll, which is mmvdrablc iviih lhc tradi- 
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Chapter 6 
- The spell point rules described in the previ- 

Table 19 Systems ous section basically duplicate the normal 

of Magic tem of the AD&D game. Spell points pro- 
vide more flexibility and some interesting options such as 
free magicks and the ability to cast spells of higher level, but 
the traditional trappings of magic remain the same-spells 
are learned through long, tedious study and forgotten onc 
they are cast. 
In this section, we'll take a look at several variant magic 

systems that use the spell point mechanics to mate entkly 
different methods of using arcane powers. For example, man- 
books in fantasy literature assume that channelling magical 
power through a character's mind and body is a dangerous 
and exhauskg exercise; a character can cast spells as long as 
his stamina holds out. With thex optional systems, a magic 
system that mirrors this traditional approach can be integrated 

spell progression, casting, and recovery sys- Bonus Spell Points for 
Intelligence 

14-15 4 

20+ 9' I mto an AD&D campaign. 

tional priest bonus of an addition& 1st-level spell for a Wis- 
dom of 13 or better. A wizard with an Intelligence of 17 has 
enough poink to use this bonus to gain an extra 2nd-level 
spell, or one extra 1st-level spell with a couple of spell 
points to spare. 

DMs, take note: The cumulative effects of specialist wiz- 
ard bonuses, signature spells, and this optional rule could 
allow a 1st-level wizard to begin play with as many as four 
1st-level suells memorized at once! Obviouslv, this is a verv 
significaii boost in p w e r  for a luw-lcwl ;hnractcr. ,\lion -' 
ins d ihdraztrr  10 zain bonus spell uuints for hi, Intelligence 
sc& is a reasona6ie optional ;ule,but it also inflates the 
game by drastically increasing the power of 1st- to 3rd-level 
wizards. It's a good idea to strictly enforce the limits on the 
maximum number of spells of each level (see Table 17) per- 
mitted to a wizard character. 

I Recovering 8pell Points - -  
Since sDell ~oin ts  in this basic svstem reoresent the total 

memoriz&onLability of a wizard &aracter:they are recovered 
or reeained iust like suell caoabilitv in the standard AD&D I 

I 
,, 

magic system In ulhcr wods,  if .I :liirdit?r s p t d s  10 spell 
points to niemoriie 3 3rd-level spc.ll. those point, am "nrd 
up" by holding thc spell wady i i i  the;hara;ter's m m o y  .rnd 
c.ui't be uccd to memorim mother spt4l until expriided Spell 
points used to memorize free magic!& are also tied up in &e 
same fashion. 

Once a character has cast a spell, the spell points used to 
hold that magick in memory are g m .  The wizard must get a 
good night's sleep and restudy his spell book in order to 
regain spell points expended through casting spells. 

80 

- Channellers - 
Imagine wizards who do not forget spells as they are 

cast, but instead freely use any spell in their repertoire 
whenever they wish. Wizards in this system of magic are 
born with some special spark or gift that allows them to 
reach some hidden source or supply of magical energy 
and use th is  to power their enchantments and spells. A 
young apprentice knows only one or two ways to har- 
ness t h i s  energy into useful applications and has a very 
limited capacity for tapping and shaping magical 
energy, while a great ardunage knows dozens upon 
dozens of spells and has a nearly unlimited capability 
for wielding magical energy. 

While th is may seem like a world where the wizard 
reign unchecked, there's a n  important catch Reaching 
for and directing magical energy is a dangerous and ta 
ing exercise, at least as difficult as heavy labor or pro- 
longed exertion, and each spell a wizard casts leaves 
him weakened and vulnerable. In fact, wizards can 
exhaust their very lives by casting a spell that's too 
much for them to handle or by casting too many smaller 
spells in succession. 

Channelling or summoning magical energy is a very 
common system of magic in fantasy literature. Here's 
how it works in the PLAYER'S OPTION rules: Basically, the 
wizard gains spell points as described in the beginning < 
this chapter, allocates them to fixed magicks or free mag  
icks just as he wishes, and selects the particular spells hf 
--m& to have locked into memory as fixed magicks. 

tnce the wizard takes the time to impress these spells i 
j mind, it's easier for him to enereize them with chan- 

I I  

previous section are used: 

Free magicks may be used to provide the wizaru WUL 

access to any spell in his repertoire, although they're 
still more expensive than fixed magicks. 
The wizard may exceed his normal spell level limit 
using the optional rules described previously. 
The wizard may decide to cast spells for greater effect 
by simply spending more spell points when he actually 
casts the spell. 



. .. 

Thr rvi7ard c.nn save sprll point5 hy rhuosing to  cnst 
spt! l l~ with a prolonged casting time or at rcdiiied 
power. 
lastly, tne wi/;lrd modifies hh spell puint t k d  bawd 
on hi. W d o m  ankt Cunstitutmn s i u w ;  he n y  not 
gain bonus spell points for his Intelligenct!. 'Ilir clirlr.ii.- 
ter's hit poinr adju.;nnent for Conshtution and his mag- 
ical attack adjustment for Wiidoni arc added to o r  ,uh- 
iractrd from his ywll puint total lithia lowers a Ist- 
le\ el character to le,, than 4 s p 4 I  youit>. he ignuws the 
nrljustnients, a11 wiz.ird, ha\%.at Irast 4 spell pomt,. 

While the chdrxrer may have inme spell point, 
"allocated" or "tied up" u1 various fixu.1 a n d  irre mag- 
icks, h s  dctudlly makes 110 difiercnw f in  2 channsller 
The inihal selection ot sprlls IS simply used to rreai~' a 
slate k i f  ipt,ll powers that the iharacter a n  access and t o  
define the cost in hpell points for m.rking uae .it thew 
poners. The character mJv c.ist my ,pell that he has 
availahlr thrnugli either d fixed ur frre m.?gic.k, t ! h ~ ~ . p I  
that lht, magirk does not .mi>h from his mrmory nnie 
he's cast the spc.II. Initrad. the cliaraLter ,iduct> the 
number oi spell points nquirtd ru energi7e ilir 3pc4 
from his spell point total. For twmplr, i f  a mags witli 40 
>pr.ll points l id5 a iiia,+r r i i i ~ j ~ l ~ ~  m e m ~ i r i n ~ d .  he cnn ixt 
that i i iq i :  1 1 1 1 3 ~ 1 1 ~ ~  iuur times i f  hr wants hi! 

Channellers and Studying Spells: Sinic. spells never 
vani-h from J cliannellrr's inemor), the charaitzr doe; 
nnl normally re-memorize spells hr ing  the cuurbr ut an 
adventure. I h v e w r ,  ihannellers iw! r no parhcddr 
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I 1 

50% or less of his maximum unwounded 
hit point total, the fatigue rating of the spel 
increases by one. If a character has been 
reduced to 25% or less of his normal hit 
point total, the fatigue rating inmases by 
two categories. For example, a 5th-level 
wizard who nonnally has 16 hit points has 
been wounded and only has 8 hit points 
left. When he casts hisfrebull spell, he 
becomes severely fatigued instead of heavily 
fatigued. If he had tried the same spell with 
only 4 hit points, he would have been mor- 
tally fatigued, which is not good. 

Table 20  

Spell Point Recovery 
for Channellers 

Loss of Spell Points: In a similar man- 
- ner, a character who has depleted his ma@ 

cal energy is more susceptible to fatigue, 
Spell points are recovered as shown on Table 2 0  Spell 
Point Recovery for Channellers. 

the percentage listed, or the whole number, whichever is 
better. For example, a 6th-level mage has 55 spell points. 
If he sleeps, 10% of 55 would be 6 (round up 5.5) spell 
points per hour, so he recovers 8 per hour instead. In 
fact, it’s more advantageous for any mage of 7th level or 
lower to take the listed number, and mages of 8th level 
or higher to work with percentages instead. For special- 
ists, 7th-level is the break point. 

spell points, a channelling wizard finds that each spell he 
casts temporarily tires him. See Table 21: Spell Fatigue. 

Using the Fatigue Chart: When a wizard casts a 
spell, find the row that matches the caster’s level and 
then read across until you find the level of the spell. The 
column it appears in indicates the fatigue caused by the 
spell. For example, if an 8th-level wizard casts ajreball, 
begin on the row titled “Wizard Lvl. 7-8” and read 
across until you find the listing for 3rd-level spell. This 
spell causes moderate fatigue for the character. If the wiz- 
ard casts a 4th-level spell, he would suffer heavy fatigue. 

Loss of Hit Points: If a character has been reduced to 

too. The same rules apply for reduced spell point totals. 
Always count the character’s spell points before the spell 
is cast, so a 1st-level wizard casting his first spell of the 
day is beginning with 4 spell points (or more) and not 
zero! Again, a loss of 50% inmases fatigue by one cate- 
gory, and a loss of 75% increases it by two. Specialist wii 
ards add their two point totals together for comparing tk 
points spent to the original total. 

Existing Fatigue: If a fatigued character casts another 
spell, increase the fatigue category of the new spell by OI.= 
level if he is moderately fatigued, two levels if he is heav- 
ily fatigued, or three levels if he is severely fatigued. The 
character then acquires the new fatigue level of the spell 
he just cast, or stays where he was, whichever is worse. 
For example, if the 8th-level wizard mentioned above was 
already moderately fatigued and he cast a 2nd- or 3rd- 
level spell, the new spell would be considered heavily 
fatigumg because of his existing condition, and the wiz. 
ard would become heavily fatigued. However, if the wii 
ard had cast a 1st-level spell, he would have remained 
moderately fatigued. 

Note that fatigue can accumulate from otha sources 
than casting spells. In the PLAYER’S OFTION: Combat b Tad 
book, there is a fatigue system based on rounds of comba 

If this is in play, a wizard who fights fo 
three or four rounds and then attemp6 
to cast a spell may be in deep trouble. 
Characters who arefatigued under that 
system are considered moderately 
fatigued here, and exhausted characters 
are heavily fatigued. 

fatigued characters face some 
significant disadvantages, as shown 
below: 

Characters recover a number of spell points equal to 

In addition to the long-term prospects of exhausting his 

Effecs of Fatigue: Naturally, 

Lightly fatigued characters have 
no combat penalties, but they risk 
becoming more exhausted. Their 
movement rate is reduced to three- 
quarters normal, so most human and 
demihuman wizards will be reduced 
from a 12 to a 9. Alightly fatigued 
character might suffer from a slight 
headache or just feel tired. 
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Each extra round, turn, or hour (as appropriate) spent 

resting gives the character a cumulative +1 bonus on his 
saving throw, so a heavily fatigued wizard who rests 
three turns attempts three saving throws-the first with 
no modifier, the second with a +I bonus, the third with a I +2 bonus, and so on. 

Moderately fatigued characters suffer a -1 penalty to 
attack rolls and have their movement rates halved. 
Characters at this level of fatigue might have a persistent 
headache, slightly hazy vision, and pervasive muscle 
aches in random mas .  

Heavily fatigued characters suffer an  attack penalty of 
-2, and an Armor Class penalty of +l. Their movement is 
reduced to onequarter normal. Not only does the charac- 
ter feel exhausted, but he also suffers from a splitting 
headache, aches all over and could suffer from nose 
bleeds, etc. 

Severely fatigued characters suffer a 4 penalty to all 
attacks and a +3 penalty to theh Armor Class. Their 
movement rate is reduced to 1. It is almost impossible for 
the character to stand up at this point (make a Dexter- 
ity/Balance check if the character moves). Of course, he 
can still concentrate enough to cast spells, but just bmly. 
Other problems might be the inability to visually focus on 
an-g for more than a second, extreme ringing in the 
ears, or whatever seem appropriate to the DM. 

Mortally fatigued characters are incapable of attack- 
ing or effectively defending themselves and collapse 
into a trembling heap immediately. The character must 
attemDt a savine throw vs. uaralvzation: if he fails, the 

Y 

strain'proves too much and he perishes.'If he passes, 
he remains unconscious for ld6 hours before awakine 
severely fatigued. Obviously, a channeller should be 
extremely careful when he begins to feel tired-he can 
cause his own death if he overdoes it. 

Now thut Kerkn is armed with spells, he decides it's time to 
head on out. A s  he is traveling through a lightly forested area, 
hefinds himselffacing down smeral large spiders. Thinking 
quickly, he casts his invisibility spell. As a result, he loses 6 
spell points and becomes moderately fatigued. In an attempt to 
get into a better densiue position, Keri?n also realizes that he 
is too weak to even think about tnrina to run awau. He man- 

Kerian biasts the wiikedgroup of spide;<Noi 0.5 doe& 
spend 7 spell points, but now he is severely fatigued. Gasping 
for breath and sweating profisely, he watches the burnt 
remains of the spiders. Without warning, another large spider 
bites Kerian. Now he is faced with a quandary. rfhe casts men 
a 1st-lmel spell, he could perish. But then, ifhe doesn't, he will 
most certainly die. Keri?n manages to cast afinal magic mis- 
sile (thefiee 1st-level mngick tkat had cost 8 SPs) at the 
remaining spder before lapsing into unconsciousness. 

Recovering from Fatigue: Of course, wizards don't 
stay exhausted forever. Just as their spell points will 
eventually replenish themselves, their physical capaci- 
ties will also return. In order for a wizard to "lose" one 
step of fatigue, he must make a successful saving throw 
vs. paralyzation. 

Lightly or moderately fatigued characters can attempt a 
saving throw for each round of resting. 

Heavily fatigued spellcasters can attempt a saving 
throw for each t u n  of resting. 

Severelyfatigued wizards can attempt a saving throw 
for each full hour of resting. 

Afterfour hours, Kerian regains cmciousness and sits up. 
He is severely fatigued but managed to accrue 8 spell pointsfor 
each hour that he was unconscious, which brings him up to his 
f i l l  amount. Since there doesn't seem to be any immediate dan- 
ger, he decides to stay where he isfor an hour. A t  the end of the 
hmr, Kerian succeeds at a saving throw us. paralyzation. 
Although he is now only heavily fatigued, he still doesn'tfeel like 
moving around (his aching body is m!&g himfeel slightly nau- 
seous). After two turns and three rounds, Kerian succeeds at two 
more savin9 throws. He stands up and resumes his pa 

I 

-Warlocks and Witches - 
In a p a t  amount of literature and folklore, ma@ca 

abilities are considered supernatural; they're not norm 
attainable by most h w ,  but instead represat g& 
lore granted by dangerous powers. Wizards who subscribe 
to these beliefs do not leam spells from study and research; 
instead, they constantly seek to make contact with more 
knowledgeable (and therefore perilous) entities of extrapla- 
nar origin. The best of these ci-eahws can be considmd 
chaotic or neutral, while the worst are creatures of such 
malice and power that the wizard risks his bods mind, 
and spirit when merely contacting these entities. 

Wizards who i-ely on these patrons for magical power 
are known as warlocks or witches. Imps and familiars 
teach them their first spells as novices, and as they grow in 
power they seek more and more powerful tutors. Magic 
comes easily to these characters, a supernatural boon that 
allows them access to all the normal spell powers of a 
standard wizard. There is a grave risk involved with con- 
tactinn these extraDlanar powers: the risk of losing one's 

M-, and people bel& that wizards who dabble in 
such things will eventually be consumed by the hungry 
powers they bargain with for power. 

lier in this chapter, with the following notes: 
Warlocks use the spell point system as described ear- 

- Free magicks may be used to provide the wizard with 
access to any spell in his repertoire, although they're 
still more expensive than fixed magicks. 
The wizard may exceed his normal spell level limit 
using the optional rules described previously 

* The wizard may decide to cast spells for greater effect 
by simply spending more spell points when he actu- 
ally casts the spell. - The wizard can save spell points by choosing to cast 
spells with a prolonged casting time, reduced power, 
or spells with a special casting condition. 
Warlocks and witches gain bonus spell points for 
high Intelligence scores. 

In this system of magic, a wizard uses his normal alloca- 
tion of spell points to select his arsenal of spells. Like the 
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channeller, the character doesn’t actually spend his spell 
points until he actnally cask a spell, and his battery of 
spells rrmains in his memory without vanishing. In other 
words, the warlock may make use of any of his memorized 
spells k l y  until he m out of spell points. However, 
please note that the warlock may never cast more than nine 
spells of any one level in the couse of a single day 

However, all warlocks and witches have a serious 
limitation: Each time they spend spell points to cast a 
spell, they risk attracting the attention of a chaotic or evil 
power. The character has a percentage chance equal to 
the number of spell points expended, minus his charac- 
ter level, of being forced to take a step into the pact of 
service with the malevolent power. For example, a 7th- 
level wizard casting a 4th-level spell (15 SPs) has a n  8% 
chance of drawing too much of his patron’s power and 
being required either to add to the debt of service that he 
owes his masters or start on the path of servitude to 
another dark master. There’s always at least a 1% chance 
of this happening, regardless of the character’s level. 

The first few steps of service are easy for the charac- 
ter, and not too great a burden. In fact, when the charac- 
ter begins play as a 1st-level initiate, there are no partic- 
ular game or roleplaying effects of his allegiance to 
these powers, although some societies may shun or per- 
secute anyone who publicly admits to trafficking with 
supernatural powers. Increasing levels of servitude to 
the warlock’s patron may have the effects shown below; 
the DM is encouraged to be creative and malevolent. 
Note that these stages of commitment parallel the Dark 
Powers checks of the ~ ~ L O F P  campaign setting. 

grants him a gift of some kind, but one that comes with 
a price. He gains a minor unnatural feature or trait that 
gives him both an advantage and a disadvantage. These 
could be red-glowing eyes that permit him to see 30 feet 
in the dark; small horns, fangs, or talons that can be 
used to inflict ld4 points of damage in hand-to-hand 
combat; the ability to hide in shadmus as a thief of equal 
level; acute hearing or sense of smell, giving the charac- 
ter a +1 bonus to surprise checks; or the ability to speak 
with dead, speak with animals, or use some other 1st- or 
2nd-level spell as a granted power once per day In 
return, the character acquires a visible mark, feature, or 
characteristic that marks him as one who deals with for- 
bidden powers: his footprints are backwards, his voice is 
unnaturally raspy and sepuldual, his face shows some 
concealable mark of his allegiance, or whatever else the 
DM decides is appropriate. The general effect causes a 
-1 to -2 reduction to Charisma. 

Stage Two, Invitation: The warlock‘s patron powers 
grant the character enhanced abilities of some kind, but 
the smgthening of their bond also brings periods of 
weaknms or vulnerability on the character. The enhanced 
abilities could be a +1 to +2 bonus to any ability score, a 
bonus of +5 to +10 bit points, or superhuman stamina 
that allows the character to ignore minor fatigue or the 
need to sleep for more than four hours. In return, the 
character must suffer through periods of weakness when 
his patron is distant or inaccessible. For example, the 
character may have the spell point costs of his spells 
doubled during daylight, moonlight, in temples or sacred 
ground, or on ships or boats. The more powerful the 

Stage One, Enticement: The character’s patron 
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advantage, the more universal the character’s disadvan- 
tage. In addition to his lapse in magical power, the char2 
ter may also suffer a halved Constitution, Strength, or 
Dexterity score for as long as the condition persists. 

erto concealable features or subtle traits become so 
widespread or deformed that there is no chance of con- 
cealing what he is without magical aid. For example, h 
may sprout great bat-shaped wings that permit him to 
fly with a movement of 15 (C), his body may develop 
satyr-like hoofed goat legs that permit a movement of 
18, small horns may lengthen into dagger-sired weap- 
ons capable of inflicting ld6 damage each, his skin may 
become scaly or leathery for a natural AC of 6, he may 
sprout a spiked tail that permits him to attack for ld6 
damage, or his blazing eyes may causefear in anyone 
who meets his gaze. Unfortunately, these sinister devel 
opments usually prevent the warlock €i-om associating 
normal human society for the rest of his life, with a loss 
of 3 to 6 points of Charisma. In addition, the character 
acquires some ghastly habit or dependency that marks 
him as a creature of darkness. For example, the warlocl 
may have to drink blood once per day, eat raw meat or 
dirt, or sleep only in graveyards. The character‘s align- 
ment changes one step towards evil or chaos to match 
that of his patron, incurring the normal penalties for a 
change of alignment. 

natural immunity or resistance, but also acquires a 
supernatural vulnerability. For example, he may gain 
the ability to only be struck by magical weapons, as well 
as immunity to sleep and charm spells, resistance to spells 
of a certain school, immunity to poison, the ability to 
assume gaseous form (much like a vampire) or some 
other powerful attribute. The price he pays is a vulnen 
bility such as susceptibility to holy water and turning 
attempts by priests, the inability to stand contact with 
common materials such as cold iron or garlic, or the 
inability to set foot on sacred ground. (Take a look at tk 
customized limitations in Chapter 1 for more ideas.) 
This weakness can be deadly if used against the charac 
ter by enemies who discover its existence. 

The character’s alignment changes one additional 
step towards that of his patron, possibly incurring 
penalties for the change. In addition, there is a 1% cumu- 
lative chance per day that the character’s patron compels 
him to undertake some service or observe some rite. The 
character is controlled by the DM for ld6 days before he 
regains full command of his faculties. 

Stage Five, Creature of Darkness: Eventually, the war- 
locks pact with darkness overcomes whatever vestiges of 
humanity remain in his heart, and he becomes a slave tc 
the powers that raised him. At this point, the warlock is 
no longer viable as a player character and passes perma 
nently into the DMs hands as a n  NPC. Powerful new 
abilities manifest, such as magic resistance, additional 
increases of ability scores, and powers associated with 
undead monsters or fiends of various sorts. 

Resisting the Descent: Fortunately for player chara 
ters, warlocks can attempt to resist the encroaching evi 
by fighting off the descent into darkness by sheer force 
of will. However, this is not easy. When the character’s 
use of spell points creates the possibility for a descent t 

Stage Three, Touch of Darkness: The warlock‘s hith- 

Stage Four, Embrace: The warlock gains some super- 



with a 4 penalty. The psychic turmoil of this conflict 
completely occupies the character’s attention for ld3 
daw. d&e which he cannot cast sDeUs and fiehts with 

they’ll be well on their way to becoming menacs to the 
lives and sanity of all around them. A good-aligned witch 
or warlock would be extremelv scarce, since the basic 

a z3 penaltfto his attack rolls. I Warlocks and Recovering Swell Points: Witches and ’ warlocks don’t automaticall~&over spell points with 
the passage of time. For these spdcasters, spell points 
represent a n  ever-dwindling store of magical strength 
that can only be recharged with significant risk. Once the 
character’s spell points have been expended, he must per- 
form a special ceremony or rite to summon his extrapla- 
nar sponsors and negotiate with them for additional spell 
power. This requires at least eight hours per character 
level, which means that a high-level wizard may require 
several days in order to renew his spell powers. 

This ceremony restom the wizard to his full allmation 
of spell points; at no time can the wizard have more spell 
points than the maximum permitted for his level, special- 
ization, and Intelligence bonus. When the character 
advances in level, he gains the full allotment of spell points 
for his new level without resorting to the ceremony 

Studying Spells: Like channellers, warlocks can 
change their allotment of spells and free and fixed mag- 
icks by resting and sitting down with their spell books. 

:we! 
AU rorms or lire contain a SPXK of magical energy, 

haring a mystical life force that a wizard can use to 
‘ower his spells. In order to cast a spell, the wizard 
lowly and carefully gathers this power of life until he 
as accumulated enough energy to create the enchant- 

ment he desires. Wizards who cast their spells in this 
manner are known as either defilers or preservers, 
‘epending on whether they destroy the vegetation from 
rhich they draw their magical power or work carefully 

“0 that the vegetation may live. Most wizards can o 
draw energy from plant life, but at the very highest 
els, defilers and preservers can actually draw away 

I 
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life force of animals as well. 
Wizards who rely on the energy of life in order to cast 

their spells are a fairly common archetype in fantasy lit- 
erature, but the model you may be most familiar with is 
the DARK SUN campaign setting. While defilers and pre- 
servers may seem to be inextricably tied to the world of 
Athas, there's no reason the DM couldn't introduce this 
system of magic into any campaign. Defilers and pre- 
servers use the spell point system as described at the 
beginning of this chapter with the following options: 7 - The wizard can exceed his normal svell level limit bv 

using the optional rules described p;eviously. 
The wizard may decide to cast spells for greater effect 
by accumulating extra spell points before actually 
casting the spell. 

' The wizard can save on spell points by choosing to 
cast spells with reduced power. 

The defiler or preserver uses his allocation of spell 
points to select his array of spells normally. However, 
none of these spells may be cast until the wizardgathers 
enough enerpj to do so. To gather energy, the wizard con- 
centrates on drawing the life force that surrounds him 
into his body, draining it away from the nearby vegeta- 
tion. If the wizard chooses to defile his surroundings, 
the vegetation is destroyed by this process, but a careful 
wizard can draw only enough energy to cast his spell, 
leaving the vegetation around him alive and intact. 

A preserver can accumulate spell energy at the rate of 
4 spell points plus 1 spell point per level each round; for 
example, a 4th-level preserver can accumulate 8 spell 
points in one round of absorbing energy. If the preserver 
can gather the required number of spell points in a sin- 
gle round, he may cast his spell in the same round, but 
otherwise he may be forced to extend his casting time by 
one or two full rounds in order to collect the required 
energy. A preserver can't "hold the energy; he can only 
collect life energy as part of casting a spell. 

Since accumulating energy takes time, the character 
may suffer penalties to his initiative depending on how 
many spell points he draws in a single round, as shown 
on the Table 2 2  Initiative Modifiers for Preservers and 
Defilers. Accumulating energy requires the character's 

full attention, so he cannot engage in melee or move at 
more than a fast walk while doing so. However, draw- 
ing energy is not actually part of the spellcasting process 
and is not interrupted by suffering damage, failing sav- 
ing throws, or other such things as long as the character 
remains conscious and free of movement. 

The initiative modifier is based on the number of spell 
points accumulated in the round in which the spell is cast. In 
other words, a character may be wise to draw the mini- 
mum number of points necessary to avoid a hefty initia- 
tive penalty for "overcharging" himself for the spell. 

Dynos, a 5Wevel  preserver, is casting a haste spell. He 
can accumulate as many as 9 SPs per round (4+5), but his 
spell requires 10 SPs to cast. Dynos spends one entire roun, 
gathering energy and must gather at least 1 more spell poin 
in the following round in order to cast his haste spell. Ifhe 
draws his full allotment o f 9  more SPs, he suffers a +I pena 
to his initiative. On the bright side, f h e  only draws the one 
point in the second round, his haste spell will gain an initii 
five bonus to its casting time. 

Rowan, an 11th-level preserver, normally gathers 4 ~ 1 1 ,  
15 spell points per round. In order to cast her cone of cold (a 
5th-level spell), she must gather 15 spell points in one round, 
plus an additional 7 in the following round, which causes her 
to take a +1 penalty to her casting time in  the second round. 
However, Rowan is capable of casting any spell of 4th level or 
less in a single round. 

Instead of drawing just enough enepg to cast the sp' 
desired, a preserver or defiler can choose to continue to 
accumulate energy in order to increase the effective cast 
ing level of the spell, as described in the first part of this 
chapter. Each additional casting level qu i res  an invest. 
ment of 50% more spell points, so Dynos could cast his 
haste as a 6th-level wizard by spending 15 SPs instead 01 
10 SPs to cast it. Similarly, a character may draw less 
energy and cast a reduced-power version of the spell. It- 

iy event, the initiative modifier is always based on the 
umber of points accumulated in the round in which th 

-$ell is finally cast. Rowan could decide to cast her cone -, 
cold with one extra level of ability, but she now requires 33 
SPs to do so and must gather energy for two full rounds 
before unleashing the spell in the third. 

The great advantage of the defiler lies in the speed 
with which he can gather energy, since he doesn't care 
whether the life around him survives or not. Defilers 
accumulate 4 spell points plus 2 spell points per level 
one round of gathering energy. For example, a 4th-lev, 
defiler can amass 12 spell points per round, instead of 
the maximum of 8 allowed a preserver of the same lex 
Unfortunately, the act of defiling destroys an area of 1 
foot in radius per spell point acquired in this fashion, 
the defiler ahove would raze a circular area 12 feet in 
radius in one round of defiling. 

Once a preserver or defiler casts a spell, it is wiped 
from their memory just like a normal wizard's spell. P 
servers and defilers can re-study their spells or changi 
their spell selections as if they were standard mages. 

The Pain of Defiling: On the surface, it may seem tl 
)ere's no reason to be a preserver when defiling offers 
~ c h  easy access to power. However, there's a price to tc 

I 



paid. The wanton destruction of life for personal power is 
not a g o d  act; defilers can't be good in alignment. In fact, 
most defilers tend to have evil tendencies, if not an evil 
alignment. Secondly, the land destroyed by a defiler 
remains useless for hundreds of years; the ground may as 
well have been salted or poisoned by the character. Of 
course, if the general populace of an area were to find out 
that a character is a defiler, that character would most 
likely be hunted down. Destroying the land is considered 
an evil act by most peopl-specially the people who 
have to work with it. 

ing inflicts ld3 points of damage per spell level (a suc- 
cessful saving throw vs. spell allows half damage) to any 
plant-based monsters or creatures caught in the radius of 
destruction. And while animals (inchdine humans and 

In addition to destroying mundane vegetation, defil- 

~~ 

demihumans) don't suffer damage from &e energy drain 
of most defilers, it is a painful and unnervine exverience 
that forces those charaiters caught in its ,&'to Buffer a +I 
penalty to initiative per spell level; a 5th-level defiler cast- 
ing apebull will cause those standing near him to take a 
+3 penalty on their next initiative roll. 

High-level defilers (21st level or bigher) may also 
gain the ability to drain life energy from animals as well 
as plants, increasing their power draw to 4 SPs plus 3 
SPs per level. All living things caught in the defiler's 
radius of destruction (except the defiler himself) suffer 
ld6 points of damage per spell level. Obviously, this is 

l1 I an act of irredeemable evil. and it will make the defiler 
an enemy of all the forces that protect life and nature. - Alienists or Summoners - 

Alienists deal with powers and entities from terrify- 
ingly remote reaches of space and time; for them, magi- 
cal power is nothing more than the triumph of the mind 
over the rude boundaries of dimension and distance. 
With knowledge and strength of will, the eons that lie 
between the stars themselves can be conquered, and 
unspeakable things from the endless black gulfs of space 
whisper terrlfylng secrets to the wizard who dares com- 
municate with them. Each spell, formula, or enchant- 
ment represents a hidden truth in the structure of uni- 
verse, a secret man was not meant to know, and the 
alienist plunges without fear into abysses of chaos and 
entropy that would blast a weaker man. 

While the warlock deals with supernatural powers, 
his patrons are creatures with near-human intelligence 
and motivations. They may embody vice, malice, or cor- 
ruption of the worst sort, but these are human faults. On 
the other hand, the alienist's allies are entities of cosmic 
evil older than time itself and thankfully ignorant (or 
uncaring) of the very existence of mankind. 

A campaign that features this philosophy of magic is a 
dark and dangerous one indeed. The cosmology of an 
alienist campaign necessarily reduces human deities and 
powers to mere phantasms or peity children, who are 
themselves blissfully ignorant of the outer gulfs that sur- 
round humanity. If the DM decides that contact with alien 
powers is the source of magical ability in his campaign, 
player character wizards should be extremely scarce. 

Alienists fall into three general categories: priests, 
intellectuals, and scholars. Since the alienist's patrons 
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are powers in their own right, many cults or forgotten 
religions venerate these entities, and some alienists are 
priests or students of these vile societies. Intellectuals 
are characters who simply desire more and more knowl- 
edge, the chance to plumb the reaches of space and time 
with the power of their minds; all too often, these 
alienists blunder into a dimension or a being that is so 
inimical to human thought or perception that they 
return as raving lunatics. The last type of alienist, the 
scholar, is a character who approaches his work with the 
greatest caution. Often, the scholar's goal is to learn just 
enough to mterfere with another alienist, and nothing 
more; he understands that there are things human eyes 
should never see, and carefully avoids them. 

system, with the following options in use: 

The wizard may only choose fixed magicks. 
The alienist may exceed his normal spell level limit, 
with the penalties described in the beginning of this 
chapter applied. 
The alienist can choose to reduce the spell point cost 
of a spell by making use of a prolonged casting time 
or selecting a special casting condition. 
The character gains bonus spell points for his Jntelli- 
gence score, as described earlier in this chapter. 

Alienists memorize spells normally by using their 
spell point allocation to choose how many spells of 
which level will be available. When selecting spells, an 
alienist can reduce the spell's cost by choosing a longer 
casting time or special casting condition. The alienist's 
spells are cast normally and vanish from memory after 
use, and he recovers spell points normally, so on the 
surface the alienist seems to be fairly close to a stan- 
dard wizard-the flexibility of the spell point rules 
simply allows him to customize his arsenal of spells. 

Unfortunately for the alienist, learning a spell in the 

The alienist progresses as noted under the spell point 

Table 23: 

Risk of Insanity by Spell Level 
SDeU Chance of Modifier to Random 

4th 15% 
5th 22% 

+lo% 
+15% 

' Increase the b c e  of insanity by one level if the wizard suc- 
ceeds in his le- spells roll; for example, if a character learns a 
3rd-level spell, his insanity chance is actuaUy 15% The modifier 
to the insanity chart is still based on the spell's a b 1  level. 
iMaximum chance of insanity 



first place is the problem. At 1st level, the alienist begins 
with ld4+1 1st-level spells. Each spell he attempts to 
learn after this initial selection places his sanity at risk. 
(The chance of insanity varies with spell level; see Table 
2 4  Risk of Insanity by Spell Level.) Although the secrets 
unveiled by the spell may drive the wizard mad, going 
insane doesn’t prevent the wizard from learning the 
spell. In fact, the comprehension of a particular spell is 
far more unbalancing than attempting to learn a spell 
and failing, as reflected by the increased chance for 
insanity when a character succeeds in his roll. 

Conducting spell research, investigating the formulae 
for potions or scrolls, or researching the ingredients or 
process for creating a magical item all create a chance for 
insanity. The level of the spell in question (or the nearest 
equivalent spell in the case of a potion, scroll, or magical 
item) is used for the insanity check. 

If the wizard fails his insanity check, he must attempt 
a saving throw vs. death magic with a penalty of -2. If 
successful, the wizard is merely delirious or incoherent 
for ld3 days as he tries to reconcile his notion of the cos- 
mos with the awful truth revealed to him. During this 
time, the character cannot cast spells, and fights with a 
penalty of -1 to his attack rolls. If the wizard fails both 
the insanity check and the following saving throw, he 
must roll on Table 2 4  Random Insanity Chart. 

ness, but instead represent plagues, curses, or afflictions 
that may trouble the character. High-level spells are 
much more dangerous than low-level spells for this pur- 
pose, since the most powerful spells grant the wizard 
insights into the blackest gulfs of cosmic horror. The fol- 
lowing l i t  detail effects of the various conditions: 

Many of these conditions are not true forms of mad- 

Table 24: 

Random Inshnity Chart 

3840 Par anoia 
4146 Alienation 
47-53 Amnesia 

Wl Manic-depressive 
82-89 Hebeplvenia 
911-95 Catatonia 

‘7k@level modi6es this roll; see Table23. 

Delirium: The character lapses into a state of delir- 
ium lasting for 3d4 days during which he wanders aim- 
lessly and mumbles to himself or rants and raves. He 
does not recognize friends and is incapable of any ratio- 
nal action; he is easily frightened and flees most encoun- 
ters. The character cannot cast spells, and if he is 
restrained or threatened by combat, he becomes cata- 
tonic for 1 to 6 hours. After the delirium passes, the 
character returns to normal. 

Disorientation: The wizard‘s surroundings make no 
sense to him, and he is temporarily unable to recognize 
places, people, or even his own possessions. Unlike amne- 
sia, the character retains cormnand of his normal skills and 
abilities, although he fights with a -2 penalty to his attack 
rolls and has a 20% chance of miscasting spells. Howeve 
he has a difficult time initiating or following h u g h  on 
actions; if told to stay put, he may wander off, or if his 
comrades flee from a monster, he might remain behind, 
unaware of his danger. The character has a 5% chance pc 
day, cumulative, of recovering from his state. 

Attraction: The character develops an unhealthy 
obsession with a particular place, thing, or type of iten 
This manifests as an uncontrollable desire to be close ta 
the subject of the attraction. Good examples might be i 
particular star in the sky, a mountain, a special site, the 
sea, an artifact or item, and so on. This desire drives thr 
character to dmp everything he’s doing and travel to the 
site (or m its direction, in the case of a celestial object). If 
the wizard’s friends stop him, he’ll become disorientec 
for Id6 hours, and then bend all his efforts towards 
resuming his trek by whatever meam are necessary. 
There is a cumulative 5% chance of recovery per day. 

Phobia: Exposw to some terrifying stimulus leaves i 
lasting mark in the character’s psyche and makes him mt 
tally afraid of some condition or ma*. Acharacter cor 
fronted with the subject of his phobia automatically flees 
the scene with all possible speed for at least ld3 full turm 
If the character cannot escape the condition, he lapses int 
a catatonic state that lasts for ld6 days. The DM can assif 
an approp~ te  phobia, or roll on Table 2 5  Phobias. 

A character does not normally recover from a phob 
but certain spells or psionic effects may desensitize hir.. 
to his fear or repair his mind. 

I 

I Table 2 5  31 
II Phobias II 

Astrauhobia (storms) I 





way on an adventure. Melancholia persists until magi- 
cally or psionically treated. 

Dementia praecox: This condition is similar to 
melancholia, but consists of a hopglessness or loss of 
volition. The character just can't bring himself to care 
about what is going on around him, even ignoring direct 
attacks or immediate threats to his life. Each time the 

Paranoia: Awizard afflicted with this form of insan- 
in h ~ n m c s  ronvinr(*d that t h r  agonts oi the Outer 
Potters are abrnad m his world, lus homeland, and even 
in his home town. They could be anywhere. At first, he 
is merely suspicious of strangers, but as the condition 
progresses, his suspiaon spreads to those nearest him- 
his friends and fady-and grows in strength, so that 
he beeins takins orecautions to euarantee his own ,~ <,,  <, 

safety. Thew prccaurims eventually includc lethal 
attacks and plots apiinst liis iormer allies and iriends. 

The paranoid's rnndititin only grmv- worse a, time 
pasit*; without magical healing t ir  p w  hi,- ;urger!, he 
will not recover. Ccncrallv, a paranoid I'C becomes a 
N I T  under the Uhl's contrnl after Id6 months have 
passed, or whenever the Dhl feels that the player isn't 
role-plapg his character eifectively anymore. 

Alienation: The chdrdcter e\perienro dil du te  ,erne 
of dishxation or u w d i t p %  ui h s  smrounding;. He is cer- 
tain that he belongs somewhereelse. although Ihr cannot 
say whew that mih t  be. While the paranoiJ ekperiences 
alienariun towards peuplrs, an alitnated character regarJ5 

things- as imn.itural and threatening. As the condition 
progresses. the character lo;es his abilitv to funrtion in 
scliirtv m d  gradually sinks intu dementia pramn or 
catatonia over the course of Id6 mnnthi. 

Amnesia: Unable to absorb the secrets revealed to 
hun, the wizard lnstead piuges lu, mind df an! thing 
that reminds him of the horrors h r  ha; explored. Onl! 
lu, language slulls remam; everyhng e l seh i ,  ild,, 
Ails, his proficiencies. knowledge 
pIaces-vanish.?s He retains his ht point total and origi- 
nal -aving thrtiw value,, but for all other purposes hc is 
now a 1st-level character with no proficiencies. 'lhe 
amnesiac ha5 a nuncumulative 10'0 chan.e u! recover! 
each month. h r i n g  his aninesid, the character may 
actually begin his adventuring iarrt ' r  all ovrr again, pur- 
siblv even changing class anJ alig,nment. 

the true natureof things leave him wi th  theability to 
perceive sight, sounds. or smsatiun5 from the dwtul, 
alien dimensions that parallel our nivn 'To other charai- 
rer,, the wiLdrd appedr, tu be 1iedmig thulgs, seeing 
thing., or experiencing h g s  tha t  don't exist. Unfortu- 
nately, these hallucinations havr a very tangible reality 
for the character himself, and fur any given action he 
undermkes-asting a spell, making an attack, even try- 
ing tu walk dcruss a roum (ir studv lus spells-there is a 
33'0 chance (2 U, 6) that one af his hdllucinationc dic- 
tracts him. pre\,cnting him from roniplt~ting the action. 
Each month, there is a 10.. chmce that the character 
learns how tn ignore these frightful apparitions and 
regains control of h s  perceptions. 

face of the Outer Powers is a terrifying conrept. and d 
\\ izard afflicted with niclanrholia iuffcrs endlew firs nf 
brooding and dcprrssiun as this knowledge sinks into 
his mind. Farh da): there ih a 5 - 0  cumidarive chance that 
thc rharacter ciperiences an acute episode that com- 
pletely disables him for 133 days The mcldn.holi; will 
have no volih~in travel, fight, cast spclls. or rvrn hxrk 
after his own sunwal, although his friends may  be able 
to lrad him along on a joumev or keep him out of the 

everydung U l  hi5 >wuunLiulg5-peuple, plddce,, ,Uld 

people and 

Hallucinatory insanity: The characrer'5 insight, into 

Melancliolia: The imipficdnce ot humanity in the 

I 

character attemuts an actlon. such as undertakme a iour- 1,' k 

mdnine ofone of the Outer powers. thesecret of the next 
spell l e k ,  or the destruction of a particular cult or occult 
tome. As lone as the wizard can uursue his coal. he can 

L I  

undertake any  actions that furthcr hi, purpo>v. but if he is 
comrhoiv hlo;kni nr prwented fmm acting, he is likely to 
l.~pw into rmtonia or become m c .  Note that the wi%- 
arJ's sinzlc-minded devotion to his cau,e is n<it hcalthv; 
he ignores 4erp. goes I$ ithuut f t ~ d  did othen\ise 
ncglccts both h l f  and others. hlonomania per&> 
through IJ4 hkd, long-term goals; whm the wizard 
dc:oinplishes thein. he more or lr5s wtums t n  nnrmal. 

Mania: Terrnr nf unimaginable depth nirns the 
alienist into n stark, raving madman Every day, there is 
a 25O, cumulative chance that hr will huffer a manic 
epi,ode lading 1 Jb h~rurs. during which he attempts to 
attack o r  dedrov an\.thinc arounJ him. Thc maniac's 
Strength is inckdibie; a cLacter's Strength increases by 
6 points (count each uercentile cateeow of 18 as one 

I 

ley, partiripatiAg in a right. ;x casting a spell, thew i5 a 
50 ,I chance ( 3  in bl  that his drmrntia ovrrwhrlms him 
and he instead does nothing. If the character loses his 
will to fight, he will not even defend himself, losing anv 
Dexteri6adjustments to AC and suffering other penal: 
ties as the DM deems approuriate. Dementia praecox . .  , 
persists until magically or p5iunically treated. 

Monomania: The ivirard becomes c>bseswd with a sin- 
gle gnd aid works ceaselessly until his god is achieved. 
Depending on thr alirnist'. tingin, it might be the sum- 

he's just as fikely to run off ottry'to gnaw the bark off a 
tree. Even if the wizard is temporarily in control of his 
senses, he cannot cast spells or embark on long or com- 
plicated tasks; the struggle to retain control consumes 
too much of his attention. The alienist has a 5% chance 

point), to a maximum of 19. While themaniac is raging, 
he can easily turn on and kill people close to him, but kt a, 

~~ 

pur month ni recnvering his stability. 

worst featurrs ui mania and melancholia. Every 1d1 
days. the .hdrdcter's mnnJ swings frnm the one condi- 
i i<m to the other. A manic-deprc~si\~e's condition lasts 
until magically or psionically trcatcd 

Hebephrenia: Some horrors cam iorcvrr destmy the 
minJ dominate  enough to ~ v ~ e i v e  them; a chaacter 
dfenng, h m  hebrphrcnia withdraws from reality into a 
childlike state, wandering aimlessly, ignoring mat  external 
slunul i  and babbling or mumbhg tu h e l f  constantly 
'h conditiun 15 cumpldelv debihtating. The character is 
effectively@,.f Inrltdd, unable to pirticiparc in normal 
,osleb or urvive withmt constaiit ;am,. The ahenist may 
never nun er from such a profound shMk and has only a 
?'.,chance (noniumulauw!) per month to regain hL mh: 

catatonia: The catatonic completely withdraws horn 
reality, ignoring all tom, of external stinhillus. He cannot 
muvc, speak, or act in any way, and mav even ignore iood 

Manic-depressive: This conditiun combines the 1 +  i l l  
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bevond our own that are so inimical and insatiable chance per month (noncumulative) that the catatonic will 

recover from his state, although it is possible to provoke a 
catatonic into a temporary rage lasting ld6 rounds by con- 
tinuously annoying or pestering the poor fellow. 

Delusional insanity: The alienist believes that he is 
something other than himself. In many cases, he believes 
that his mind or persona has been placed into the wrong 
body, believing that he is actually a a e a b  or entity of 
some distant dimension trapped in human form. The steps 
he takes to mzbfy this could range from attempts at suicide 
to complex summonjngs designed to open the ”right” 
dimension to him. The character may refuse to recognize 
his former friends and companions, or seek new alli- 
more appropriate to his ” h e ”  self, but he generally retains 
all his skius and abilities. There is a 5% chance per month 
that the delusion may end of its own accord; othenvise, 
only magical or psionic treatment can help the character. 

Schizophrenia: An alienist’s encounter with schizo- 
p M a  is an extraordinarily dangerous event. An entity 
or power from the outer reaches of the cosmos invades 
the alienist’s body, forming a second personality that has 
its own goals and skills distinct from the wizard’s nor- 
mal personality This second persona may wish to do 
nothing more than observe the host’s world, or it may 
plot to open a dimensional gateway to the plane of its 
origin and bring others like itself to the mundane world. 

Each day, there is a 25% chance that the second per- 
sonality takes over, retaining control for ld4 days while 
it pursues its own purposes, whatever they may be. 
During this time, the wizard is an NPC under the DMs 
control. This condition occasionally corrects itself after a 
time (if the invasive personality finishes whatever it was 
doing and leaves voluntarily), but most of the time the 
wizard will need magical or psionic help in order to 
exorcise the spirit. 

Homicidal mania: This resembles schizophrenia, as 
desaibed above, but it’s much worse. The invasive per- 
sona is a creature that delights in mayhem and murder, 
and wants nothing more than to kill until it is sated. 
When the wizard loses control of his mind, the entity 
begins stalking and killing its chosenvictims (often 
those closest to the host), often employing bizarre or dis- 
gusting methods to further its enjoyment. As described 
above, there is a slight chance (5% per month) that the 
entity leaves voluntarily. 

that could occur to an alienist. usvchic translocation 
Psychic translocation: Perhaps the most jarring event 

exchanges the wizards mind’&d persona with that of 
some inhuman entity from beyond the stars. The effects 
are somewhat similar to that of a magic jar spel1.h that, 
the wizard finds himself trapped in another’s body 
while some alien intelligence animates his own form. 
The invasive intelligence may simply be curious about 
the wizards home, it might have forced the switch in 
order to escape from a precarious predicament in its 
own dimension, or it might have waited for eons for a 
chance to project its mind to the alienist’s world, with 
some dire purpose or summoning in mind. There is a 
chance that the intelligence will leave of its own accord, 
or that the wizard may find a means to reverse the situa- 
tion and reclaim his own body. The DM is encouraged to 
be creative and malevolent. 

d Pursuit: There are entities in the dimensions 

~ ~~~~~~~ ~~ 

that even speaking their names or catching a glimpse 
of their existence courts disaster of the worst kind. An 
alienist who blunders across something of this nature 
accidentally attracts the notice of a monstrous alien 
intelligence, which thenfollows the wizard back to his 
home. The pursuing entity may be a powerful monster 
that desires to devour or possess the mortal that 
roused it, or it could be a forgotten abomination of 
formless intelligence that desires to devour or possess 
the alienist’s entire world. Again, the DM is encour- 
aged to be creative and somewhat malevolent; mortals 
who tamper with powers of this magnitude risk cata- 
strophes of cosmic significance. 

Recumng Episodes of Insanity 
While a wizard may emerge from a mind-blasting 

experience with his senses intact after a few weeks, he is 
never the same afterwards. Each time the wizard is forced 
to roll on Table 24, regardless of the actual result, his Wis- 
dom score drops by ld2 points pemnenfly. Wisdom rep- 
resents stability, strength of will, and mental fortitude; it 
is a good measure of how many shocks a single person 
can sustain in the course of his lifetime. Should a wizard‘s 
Wisdom score ever be reduced to less than 3, he becomes 
permanently insane, and he will neuer recover from what- 
ever condition($ he currently suffers from. 

strength of mind after he suffers a Wisdom loss. A condi- 
tion that is treated by means of a restoration or wish spell, 
successful psychic surgery, or an elixir of health does not 
cause a Wisdom loss, since the mind is restored to its 
original state. Of course, when someone attempts to heal 
the condition by using a spell or psychic surgery, there is 
a 1% chance that the healer will contract the condition. 
As a result, it might be a little difficult finding someone 
willing to help heal a character’s insanity. 

However, there are ways to bolster a character’s 

pries& Just as wizards can create or customize 
their own spell progression by using 
spell points, priests can as well. Instead and Spell of memorizing the ”standard array of 
spells of each level, a priest can concen- 
trate his magical power into a small 

number of spells at the highest level of power available to 
him, or he can instead memorize a greater than normal 
array of low-level spells. (Table 2 6  Priest Spell Point Pro- 
gression shows the number of spell poinb available to a 
priest as he progresses in level.) Other considerations 
include the following: 

The priest must be well-rested and have access to a quiet 
place suitable for prayer. It takes about 10 minutes per 
spell level to commit a spell to memory. 
The priest is limited in the maximum spell level he may 
cast, based on his character level. For example, a 5th-level 
priest is st i l l  limited to spells of 3rd-level or lower. 
The priest is limited in the maximum number of spells of 
each level that he can memorize, regardless of how many 
spell points he has available; for example, a 5th-level 
character can’t memorize more than six spells of any 
given spell level. 

poiats 

, .. ‘i) . . ’.<* . .,‘ ” 
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Table 26  

Priest Spell Point 
Progression 

Max. Spells 
Priest Max. Soell Memorized at Soell 

tach Level Pdinb . 
. 

4 2nd P 
5 3rd 6 40 

160 
200 

10 5th P 
11 6th R 

460 
530 

16 7th 
17 7th 110 

Bnnus Spell for High Wiudom In arirlitioii to thi. hzr! nom- 
h.r of s p l l  points available at e.i.11 lr\ el, pric3t. w r h  lugh 
\\$dm $cores gain a stnndl bonus to rcflrct their p a h  .md 
rlew,tisii. (‘lhis I:, a standad rule in  thi5 5pt4l point systrni, 
d i k e  the opniind Donu5 jprll point nile for wi7ardi !aith 
high Inrr4ligrnir szon!..) The number ui hdiiits >pel. poinh 
depends on thc character’s Wisdum 5iow and thc niaximum 
jprll 1n~I .rvailahle td him. a, h w n  in  ‘Iahlt.27. Bonw Sprll 
Pain[, for l’ne5t Charactcrs. 

Table 27: 

Bonus Spell Points 
for Priest Characters 

Character Level/Spell Level 
Wisdom 1-2 3 4  5 4  7t 

II 

A 2nd-level priest with a Wisdom of 18 is still limited to spells 
of 1st-level or less, so his spell point bonus would be 8 points- 
enouQh to nurchase the two 1st-level bonus saells he would receiv-” 

Minor Spheres of Access 
Normally, a priest who wishes to select spells from one 

di hi, rlcit!’s niinor sphtws of accrss may airily illoosc 
I o r  Im,er. Havevcr, wirh rhe spcll point 

systrm. the power’s secondar! hterrsr in a minor sphere 
can be repre,rntcd by an in<rr,astd io4 to select thee 
spells. Sinre the power is only tansentially concerned wit1 
these .irms, the priwt h.3.; to work harder dud devotc m i r i  
rimr and ccincentrarion to memoriAng thrsr >pells. Under 
thi, optional rulr. q><Ils ~ c ~ l ~ ~ . ~ t t ~ , f  f r m r  II farnor splim ufii::~ s i  
.u,’ l l z r f d  a. (i iln,!i : u m  om’ 1 w . 1  l rr , j /wrjw jp~11 p n i t  r , ~ . ~ s .  
h r  r\~mpl:, a prieir with ininor access to thv -phew of 
healing coulJ select r i i ru l t~ l t t  iivurid,. but the spell would 
;us1 hint  h SI’S in,riud a i l  4; see the Tablc 2’4. Spell Point 
Co-ts for hlalcir and hlinor Spheres. 

On rl ie urfacc. thx serin, incfficienr for the priesr, and 
somr dcp,rt.i. 11 i$. But rlirre is di i  ddv.lnragt~ tu lh i i  

optional system: the priest 15 no long” limited to spell5 of 
3rd Izvt~l ur lower h hi5 ininor spheres In the prCCdlJlg 
t.xamplc, the pric4 with minor acces, 10 hraling now h,. 
the c.ip?hility to utilize i i ~ i i f r d i ? c ~  p i j o i i  or I -ur? v r i m  
w u i i , k  although it  13 costly for him to do $o. 

Table 2 8  

Spell Cost by Level (Priest) 

II I 
1st 4 8 

7th 40 80 



level spell, those points are "tied up" by holding the spell 
ready in the character's memory and can't be used to mem- 
orize another spell until expended. Spell points used to 
memorize free slots are also tied up in the same fashion. 

Once a character casts a spell, the spell points used to 
hold that spell (or slot) in memory are gone. The priest must 
rest for at least eight hours in order to regain spell 
expended through casting spells and spend about 1 1 utes per spell level in devout oraver to use those v 

Spell Point Costs for Major 
and Minor Spheres 

._ .  
I ,  

memorize new spells. 

Free The1 and Minor IS: Because spells of the 
same level may not have the same spell point cost under 
this optional system, free theurgies don't work in the nor- 
mal fashion for spells in minor spheres. The priest has two 
choices: he can pay the spell points for a majorfree tkeurgy, 
which allows him to freely choose from any spell of that 
level to which he has major access, or he can pay for a uni- 
versalfree tkeurgy, which allows him to choose from any 
spell of that level, regardless of whether he has major or 
minor access to the spell. See Table 2 9  Spell Point Costs for 
Major and Minor Spheres. 

ArWlosia, a 4th-level priest w'tk a Wisdom of 17, has 25 plus 
20 or 45 spell points. She chooses to memorize one 2nd-level spell 
as a majorfree tkeurgy (12 points), one 1st-level spell as a univer- 
salfree tkeurgy (12 points), one majorfixed 2nd-level tkenrgy (6 
points), one minorfixed 1st-level tkeurgy (6 points) and two 
majorjixed 1st-level tkeurgies (4 points each). She ends up spend- 
ing 44 of her 45 spell points to memorize a total of two 2nd- and 
four 1st-level spells. Under the standard PHB rules, she would be 
entitled tofive 1st- andfour 2nd-leoel spells, so Arkkosia is ckoos- 
ing to memorize fewer spells, but giving herse!fthef7exibility of 
twofree slots. 

Orisons 
Appendix 1 of this book introduces the orison, or clerical 

,antrip. T h e  minor blessin@ and invocations require only 1 
spell point apiece and are considered to be free theurgies; the 

time The number of orisons that may be memorized is equal 

level-a 3rd-level priest could memorize as many as 10 
nsons, smce he is h t e d  to five spells of any one level. 

the priest's maximum number of spells of one 
: !  1 " .  . . :. 

Unless on Le optional systems of magic is in play for 
plriestly magic, spell points are regained just like spell capa- 

: @Pity in the standard AD&D game. In other words, if a char- 
acter spends 10 spell points to memorize a major fixed 3rd- I 

As you may have noticed, there are a Priests and few differences in the way Driests 
and wizards acquire andxemorize 

described for each class already 
reflect these differences to a derree; 

Systems of spells. The spell point systems 

MagiC 
for example, some of the wizaras 

optional rules aren't appropriate for priestly spellcasters, 
and vice-versa, while the amount of spell points available 
to each class of spellcaster varies in order to portray the 
"normal" spell progression. 

A very good way to highlight the differences between 
priests and wizards is to assign schools or systems of ma 
to each. For example, if you liked the wizard system of d 
ing and preserving, you may want to rule that priests cast 
spells by means of the channeuing rules. In the campaign, 
wizards will have to be aware of the life energy around th 
as they cast their spells, while priests will instead be con- 
cerned with their own capacity to deal with the destructi 
power of divine energy. This provides each class with its own 
distinct flavor and feel-ven though both priests and wiz- 
ards will be keeping track of spell points. 

" 
Every time a priest casts a spell, he touches a small 

portion of the infinite. The unimaginable power of a 
deity pours into his body and is directed into a spell 
effect. But the mortal frame was not meant to contain 
such energies, and the priest risks exhaustion or even 
death by calling on his gods power too frequently 

The same rules described for channelling wizards 
apply to a channelling priest. The priest gains spell 
points as described above, allocates them to fixed or free 
theurgies, and selects the spells he wants to have locked 
into memory as fixed theurgies. Free theurgies may be 
used to provide the priest with access to any spell in his 
repertoire, although they're more expensive than fixed 
slots. The priest may exceed his normal spell level limit .' 
or cast spells for greater effect, although his deity may 
choose not to grant him these enhanced powers. The 
priest modifies his spell point total based on his Consti- 
tution score; the character's hit point adjustment for 
Constitution is added to or subtracted from his spell 
point total. If this lowers a 1st-level priest to less than 4 
spell points, he ignores the adjustments; all priests have 
at least 4 spell points. 

While the priest may have spell points "allocated or 
"tied up" in fixed and free theurgies, this makes no dif- 
ference for a channeller. His selection of spells simply 
creates a slate of spell powers which the character can 
access and defines the cost in spell points for making use 
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of these powers. The character may cast any spell that he 
has available through either a fixed or free slot normally, 
except that the spell slot does not vanish from his mem- 
ory once he's cast the spell. Instead, the character 
deducts the number of spell points required to energize 
the spell from his spell point total. 

They are recovered as the character's fatigue fades and 
his strength returns. (Refer to Channellers, on page 80.) 
Spell points are recovered as shown on Table 20. 

In addition to the depletion of spell points, channelling 
also causes immediate fatigue effects. Refer to Table 21 
and the fatigue rules that follow. Note that the effective 
level of a spell may be higher than its true level, especially 
if the priest makes use of a spell from a minor sphere of 
access or casts a spell at a greater than normal effective- 
ness by paying extra spell points to do so. Consider quest 
spells to be two spell levels higher than the caster can cast 
for purposes of caster fatigue and exhaustion. 

Spell points in this system represent magical stamina. 

Ritual Prayer - 
A priest is an ordinary human, and his spell powers 

represent nothing more than the favor of his deity With- 
out his patron power's blessing and attention, the priest r is completely incapable of wielding magic. Thus, in 

94 

order to invoke a spell, a priest must engage in prelimi- 
nary prayers, invocations, and rites designed to attract 
his deity's notice. When the power responds, the priest 
is infused with the spell points necessary for his spell. 

In this system, the deity or power is concerned more 
with the priest's show of devotion and observance of the 
proper form, and considers the priest's actual situation 
to be irrelevant-after all, martyrs are made every day. 
The priest purchases his initial selection of spells by allo- 
cating spell points to free and fixed theurgies of the var' 
ous spell levels. These represent very specific prayers 
that he will use to focus his deity's power, if the power 
chooses to respond. 

The normal options and rules governing priestly spel 
points are in use. In addition, the priest may make use of 
the reduced spell cost option, choosing the prolonged 
casting time in exchange for a 25% reduction in the spell 
cost. This extends the casting time of a spell to the next 
highest time increment, so a spell with a casting time of 
would require four rounds to cast, and a spell with a cast 
ing time of a full round would take a turn to cast. 

his deity's attention by speaking various preparatory 
prayers and performing other actions favorable to his 
power. In game terms, he must accumulate enough spell 
points to power the desired spell. Low-level spells are 

Before the priest can cast a spell, he must first invoke 

I I I  
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Table 30  

Initiative Modifiers for 
Ritual Prayer 

Spell Points Initiative 
Accumulated Modifier 

15 to 29 +3 penalty 

very easy to cast, requiring nothing more than a 
moment's concentration and a brief invocation. How- 
ever, it can take a long time to build a higher-level spell. 
A ritual priest gathers 2 spell points per round through 
his invocations and prayers, but the cost to cast a spell is 
reduced by the priest's level. For example, a 1st-level 
priest casting a 1st-level spell must gather 3 spell points 
(4 for the spell, less 1 for his level), which would require 
one full round of prayer, plus part of a second round. 

If the priest's level reduces the spell's cost to 0, the 
priest need not spend any time gathering spell points 
and casts the spell with the normal casting time initia- 
tive modifiers. In the example above, a priest of 4th level 
or higher reduces a 1st-level spell to a cost of 0, which 
means he can cast the spell without spending time to 
gather his deity's favor beforehand. In effect, the spell is 
minor enough that the power trusts the priest not to 
misuse his or her divine energy 

more than one round. The 1st-level priest described 
above must gather 3 spell points to cast his spell, which 
means that he gathers 2 points in the first round of con- 
centration, and the remaining point in the round in 
which he casts the spell. There is a slight initiative modi- 
fier for this, as shown on Table 30 Initiative Modifiers 
for Ritual Prayer. 

The initiative modifier is based on the number of 
spell points accumulated in the round in which the spell is 
cast. For example, a 5th-level priest casting a 3rd-level 
spell must draw 5 spell points (10 for the spell, less 5 for 

In many cases, the priest's gathering time will require 

his level), which requires two full rounds of concentra- 
tion and part of a third-but since he only needs to 
gather 1 spell point in the last round, he gains a -1 
bonus to his initiative when he actually casts the spell. 

There are ways to accelerate this otherwise tedious 
process. Invoking the deity's power in a sanctified place, 
making a sacrifice pleasing to the deity, or staying true 
to the deity's precepts are all good ways to ensure that 
the deity in question will be willing to empower the 
priest with spell energy See Table 31: Modifiers to Ritual 
Preparatory Times for examples. 

PlaceISite of Interest: The priest is located in some 
place favored by the god. This could be a forge for a 
deity of smithery, a business for a god of commerce, o 
battlefield for a power of war. 

Sanctified or Holy Place: The priest is located in a 
shrine, temple, or place of special and unique signifi- 
cance to the deity he serves. 

Offerings: The priest destroys or surrenders items or 
materials pleasing to his patron power. This could range 
from treasure, weapons, or gems to such things as exotic 
spices, candles, or specially-prepared libations. A deity 
of war or battle might consider a gem-decorated sword 
to be a minor offering, a sword of special significance or 
quality to be a moderate offering, and a magical weapon 
to be a major offering. As a rule of thumb, a small offer- 
ing must be worth at least 50 gp, a moderate worth 500 
gp, and a major offering 2,000 gp or more. 

part of the DM. Has the priest been careful to follow the 
precepts of both his temple and his alignment? Has the 
player gone out of his way to role-play his character's 
dedication, or has he been lazy in portraying the priest? If 
the character has been played well and is in favor with his 
superiors and his deity, this bonus applies. 

Purity and Faithfulness: This is a subjective call on the 

the divine power necessary to re-use a spell. 

priests expend their spells normally, striking them from 
Regaining Spell Points: As noted above, ritual 

95 



-Conditional Masic - 
In this system of priestly magic, deities grant the ability 

to cast spells based on the priest's need, not just on form 
or prayer. A faithful priest following his patron power's 
tenets will usually meive the spells he requests, but a 
oriffit who stravs from the oath will soon find that his 

mary &ern is khether or not the use of that pkai&lar 
mell will benefit the deitv's own uuruoses and causes at 
k t  moment. The priest'; spell pOwek will v q  with the 
interest and support of his deity 

The following option is used for conditional magic: 

Spells belonging to a minor sphere of access are more 
costly than spells from a major sphere, as described 
earlier. Priests may request free or fixed theurgiffi by 
meeting the normal spell point costs. 

Many of the normal priest rrstrictions are stiU in place 
for priests using conditional magic. First of all, priests I must still "memorize" anv me11 that he wishes to have 

to. .\fter ,111, 11 Lhd priijt is grmrzd theability to 
.a;t the >vel!. thcn he should be familiar with rxadl! Iw:u 
to go ab& doing so! Secondly, while the priest can 'cast 
spells at a higher character level than his own, he cannot 
use spells from spell lists above his own spell level. 

Before a priest actually begins play using this system 
of magic, the player and the DM should take some time 
to define positive and negative conditions for that priest's 
aith. These are situations or guidelines that define the 
Leity's interests and ensure that the priest only invokes 

his god's power in pursuit of the deity's aims. Here 
some examples of conditions: I 

I Chapter 6 
memory as they cast the enchantments. In order to ready 
himself to use a spell again or change his spell alloca- 
tion, the priest must rest for at least eight hours and 
spend approximately 10 minutes per spell level praying 
for the spells he desires. Despite the fact that ritual 
priests gain spell energy directly from their deities, the 
complicated prayers and forms required to cast a spell 
must still be refreshed occasionally 

Positive Conditions 
* The priest is engaged in combat against a tradition,, 

enemy of the god or the faith, such as giants for a 
priest of Thor, or ores for the priest of an elven god. 
The priest is located in a place sacred or special to the 
deity, such as a mountaintop for a god of the air, or a 
deep forest for a druidical power. 
The priest is engaged in a situation favorable to 
the deity; fighting for a god of war, trading for a 
merchant power, committing theft or burglary €0 

a god of thieves, or in the open during a storm fa 
a storm god. 
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-1 A ’ .  ne the priest casts a spell, the 
dav& should comvare the number of 

>+4 Caster may cast the spell as if he were t XVUD Lugher with no 
increase to spell point cost (see Casting Spells for Greater Effect), 
or he may choose to reduce the cost to 25% normal. 
Caster may cast the spell as if he were 2 levels higher (no increase 
in SI’ cost), or cast with 1 extra level and a 50% break in the spell 
point cost. 
Caster may cast the spell as if he were 1 level higher (no additional 
SP cost) or choose to reduce the spell point expenditure by 50%. 

Caster must either select one negative effect of reduced spell cost 
and pay the normal spell point cost, or he can cast the spell at the 
usual level by paying 150% of the normal cost. 
Caster must select two negative effects of reduced spell cost and 
pay the normal spell point cost, or spend twice as many spell 
points as normal in order to cast the spell without reduced effect. 
The spell fails completely, expending the normal amount of spell 
points required. 

+3 

+2 

+1 No unusual effects. 
0 

-1 

2-2 

The priest’s spell WIIA directly benefit another wor- 
shipper of the same deity, such as healing a paladin 
of the same faith or using spells to protect townspeo 
ple who follow the priest’s religion. 
The spell fulfills a traditional role or guideline of the 
power-starting a fire for a fire god, sowing deceit 
for a god of mischief, or offering advice or guidance 
in the case of a god of wisdom or knowledge. 

Negative Conditions 
* The spell aids or supports a traditional enemy. 

The priest is located in a place inimical or opposed to 
his power (a wind priest adventuring underground, a 
fire priest venturing out on the ocean, etc.) 
The priest is involved in a situation distasteful or 
opposed to his patron power (a priest of chaos using 
his spells to restore order, a priest of healing attempt- 
ing to injure someone with his spells, a priest of battle 
trying to avoid or escape from a fight). 
The spell will directly or indirectly injure or discomfit 
a fellow worshipper or the temple’s interests. 
The priest has failed to observe one of his patron’s 
holy days or rites, has violated his alignment, or has 
generally misrepresented his patron recently. 

As an example of how these conditions might work, 
consider the case of a priest of Tempus from the FORGOTI” 
REALM$ campaign setting. rempus is a chaotic deity of 
battle and storms.) For his positive conditions, he selects 
casting spells in battle, casting spells during a storm, and 
casting spells that d w n c e  or augment a warrior’s ability 
to fight, such as bless, m t i u n ,  and other such enchant- 
ments. For his negative conditiom, he selects casting spells 
outside of a fight, avoiding or fleeing a battle, and spells 
that aid lawful characters. Naturally, the DM can either set 
up these conditions himself or allow the player to set them 
up and then appmve the conditions. 

iolitive conditions’that apply to the 
number of negative conditions, and 
consult Table 32: Effects of Conditions. 

Maglas, the priest of Tempus previoiksly 
described, is locked in battle with an ofre 
during a thnndersform. Deciding tha 
things aren’t going his way, he decidt 
cast an obscurement spell to cover hm 
escape. Since he is in battle, and the weather 
is apprapYiate, he has two positive condi- 
tiuns. On the other hand, he’s getting ready 
to pee, which is a negative condition. There 
is a net +I positive condition, which mils 

that Maglas can cast the spell normally. 

In this system, if a priest casts a spell, 
it’s still expended until he can Ipmemo 

rire it . . . but saving spell points may 
allow the character to find mom for an 
extra fm theurgy. For example, if 
manages to save 8 spell points by cas 
several spells in favorable conditions, he 
mav now add a 1st-level free thmm to 

-I 

hisspellqertoirefor theday 
Recovering Spell Points: Priests who use conditional 

magic recover their spell points normally (see Recover- 
ing Spell Points) and may change their spell selection 
any time they rest eight hours and spend the time to 
pray for new spells. 

. .  
I 

i -- ---- 
to use preserving magic (see Defilers and Preservers). 
Preservers draw their magical energy from the lifeforce 
that surrounds them but are careful not to draw too 
much. If the preserving magic system is allowed for wiz- 
ards, this option should not be available for priests-it’s 
a good idea to keep the flavor and methodology of wiz- 
ard magic and priest magic distinct and separate. 

Preservers strongly resemble ritual priests, since both 
must gather their energy before casting their spells, but 
preservers harness the lifeforce around them, while rit- I ual priests rely on the power of their deity 

Wizards and priests am’ t  the 
only spellcasters in the AD&D 
game; paladins, rangers, and 
bards also have magical abili- 

ties. These are represented by spell point progression 
tables similar to those of  the previous sections, although 
these characters don’t acquire their spell powers until a 
““le bit later in their care 

Other 
Spellcasters 

1 -I:-; 

While paladins must wait until 9th level to ga 
access to their spell powers, they rapidly increase in 
strength until they reach their maximum spell ability at 20t 



Chapter 6 
additional spell points after 

Major and Minor Spheres: 
Under the optional rules pre- 
sented in Chapter 3, a pal- 
adin may actually select 
minor access to alternate 

is limited to spells of 4th 
level or less, the usual dip 
tinction between major and 
minor spheres is waived; the 
only diffprence is in the cost 
to use spells from alternate 
minor spheres, instead of his 
primary spheres. See Table 
34: Spell Point Costs by 
Spheres. 

Paladins recover spell 
points just like other priestly 

- .I - -  ~- Y" spellcasters. If one of the 
optional systems of 
magic is in play, paladins 
chould me the mecham 

Table 3 3  20th level. 

Paladin Spell Point Progression 
Max. Spells 

Paladin Casting Max. Spell Memorized at Spell spheres. Because the paladin 

5 90 
6 105 I 19 9 

20+ 9 

level. Paladins are similar to clerics or crusaders, hut they. , 
are considered to have access to the spheres of combat, div-- 
ination, healing, and protection. The paladin's spell point 
progression is shown on the Table 3 3  Paladin Spell Point 
Progression. 

~ 

Regardless of the character's actual level, his casting level is 
based on how long he has actually been able to use spells. A 
9th-level paladin is considered a 1st-level caster for all level- 
based variables that are part of a spell description. This 
level of ability increases as the paladin continues to 
advance, reaching a maximum of 9th level when the pal- 
adin reaches 17th level. 

Just like wizards and priests, paladins are limited in the 
maximum spell level available at any given character level. 
A 9th-level paladin may only use 1st-level priest spells, 
while a paladin of 15th level or higher can use spells of 4th 
level or lower. Paladins are also limited in the maximum 
number of spells of any one level they can memorize at a 
single time. Unlike wizards or priests, paladins donot gain 

, that.ar~e.use~aypriests 
e campaign. 

" 
Rangers gain their spell powers somewhat faster than 

paladins do, but in the long run they're less formidable 
spellcasters; paladins are more powerful. Rangers have 
more in common with druids or shamans than other vari- 
eties of priests and may only learn spells of the plant or ani- 
mal spheres (unless the character has been customized 
using the rules presented in Chapter 3). The ranger's spell 
point progression appears in Table 35: Ranger Spell P 
Progression. 

Just like paladins, rangers begin with the spellcastin 
ability of a 1st-level character and reach their maximum 
casting level of 9 when they reach 16th level. They are lim- 
ited to spells of 3rd level or less and are also limited in the 
maximum number of spells of each level they may memo- 
rize at one time. Rangers pay the same number of spell 
points to memorize spells as paladins do. 

Rangers normally use the same system of magic that 
druids or shamans use in the campaign. This could include 

- preserving, channelling, or 
conditional magic, at the DMs 
discretion. Rangers reach their 
maximum spell ability at 16th 
level and do not gain more 
spell points at higher levels. 

Table 3 4  

Spell Costs by Sphere (Paladin) 

rn 

1 

Major Major Minor Universal 
Level Fixed Free Fixed Free 
orison - - - 1 

1st 4 8 6 12 
2nd 6 12 10 20 

4th 15 30 22 44 
3rd 10 20 15 30 

I I 



Magic 
- Bards 

With access to any spell and the Table 35: 

Ranger Spell Point Progres8iot. 
behmd w a r d s  m terms of 
magical power W e  they 

Ranger Casting Max. Spell Memorized at Spell gam spell abhbes untd they reach 
2nd level, they always use thm 
actual character level for calcula 
level-based effects III a spell, they 
have no separate "casting level," 
We rangers and p a l a h .  

Bards often employ a differen 
system of magic than wizards, s 
their spells can represent ancien 
songs or enchantments woven f 
the mterplay of voice, mstrument, 
and dance Cer tdy ,  some system 
of magic-alimsts or warlocks, for 
mstmce-would be inavvromiate 

Max. Spells 

29 12 5 3rd 4 

Table 36: II 
Bard Spell Point Progression I I 

Max. Spells 
Rard h8ax. Soell Memorized a. Soell 
Lrvel Level Each Level 

1 
2 
3 
4 2nd 3 15 
5 2nd 4 25 

11 4th 5 85 

17 6th 6 220 

' If the bard is dawed b spscjabze (see he class design rules 
in Chapter 3), he gains the bonus speU pgints Shown in 
parenthesis in addition to the standard ahount. 
2 If &e opti~nal rules for exceeding speUlleve1 limit am in 
play, bards of 20th level or higher may attempt to mploy 7th 
level spells. 

for the bard's magical skills. The bards spell pd&t @ogres- 
sion is described in Table 36 B 

Generally, bards follow the IU 
this chapter for memorizing and 
ards, they may devote extra spell 
magicks, memorize spells for g 
reduced cost, and any other options 
priate. Bards are limited to seven 
but continue to gain spell points 

Optional Rules for Spellcasters 
At the DM's option, bards, rangers, and paladins 

may make use of some of the optional additions to the 
spell point rules. These include casting spells for great6 
effect, reducing the spell cost, and using the rules for 
cantrips or orisons as appropriate. However, bonus speL 
noints for hieh Intellieence or Wisdom scores should not 

I Table 37: I Spell Cost by Level (Bards) 
Fixed Free II 

I I 
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At some point, almost any player 
character spellcaster is going to want 

Devising a new spell is a great way 

&pel1 
Qesearch to try his hand at spell research. 

for a character to make a lasting mark on a campaign, as 
noted above, but it’s also a fun exercise for the player and 
the DM; a new spell customizes and alters the campaign 
and the game itself. 

While both wizards and priests can research new spells, 
it’s much more common for wizards to do so. The philoso- 
phy of experimentation and investigation seems much 
more appropriate for wizards, since priests are inclined 
(quite naturally) to take things on faith and stick to the 
proven powers and abilities of their patron deity. How- 
ever, there’s no reason why a PC priest couldn’t participate 
in as much research as he or she wishes to; this is only a 
generalization, not a rule. 

There are two parts of spell research designing the 
spell, and actually executing the spell research in game 
play The player and DM will have to take time to work 
out the details of the spell before the character can embark 
on his research. 

Proposing a 8pell 
Player characters can research four types of spells: exist- 

ing spells that they just haven‘t had the opportunity to 
learn, “look-alike” spells that approximate an existing spell 
that they failed to learn; spells that would exceed the nor- 
mal maximum number of spells allowed by a character’s 
Intelligence score; and completely new spells never before 
seen in the campaign. Note that priests never have to worry 
about conducting the first three types of research, since they 
can use any spell belonging to a sphere to which they have 
access. Priests only conduct speU research to create entirely 
new spells. 

there is a particularly useful or valuable spell that eludes 
their grasp. There’s no reason that a wizard can’t decide to 
research afireball or magrc jar if he gets tired of waiting for 
an old spell book or scroll to fall into his lap. This is fairly 
straightforward, since the spell description already exists; 
the IT can go on to Conducting Research. 

levels, the maximum number of spells they may know at 
any given level may become quite restrictive. For 
example, a wizard with an Intelligence of 14 may only 
know nine spells of one level. In order to continue to add 
to his spell book, the wizard must research any spells 
above and beyond this limit, instead of simply scribing 
newfound spells into his spell book. Obviously, this 
makes adding spells a tedious and time-consuming chore 
after a certain point, but if the PC is willing to spend the 
money and time, he may exercise this option. Again, since 
the spell description already exists, the PC can go on to 
Conducting Research. 

New Spells: The most interesting aspect of spell 
research, the creation of new spells requires a careful 
write-up and analysis in order to spot potential problems 
or abuses. Since the player must generate all the game- 
effect information for the spell, he must first write up a full 
description and then submit it to the DM for approval and 
modification. Note that modifying a new spell (i.e., delet- 

Existing Spells: Fmm time to the ,  wizards will fmd that 

Extra Spells: By the time most wizards reach moderate 

ing components, improving casting time or range, or 
changing the way it works) constitutes a new spell. Creat- 
ing a “look-alike” spell to mimic a spell the PC is unable to 
learn is also considered to be new spell research. Go on to 
Describing a Spell and follow the process of approval and 
research step-by-step. 

. 

Describing a Spell 
The first step in creating a new spell is describing its 

intent and effects. The interested player should take some 
time to write up a spell description similar to the spells in 
thePlayer’s Handbook. Generally, a new spell should be just 
that-new. Spells that do the same thing as existing spells or 
a combination of existing spells aren‘t really new, and need 
a better ”hook for purposes of spell research. Here are 
some guidelines, by category: 

Level: Naturally, the character should be able to cast the 
spell he’s trying to develop, so the spell in question must be 
at or under his normal maximum spell level. For example, a 
6th-level wizard can use spells of 3rd-level or less, so he can 
research 1st-, 2nd; or 3rd-level spells. 

Compare the proposed spell to a similar spell to get an 
idea of what a fair level assignment should be. Generally, 
spells should inflict about one die of damage per level, give 
or take a die; compare the spell’s potential to magic missile, 
fireball, orframe mow.  Spells that do not allow saving 
throws, or spells that can affect an opponent regardless of 
his level or Hit Dice, are often of higher level than similar 
spells, Spells that are improvements of existing spells 
should be one to three levels higher than the spell they’ 
modelled on, depending on the extent of the improvem 

SchooVSphere: Refer to Chapter 1 and Chapter 2; bri 
descriptions of each school of wizard magic and each 
sphere of priest magic appear in those chapters. Both wiz- 
ards and priests may only conduct research in schools or 
spheres they have access to, so a cleric may not research 
new animal or plant spells, and an invoker may not 
research illusion spells. 

Range: Damage-inflicting attack spells should have a 
good justification for ranges greater than 150 yards (or 
than 10 yards per caster level), while nondamaging attac 
spells (sleep, hold, polymorph, and other such effects) rarely 
exceed more than 100 yards (or more than five yards per 
caster level) in range. Other spells can vary wildly in rang 
depending on their function; communication or transport, 
tion spells may allow a range of hundreds of miles. 

Duration: While damage from attack spells or the effec 
of many noncombat spells are permanent, most spells tha 
create a condition or change of status for their subjects haT 
a well-defined duration. Durations can be defined by t 
(the preferred method) or until a certain predefined ev 
occurs. For example, invisibility lasts until the caster mak 
an attack, while a charm can last for a few days or for several 
months, depending on the victim. Very k w  low-level spells 
should bring about a permanent change or weakness in a 
living target. 

Area of Effect: A spell that can affect several people at 
once, or several dozen people at once, is inherently more 
powerful than a spell that affects a single individual. Spel. 
designed to affect several enemies can affect a random nu 
ber of subjects in a cube of about 20 to 30 feet (for exampb 
hold person affects 1 to 4 targets in a 20-foot cube). Spells 
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designed to affect more than 10 or 12 individuals shouldn'c 
be larger than afirebull, which affects a sphere of 20 feet in 
radius. Exceeding these limits requires a more powerful 
(and therefore higher-level) spell than one that stays well 
within them. 

Components: Most spells should have all three compo- 
nents-verbal, material, and somatic-unless there's a good 
rcerl~iti !or sminmg onr. Spdk with only on? canponefit are 
fairly rare. Uotv that ipslls without verbal cmnponenrs can 
be cast e\ en i t  the ihara;ter 15 szl?m~?d, and arc rhereiorz 
morr ddnguruus rhan they ma) appk'ar to be at first louk. 

M.+re.rinl :omponeiiti that arc hard to come hy or ver!' 
z\pensivc ran hc u x d  to control a sprll'q iiw in a camplign. 
Even though a 1st-leveI wizard can use i dmt i f y ,  turh timo he 
Jtws m, hz mu51 ruin a 100 gp pearl. If the D\l cnforces 
maten.4 compunrnr rules. the wizard might thinh hvice 
before casting the .pel1 an)' time hr fm!k like It. 

;anting time ai I per lt!vt4, 50 a 4rh-level spell ( i x  instance 
should have J castin& time of 4 Priest @ l i  default to a 
castins time $11 3 plus 1 per IFWL s o n  Jth-level pncst spell 
should hc, around a .> If a spell 15 significantly under this 
mark, i t  should either he weaker than s p ~ l l i  6 1 1  a similar 
kvel, ur higher in le\ el than normal. Conversely, a pro- 
longed c34ing time ma\' help to compensate fur tither 

Casting Time: Th? rule of thumb for wizard qwlls is d 

AI\ nntages. 
Saving Throw: \Vhile thr nature u f  the saving throw 

v.irit', I\ ith the purpose ut' the ,pell, znchantments that inca- 
pacitate the victim without the benefit uf a ;a\.ing throw 
.hould be rarr or limited ton r\.pc of victim aiiecred. The 
, l , ~ y  spell 15 a giod examplc i t  allows no saving thrtnt, bu 
caii only aifect Io~v-Hir Dirt, rrt'atures. Damage-Lausing 
spell, thdt affect more t h a n  a single target wttliout a <avin* 
thrtn, ,ire un<anincin and tend 10 he high in level. 

Vescriplion and Fffects: \%hen creating thz artua 
dzs;riptim oi rhe spell. remember to note whu i t  affects. 
hwv it  wsrks. what i t  claws. anil how it ran be stopped or 
undone,. If the duration. range. o r  sd\%ng tluolv 13 describe 
a>  '5pectal.' make sure you note h,>tv i r  is special and what 
its l imi ts  actually arc. 

\ICM spzlls should pcriurm one speafii action. 
althmgh spells may presenr several applications ir 
which on? can bc wlzctzd whrn the ipcll is cast (see 
OrilukL/. hL3'izriy zplrcr<, for an example of tht3). Spells tha 
actually .I<> nvo or thrw things at oncr, such 3s slraddu1 
. l o a  or j i ,nr.d.;  ar1.i :.urds. are quite rare and drz almost 
a.n a y j  high-lc\ e1 enihanrments. 

1.a-t but not least, creating a neu spdl  is an opportu- 
nity t,) bo creativ-fkkd free to add any mldr or spt'cidl 
c f i ~ r s  rhat are appropriate. A spell that makes a charac- 
ter Impervious to cold i, useful, but nor ver) colorful; 
huwrv?r, a spell that tr.insforms a chdracter'j blood to 
magical ia, water, therzbv enabling him to rcsist cold 
damago, is a lirtlr mure interesting. Also consider side 
effzcts or dangerous conibinatimv of powers when wrif 
iiig up thc ipell dejcriptim 

Approval and Modification 
Aficr t h c s  player wnte, up the spell 3n.I w h e s  it, this Dhl 

should nvicm and analyzc the spell. Is i t  the right level. or 
is i t  more powcriol than i t  s h d d  be? If  the PC was t h r  tar 
get of hi, a t11  sp~ l l .  \v~nrld it r$mnlctely oblittmts hun? 
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Success or Failure: If the character meets all the e x m s  This might be a sign &?I rheyell is too strong. .\re rhe 

efferts reasonable and appropriate for irs power level? Does 
it permit the subjrct a chance to avoid i ts  e f k t , ?  Dxs  rhe 
spell intrude on a rolr best left ro another character-in 
other words. would i t  makz thc iward a helter thief than 
the party’s thief, a better fighter than the party’s fighter, and 
so on? A spell can take a few steps in this direction, but it 
should be examined carefully And, most importantly: do 
you, the DM, think that this spell will make your game bet- 
ter or make it worse? 

If the spell is well-balanced and well-considered, then 
the PC can go on to Conducting Research. However, if it 
needs some work still, you can either return it to the player 
and inform him of any objections, or pencil in the modifica- 
tions you think are appropriate to make the spell work in 
your campaign. Remember, the player always has the 
option of deciding to not go through with the research if he 
doesn’t like the wav the sue11 turned out after the DM 

Nuw that the spcll has been described and approved by 
the player and the Uhl, h e  character can hegin his research 
effort. Spell researlh i:. time-consuming and e\pemive. Firsi 
of all, a w i L d r d  must  h a w  accr~s to a tuell-e+ipped rcje.ircli 
I u b d m t q  and Iibruru, as described in Chapter 3. In iact, if hi, 
library im’t good enough for the research. he may need to 
spend time and money imprnvuig his srholarlv rusourcds 
before bebhing rhe research dt all! 

I’nesrs can get br. uithuut purchdwng these eipeiijiw 
faciliti~~s. but they must have access to tlie holy writings and 
text, a\ ailable at  a specific temple of rheir deit) wlerted by 
the DM. In manv cases, a priest wdl have tu embark on a 
pilgrunage to a remote monastwy or a rheohgial univer- 
sin. to find the wwarch materids he will need 

Sckondly, the character must rrfrain from adwnturing 
and ioncrnrratr solely on hi3 researrh, to rhr ex:lihian oi all 
other acti~ities. Spell research cuiisumes at leasr hvd w e e k  
per spt-I1 levcl, 30 researching a 3rd-level spc‘ll would 
require at least s i i  weeks oi game lime. rhe haractsr nu!. 
kike break from his rrsearzh to attend to uthrr matters, but 
ii the hn,ak is longer than .I day, he suffer, d s e t b d  of some 
hnd aid loses one wrek’s worth of research. For <.*ample, i r  
a w:Lard finishes f w r  weeks of reWaKh and then finds thar 
he mu\t t rawl  out Jf town for thret! ddys, he ~ i iu>r  repeat 
one wvt’k uf his studici. If the break turns m t  to be longer 
than the time he’s dread!. invested, dll the wsrarch i ,  lost 
and he mu4 start over. 

”asic rime of Kcjearch = 1 weeks per spell ILWI 

Mone) b, aka an isiiie in  spell research. Expending the 
supplies, reagmts. romes, and bookh required bv the 
research consume 100 to 1.t1110 gp per ~pel l  k ~ l ,  above 
and bebond the nornidl maintenancecost of any labora- 
tory used by thecharactrr Pririts must invest in special 
incense., candle,, and other religious items of simihr 
cosi. The Ill4 can set the p r i~e  to a le\ r l  h? deems appro- 
priate, brit i t  ,hould always represent a hit  &if d srr6tc.h fur 
rhr character 

R m c  Cost of Kciearch = IW1,UOJ bv per spell level 
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and puts in his time with the books, he may attempt a’suc- 
cess roll after the minimum research time (two weeks per 
spell level) has passed. The chance of success is 10% and is 
modified by the researcher’s Intelligence score (for wizards) 
or Wisdom score (for priests) and experience level, less 
twice the level of the spell being researched. (See below.) 

Basic Success Chance = 10% + 1% per point of relevant abil- 
ity score + 1% per experience level - (2 x spell level). 

For example, a 7th-level wizard with an Intelligence of 17 
researching a 3rd-level spell has a success chance of 10% 
(base) + 17% (Intelligence) + 7% (experience level), minus 
6% (3rd-level spell), for a total of 28%. 

If the character does not succeed in his first attempt 
(unless he’s very high level, he probably won’t), he may 
continue his research. At the end of each additional week, 
he may attempt a check with a +lo% cumulative bonus. 
However, if the character ever rolls a result of 99 or 100 on 
his success check, the DM may rule that the spell proves 
unworkable and must be abandoned. 

Note that the success check replaces the normal learn 
spells mechanic-if the character can successfully research 
the spell, he can add it to his book automatically 

New &pelts in the Campaign . -  
A unique spell is a valuable commodity, one with si@- 

cant trading value among other wizards or priests. An 
enterprising PC can choose to sell his hard-earned knowl- 
edge for whatever price he can get for it, or he can hoard his 
spell for his own use. In some cases, a wizard may want to 
be carefd about flashing his newfound powers about in 
public; unscrupulous spellcasters have been known to steal 
the inventor’s spell book in order to wrest the secrets of the 
new enchantment from its cieator! Priests are less vulnera- 
ble to this kind of activity, but it’s always possible that their 
patron power may take a liking to the spell and make it 
available to other priests of the same mythos. 

In many AD&D campaigns, charac- Magical Item ters are defined by their magical 
items. Rings, potcons, boots; 
cloaks-all kinds of devices exist 

that are designed to let a character break the rules of the 
game in one way or another Controlling the player charac- 
ter‘s acquisition of powerful magical items may be one of 
the most important jobs of the DM, since too little can lead 
to boredom or stagnation, while too much can create an 
ever-spiralling elevation of power gaming and wreck a 
good game even faster. 

Just because a character has the ability to make a magical 
item, the DM shouldn’t wave his hand and let the item 
appear in the campaign. It’s important to strictly enforce the 
details of magical item creation, since this is a character 
power that can unbalance a game very quickly The point is 
for the player to appreciate all the trouble and effort his char- 
acter goes through in order to create even simple item?. 
Forging a powerful item may take a character out of the 
campaign for months. 

creation 

I Creating magical items has been described in great detail 
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Campaips. The rules presented here mirror those system 
and sum up the process for ease of reference. In addition, 
some more ideas for strange materials and components for 
magical i tem are included in order to widen the range of 
bizarre quests and riddles a DM can throw at a character 
while he’s working on his next potion or devising a new 
ring or wand. 

Standard vs. Nonstandard Items: A character isn’t lim- 
ited to duplicating magical i tem that appear in the DMG. 
He can choose to devise completely new magical items, tai- 
lored to his own needs and tastes. However, the character 
can attempt to create new items as he sees fit. Some may be 
simple vKiants of existing items-for example, there’s no 
reason a ring of displacement wouldn’t work as well as a cloak 
of displacement. Other i tem can incorporate powers never 
before seen in a magical item. Generally, variant items suffer 
a -5% penalty to the final success check, and nonstandard 
items suffer a -10% penalty. 

Specialist Wuards: Some magical items very clearly 
duplicate the effects of certain spells or specialist schools. 
For example, a wand of polymorpking is obviously an item 
with strong ties to the school of alteration, while a wand of 
force belongs in the school of force. If the DM agrees that the 
item in question does indeed fall into the character’s spe- 
cialty, the wizard gains a +5% bonus on his success check 
when creating the item. 

8pecial Ingredients 
Creating an enchanted item is difficult. Even the simplest 

devices require extraordinary materials and processes. In 
many cases, characters find that an item just isn’t worth the 
trouble of gathering the components, treating or refining 
them, and then weaving the spells that empower the final 

. product. The DMs best means for controlling player charac- 
ter item creation is through the special ingredients required 
by a particular item. 

There are two types of special ingredients: materials 
and processes. Materials are just what one would think- 
components that are actually incorporated into the struc- 
ture of the item. Processes are steps that somehow refine, 
imbue, or alter the basic item. In either case, the ingredi- 
ent can range from common to exotic, embracing almost 
anything imaginable. 

Materials: As a general rule of thumb, more powerful 
items require more unusual materials. Materials may actu- 
ally represent physical components of the item in ques- 
tion-the metal used to forge a ring or a rod, the wool from 
which a cloak is woven-x materials might be additives or 
refinements, such as a handful of pixie dust for a potion of 
flying, or the scales of a giant snake that are incorporated in 
a p k y l a c t q  of prmf against poison. 

Materials can be completely nonmaterial, metaphorical 
ingredients as well as tangible substances. The courage of a 
knight, the spirit of a mountain, or the breath of a butterfly 
are all examples of this type of ingredient. A player charac- 
ter may have to exercise quite a bit of ingenuity and inven- 
tiveness to capture these rare qualities or essences! 

Materials are divided into three general categories: com- 
mon, rare, and exotic. 

Common materials can be acquired almost anywhere. 
Steel, leather, bone, cloth, oak staves, and other such 
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things are all common materials. Note that items suitable 
for enchantment must be made of the finest materials 
available, so a wizard might have to commission an ore- 
smelter to create the very purest steel available. Even the 
most common magical items require materials worth 100 
gp, at a bare minimum! Intangible common materials 
could include the tears of a maiden, the strength of a 
smith, or the essence of a rose. 

Rare materials are more difficult to find or more expen- 
sive. Aparticular type or grade of silk, diamonds, roc feath. 
ers, ebony, a wizard‘s bones, or iron smelted by a master 
dwarven smith would be rare. Intangible materials could 
include the tears of a heartbroken maiden, the strength of a 
king, or the essence of rose harvested on the first night of a 
new moon. Common materials produced or gathered unde 
unusual circumstances--such as the rose essence just 
described-also count as rare. 

ture on the part of the character. Silk woven from a phase 
spider, a faceted diamond never exposed to light, an arch- 
mage’s bones, a lock of a goddess’s hair, or steel smelted 
from a fallen star are all exotic materials; intangible materi- 
als might include the tears of a heartbroken princess, the 
strength of the greatest king in the world, or the essence of I 

rose harvested by the light of a comet that returns once 
every twenty years. 

Processes: Almost anything that alters, changes, deco- 
rates, or aids in the production of a n  item without becomin; 
part of the final piece is a process. Naturally, the exact 
nature of the process varies with the physical form of the 
item; potions might be mixed or brewed in a special retort, 
boiled over a fire fueled by an unusual substance, stirred ir 
a special fashion, distilled, evaporated, infused, fermented, 
separated, or purified. Other processes appropriate for vari 
ous types of item include the following: 

Ink for scrolls can be brewed much like a potion; 
The alloy for metallic rings must be mined, smelted, and 
then cast in some kind of mold, extruded as wire, or 
cold-worked. Setting stones, polishing, tempering, 
inscribing, or etching could finish the ring. Rings can 
also be made from nonmetallic substances; carefully 
carved stone, wood, or bone would work. 
Wands and rods can be made of wood, iron, bone, crys- 
tal, stone, or almost anythmg imaginable. These items 
might require lathing, steeping, tooling, sanding, carv- 
ing, polishing, enamelling, etching, or inlaying. 
Staves are almost always made of wood, but a staff‘s 
heelsmetal bands that cap the end-ould be made 
from any number of substances. Staves can be lathed, 
carved, steeped, tooled, sanded, inlaid, or set with crys- 
tals or stones. 
Functional weapons and armor can be made from iron, 
bronze, steel, or any of a variety of fantastic alloys. 
Arms of +3 value are usually made from special mete- 
oric steel, +4 weapons or armor are made from mithral 
alloyed steel, and +5 arms are of adamantite-alloyed 
steel. Processes used to make these items include min- 
ing, smelting, refining, forging, casting, tempering, 
cooling, etching, inlaying, sharpening, and enamelling 
or painting. 
Other items could be beaten, boiled, embroidered, 
engraved, carved, painted, smoked, cured, glazed, UnY- 

Exotic materials can only be acquired through an adven. 



rated, upholstered, tempered, lacquered, cooled, or 
heated in some way. Take a look at the appropriate profi- 
ciency descriptions for an idea of some of the processes 
involved. 

Common processes could include chasing, engraving, 
narking, or finishing in any of the manners described 
above. Rare processes would add a hard-to-find material- 
?mbroidering with gold thread, boiling in the skull of a wiz- 
id, or painting with pigment made from the blood of a 
Zockatrice. Exotic processes could include such thigs as 
steeping the item or its components in the energies of the 
Positive Material Plane, smoking it over a fire fueled by 
,ranches of Yggdrasil, the World Oak, or forging the item 
with a hammer touched by the hand of a god. 

Among the easiest of items to make, potions range from 
nple healing brews to potent mixtures capable of taming 

lragons or restoring a character to complete health and san- 
ity. Some potions are clerical potions and can only be manu- 
:actured by priests. These include: the elixir of health, potion 
$extra-healing, potion offire resistance, potion of healing, potion 
$sweet water, and potion of vitality. 

I 1Reqb Both priests and wizards must be 
3ttb Ithlev 2 potions. Specialists in the school 
>f alchemy may ~ r e w  potions at 6th level, but must use spe- 
:ial procedures to do so. They may use the standard proce- 
Am- -‘+?I reaching 9th level or continue to use their special 

ities: Wizards require an alchemical laboratory or a 
forge to brew potions; priests must have a consecrated altar. 
[See Chapter 5.) A wizard may need to expand his library in 
xder to obtain the texts and tomes needed for researching 
the potion’s formula. 

Researfh: Before a character can brew a potion, he must 
jiscover what processes, materials, and special ingredients 
we required, and how these must be combined for success. 
a i s  research requires ld3+1 weeks at a cost of 100 gp per 
week, but if the character uses a commune or contact other 
nlane spell to speed his research, he automatically succeeds 
in the minimum time. 

If the character has a full dose of the potion in question 
to use as a sample, the research takes only one week and 
costs nothing. However, he still must have access to a labe 
ratory or an altar in order to conduct the research. 

Alchemists may use the research rules above once they 
each 9th level, but before that they must follow a lengthier 
,nd more expensive process if they take advantage of their 
ibility to create potions before other wizards can. An alche- 
nist of less than 9th level must spend two weeks and 500 
p per potion level to research the formula and then pass a 
earn spells check. (A potion’s equivalent spell level is its 
:xperience point value divided by 100, rounded up.) 

Once a character has researched a potion‘s formula, he 
ieed not research it again; he can create samples of the 
lotion as often as he wishes, as long as he follows the  COS^ 
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md time requirements. 
Processes and Materials: Potions that contain only a 

.ingle-use require one rare material and one common 
Jmcess; potions that provide several doses with one brew- 
ng require an exotic material and a rare process. (See 

Special Ingredients at the end of this chapter.) Potions that 
normally produce more than one dose include potion of 
diminution, elixir of health, potion of extra-healing, potion offire 
breath, potion offire resistance, potion ofgrowth, potion of inmsi- 
bility, oil of impact, and potion ofrainbow hues. 

One of the advantages of the alchemist is that he need 
not obtain special ingredients before creating a potion; his 
knowledge of chemicals and reagents enables him to simu- 
late these rare materials, whether he is using the alchemical 
PPI 

obtain any special or unusual materials required for the 
potion, it will cost him a number of gold pieces equal to the 
potion’s experience point value to brew the potion. This 
process takes one day per 100 gp required. 

and 300 to 1,800 gp (3d6x100) to brew a potion. If the 
potion’s experience point value is greater than 700, then 
the alchemist must spend an extra day per 100 experience 
points brewing the potion. However, at 9th level, the 
alchemist rr 
rules insteaq 

brewing is 70%, +2% per character level, -1% for every 100 
gp the potion costs. For example, a 13th-level wizard brew- 
ing a potion offire breath would have a success ch 
(70% + 26% for character level), less 4% (400 gp) 
of 92%. The DM should make this check in secre 
natural roll of 96 or higher the process fails, and 
is cursed in some way (typically, it becomes a pot 
or delusion instead of what it should be). 

Alchemists may instead use a learn spells check, with a 
+1% bonus per character level, to see if they are successful 
in brewing the potion. Or, if the alchemist is 9th level or 
higher, he may produce the potion by magical means, 
the normal success check of 70% + 2% per level. If this 
case, the alchemist gains a +5% to his success chance d 
his specialist knowledge of potions. 

Talghaz the Enchanter, a 9th-level wizard, decides that he 
rids to produce a philter of love in order to help a princess fall 
in love with one of his comrades. Talghaz already possesses a 
mal library and arranges to borrow the luboratory of his afch 
fnend. As a result, he can begin his research without any addi- 
tional expense. He uses no special techniques, so the research t 
ld3+2 weeks and costs him 100gp per week. 

After three weeks, Talghazfinishes his research. He discov 
that the potion requires the tears of a dryad as a rare material 
and, with some grumbling, sets out to find a dryad and convin 
her to shed afew tears@ him. One week (and an  interesting 
adventure) later, Talghaz returns to the laboratory with a vial 
full of dryad tears and sets about brewing his potion. A philter 
of love is worth 200 XP, so it takes Talghaz two days and 200 
gg to b r m  the potion. 

When Talghazfinishes, the DM checks in secret to see ifhe 
was successful. The base chance is 70%, plus 18%for Talghaz’s 
level, less 2% for the potion’s experience point value. The DM 
also decides that a philter of love is right up an enchanter’s 
alley and gives Talghaz the +5% bonus for specialization. His 
total chance of success is 91%; i f  the DM rolls a 96 or higher, t 
failure creates a cursed potion. (Wouldn‘t that be a surprisefor 

ie magical process. 
Time: Assuming that the character is able to 

The alchemical process usually requires one full week 

--. -Loose to use the normal potion-brewing 

Success L- ~ ~ we:  The base chance for a successful 

Talghaz h friend?) 
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Like potions, scrolls are fairly easy to manufacture and 
are also accessible to characters of moderate level. Scrolls 
come in two varieties: spell scrolls and protection scrolls. 
Spell scrolls are exactly what the name impliesscrolls that 
store spells that can be cast simply by being read. Protection 
scrolls are special single-use magical items that provide 
defense against a number of threats. 

While any character may read a protection scroll withouL 
the benefit of a read magic spell, wizard spells cannot be cast 
from a scroll or transcribed into a spell book until a read 
magic spell or effect has been employed by the reader. This 
can be done at the time of the scroll's use, or the reader can 
prepare ahead of time by using read magic in advance; once 
magically read, a scroll remains intelligible for the character 
who reads it. Note that only wizards, thieves, and bards 
may read wizard spells from spell scrolls; thieves and bards 
can bypass the normal requirement to read magic by using 
their special class abilities. 

Priest spells do not require a read magic spell in order tc 
be used from a scroll. Priests, thieves, and bards may read 
priest spells from spell scrolls. 

Low-level wizards and priests may be able to read spelw 
from scrolls that are normally beyond their abilities; even a 
1st-level wizard has a chance to pronounce the incantation 
for afireball or lightning bolt correctly. Refer to Scrolls, in 
Appendix 3 of the DUNGEON MASTER^ Guide. 

Level Requirements: Wizards may create scrolls when 
they reach 9th level. Priests may scribe scrolls when they 
reach 7th level. Any spell the character knows (or has access 
to, in the case of a priest) can be placed on a scroll, or the 
character may attempt to create a protection scroll. 

Geometers (specialists in the wizard school of geometry) 
have a special ability to create spell scrolls beginning at 4th 
level and protection scrolls at 7th level. When a geometer 
reaches 9th level, he may instead use the normal scroll cre- 
ation process if he so desires. 

Facilities: Wizards require access to any kind of labora- 
tory (alchemical, forge, or research) in order to blend the ink 
for the scroll, although this is a fairly simple task given the 
right ingredients. Priests can blend the ink in any reason- 
able work area, but then must have access to a consecrated 
altar in order to actually scribe the scroll. 

Research There is no research required for spell scrolls 
or for protection scrolls that mirror spells available to the 
character. For example, if a wizard knows how to cast 
antimagic shell, he can write a scroll of protectionfrom magic 
without performing any kind of research. If the scroll has 
no spell equivalent known to the character, he must 
research the scroll using the normal spell research rules. 
To figure out a scrolls's effective spell level, divide the 
experience point value by 500 and then add 2 (Level = 
Xl'/500+2). For example, scrolls worth 1,000 experience 
points are considered 4th-level spells; 

Protection scrolls that have spell equivalents include th 
following scrolls: 
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Processes and Materials: Scrolls require three compo- 
nents: some form of paper, a specially-blended ink, and a 
unique quill. Common p a p ,  parchment, or papyrus may 
be used to create the scroll; paper provides a +5% bonus to 
the success roll, while papyrus inflicts a -5% penalty. All 
scrolls require a rare quill of some kind. 

ink for spells of 4th to 6th level mquires an exotic ingredi- 
ent; and ink for spells of 7th to 9th level requires a rare and 
an exotic ingredient. (Use the spell level equivalents noted 
above for proiection scrolls.) 

ing except common paper or parchment and a rare quill 
(which can only be used once); the ink is not important for 
the geometer's scrolls. 

Cost and Time: Inscribing a spell onto a scroll takes one 
day per spell level, while creating a protection scroll takes 
one full week of uninterrupted work. The mly cost incurred 
is that of obtaining the required materials. 

Geometers have the same time requirements, but must 
pay 100 gp per spell level for their materials for spell scrolls, 
or 300 to 1,800 gp  (3d6x100) for protection scrolls. 

Success or Failure: The base chance to successfully cre- 
ate a scroll is SO%, +1% per character level, -1% per spell 
level (or equivalent spell level, in the case of protection 
scrolls). If the character fails the success check, the spell he 
is currently inscribing fails, and he may noK add any more 
spells to that scroll, but any spells previously placed on the 
scroll remain intact and may still be used. 

The DM should make the check in secret, since a natural 
96 or higher on the success check creates a cursed scroll. The 
creator of the scroll has no idea that his work is flawed until 
he tries to use that particular spell. 

Geometers use a learn spells check insteadofthe normal 
success check if they produce the scroll without any magical 
ingredients or processes. If a geometer creates a scroll using 
the usual methods described above, he gains a +5% bonus 
to his success check due to his familiarity with scrolls. 

Ink for spells of 1st to 3rd level requires a rille ingredient; 

Geometers have the special advantage of requiring noth- 

Milana, an 8th-level priestess, decides to neate a scroll of 
proteaion fmm poison, since she and her fallow adventurers 
intend togo wyvern-hunting. Because Milana is capable of cast- 
ing the spell neutralize poison, she does not need to do any 
research. Because the spell equivalent is 4th lauel, the scroll 
requires an exotic materialfor the ink. The DM decides that the 
ink must include nightshaBe harvested during the dark of the 
mwn, so Milano spends a week or mare locating the deadly musk- 
r m s  and waiting for the proper time to collect them. The quill 
must be afenther steeped in the venom of an &der, and Milana 
attends to that as well. Fortunately, her temple is near n good- 
sized t o m ,  and she can easily procure paper. 

After gatkering the necessary materials, Milana blends the ink 

V (no cost or time) and begins scribing scroll of protection from 
poison. This requires mefull week, at no particular cost- 
althaugh the patriarch ofher temple suggests that an offering for 
the use of the altar would be appreciated. Milana's chance of suc- 
cess is SO%, +8% for ker level, 4 % f m  the equivalent level of the 
scroll. The use of paper gives her a +5% bonus, for a total of 89%. 
Milana passes the check easily, andfinishes her scroll. 

Other Items 
This broad category includes all other types of magical 

items, including rings, wands, staves, rods, miscellaneous 
magical items, and weapons and armor. Player characters 
can manufacture almost any kind of magical item appe 
in the DMG, except for magical books, tomes, manuals, 
librams. erimoires. or artifacts of anv kind. 

I 

. Y  

In  dddition, a player character may be rrsaistcd from 
creating a particular item by hi5  rlass. Wizards can create 
any magical iten1 that is nw specifically reserved for the 
usr uf priest characters (Le., an item such as a dafof 
:urirr,<j or limited to certain races (such as hod;  o j  
~~lvmkmdj Racial items arc created by priests of that partic- 
ular race. If the item can be tisod hy othrr characters as 
ivell a5 priests (for vhample, lielni qf Idlportatron), the wiz- 
ard can manufacture the item. On the other hand, priest3 
and specialist wiiards can only create items that tliey c a n  
use. When creating an irem. a specialist wuard gains a 
*5? bonus to his chance of succeeding. 

The. most important aspect of an item's enchmhnent has 
very little to do with its purpose or fomi. Magical items are 
divided into srveral loose classes that are based on the 
nature of the enrhantment: Gqlr-use, limited-usr. singlc- 
funcrion, and multiplefunction. 

pi>tiom and scrulls fall into thi. category, but these have 
been discussed alreadv. Other single-use magical items 
include ,uch thmgngj as hmJ5 ,$j)rr?. iir~rcttsr~qfntrdilnfioll. ar 
any oi Quad', k,rtkrr tokns. 

Limited-ure items have a set or vanable number of 
charge, that niav be used before IC is expended. Some 
limited-use iwms can hr rechdrged, hut  anly if rhey are 
rrchargod heiorr their last charge has been expended. 
Other limited-use items may haw multiple-(unction, (see 
below). %lost wands .and staves are limited-use items. 
Othcr limited-use items include such dwires as a ring of 
iiiirhzJ. hi3 tflit~nir;, ;;nrdJ djprdtzrtron, or the special prop- 
crtie; ot , A ~ I I I M  ojjear 

Single-function ireins 1i.ir.e unly one power, which func- 
tions nontinuutdy UT on &nand. Some single-hinstion 
items haw time limitatluns, after which they cdnnut be used 
until they replmish their magical energy Some single- 
iunrtiun items may ieahirc a limited-use featiuc.. ~n addihun 
to the persistent powrrj. Items such as d riny ofshrktn?: 
p ; p ,  an;ulit of life prmriidir, booti ofspecd, and iulngi of.fly- 
i q  arr goud ckamplc- ai singledunction items 

may also feature additimal hmited-use pourrs. Good 
examples include tlir rod of.ilcrtiicssi, ring of rlemmtal ivtlr- 
mmd, :I.hih , ~ f ~ r x l ~ ~ i i d . i  ur the h A m  of~rri!lld?lic' 

at least 11th l e i d  tu create an) kind of magical item other 
than a potion or a icroll. Wwards arr alsu limited b!. the 
ipclls required tu x tud l l y  crrare tho itenl+iirknnt nn ifetn, 

Single-use items arc dcplett%i aftcv a single usage. Must 

; : 

Multiple-function items have mdre than one puwrr and 

Level Requirements: Both wizards and pried5 must be I 
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permanency, and any other appropriate spells. Priests, on the 
other hand, do not cast spells to create items, but instead 
use a consecrated altar (see Chapter 5). 

Facilities: Wizards require a well-equipped forge and 
may need to expand their personal libraries in order to con- 
duct the necessary research. (Again, refer to Chapter 5.) 
Priests must have access to a specially consecrated altar. In 
addition, both wizards and priests may find it very useful to 
have some skilled assistants nearby 

Research Before a character can begin work on a magi- 
cal item, he must first discover the steps necessary to create 
it! This requires research time and effort. Generally, a char- 
acter must spend ldb+l weeks and 200 gp per week in 
order to find out how to build the item, although the DM 
may rule that exceptionally powerful items (5,000 XP value 
or greater, or any item such as a girdle o f p n t  strength that 
imparts drastic and persistent bonuses to a character) 
requires consultation with a sage or some special effort on 
the part of the character to research. 

Contact other plane and commune spells are particularly 
useful in this step of item creation, since the successful use 
of one of these divinations reduces the research time to the 
minimum required. 

Processes and Materials: The exact nature of the 
processes and materials required varies from item to item 
depending on its category and type. However, all items 
require an  enchant an item spell (or the equivalent priestly 
ceremony), and many require a permanency spell to boot. 

carving, engraving, pouring, shaping, or forging. In addi- 
tion to this process, magical rings have other requirements 
based on their type: 

Single-function rings require one exotic material; 
Multiple-function rings require one exotic material and 
one exotic process per function; 
Limited-use rings require one exotic material and one 
exotic process per use. 

Rings created by wizards must be prepared with an 
enchnnt an item spell and finished with a permanency spell, 
although charged rings such as the ring of the ram do not 
require the permanency spell, since it can be recharged. Nat- 
urally, the character must also cast any spells required for 
spell-like functions. 

Rods, staves, and wands are not completed with a per- 
manency spell and lose their magic if their charges are ever 
completely exhausted. Again, the type of item determines 
what processes and materials are required 

Single-function wands and staves require one rare mater- 
ial and one rare process; 
Single-use or single-function rods require one exotic 
material and one rare process; 
Multiple-function rods, staves, or wands require one 
exotic material, and one exotic process per function; 
Limited-use rods, staves, or wands require one exotic 
material, and one exotic process per use. 

Materials for these devices could include the actual shaft 
or handle, a special headpiece or crystal, or special heels or 
caps for the ends. Processes might include cawing, engrav- 
hng, painting, or tempering. 

Rings require one common process, usually some type of 
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Miscellaneuus magical items require an  nic l lan l~ i i  itcn 
spe.1 (or the appropriatr priestly ceremony), but single-us( 
and liniite+usr items do not requireprrmniirn.y spells. 

Single-usc and single-function items require onc ehotic 
material and one exotic proccbs 
Limited-use itema require one exotic material per func- 
tion and two exotir prnic5ses per use; 
Mulliplc-function items require une ehotic material per 
function, one exotic process, and one rarr process 
function 

tiamrally, the marerials and processes used will vary 
widely with the iiaiurc of the item in que4ion. Cumsidering 
rhat  misrellancous magic include, ever) thing from articlr: 
of rlothing t<? boats and dKks of cards, the aciual constnir 
tion or creation of the irein could include an!.thing imagin 
ablc! See Special Ingredients for ideas. 

Magical weapons and armor require an mrhanf  aii ifetn 
and a pmn.m'iiqi spell or the priestly equivalents (see pages 
121-122 i n  the D A K ) .  In addition, deviie, with e\pendable 
charges (.nnim offcar, for example) must be imbued with thr  
appropriate spells. Weapoms and armor that have n 3  special 
properiie, i,xcept for coderring rombat bonuses are consia' 
rred ,ing.e-hinction items: i l m s  with bloidinf, conim.znd. 
Jijruytiou, thrwin3,  t i ivltn~, nrrkraiy, <prd, L i I d o i ~ ~ ~ ,  ~ Y I I O I I I  
h u m i i y ,  Ir~l i fn i i ip .  pizriin,& Jurpiwss, -loundhi,q. or ua~rpd 
properrieb arc. considered multiple-huicnon items. Armor! 
that ha\,e special bur ehpeudable propertie, and rfkm 
.dnzsc) are limited-usr items; and wpendable items such a: 
magical arruws or pelins arc single-use item. 

Siii&-use weapons rquirc m e  rare matcrial and ..... 
common prow.;.; 
Sinzlr-funchon weapons and armors require onr exolic 
material. oils cumniun process, and one rare process; 
hlulriple-function wedpons and armors require one 
exotir nidterial and  prorcs-. onc rare proce,5. and oue 
Lorninon prorris pcr function; 
L iiniicd-use armors and rvt,aponi require ont' rxohr 
niaitmal and proce,i, tine rare process, and one common 
prxrss per ubc. 

Cost and Time: Again, thr cost and time required 

-." 

manuracture magical itimi varics depending on rhe cate- 
guy  and the h p e  of i i c m .  For examplr. i i  a mage wishes t 
create a single-function ring worth 1,000 XI: then h c  must  
nut odv spend 1,000 gp (see the "Cost in XI'" column of 
'Iabk 38: hlagical Item Cost and Tune Kcquirmwnts), but 
must also spend 10 w w k  (one week fur  ever)' 100 gp $pel 
;unsrru.ting the ircin. 

Thr cost of any >pccial proces.*'a or nkiterials is not 
included in the bas? iwt it1 ue,ite the item. u> i f  a u.Vard di: 
rovers thai he m u d  uusli one h u n d n d  pearls to ireatc hLs 
dujr df di,il~li"ir.iii~~, it's up to him 10 find the pearl,. The tirr 
reyuirrineni, do not includr any s p ~ d  que.srs or processes 
the character must underrake in order io crrdte the item 

Success or Failure: AI magicdl ireins that fall into th~s 
broad carepry share the same >iiccess roll. .Awiming the 
charaitc,r follows ,111 the incwisar! steps, thcrc 1s a hast 60 
chanre oi success, -1' '" per caster level. -I", per spell or 
speiial pruccss required to create the item. (The -aster's in 
iial m:I~mi .in i t m  or finirhing pwnuiiriwy spells do not 
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Table 3 8  

Magical Item Cost and Time Requirement4 

count against his success chance.) While specialist wizards 
receive a 5% bonus to their success chance when creating an 
item using abilities from their school of specialization, artifi- 
cers gain a special 10% bonus to their success chance due to 
their superior item-crafting skills. 

At the DMs option, characters who display exceptional 
ingenuity or go to exhrme lengths to create an item from 
the very best, most appropriate materials and processes 
available may receive an additional bonus of +5% to +E% 
on their success chance. 

If the character rolls a 96 or higher on his success 
check, the item is cursed in some way. For example, a 
character attempting to produce a cloak of displacement 
might create a cloak of poisonousness instead. If for some 
reason the character was trying to create a cursed item, a 
roll of 96 or higher is a simple failure-he doesn't create a 
beneficial device instead! 

Thedaric is a 14th-levelfire mage who decides to create a 
wand of fire for those times when hers low on memorized spells. 
He easily meets the level requirement and spends a little money 
refirrbishing a laborato y ( in  this case, a forge) that he found in  
the ruins of an archmage's tower. The forge comes with a libranl 
snlyicientfor researching the wand of fire (it's thefirst item 
Thedaric has tried to make). Thedaric uses a contact other 
plane spell to minimize his research effort, so he only requires 
two weeks and 400gp to learn how to create the wand. 

As described in the DMG, the wand of fire is a multiple- 
finction item (it has four separate uses), and a limited-use item, 
since it uses charges. The DM decides that the wand requires one 



casts another battery of the same spells into the wand, just to 
make sure that hegets all thefunctions desired-t worst, the 
wand will have a f m  extra charges on it, so this is a reasonable 
precaution against the possibility of failing in one of these steps. 
Since the wand of fire is a limited-use item, it does not require a 
permanency spell to complete it; afier his second round of spells, 
Thedaric declares that he isfinished. (He's not worried about 
stocking up on charges right now; he just wants to complete the 
initial enchantment, and recharge the wand to its nuximum 
potential later.) 

placed into the wand, andas it turns out, the extrafour spells w m  
an unnecessary precaution; Thedaric succeeded thefirst time 
around. Now the DM checks to see $ the overall process was a suc- 
cess orfailure. "he base chance ofsuccessfor a wand is 6O%, plus 
14%for Thedarics lewl, -12%for spells and special processes. The 
DM decides that Tkedak  was particularly resourceful, and gives 
him a +lo% bonus, and since Thedaric is afire specialist, he gains 
an additional +S% bonus, for a total success chance of 77%. 
Thedaric succeeds and now has a wand of fire; the DM decides 
that the spells he placed into the wand became itsfirst 8 charges 
(each spell was cast into the wand twice.) 

Now, Thedaric will probably seek to recharge the wand. 
Recharging items requires another enchant an item spell, but 
this one is automatically successful. He can then begin to place 
spells into the wand to increase the number of charges, up to its 
maximum of SO. So, after close to a year of adventuring and con- 
struction, Thedaricfinishes his wand offire! Considering the 
immense time and &rt this took a 14th-level character, you can 
see why magical items should be rare and unusual things! 

The DM rolled saving throws vs. spellsfor each spell Thedaric 

When a wizard or priest creates a magical item, he 
spends a lot of time and effort seeking a way to impart to 
his creation the particular qualities and properties he 
desires. While an exhaustive listing of each standard 
item's usual components would be beyond the scope of 
this book (and fairly boring, as well!), we'll take a quick 
look at some good ideas for components, spells, and 
processes designed to imbue an item with the powers the 
character desires. 

Qualities are divided into twelve loose categories: con- 
trol or domination, charm or influence, perception, bodily 
alteration, bodily augmentation, movement, resistance 
and defense, attack or offense, summoning, object alter- 
ation, healing and restoration, and magical manipulation. 
Most items fall into at least one, and sometimes two, of 
these categories. 

Control or Charm: Magical devices of this sort exert a 
compulsion of some kind, forcing compliance from the sub- 
ject. Unlike items that rely on influence or the power of 
emotion, control devices allow the caster to dictate com- 
mands to the subject, which will then be followed to the let- 
ter. Good examples of items that fall into this category 
include potions of giant, dmgon, or undead control, or a ring of 
mammal control or elemental control. 

Materials for these items often include specimens or 
samples from the creature in question-blood, hair, 
sweat, or more intangible qualities. Rare or exotic 
requirements might force the PC to seek out a unique 
individual among the subject race, such as a frost giant 
jarl, or a vampire mage. 

Rings, rods, and staves of this class might require deco- 
rating or engraving with a rune signifying the true, secret 
name of the subjects to be affected. A substance that is 
linked to the subject in some way could be included; fc  
example, a potion of plant control might require the sap UI a 
treant since treants have the ability to animate other 
plants, or the potion might have to be prepared in a vessel 
carved from a treant's heartwood. Similarly, a powdered 
gem taken from a king's crown might be required for a 
potion of human control. 

In many cases, some form of charm, geas, or quest spel 
will be q u i r e d  to enchant the item. 

Influence or Emotion: Magical devices with these 
properties enable the wielder to exert unusual influencL 
over the subject or impart an emotional state of some kind 
without gaining the ability to direct and control his move- 
ments. It is a subtler type of enchantment than outright 
control or domination, with more persistent effects that 
often highlight a player's role-playing ability. The wielaer 
of the item is not able to actually order the subjects about 
but instead presents the subject with strong preference? n- 

impulses that the subject is free to pursue as he sees fit. 
The least subtle of these items simply delivers an over- 
whelming emotion, such as fear or panic, to send the vic- 
tims into instant flight. A ring of human influence, wand of 
fear, or philter of love all fall into this category. 

Unlike the control and charm devices, many devices in 
this category enhance the caster's Charisma or eloquence, 
without regard to the subject's race. Materials associated 
with the emotion required are often incorporated into 
magical items of this type; for example, a wand of fear 
might require a bone from a lich or the terror of a coward. 
Items that confer persuasiveness to a character might 
require something from a creature with natural c h a m  o 
beguiling powers, such as a snake's tongue or wood froiu 
the tree of a dryad. 

Processes could include such things as etching the item 
with the tears of a liar, engraving it with the s e a t  name of 
a terrifying fiend, or tempering it on the altar of a deity of 
love or trickery. Rods, rings, and wands of this type are 
often chased with metals related to the emotions in ques 
tion- silver or gold for noble emotions, lead or iron for 
base ones. 

Spells that may prove useful in enchanting these iterr 
include such things as animal friendship, emotion, enthrall, 
fear, suyyestion, or mass suggestion. 

1 Magical items of this type extend the wearer 
or u ptiom in some way, enabling him to detect 
things ne could not detect before, or extending the range of 
his senses beyond his immediate surroundings. Devices that 
expand the senses include such things as a ring ofx-ray 
vision, a medallion of ESP, or a gem of seeing; items that extend 
the senses include potions of clairaudience or clairvoyance, 
crystal balls, and similar items. 

Materials often include samples or specimens from 
creatures who naturally possess the sense in question, 
such as the wit of a thief, the cunning of a fox, or the pick 
of a dwarf master miner. In addition, gems, glass, or stP"- 
of special clarity or color are often incorporated into 
devices of this nature. 

The processes required may involve more specimens of 
appropriate origin, such as polishing a magical lens with a 
paste made from the eye of a giant eagle or steeping a robe of 
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q e s  in the ichor of an argus. Other processes could include 
such things as grinding lenses or orbs, sanding items with 
special mixtures or compounds, magnetizing metal wands, 
or painting or inscribing an item in a certain design. 

All kinds of divination spells-clairaudience, clairvoyance, 
ESP, detect lie, or true seeing, for example-may be part of the 
item creation process. 

Movement: A great number of magical items impart 
some supernatural means of travel. Some merely augment 
the wearer’s natural abilities, while others open up entire 
new avenues of movement for the character. There are a 
number of movement-enhancing items, including potions 
offlying and levitation, boots of speed, boots of striding and 
springing, carpet offlying, cloak of the bat, wings offlying, 
and many others. 

Once again, specimens from creatures possessing the 
es are often important materials. Feathers 

from rare or unusual birds are frequently used for flying 
magic, while creatures such as grells or beholders provide 
levitation properties. Other materials could be more fantas- 
tic, such as the essence of the north wind. 

Depending on the nature of the item, the process usually 
semes to seal the magical power into the item. Boots might 
be stained with a special mixture or soled by a particular 
craftsman or a special tool. Cloaks might be cured or water- 
proofed in some unusual way 

Useful spells for items conferring movement powers 
include enchantments such as jump, haste,fly, levitate, tele- 
port, polymorph self, wind walk, or plane shift. 

Bodily Alteration: This common category for magical 
items imparts some ability or power not normally pos- 
sessed by the wearer. These abilities are not necessarily 
offensive or defensive, but they can provide the character 
with unusual resistances or camouflage in certain situa- 
tions, Magical items that fall into this category include 
potions of diminution, growth, and gaseous form; items that 
confer invisibility, blending, or disguise abilities; and items 
that provide the wearer with water breathing, adaptation, or 
the ability to change his own shape. Naturally, this cate- 
gory often overlaps with several others since the alteration 
of one’s form can augment the wearer’s powers of move- 
ment, attack, or defense. 
In addition to materials harvested from creatures with 

the desired abilities, inert objects with the desiredproperties 
can be used as materials for these items. For example, a dia- 
mond or crystal of perfect clarity might be useful for invisi- 
jility, while the smallest grain of sand on a beach (now 
there’s a challenge!) might be required for diminution. 
Steam from a certain volcano, or wood from a vampire’s 
:offin, could impart gaseous form. 

process that is reasonable for creating a potion could be 
used. Other items might be steeped in special solutions 
designed to imbue them with the desired powers, or pol- 
ished or painted with the materials required. 

Obviously, most of these items have spells that are 
immediately applicable to the enchantment. Enlarge or its 
reverse are good for diminution and growth; invisibility, 
water breathing, polymorph self, and change selfmay all be use- 
ful for items of th is  type. 

Bodily Augmentation:Items of this type increase abili- 
ties or skills that the wielder already possesses by making 
him stronger and more dexterous, increasing his effective 

Since many of the items in this category are potions, any 



' level, or augmenting his skills in a specific way. Examples 
include a potion of giant strength or heroism, a girdle ofgiant 
strmgth, bracers of archery, or gauntlets ofdexterity. The 
chief difference between this category and the previous 
one is that augmentation changes existing abilities, while 
alteration orovides abilities the character would not other- 
wise have. 

There are three maior classes of item that can augment 
v 

thz user'.. natural abiiirieh: potion, girdlea and gauntlets, 
and books. Potions uften ieaiure the hair, hlood. or sweat ui 
a creaturc pusejsing tnedesired qualitiei-a @ant of thz 
appropnate type for a potiun o f g i a n t  rtrc2ri,<th or a great hcro 
for a polioti u f l i d s i i i .  hlatrrials for persisrmt item, might 
insdude such thing; as an irrow c a n e d  by a master ,.If 
flctcher, leather frum the belt of a giant .hicitain. or steel 
worked by the strm#st ogre in ihe land. 

The pwce-ses requimd for potions have been describrd 
at lengh alrcadv Belts, gauntlei$, and urher such t h m p  
require curing, cutting and shaping, etdung or inscribing, 
piercing, appl\ing metal shi& or fastcners, and finishing 
with various rubs or mixtures. 

Spells that the character may find useful include 
enihmbnents such as .strPn<tli. b1t.i~. prawn, or jpid?r climb. 

Kesistance or Defense: This hrge categor) includrs 
all kinds of device. tha t  pruvidc the user with a re5is- 
tanic, derensc*, or immunitv to suiiic attack torm I hese 
can be divided into two subcaregorie;: phy$ical dciemes, 
which protect the user froni direii artack, and migical 
dcienses, which negate speciiic forms of damJge. ,\ iew 
iiemi in this class provide some benefits agdinst both 
phpkal  and m3gical attack. txampl?, of item, with 
resistance ur  drfm,ivc powers include a l l  kinds nt magi- 
cal armor, p~ltoi is  offir? rijr.itanc< or i r r t ~ i ~ l r ~ e r n b r l i r ~ .  the 
various sorts of prot(~tion scrolls, r i n p  d jmfnJ  rlriddnif. 
>ustmnriiz. ur protrct idi i ,  r l d a k s  J f  prdt&troii or J i r p l ~ i ~ r m ~ ~ ~ ~ I ,  
and many others. 

Naturdll!; favored marcrials indud?  rhmr  that .ire 
resistant to the tvpe ut damage defended against by thc 
item. These can be minerals or substances rnat posses, the 
qu.ditics desircd-diamonds for hardnes5, special clay or 
crystal fur  acid resisrance. various metals and allovi fur 
4rengrh and rrsilirnce-or 5amples fruni a creature 
known for a certain defense, such a5 the hide of a dia- 
placer beast or blink dog, the scale ui a dragon. or the 
shell of a giant t<rrtuise. Finallv, substance, ininucd to rhr. 
creature could be used to make a ward; garlic. huly svm- 
bok, or holy water could be incurporated into an nniul i t  
;wms iiiiJc2Ad. 

beam. or thz morning mists un a svlvan lakc may he 
mquired instead of physical substances. A scnrib trrsid; 
p l e m s  might rrquue the aumating $park OF d flesh golcm, 
or the pih of an iron golem. 

Items uf this class take many shapes aid iarms, but 
potions, armor, clothing. and jewelr). art. the must common 
varieticr. The processes involved depend on the exact torm 
of the item. I-lowcver, p~i:es.es designed to lend strength- 
tcmpering, shellacking or enamelling. or bunding-are irc- 
quently used to h u h  these items. Anv numher ui  spells 
provide deienws or rvsistanccs of jome hind: thzsc mav bt, 
u;eful in the creation proces,. 

Healing and Restoration: l<e,istanccs generallv prevent 
injury fruni taking place. hut magic of rhrs category concen- 

lnrangible materials SUA as a h g h t ' s  courage, a moun- 

trates on the swift repair of damage or adverse conditions. 
Some types of item instead offer enhanced health or 
longevity; in general, if an item affects the metabolism of 
the wearer for the purpose of preserving his health, it falls 
into this category instead of bodily augmentation. Items in 
this category include potions of healing and longeoity, elixirs 01 
health and vitality, ring of regeneration, staff ofcuring, and peri- 
apts ofhealth or wound closure. 

Many of these devices or brews require herbs, which are 
special medicines and preparations famed for their healing 
potency. These herbs may require special harvesting or 
treatment before they can be incorporated into an item. In 
addition, animal samples from creatures who enjoy the 
properties in question can be useful; for example, a ring of 
regeneration may require the heart of a troll, while very long 
lived creatures (elves, treants, or dragons) may be useful for 
magic that prolongs life. 

Adventurers are most familiar with potions of this type, 
and these require the same steps or processes that other 
potions d-distilling, brewing, aging, purification, and so 
on. Spells of healing and restoration are often required for 
creating items of this class, which means that mast of these 
devices are created by priest characters. 
Attack or Offense: As the largest single category of mag 

ical items, these devices with offensive powers range from 
simple enchanted weapons to mighty staves with a dazzling 
array of dreadful powers. Most rods, staves, and wands fall 
into this category along with almost all weapons and a fair 
number of rings, potions, and miscellaneous magical items. 
Just like defensive items, attack devices provide the wielder 
with either combat bonuses or magical effects, and a few 
(such as a staff of power) provide both. 

Weapons and other items designed to strike blows at an 
enemy usually rely on materials designed to grant extraor- 
dinary strength, sharpness, flexibility, or lightness and ease 
of use. Special minerals 'for the weapon's alloy are quite 
common. In addition, weapons with special qualities (quick- 
ness, wounding, hurling, and so on) may indude samples 
from creatures that naturally possess these powers; a sword 
oflife stealing might require the essence of a wraith, while a 
mace ojdisruption could incorporate the holy symbol of a 
patriarch dead 1,000 years. 

Devices that project magical attacks at the wielder': 
enemy often require materials that reflect their M&. n 
wand of fost  could be made from a n  icicle, the bones of a 
frost giant shaman, or the fang of a white dragon. A staff of 
thunder and lightning might require wood taken from a light- 
ning-struck treant; a ring ofshocking grasp that is etched with 
a solution made from the blood of electric eels is also appro- 
priate. Obviously, there is a wonderful variety of ideas to 
choose from! 

The process involved reflects the item in some way 
Again, items meant to be employed as weapons will often 
feature some kind of tempering or strengthening, while 
other items could be finished in any number of ways. Items 
of this type that require charges may need certain spells to 
be cast into them over and over again during the creation 
process 

Mag Magical items that affect other 
magica: _____.l, ~ ~ - .  ___ hical powers to their owners, or 
somehow augment or enhance the spell capability of their 
owners belong to this group. These items are among the 
most potent in the AD&D game system. This category 
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includes rings of spell storing, spell turning, and wizardry; rods 
of absorption and cancellation; wand of negation; earl of power; 

plentifil potions. 
Generally, items of this sort require either highly magi- 

cal or highly antimagical materials since they are 
designed to manipulate the very stuff of magic itself. 
Magical materials include special alloys of meteoric or 
extraplanar minerals, as well as things such'as a unicorn's 

and the horn of Valhalla. 

incense of meditation; book of infinite spells; and K e beaker of 

horn,-a kirin's hooves, the bones of an archmage, or the 
holy symbol of a saint. Antimagical materials could c o n  
sist of specimens from creatures with high magic resis- 
tance, iron taken from a nonmagical prime material 
world, or wood from a tree rooted in a magic-dead area in 
worlds where such places exist. 

Processes suitable for items of this type may involve pol- 
ishing or etching with a solution of magical or antimagical 
substances, tempering or engraving it in a place of great 
magical potential (the extraplanar domain of a god of 
magic, for example), or bathing it in the raw stuff of magic, 
such as a wild mage's wildfire spell. 

Spells suitable for empowering magic-manipulating , 
items include dweomers such as antimagic skll, dispel mgc,  
Mordenkainen's disjunction, or spell turning. Pfiests may rely 
on imbue with spell ability or holy word. 

Matter Manipulation: Items of this sort are designed to 
have their greatest effects on inanimate objects or sub- 
stances by transforming, destroying, or otherwise altering 
something without making a direct attack. Matter-manipu- 
lating devices include potion of sweetwater, oil of timelessness, 
wand offlame extinguishing, decanter of endless water, maul of 
the titans, or the horn ofcollapsing. While many of these 
devices have obvious applications as weapons in certain sit- 
uations, in most cases this is an incidental benefit or hazard 
of their normal function. 

Materials for these items often consist of substances that 
have the effect desired or animal samples from creatures 
that can perform the intended action. For example, a wand of 
flame extinguishing could incorporate ice or water from the 
heart of the Elemental Plane of Water, while a spade ofcolos- 
sal excavation might require the ground-up claws of a giant 
badger to be mixed into the alloy for the shovel's blade. In a 
couple of cases, the item contains some kind of link to one 
of the elemental planes and produces an endless supply of 
one substance or another. 

The process vanes with the type of item; tools may 
require balancing, sharpening, or tempering of some kind. 
Swlls that may be us& include dia, move 
earth, temporal>tasis, pur& food and &ink, and 
other spells designed to affect objects. 

sters, servants, or champions to aid the 
wielder fall into the class of summoning 
devices. In addition to the devices which 
obviously bring creatures from distant 
locales,figurines of wondrous power and other 
objects that transform into living servitob 
can be considered summoning devices since 
the overall effect (i.e., the user gains a useful 
ally of some kind) is much the same. Other 
summoning items include a ring ofdjinni 
summoning, staffof swarming insects, brazier 
commandingfire elementals, pipes of the sewers, 

Summoning: Items that summon mon- 

Summoninl: devices almost always include materials that 
are pleasing to the creatures to be commanded, or at least sig- 
nify them in some way For example, a horn of ValhuJla might 
require the courage of a berserker, iron from the riven shield 
of a miehtv hero. or gold won from a draeon's hoard. . "  
0evices"bh to summon extraplanar mohers  often feature 
material collected on the subiect creature's home Plane. 

The finishing processes <>t a 5ummonu7g d&e usually 
rsiniorce rlie b o d  with chc* narri;olarcreaturr hv bathing II 

steeping the item in the cre&re's blood or by sdmehow- 
imbuing it with a substance desired by the monster. Several 
spells may prove useful in creating these items, including 
gnte, exaction, entrapment, conjure elemental, or binding. 

Items That No Player Character 
lShould Create 

llie rules fm :rearing magical items nllvw the DM a 
grear amnulit "i latitudr i i i  determining it.4 hob. difficult 
the creation of anv particulw item is  going to hc.. Ahw all, 
thc st'dr~li fur  a fen euotic materials and pn~vsscs can keep 
an ambitious PC busy fur ye.irs! And the nilcs haw becn 
scaled to make tlir in551 powertul and d'*adlv items prohib 
tivvly c.xpmsive 3nd time-.oniunting. But, despiie these 
,aicguards there are st i l l  a iew itan.: that are lust too pow. 
eriul fur a playsr ilinrait?r to cr,~.itc. 

The iirst iwm i i  x t u a U y  an cntire catcgury--mngi< 
books. Books. tome,, Iihrams, inanuals, and other suc 
item5 pro\ ide the sharaircr ivirh thc %ibibt! to build l u m d  
:m instnnl kvcl gam a r  quickly enhance hi5 abilitv scores. 11 
musr campaigns. It's safz to assume tliar magicat buok, are 
demi-arhfaLts eiidowcd nirh a spccial purpuw and a near- 
srntient ralenr f u r  shipping out un their prcsent owners. I: 
ulL?tdvL~r reasuns, power'beynnd mortal ken had a hand 
the irearion of thew dc,.ir&, .itid the unlv ihxa&rs nho 
i m  Jiiplicale the Ifat are those whu \land on the verge uf 
Jivine .wen5ion. 

The neht tuw item, .ire strnp1.1' io ine\pliiahly w a r d  
that the rza,on, i r h y  a PC \rauld \ v i h  t\? ireate une or the 
other is almdjt  impoisible to idrhom. The3e are the dpck J/ 
manu lh ir f i j  and tlie s ~ ~ / r ~ ~ ~ ~ . o f . i ~ r , r i l r r l o f i , ~ n .  Both have puten- 
tially disajtiou> ct,n%quenc?s torn campaign and should 
be ~ x t r r ~ r n v l y  rclrc in any went. In particular. players seem 
to have a vindictive strzdk with regard to  .qdtrm q f a i i n i h t -  
qrtur! .  using them tnd,, things like drain ,ea> and devmr 

ll3 
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planets. The DM is well advised to prevent PCs from 
making a few dozen of these to liven up his world. The 
deck of many fbings, on the other hand, offers instant level 
gams and other such game-busting benefits. If a group of 1 PCs finds one after an  arduous adventure and chooses to 
experiment with it, they’ve earned the privilege. But 
preparing a new deck on demand is a privilege too dan- 
gerous for most players. 

The last category is the least spectacular: special racial 
magic, such as cloaks or boots of elvenkind. Unless the 
character is a member of the race in question, he should- 
n’t be able to create these items. However, if the charac- 
ter is an elf (for example), and he’s a priest that has risen 
high enough in level to contemplate the manufacture of 
these devices, there’s no reason the DM couldn’t allow 
him to do so as long as he follows the normal rules for 
item creation. 

enchnnt nn item), as  long as the character can also cast the 
hichest-level soell simulated or cast by the item. For 

Recharging Magical Items 
Items that possess charges, such as most wands or 

rods, can be recharged. Some item descriptions name the 
particular class and level of character that can recharge 
the item; for example, a rod ofsecurity can,only be 
recharged by the combined efforts of a wizard and priest 
of 18th level or higher. If the item description does not 
specify the level required to recharge it, $en it can be 
recharged by any character who can create an item &e., 
an 11th-level priest, or a wizard with the ability to cast 

example, the Gghest-level spell incorporated in a wand of 
fire is wall offire, a 4th-level wizard spell, which can be 
cast by a wizard of 7th level or higher; therefore, if the 
wizard knows wall offire, it‘s the requirement to enchant an 
item that is the pressing issue in this case. 

If the character can use the appropriate spells, an item 
can be recharged by simply casting enchant an item and then 
making a saving throw vs. spell to see if the spell takes. 
(Priests spend a week praying at their consecrated altar to 
recharge their items.) If the enchant an item succeeds, the 
character may then cast the appropriate spells into the item, 
taking ld4 hours per spell. If the preparatory spell fails, 
then the caster must make another saving throw vs. spell 
with a -1 penalty this time; failing this save ~ s u l b  in the 
item’s ruin. It will never be usable again. 

Assuming the character doesn’t spoil the item by 
attempting to recharge it, he may then begin to place spells 
of the appropriate type into the item. As long as he begins 
the next spell within 24 hours of finishing the last one, he 
can pour charges into the item without stopping to use 
enchant an item again. Success is automatic, and the charac- 
ter can place as many (or as few) additional charges into 
the item as he likes. However, he may never overcharge 
the item by placing more charges into it than it could have 
at its maximum. For example, a ring of the ram can hold as 
many as 10 charges at one time, so it can’t ha rorhsroarl 
past that limit. 
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: Who notices when spells are being cast? 
who is directlv observinz the caster 

If you’ve played the AD&D 
game for anv amount of time, Spell 

I 

you are alreidy quite familiar lharacteristics with a number of spell charac- 
istics such as range, duration, area of effect, ana other such 
ribub. Some characteristics are fixed values, while others 
iy vary with the caster‘s level. PLAYER’S OPTION: Spells 6. 
igic introduces the new characteristics of casting subtlety 
3. sensory signature, which describe the obviousness of a 
?ll’s casting or effects. 
In addition to perception characteristics, we’ll also take a 
,kat spells that may create knockdowns (a concept from 
!PLAYER’S OmrON: Combat b Tactics book), as well as spells 
It req& attack roll- on the part of the caster. 

sting SubtleLJ 
7 many situations, a wizard or priest couldn’t care less 

io sees him casting a spell. When an archmage is getting 
Idy to electrocute a band of ogres with his chain lightning 
?]I, he usually doesn‘t take any steps to conceal what he is 
ing and casts the spell in the most expedient fashion pos- 
le. On the other hand, some situations require great deli- 
:yon the part of the character. When a wizard wants to 
,1111 a guard-captain in front of the captain‘s detachment 
soldiers, he’ll have to be very careful not to tip his hand. 
Naturally, some spells are more subtle than others. There 
! a number of factors to take into consideration-the 
mber of components required, the size of the material 
nponents, the length of the casting time, and whether or 
t the spell requires some unusual behavior or speech on 
?part of the caster. 

notices the strange gestures or a& of conceGtration that 
characterize a spell. Depending on the lighting conditions 
and the amount of distractions nearby, an observer might be 
able to notice the spellcaster’s actions from as  far as 30 to 50 
feet away. Casual observers-people who are on the scene, 
but don’t have any particular reason to be wat 
spellcaster-rarely notice the spell unless it’s 
obvious. If it’s important to know whether or 
lar NPC or monster notices the spellcaster‘s actions, the DM 
can make an Intelligence check for that character (Intelli- 
gence acts as a measure of a character’s perceptiveness). 

Subtlety Rating: A spell’s subtlety rating is the overall 
measure of how easily the caster‘s actions are detected by 
an observer. In some cases, the spell is automatically 
detected; any character within 10 feet who spec$cally 
watches the spellcaster (for example, someone engaged in 
melee with the caster, or a vigilant guard) will automatically 
notice that the character is attempting a spell. However, if 
an Intelligence check is used to determine whether or 
character notices a spell, the subtlety rating is used as 
modifier to the character’s roll. 

The spell’s subtlety rating is figured as shown in Table 
3 9  Spell Subtlety Modifiers. 

Casting time is a n  important factor in the subtlety of a 
spell, since the longer the character is involved in the spell, 
the more likely it is that someone will notice him. The num- 
ber of components involved measures how complicated the 
spell is and how difficult it is to cast. Last but not least, 
some spells clearly require some unusual actions or behav- 
iors that may be hard to disguise. However, if the caster can 
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Table 39: 

Spell Subtlety Modifiers 
Modifier Condition 

+1 
+2 
+3 
+5 
+l Includes verbal component 
+I Includes somatic component 
+I 
+1 

Casthg time of 4 or higher 
Casting time of 7 or higher 
Casting time of one round or more 
Casting time of one day or more 

Per three material components included 
Spell includes unusual action (sin&g, 

1 1  

Zapping, etc.) 
Spell requires dramatic action (shatter- +2 
&g gembr breaking item, capering and 
dancing, shouting, etc.) 

i +4 Spell requires very ohvious action (a full 
religious ritual, drawing a circle on the 
ground with powder, etc.) 
Character going out of his way to he 
noticed 

+6 

Poor lighting I I 1; Backeround noise can mask sounds 

I -2 Distr&ng activity nearby I j 
mask his actions by performing them in a place or manner 
that wouldn't be suspicious (for example, dancing or clap- 
ping in a street carnival, or shouting on a crowded hattle- 
field) this last modifier can be negated. 

The spell's subtlety rating is the total of its modifiers. It is 
applied to an observer's Intelligence when rolling a n  Intelli- 
gence check to see if he or she notices the physical act of spell- 
casting. Rememher, in many cases an Intelligace check is 
completely unnecessary-a wizard who casts a spell in a pitch- 
black room won't be seen hy anyone, while a priest who use 
magic in a crowded town market is prohahly going to he 
noticed hy someone nearhy. 

Vorgaad, a necromancer, is enjoying a stout ale in  his favorite 
taproom when a pushy paladin challenges him over some trifing 
issue of raising decently buried townsfolk and using them for his 
o m  evil ends. Vorgaad sighs and orders his minion Azoth to 
accept the paladin's challenge. Accompanied by a large number of 
tavern-goms, all concerned step outside into the torchlit yard of 
the inn. Vorgaad decides that the paladin will cut Azoth to pieces 
ifhe doesn't do something and decides to use stoneskin on Azoth 
to even the odds. Stoneskin has a casting time of 1 and requires 
verbal, somatic, and material components. As a result, its total 
subtlefy rafing is 4.  In addition, the DM rules that the act of 
sprinkling granite and diamond dust over Azoth is strange 
enough for an additional +1 bonus, giving anyone nearby a t5  
bonus to their chance to detect Vorgaads spell. However, the light 
in  the courtyard, the din of the crowd, and the spectacle of Azoth 
taunting the paladin all help Vorgaad remain unnoticed; taken 
together, thpse reduce the bonus to 0. A n y  bystander who succeeds 
in an Intelligence check sees Vorgaad cast his spell. 

Note that characters can sometimes deceive intelligent 
enemies hy pretending to cast spells. The would-be trickster 
should have some idea of what he's doing; otherwise he's 

just flailing his arms around and shouting nonsense (which 
might he a distraction in and of itself!) It also helps a lot if 
the tareet of the charade has seen that particular character 

Gisual signature a5 well. 
Smell: Enchantments such as stinkins cloud and cloudkill 

am t h -  oh, iouj d i e d e n  i n  chi., z.itegon, hut othcr ipells 
m y  lsav2 olfactor\. sigrkllurrs bchmd, particdarig 5prlk thdt 
5tdrt hi. The punynt f u n i s  of a ~ I J ? J ~ ? ~ / I I I I : ~  or m:rii.I!.iy 
:lad speU may e a d y  be the f i rs thing ,in ob*n,zr notices. 
Fven beion. he >e'> the smoke. 

notiLC- a s p e l l ' s  efrtvr by thrse method,, hs' i  already qwte 
awars uf tht, f x t  rli.lr magic has heen used against him 
Howe\er, b i  smno ia3eb.. rhis might hc, a ChJracter's onl! 
Lvav I,) ,%>trct .i 5pell For sample, a rhardctvr who has h r in  
niagicsillv I i l i i id~d and .irq?iid would still ice1 the warmth of 
,I distaotfirdi.il1 on his iace or feel rhr trmior:, caused hy a 
pries 5 e,irl/l.]l#A? 

Touch and Taste: U-ually. iia uiarasrer's clou mough to 

6t.rcnqth L o1'Scnsory Signatui*cs 
~ l l  s ~ r t 5  ui cundirions may urtlurnce the obviousness of 

<I +dI; a I i~ht i i i i i .<  boll may bz redured tu a dim, disrant 
fla5h i n  a deep fog, hut the rrack sf the rhunderholt will srill 
h r  quik  audible! l h e  number uf creatur?> .ifirctcd by 2 spell 
d n  be uscd a. d r<,u&h niea7ure of the strength of d senairy 
signaturt,, a, 5hou.n in Tahle Ul. Senwry Signaturr3 

For rwmplc. atiwball normall!. affects a 2J-iwr rad i is ,  
,o it w.,uld be convdered a huge signariur detectable at a 
ran,!,e oi 5i1.1 f ~ e t  under g0o.i \ h h l l i t y  conditidns On the 
othcr h.i!i.i, ~ ~ ~ ~ l ~ { ~ t ~ ~ ~ r p l t  .iilbr difccts only dnr targut, so i t  
wm~l.i ht, a medium signaturr spotrc,d ar d range oi 50 iezr. 
Obvwii4y, the D\I tiah a gear  deal d Iatirude here; s p ~ l l s  
break the rulcc. of tht! gama, and many dc@ clossiflcdtion. 

lithe visibilit) is pwr. the range, listed .ihwr Lou11 

'I 
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reduced by as much as 50 to 75 percent. However, simple 
darkness may not conceal spells with brilliant or fiery 
effects; if anything, afireball or lightning bolt is even more 
visible at nighttime than it is in daylight! 

Spells can usually be heard or smelled at half the range 
they can be seen and felt at one-tenth the visibility range. 
The roar of afireball normally carries for 250 feet or so, even 
if the blast itself is out of sight around a comer or behind a 
hill. A deafened character who isn’t looking at the blast can I stdl feel the heat of thefireball from as far as 50 feet away. 
However, sound and smells may not propagate in a perfect 
circle from the spell’s targeting point-if there’s a strong 
wind blowing, the faint stench of a stinking cloud may be 
noticeable a mi le  or more downwind, while stone walk and 
large areas of still water may reflect or bounce sounds to 
several times their normal carrying distance. 

Table 4 0  

Sensory Signaturea 
Visible ai Range 

Sensory 8ignatures by 8chool 
While each school of magic includes a variety of different 

spells, it’s possible to make some general observations 
about each school. Both priest and wizard spells of the 
listed type share some common sensory signatures. 

Spells of t h i s  type fall into three loose cate- 
go1 at create bamers, those that enhance the 
recipients resBtance to attack, and those that directly attack 
the offending creature or object. Barriers include spells such 
as protection from evil, minor globe of invulnerability, antimagic 
shell, or prismatic sphere; generally, these spells have a nor- 
mal visible signature for their sue, but don’t produce odd 
smells or sounds. Spells that enhance resistance include 
sanctuary, nondetection, or protectionfrom normal missiles. 
These enchantments have small signatures or no discernible 
signatures at all. Abjurations that attack the offending crea- 
ture includefire trap, repulsion, or banishment; they may 
include sight and sound signatures as normal for their area 
of effect. The following are some specific examples: 

Protectionfrom evil: moderate visual; 
Minor globe of invulnerability: small visual; 
Banishment: small visual, small audio. 

Alterations: This broad school includes spells designed to 
accomplish a multitude of effects. As a gross generalization, 
all alterations have the signahres derived from their areas of 
effect with a couple of notable exceptions. Alteration spells 
that affect other sDelk (the so-called ”metamaeic” swells. like 

ally have no signature at all. Specific examples appear below: 
9 Burning hands: moderate visual and audio; 

Haste: no signature at all; 
Animal growth: moderate visual and audio. 

Conjurations: Most conjurations involve visual sensory 
signatures since people on the scene notice whatever it is 
that just appeared, but audio signatures are unusual. 
Instead, olfactory signatures-strange smells and odors- 
often accompany spells of this school. Also, tactile sensa- 
tions such as chills, goosebumps, or nausea may come into 
play when doors to other dimensions are opened in the 
vicinity The following are specific examples: 

Unseen servant: small audio and tactile; 
Monster summoning: moderate visual; 
Power word: small audio and tactile. 

Divinations: A great number of divinations have no sen- 
sory signature at all since they impart information directly 
to the caster’s awareness. However, some divination spells 
(such as detect magic) cause the items or objects in question 
to glow, so that anyone nearby can see them. 

Enchantments: Spells of this type that directly manipu- 
late the subject’s mental or emotional state have no signa- 
ture to speak of, but a few spells of this type that relay com- 
pulsions or orders, or affect objects instead of people (com- 
mand, bind, ray of enfeeblement, snake charm, trip, or snare, 
name a few examples) have normal sensory signatures 
appropriate for their areas of effect. 

Charm person: no sensory signature; 
Hold person: moderate visualltactile signatu 
Ray of enfeeblement: small visuallaudio signa 

Illusions: In one sense, illusions arr nothing more than sen- 
sory signa- with no reality attached to thm The ceniral 
spells of this sd.lool-phantasmalforce and its various improve 
ments and refinemenb-are designed to create the largest ”sig- 
nature’’ possible and may easily be observed from quite a dis- 
tance away. A few illusion spells work directly on the mind of 
the subject and have a much smaller sensory effeb; these 
include misdirection, phantasmal killer, or eyebite. Illusions that 
mask or conceal something else have no true sensory signature 
in and of themselves; if an invisible wizad was surrounded by a 
glow or gained a pungent odor, the spell would be worthless! 

Phantasmalforce: visual signature by area affected 

Eyebite: no sensory signature. 
Wraithform: small visual/tactile signa 

I: Without question, the school of invocation1 
evc ides the most spectacular spells available to a 
wizard or priest. Like it or not, a wizard who throwsfireballs 
and lightning bolts is creating a fireworks show that people 
can see and hear for quite a distance away Blinding flashes 
of light and deafening peals of thunder leave no doubt in 
the observer’s mind that magic is at work here. Here are 
some classic examples: 

Magic missile: moderate visual signamre; 
Fireball: huge visual, moderate audioltactile; 
Cloudkill: large visual, large olfactory. 

N e m a n a e s :  While spells of this school can be extrrmely 
potent, the flash and bang of a powerful invocation isn’t found 

far reaching or &&‘s mnemonic enkancer) and sFells hat  imbue 
the caster wth a quality that dwsn’t change lus appearance 
(comprehend languages,fly, or water breathing, for example) usu- 
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m most necromancy swells Most nenomancv spells affect only 
a single subject at ;&e. T a d e  sensations sud; as chills, nau: 
sea, os disorientation are somewhat more common in neaw 
mancy than thunderous detonations or weird haloes of light. 
The following are some good examples of necromancy spells: 

Enerimtion: small visual/audio/tactile; 
Animate dead: moderate visualltactile; 
Cure serious wounds: small visual/tactile. 

8pells with Attack Rolls - 
A small number of spells require the caster to make an 

attack roll in order to deliver damage or other effects to the 
victim. Some of these can be very potent, but their power 
is limited by the requirement to actually touch the subject 
with a successful attack roll. Generally, the caster can exe- 
cute a touch attack (os roll an attack roll) as soon as he fin- 
ishes casting the spell, or he can delay until the end of the 
current round and then make his attack. However, if the 
caster doesn’t attempt to discharge the spell in the round 
in which it is cast, it is wasted unless the spell has a dura- 
tion of more than one round. For example, cause light 
wounds must be used in the same sound in which it is 
cast, but since chill touch lasts a minimum of four rounds, 
the caster doesn’t have to “use it or lose it” in the round 
he casts the spell. 

injure the target or breach the victim’s armor; even a 
glancing touch will be sufficient to discharge the spell’s 
effects on the target. Spells of this type ignore the portion of 
the victim’s Armor Class that is deriwdfrom wearing armor, 
In other words, only Dexterity-based and magical adjust- 
ments help a character’s Armor Class against some magi- 
cal attacks. 

Anumber of spells don’t require the caster to actually 

Oromonos the wizard takes a dislike to mz obnoxious m v d  

the DM rul& t&t theguard’s plate mail cl won’t help him.- 
Only the I-point Armor Class bonus-for the armor’s enchant- 
ment counts for theguard’s AC, which makes him AC 9 to 
Oromonos’s attack instead of his usual AC 2. 

I;; 
Which spells qualify as spells that bypass armor? Basi- 

cally, this is a judgment call for the DM. In order to gajn 
this advantage, the spell description should clearly imply 
that the spell would take effect even if it struck the victim 
on the breastplate instead of requiring the caster’s hand to 
actually touch exposed skin. Another way of looking at it is 
this: Does the spell emulate the action of a normal weapon, 
such as a sword, arrow, or dagger? If it does, the spell defi- 
nitely requires a normal attack roll on the part of the caster, 
but if the spell affects the victim’s life force or achieves its 
effect from simple contact, the subject’s armor is ignored. 

Spells that directly affect the subjwt’s life force include 
most of the necromantic touch spells (chill touch, vampific 
touch, “era drain, etc.), the various cause wound spells and 
other reversals of healing spells such as poison, slay living, 
and destruction. The victim’s armor does not help to protect 
him from thee attacks. SpeUs that somehow change or alter 
the victim’s status, such as imprisonment, plane sh9 ,  or dispel 
evil also ignore armos. 

Asecond category of spells that can affect the victim 

through his armor includes spells that produce enerw or 
forces against which armor is useless. For example, shocking 
grasp, chromatic orb, watery double, produceflam,fire seeds, or 
crwstalbrittle can affect a n  armored os unarmored person 
equally well. 

Some spells that use attack rolls but ignore the victim’s 
armor appear in Table 41: Armor-Breaching Spells. 

Spells that create physical attacks or emulate the effects of 
weapons include such enchantments as ice knife, hovering skull 
Mordenkaiwn‘s sword, and spiritual hammer Since these spells 
manifest as tangible weapons and are wielded in the same 
way, the subject is allowed the full benefit of his or her armor. 
See Table 42: Armor-Obseming Spells. 

Table 41: 

hmor-Bremhing &pelts 

chaotic s l q i  (4th)’ 

Sol‘s searing orb (6th)‘ 
destruction (7th) 

From The Cmnplete Wtzards Hand& 
From Tome of M a p  

11 Armor-Observing 8pells 

1 

fist ofstone (1st)‘ 
ice knlfe (2nd)’ 
Melfs acid arrow (2nd) 
bone club (3rd)’ 
hovering skull (3rd)‘ 
Merfs minute meteors (3rd) 

Priest Spells 

snapping teeth (3rd)‘ 
turn pebble to boulder (4th)* 

chws of the umber hulk (6th)2 

Mordenkamm’s sword (7th) 

, magrcal stone (1st) , shillelagh (1st) ’ 
rrtua2 hammer (2nd) 

From The Complete Wizards Hand 
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om1 6. Tal ;In the revised initia- 

tiV intrOl ’ Coml Tactics book, spells 
that require attack rolls are cast as normal (i.e., on the fast, 
average, or slow phase, as appropriate for the casting time). 
After the spell is invoked, the caster may then make his 
attack for the round in any subsequent phase. For example, 
a wizard who casts chill touch, a fast spell, may then make a 
touch attackin the average, slow, or very slow phases. Note 
that the character still receives only one attack per round. 

Even though the wizard will often be ’unanned‘ when he 
uses a touch attack spell, he does not provoke a n  attack of 
opportunity since he’s not attempting to initiate unarmed 
combat. All he needs to do is touch the subject, not land a 
full-force punch or wrestle with the fellow. However, a vic- 
tim who is guarding will still be able to make his own attack 
before the wizard can deliver his touch-based attack. 

The concept of knockdowns was intmduced in the PLAYER’S 
0 ~ ~ 1 0 ~ ;  Combat b Tactics rulebook. Knockdowns are hits that 
send the victim flying or put him on the ground, knocking him 
prone. The ability to cause a knockdown varies from weapon 
to weapon, and the larger the target, the more resistant he is to 
knockdown results. Very few a t t a h  have the power to put a 
frost giant flat on his back! 

ously has the potential to take an opponent off his feet, 
many spells also have the ability to drive a victim to the 
ground with tremendous force, shock, or concussion. In 
some cases, spell energy may cause knockdowns through 
spasms, intense pain, or physiological shock as well as sheer 
impact energy. 

The likelihood of a weapon (or a spell) 
to cause a knocka,.m is governed by the size of the knock- 
down die. Any time a character suffers damage from a spell, 
the caster may roll a knockdown die to see if there is a 
chance for a knockdown. If the number rolled on the knock- 
down die is higher than the victim’s knockdown number, he 
must roll a saving throw vs. death magic or fall down. 

Usually, being knocked down forces the character to 
spend his next action or attack standing again. Standing is 
treated as moving half the character’s normal movement 
rating, so a knocked-down fighter could choose to stand in 
the following round and still receive his normal allotment of 
melee attacks, while a hocked-down archer who stood up 
would have to fire at X his normal rate of fire. (See What 
You Can Do in One Round, page 122 of the PHB.) 

While a character is on the ground, he is especially vulner- 
able to attack. Anyone attacking the knocked-down character 
gains a +4 bonus to hit, and the prone character may not 
apply his Dexterity adjustment (if any) to his Armor Class. 
Obviously, it’s worth the time to stand up again! 

I: A character’s resistance to knock- 
dc us knwkdown number. Size is the 
mosr unporranr cnaracreristic here, although a character with 
a good saving throw will avoid many knockdowns regard- 
less of his size. See Table 4 3  Knockdown Numbers by Size. 

Oromonos isn’t done with that guard yet. Since the shocking 
grasp didn’t detm thefellow, Oromonos throws a lightning bolt at 
him at point-blank range. The l i g h m g  bolt has a knockdown die 
of d12 (we‘ll discuss knockdown die suesfor particular spells in a 

While a club-wielding giant or a powerful barbarian obvi- 

Knockdown D 

W moment), and Oromonos rolls an 8 with the d12 while he’s rolling 
his damagefor the spell. Since the guard is a human (size M )  and 
therefore knocked down on a 7 or better, he must now make a saving 
throw vs. death magic or hit the turf. Although the fellow does save 
against the lightning bolt itself, he blows his knockdown save and 
winds up on the ground, wondering what hit him. 

and Knc 
Clearly, not every spell has the potential for a knock- 

down. Enchantments such as charm person or slow may c 
ate serious difficulties for the victim, but they’re not goLb 
to throw him to the ground in the process. Other spells 
cause ’knockdowns’ just by their nature; s k q ,  grease, and ice 
storm can put creatures on the ground by virtue of their nor- 
mal effects. Table 44: Spells with Knockdown Effects list 
spells that actually use the knockdown d e s .  

For spells from other sources, use your best judgment 
in assigning a knockdown die. First of all, the spell must 
deliver energy to the target or cause a physiological reac- 
tion that might cause the subject to lose control of his 
limbs-for example, the agony associated with Abi- 
Dalzim’s horrid wilting or throbbing bones has a chance t 
distract even the stoutest warrior, despite the fact that nei- 
ther spell actually strikes the victim with a tangible blow. 
You may observe that lightning bolts are particularly good 
for knockdowns, because they strike the target with an 
immense amount of energy and electrocute the victim at 
the same time! 

Spells that stun, daze, sleep, confuse, charm, hold, 
fumble, or tangle the opponent don‘t need a knockdo 
die; if the spell succeeds, the victim is hindered by the 
action of the spell itself, and a knockdown would be 
redundant. Last but not least, spells that simulate weapons 
(Mordenkainen’s sword, for example) can use a knockdown 
die based on the weapon itself; see PLAYER’S OPTION: Com- 
bat C. Tactics for a complete listing of weapons and knock- 
down ratings. 

Evervonc, knows that afirpball does ld6 Collateral dlaniare us1 kvdl of the caster, but have 
you e;k;stopped to consider what else a 
ball of flame 40 feet across micht do? 

Effects First of all, afireball will start ;lot of 
fires, esueciallv in medieval setlings 

with thatch-roofed 
houses, garments 
redolenrwith ani- 
mal oils and tan- 
ning chemicals, 
and lots of wooden 
construction. Sec- 
ondly, the residual 
fires left by afireball 
will produce 
smoke-probably a 
lot of it, as many 
fires smoke very 
heavily just when 
they’re getting 
started. Next, afire- 
ball may foul the air 
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of a confined space by consuming a great amount of the 
available oxygen. But, for most players and DMs, the same 
fireball did 17 points of damage, and that was it! 

In this section, we’ll take a quick look at unusual effects 
that may accompany the use of many powerful spells. In mil- 
itary terms, these incidental effects am referred to as collateral 
damage-a PC wizard probably isn’t trying to start a three- 
alarm fire when he torches a city guard with his bunring 
hanBs spell, but it might happen anyway Depending on the 
DMs mischievousness, all kinds of mayhem may break loose 
when wizards start throwing heavydamage spells amund. 

The most important characteristic of a spell for purposes of 
collateral effects is its general type and purpose. There isn’t a 
whole lot of fallout from a cham person or magic missile spell, 
but many other spells cEate environmental effects that may 
be lone-lasting or even permanent. 

A great number of spells employ fire as a weapon. Fires 
create smoke, foul contained atmospheres, and may spread 
to nearby flammables. 

objects or creatures do. Afireball thrown in an unfurnished 
room of bare stone against a creature that won’t burn well 
(say, a n  ice elemental) will leave very little in the way of 
heavy smoke. On the other hand, afireball thrown in a sod 
house or a wooden building cluttered with greasy old furs 
and shoddy furniture will aeate a number of smoky resid- 
ual fires and quickly cloud up the surroundings. Gener- 
ally, a fire spell creates a cloud of smoke in its area of effect 
that persists for 2d4 rounds. This obscures vision, forcing 
all Characters and monsters to suffer a -2 penalty on mis- 

Visibility: Flames don‘t produce smoke-burning 

sile attacks through the smoke. The stink of burning 
objects may also hinder creatures that rely on scent to 
detect their lies. 

Effects: Fire spells naturally cause fires. See 
Item Saving ~nxows on page 58 of the DMG. In addition to 
the affected characters, the DM can roll an item saving throw 
for the surrounding area; for example, if a stone room is fur- 
nished with tapestries and wooden benches, the DM can use 
the row for cloth and thin wood. 

If an item (or a victim’s clothing, for example!) fails its 
saving throw, it may be on fire. People who catch fire suffer 
Id4 points of damage in the following round and an addi- 
tional die of damage in each subsequent round-for 
example 2d4 in the second round, 3d4 in the third round, 
and so on-until they extinguish the flames. The victim 
must pass a saving throw vs. death magic in order to extln- 
guish the flames and may gain a +2 to +8 bonus (DM’s db 
cretion) if he uses a sensible method for doing so. 

can be especially dangerous since they deplete the oxygen in 
the air, making it unfit for breathing. If a firs fills more than 
50% of an endosed room or space, it fouls the au. Air-breath 
ing creatures inside the room are affected as if the entire 
chamber had been targeted with a stinking cloud spell. After 
ld6 rounds of ventilation (or ld6 hours in an unventilated 
area), the atmosphm rem to normal. 

One more thing about big fires: they make things hot. Imag- 
ine a character’s surprise when he goes to open the castle gates 
just after the wizard’sfireball goes off! In fact, the DM may rule 
that metal and stone objects retain enough heat to be affected 
as if they were struck with a heat metal spell, although under 
most circumstances thev will onlv be heated to the minima’ 

Environn 

Large fires in confined areas (for example, dungeon rooms) 

damage level of the sp 
1’7’7 .. .. 
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suffering a 4 penalty on any further 
item saving throws. 

As noted under h, metal or stone 8pells with Knockdown Effects 
I I  Knockdown Knockdown 

d12 magical stone d6 
d10 Melfs acid a r r m  d6 

d6 repulsion d10 
d10 shockinf frasp d8 

1 From me Complete Wwrd‘s Handbook 
From Tome of Mag~c  - - 

2o1d 
Cold-based attacks are rarer than fire-based attacks but 

are still fairly common among wizard spells. The most obvi- 
ous examples are ice storm, cone ojcold, and Otiluk’sfreezing 
sphere. 

Visibility: The supernatural temperabs of a cold-based 
spell can cause some surprisingly thick fog by condensing 
water vapor in the air. The more humid the setting, the more 
likely it is for cold-based attacks to leave a residue of fog. Gen- 
erally, cold spells create a cloud of fog equal in size to the 
spell’s area of &t. The fog persists for ld6 rounds, and any 
attacks in or through the mist suffer a -2 attack penalty 

Environmental Effecb: Cold spells don’t start fires, but 
they can leave a dangerous coating of ice on the ground; in 
fact, the ice storm spell specializes in this effect. Creatures 
moving in the area of effect have a 25% chance of risking a 
slip or fall, which a saving throw vs. death magic (or a Dex- 
terity check, DMs choice) can avert. Note that this is not as 
dangerous as the sleet application of ice storm since that ver- 
sion of the spell is designed to coat the ground with slip- 
pery ice. 

Objects subjected to intense cold may be weakened or 
become unusually brittle for a short time afterwards. Even if 
an item passes the saving throw, for the next ld6 rounds it 
is especially vulnerable to normal blows or crushing blows, 
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obiects subiected to supernaturally 

Electricity and Lightning 
The distinction between ligh!ning 

and electricity is prinapally one of 
hitling power. A lightning bolt’s 
immense voltage allows it to ove 
come the resistance of m y  thin 
that normally don’t conduct electric- 
ity at all. In addition, the power of a 
lightning bolt is so great that the tar- 
get can blow itself to pieces as its flu- 
ids or water content is flashed to 
steam and then expands. This is why 
&es hit by lightning bolts split open; 
the water in the wood bursts the tree 
from inside as it turns to steam. 
In the AD&D magic system, light- 

ning bolt, call lightning, chain lightning 
and blue dragon breath are lightning 
attacks. Shacking grasp, glyphs ojward- 
ing, and the toucb of a volt, shocker, 
or electric eel are electricity attacks. 

Visibility: The bright arc of electric- 
ity or the flash of lightning as it 
strikes can temporarily dazzle people 
looking right at the bolt or spark, 
especially when the viewers’ eyes are 
adjusted to darkness or dim light. In 
this case, the DM may q u i r e  onlook- 

erst 
attack penalty for ld3 rnunds as their vision clears. 

In addition, lightning and electricity may start fires if 
applied to flammable targets (wood or trees usually, but 
people), The smoke from a lightning-struck firr can be just 
as disorienting as the smoke from afireball. 

lingering effects behind; a st ink of ozone (ionized air) may 
persist for ld6 rounds, possibly confusing creatures that rely 
on smell to detect their prey, and objects may be magnetized by 
their expos- to powerful electrical cunmts. This is not fan- 
tasy magnetism capable of picking up an amnored warrior 
and hurling him through the air; this is low-level magnetism 

:e a saving throw vs. death magic or suffer a -1 

Environmental Effects: Lightning and electricity leave few 

capable of ikewing compass needles and lodestones. 
Flammable items that fail their saving throw vs. light- 

ning or electricity must make a second saving throw vs. 
normal fire or begin to burn. This may in turn cause smoke 
and other such effects. 

Lightning bolts cast underwater electrocute everything 
within a 20-foot radius of the bolt’s origin. Since the wizard 
can start the bolt up to 40 feet away from his position, he 
would be wise to do so when using this spell in an aquatic 
setting. If a caster out of the water throws a lightning bolt 
into the water, the bolt has its normal effect on any creature 
in its path until it strikes the surface of the water; at that 
point, it expands in a 20-foot-radius globe in the water, and 
goes no further. 
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Acid 

Another unusual attack form is acid. Very few spells 
make use of acid as a weapon, although a fair number of 
monsters have acid-based attacks, including the ankheg, the 
black dragon, and some slimes, puddings, and oozes. 

Visibility Add at work tends to give off noxious fume, 
usuallv in an area about 5 to 15 feet in diameter: the mom add. , 
the & e r  the a& affected. 
and melee attacks at the DM's ontion. creatine a -1 ~ d t v  for 

fwnes may obscure missile 

any c r e a m  hying to attack &ugh ke sm&e an2 haze.' 

around and may cause severe irritation of a victim's eyes, 
nose, and throat. If the DM desires, creatures within the 
cloud of fumes must roll saving throws vs. death magic or 
suffer a -2 Denaltv to attack rolls and Armor Class as long as 

Environmental Effects: Acid fumes are unpleasant to be 

.. 
rhev nma& ik*arby This means thdt a character srrurkby 
Melf. a d  a r r m  nmv juffcr ccmbal pencilties .>\ well as 
damage from the sphl .  

Wind 
Spells or effects that generate powerful gusts of wind can 

create a number of collateral effects. Enchantments such as 
dust devil, gust of wind, wind wall, and control wind are the 
most common in this group, and monsters such as djinni or 
aerial servants can create whirlwinds. 

Visibility: While a blast of wind doesn't necessarily 
obscure visibility, a gust on a very dusty or sandy surface is 
a different story altogether. On a dry, gritty surface, a wind- 
based spell or attack will create a rolling dust cloud that cre- 
ates a -2 penalty for people trying to fight or fire missiles 
into or tbmugh the area of effect. 

A blast of wind can also make it very difficult to hear 
anything above the roaring of the air and may carry a char- 
acter's scent downwind and away from a creature that 
relies on smell or hearing to locate its enemies. 

Environmental Effects: Strong winds can create all kinds 
of havoc in a dungeon by extinguishing torches and candles 
and plunging the party into darkness. Above the ground, it 
can carry the sparks from a campfire farther than normal or 
blow over a lamp, possibly starting an unexpected fire. 

Other CollEiteral Effects 
Magic is astonishing and almost always has effects or 

uses that are not immediately apparent. Feel free to impro- 
vise when a player in your campaign tries something that 
seems especially clever-or stupid. What happens when a 
purple worm is polymorphed into a puppy dog just after 
swallowing a still-living character? Or how do the various - .. 
ravs uf thc prismatir yrny affect the arrd around them i i  they 
miss their tJreer? What kind of wr&-kare does .in arrd t f m i  
spell leave beknd when cast in a forest-clearing? Be creative 
and take your best guess; the AD&D game is made of 
exceptions and special cases. 

Sometimes, a spell or a special attack 
strikes with such devastating effect that 
even the toughest opponent can be nip- Strikes pled or killed by a single blow. Critical 

strikes reflect this capability; even a lowly magic missile 
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might strke the cyclops in his eye, while a lightning bolt thi 
strikes a warrior dead-on can kill him in a n  instant. 

Critical strikes add flavor and useudo-realism to the 
AD&U@meby incrrasiny, thc Iicelihood that the u5e of a 
soell will decidc a iiphr onv wdv or t h k ,  otlirr. An Afl&D tun. 
gat can be reduced & a simple process of attrition, but the us 
of magic should create the potential for a battleending injury. 
Even if the evil giant has YO hit points, and the wizard'sfireball 
won't do more than 42 points of damage at its very best, a crit- 
ical strike may allow that spell to sevedy wound or incapac 
tate the giant. Afta all, it's not very heroic to throw six vollej 
of magic missiles into the same evil high priest; it denigrates 
the value of magic. 

Critical strikes can also mresent swcial attack forms com- 
mon among monsters. C r e a L s  eha&pit acid, bmathe fix, or 
exhale ooison gas are iust as likely to kill a hero as a creature 
that A d s  him"hb fkm limb with fang and claw. A hell 
hound may only inflict 4 to 7 points of damage with its fiery 
breath, but that doesn't mean that a 60-hit point fighter should 
not be threatened by the monster's attack! Critical strikes help 
to keep characters honest since nny attack could result : 
severe injury or death. 

When Do Critical &trikes Occur? 
.Ihe uiiical strike system presrnted her,, L iiieant io be an 

emansion uf the critical hit i) stem from PLii L ( '5  01 risx: 
Cdmbat 6 Tactics. However, &me of the mechanics that work 
for attack rolk and Armor Class can't be applied directly to 
saving throws. For a spell or a n  attack to have the potential 
for a critical strike, it must do physical damage. While it's 
easy to imagine a character who is doublecharmed or double- 
held, it's somewhat hard to extend the effects of such spells 
past the obvious results. After all, by failing the saving throv 
the character already suffered whatever he was going to suf 
fer for being subjected to the spell. 

Critical strikes occur when the target rolls a natural 3 or 
less on his saving throw and misses his saving throw by a 
margin of 5 points or more. If the spell in question does not 
allow a saving throw, the tarzet still checks for a critical shik " ., 
by ruIlin6 d \.i\'uig thruw versus the atlack; rlus special .GV 

ing throw has no orher purpose t h m  determining whether ( 
not the character suifer> d critical strke. 

High-lcvel caitcr5 or monstm are more likely to causc' 
crirical strikes, as slioivn on Table 45: Critical Strike Chance 
by Caster Level. 

Note that spells written on scrolls are assumed to be 
scribed at the 6th level of ability or one level higher than tl- 
minimum level reauired to cast them, whichever is hieher: ., 
ior c.amyle, d 5th-icrel Ivizdrd spell rcquires a Yth-levd 
caster, 50 it i i  scribed at thr 111th lvvrl of abilih: but a Ist- 
level spell (requiring only a 1st-level caster) idwritten at th 
6th level of abilitv 

Mtinntsrs with ,pcial attacks that mav entail criticd 
strikes usc th? table abmv, suhsritutinr. their Hit Ihce for 
caster level. As one might suspect, ancyent red dragons of 
the 20 Hit Dice or higher variety can inflict devastating crit 
cals with their fiery breath! 

Beshirn the Sorceress, a 4th-level mage, hurls a magic missile 
at nn unfortunate orog. Normally, a magic missile allows no sav- 
ing throw, but the orog will still roll a d20for a saving throw us. 
spell just to see hefails critically or not. The orog is a 3 Hit Di 
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monster, which m a n s  that his saving throw us. spell is a 16. The 
orog rolls an 8, which can’t be a critical strike, since it’s not a nat- 
ural 3 or less- even though he missed his save by 8 points! 

A few levels later, Beshira encounters an angry cloud giant 
and decides that lightning bolt is the best way to deal with him. 
The cloud giant is a 16 Hit Die monster and only needs a 7 to 
make its saving throw. However, thegiant rolls a 4, missing its 
save! Since Beshira is now an 8th-level sorceress, this natural 4 
may be a critical strike-xcept thegiant still didn’t miss by 5 
points. (He would have had to roll a 1 or 2 to miss his saving 
throw by a margin of 5 points.) 

Later in the samefight, Beshira exhausts her spells and hauls 
out a wand of fire to use against thegiant. Against rods, staves, 
and wands, thegiant’s saving throw is a 6, so he will only suffer a 
critical strike on a roll of l .  

too much for your campaign, try this method the attacker 
rolls ld20 when he throws the spell or uses his special abil- 
ity. If the die comes up an 18 or higher, the victim suffers a 
critical strike if he fails his saving throw. If the spell or effect 
doesn’t allow a saving throw, the victim may still attempt a 
saving throw vs. death magic to avoid the critical strike 
itself, although he still suffers the effects of the spell even if 
he avoids the critical hit. This system doesn’t account for the 
skill or power of the spellcaster or monster, but it may be a 
little faster than figuring out how much someone missed 
their save by 

6tri 
Obviously, the exact nature of the injuries a charactel 

suffers from a critical strike will vary with the form of 
energy or magic that hits him. Different spells or effects can 
bum, char, dissolve, electrocute, freeze, impale, maul, 
scorch, or wound the victim in different ways. Therefore, 
there are ten different critical strike charts, each represent- 
ing a different attack form. 

PLAYER’S OPTION: Combat b Tactics may observe that the tar- 
get type (humanoid, monster, or animal) is not a considera- 
tion in the critical strike charts. Instead, only one body form 
or target type is included for each attack. Optional hit loca- 
tion tables for monsters and animals are provided in case 
you wish to incorporate them in your campaign, but you 
can use the critical strike tables for any kind of opponent as 
they are written. 

crushing, electricity, fire, impact, slashing, vibration, and 

Acid attacks include Melfs acid arrow, acid s tom,  the 
breath of a black dragon, the secretions of a black pudding, 
or the effects of holy water on certain mdead. 

Coldattacks include chill touch, cone of cold, Otiluke’s 
jreezing sphere, white dragon or silver dragon breath, and the 

Readers familiar with the critical hit system from 

The critical strike tables include acid, cold, constriction, 

wounding. 

co; 
with te ~~~~ ~~ 

Bigby‘s mushing hand: Anything that surrounds and squeezes 
the victim could fall into this category. 

 attacks are mammoth assaults that can smash - ~ ’ ~ ‘  

a person like a bug. Turn pebble to bo 
f i t ,  or the blow from a ring of the ram 
Crushing can also represent the effec 
the force of an explosion that hurls a 
air. If the character’s whole body is a 
force, it‘s a crushing injury. 

Electricity includes various forms of magical lightning, 
shocking grasp, and the breath of a behk or blue or bronze 
dragon. There is no distinction between electricity and light- 
ning for critical strikes. 

Fire is fairly obvious, but note that explosions (a gas 
spore explosion or the retributive strike of a broken staff) 
are more accurately described by crushing injuries. 

Impact injuries result from concentrated applications of 
force or small projectiles. Magic missile, spiritual hammer, or 
bullets cause impact injuries. In some cases, impact injuries 
actually penetrate the victim’s body 

Slashing attacks include spells such as ice k f e ,  Mor- 
denkinen’s sword, and blade barrier. This category. also 
includes the mauling action of some mechanical traps 

Vibrationattacks are rare, but dangerous, literally shak- 
ing the victim to pieces, A few monsters have special vibra. 
tion or sonic attacks. 

Wounding attacks result from cause light, serious or criti- 
cal wounds, and can also simulate withering, desiccation, or 
disease attacks. Wounds appear as gaping sor 
destroyed tissue. 

In the movies, the hero always manages to get shot in the 
shoulder, the leg, or just grazed in the side. Regrettably, 
adventurn mn’t always that lucky, and even a fairly minor 
critical s t r i k ~ y ,  a magic missile--could be extremely dan- 
gerous if it strikes the character in the eye or the throat. The 
location of a critical strike is determined by rolling a d10 and 
comparing it to Table 4 6  Critical Strike Location. 

For your convenience, the hit locations are numbered on 
each subtable in the critical strike charts. 

Called Shots: If a spell or special attack uses a normal 
attack roll, the attacker may choose to use a called shot. A 
called shot forces the attacker to take a 4 penalty on his 
attack roll, but if it hits and inflicts a critical strike, the strike 
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automatically affects the location the attacker was aiming 
for. Spells that do not use attack rolls do not permit the 
caster to attempt a called shot. 

Whole-Body Injuries: Unlike most weapons, spells and 
special attacks create the possibility for whole-body injuries 
which damage a ueahue in several ulaces at the m e  time. 

throw us. breath weapon, needing only a 4 to succeed. Unfortu- 
rrately, Nonnnch rolls a 1 and misses. Since the dragon has 17 Hit 
Dice, its victims suffer critical strikes qthey miss their save by at 
least 3 points and roll less than a 5-which Nonnach just did. 

Chortling with glee, the DM rules that the dragon's breath is a 
hnce attack. inflicting critical strikes in Id4 locations: Non.nach 

 his is a funFtion of the spews size dr area of effect. 

Huge creatures treat critical strikes as if they were one 
size smaller, so a frost giant struck by afireball would suffer 
Id3 separate critical strikes, not ld4. Gargantuan creatures 
reduce the strike by two size categories. Regardless of the 
size of the strike, the victim always suffers a critical strike in 
at least one hit location. 

Terthan, u human warrior, is struck by a Iighming bolt and 
blows his save badly enough to palififor a critical strike. The DM 
rules that the bolt is a large attack (!ma to nine targets reasonably 
approximates a lightning bolt's area of effect) so Terthan will snffer 
ld3 strikes. He rolls a 2, or two separate kits, and r&s to Table 46. 
Naturallu. Tkrthan is a humanuid: two ZdlO rolls result in a 5 

rois a 3, so'he'llget rhree separate rolls on Table 46 and winds up 
with critical strikes to the abdomen, right leg, and leff ann. Now, 
on to swerity: the dragon's damage potential is 126 points, and 
Nonnach at his best only has 109 hit points, so each strike will be 
rolled with a severity of 2d6. In addition to the 79 points of dam- 
age Nonnach takesfrom the dragon's breath, Ire suffers minor 
injuries to his arm and abdomen, but his leg is burned off at the 
knee! (And the DM coirld require him to make a saving throw 7 
death magic to check for deathfrom massive damage, as describl 
in the FH6.I All of a sudden, Nonnachfinds himselfwishing h 
were somewhere else entirely. 

Specific Injuries and Effect2 
Usually, a critical strike results in a specific iniurv 01 

Whole-body injuries can be ignored if the DM wishes; 
one roll on the hit location table should be enough for any. 
body. Whole-body injuries are a little i n o ~  "realistic," and 
they make critical strikes much more deadly, but the game 
works fine without them. 

Severity 
Naturally, critical strikes cover a great range of sever- 

ity. There's a world of difference between a burning hands 
spell cast by a 2nd-level wizard and the awesome blast 
unleashed by an ancient, fire-breathing dragon. If the 
whole-body injury rules cover the size of the attack, sever- 
ity measures its intensity. 

The best approximation for the severity of a critical strike is 
how much damage the attack can inflict on its m e t .  F i w  
the maximum damage potential of the spell or effGct, compare 
it to the maximum, unwounded hit point total of the victim, 
and refer to Table 4 8  Critical Seventy 

Terthan, the warriorfrom the previous example, Ims a normal 
hit point maximum of 35 when unwounded. The lightning bolt 
was thrown by a 6th-lewel wizard wifh a potential gf6d6 points of 
damage ia maximum of 36 points). Since this is more than 
Terthan's hit points, without being twice Terthran's total, the 
severity roll will be 2d6. 

Refer to the appropriate critical strike chart and roll the 
severity dice indicated for the hit location. The mmlt is the 
specific injury or effect sufferd by the vi& for the critical 
strike. Unlike the critical hits of the  PLAYER'^ OPTION: Combat b 
Tactics bock, critical strikes do not inflict doubled damage, and 
they do not allow the victim a special saving thmw to avoid 
the spedfic eff-. After all, the target already blew one sav- 
ing throw, or he wouldn't be rolling on the critical strike table. 

Lord Nonnach Redoff the Bold, a 20th-level warrior, rides forth 
to do battle with nn adult red dragon. The dragon naturally opens 
thefray with its bestfiery blast. Nonnach must make a saving 

I 126 
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critiFal strike si&e he's already failedbne pretty badly 
However, many creatures can ignore the effects of certa 
strikes just by their nature. Most undead monsters are 
immune to cold-based attacks and therefore don't suffe 
any ill effects from cold critical strikes. Constructs such 
as golems don't have a real physiology and can ignore 
the incapacitating effects of internal injuries. Injuries are 
divided into six degrees of severity: grazed, struck, injured, 
broken, skaftered and finally severed. 

Wounds or injuries are always accompanied by some 
loss of hit points, and some critical strike results may 
increase the damage caused by the spell or effect. Many 
also inflict temporary attack or movement penalties that 
persist until the character receives medical attention of 
some kind. The actual damage, or loss of hit points, may 
be recovered normally, but the injury's effects l i p *  **4 

it is specifically addressed. 

Table 4 6  

Critical Strike Location 

I d10' Humanoid d10' MunsterlAnimal 

Abdmncn hrht hind lee 

10 l i d  s -4 
10 Head 11 
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elunmate any penalhes If a character receives heahg magic, 
the graze IS healed and he gets to recover lut pomts from the 

111 r 
Table 47: 1 Whole-Body Injuries 

#of Targets Area #of Locations 

lfl+ Targets 40' sq. or 20' rad. ld4 (H) 
Targets loo' sq. or 40' rad. ld6+1 (G) 

I1 

After a few months of recoveringfrom his battle with the 
dragon, Nonnach is riddled by a high-level wizard's magic mis- 
sile spell and receives a critical strike. Magic missiles strike on 
the impact chart; the location roll is a 10 and the severity roll 
comes up as a 6, so Nonnach catches a missile in the q e .  The 
spell inflicts 16 points of damage, but more importantly, Nonnach 
is temporarily blinded. He'll suffer a 4 penalty to all attack rolls 
until his injury is treated in some way, although he can recover 
the loss of hit points through magical or normal healing. 11 I 

Grazed, Singed, Chilled, Bruised While the nature of the 
injury varies with the type of critical strike, all of these minor 
wounds fall under the category of 'grazes.' A graze is not 
very serious, although it may cause minor bleeding. A cure 
light wounds or any other healing magic capable of restoring 4 
hit points will heal a graze. Grazes also heal naturally as if 
they were a loss of ld6 hit points; if a graze is the equivalent 
of a 2-hit point wound, a single day of rest will cure it and 

same spell or effect 

'struck' result usually entails some kind of attack or 
movement penalties, such as a -2 penalty to attack rolls. 
Injuries of this type can be healed by a cure light wounds 
spell or other healing magic capable of restoring 5 lost hit 
points. Struck areas heal naturally as if they were a 
wound of 2d6 hit points. 

Injured, Burned, Frostbitten: Wounds of this level can 
trouble a character for many weeks; they heal naturally as if 
they were a loss of 10d6 hit points. Acure serious wounds 
spell, or any other healing magic capable of restoring 10 hit 
points or more, can repair the injury. 

for the character and may temporarily reduce a character's 

Struck, Blistered Slightly more serious than a graze, a 

Injuries almost always entail significant combat penaltie 

Cr i t icd Severity 
Damage Potential vs. 

I blah. ddmage is Icss than twice target hp 2d6 I 1 Max. damage is twice or more target hp 2d8 

(I 



Chapter 8 
maxunum number of hit pomts Smce he's favormc a 
painful injury, he is more'susceptible to attacks. Inj&ed 
arms, legs, or tails reduce a character to 75% of his normal 
maximum hit points, while an injury to the torso, abdomen, 
or head reduces a character to 50% of his normal. (If the 
damage done by the spell or effect didn't bring the character 
down to his new maximum, he is reduced to the lower 
number immediately, but if the damage was severe enough 
to drop the chara&r beneath Ius new maximum, he doesn't 
lose any additional hit points.) 

For example, let's take a look at Lord Nonnach again. As 
noted in the example, Nonnach normally has a maximum of 
109 hit points. If he sustained an injury to his torso, he 
would temporarily be reduced to a maximum of 55 hit 
points. Even if the torso injury only did 10 or 15 points of 
damage, Nonnach is still going to lose half his hit points 
due to the effects of his injury! 

Brol 
reviou 

Most minor breaks are assumed to fall into the 
vo categories; hairline fractures or chipped bones 

are painful, but generally minor, injuries. This category is 
reserved for severe fractures that render the limb in ques- 
tion useless. Broken bones can be mended by a cure serious 
wounds spell that is used only to knit the bone; unlike the 
grazed, struck, or injured categories, this healing spell restores 
no hit points to the character. Broken bones heal naturally as 
if they were a loss of 20d6 hit points, so a character with a 
badly broken leg won't be running sprints anytime in the 
next month or two. 

Broken arms reduce a character to 75% of his normal hit 
points, and broken ribs or legs reduce a character to 50% of 
his normal hit point maximum. Any other broken bones 
reduce a character to 25% of his normal hit point maximum. 
Continuing to adventure with a fractured skull or a few bro- 
ken vertebrae ;ood i 

Crushed, ~ :rozen :A critical 
strike of this magmtuae simply aestroys me affected tissue 
or limb, rendering it forever useless. The victim of such a 
devastating injury never recovers his full health, without 
magical aid. A limb damaged in this way is completely use- 
less, while other areas so affected will leave the victim inca- 
pacitated. One to eight months of bed rest will be required 
before he regains even a semblance of mobility 

cal wounds spell or any other magic capable of restoring at 
least 20 hit points to the victim. In addition, any bones in 
the affected area are assumed to be broken and may require 
additional magic to knit. 

Destroyed shoulders, hips, or limbs reduce a character to 
50% of his normal hit point maximum. Any other injuries of 
this severity reduce the character to 25% of his normal hit 
point maximum. At the DMs option, appropriate ability 
scores may be reduced by up to 50%; an acrobat with a 
ruined hip will never perform again. 

Severed, Dissolved, 01 Incinerated: Obviously, a creature 
that has a limb severed or completely removed from his body 
can no longer use that limb for movement or combat. A 
human with a severed leg can't walk or run and is reduced to 
crawling until he finds a crutch; a character with a severed 
shield-arm can no longer employ his shield, and so on. The 
only way to undo damage of this scale is by use of the regen- 
eration spell or similar effects, or a properly worded wish. 

The shock of losing a limb will prevent a character from 
moving independently or attacking for 2d10 full weeks, 

An injury of this kind can only be repaired by a cure criti- 

although a character who "only" loses a hand or a foot mp'r 
be able to perform limited activities within ld6 rounds of 
the injury, if he passes a system shock roll. Note that crea- 
tures with more than four limbs (especially insects or octc 
pus-like creatures) are slightly more resistant to this sort c 
kauma and may be able to continue the fight after one or 
two rounds of being stunned. 

The loss of a limb will reduce a character's hit point m, 
imum by 25% for a partial loss, or 50% for a more cata- 
strophic injury. If the character is able to compensate with 
prosthesis such as a wooden leg or a hook, the hit point IC 
may be reduced by one level. 

Bleeding 
A common effect of many critical strikes is bleeding. 

Bleeding falls into &e categories: minor, major, and 
severe. In many cases, bleeding may prove more dangerous 
than the original injury 

ng causes the victim to lose ld2 hit points 
Pel 1 the wound is magically healed or bound. 
Thr~r u a LLUULL~ that minor bleeding will stop on its own; 
every time the character suffers damage from the bleeding, 
he may attempt a saving throw vs. death magic. If he suc- 
ceeds, the bleeding stops. 

Anybody (including the hpmd character!) can stop minor 
bleeding by appl] ig a bandage. Tkis requires one round. 

Major bleedii is much more dangerous, resulting in a 
loss of ld2 hit pomts per round (not turn) until the injury is 
healed or bound. In effect, the standard negative 10 rule 
represents major bleeding; the character loses 1 hit noint oer 
round when reduced to negative hit points. 

spell or the healing of 5 points of damage by any other 
means. In addition, the successful use of the healing profi. 
ciency halts major bleeding. If the wound is bound by an 
untrained character, make an Intelligence check for the 
would-be P=%P if he fails, he is unable to help, but if he 
succeeds, tl eding is reduced to minor. 

Severe I lngcauses the victim to lose 10% to 60% 
(ld6 x 10%) of his unwounded hit point total every round. 
For example, a fighter with 43 hit points would lose 4 (10%) 
to 24 (60%) of his hit points every round. A cure light wounds 
or 5 hit points of healing will reduce severe bleeding to 
major bleeding; a cure serious wounds or 10 hit poi& of heal- 
ing reduces it to minor bleeding; and a cnre critical wounds 
or 20 hit points of healing stops it altogether. 

Am untrained character has no chance to bind a torso, 
abdomen, or head wound with severe bleeding, but a trainc 
healer can attempt a proficiency check with a 4 penalty to 
reduce severe bleeding to major bleeding in thm mas. A 
trained healer can reduce severe bleeding from a limb to 
major bleeding with an unpalized proficiency check, and an 
untrained character can do the same with a successful Intelli- 
gence check at a 4 penalty Note that once severe bleeding 
has been reduced to major bleeding, the character may be able 
to then reduce the major bleeding to minor blenling. 

Bleeding from several wounds is cumulative; a character 
with three cases of minor bleeding from three separate 
injuries suffers 3d2 damage every turn. After a character is 
reduced to 0 hit points by any level of bleeding, the bleed- 
ing stops, and he simply loses 1 hit point a round until he 
reaches -10 and dies. 

Major bleeding can be stopped by a cure fig 
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;sing magGal kems or p&ibiy using psionic powers that 
aff+-+ “dy  his own body. 

&downs: Some critical strikes may inflict a knock- 
do n the victim. This is not an automatic result; the vic- 
tim may still attempt a saving throw vs. death magic to 
remain on his feet. 

A [ield, and Eq , 
Acid, fire, lighhing, and other lethal energies and sub- 

stances can quickly destroy a character’s armor. Unlike the 
critical hits introduced in PLAYER’S OPTION: Combat 6 Tactics, 
every critical strike endangers the victim’s armor and 
equipment since the character already failed a saving throw. 
However, there’s no need to check everything the character 

may have on his person-instead, only check items on or in 
the location struck. For example, if a character is struck in 
the face with a burning hands spell, his magical boots are in 
no real danger of being destroyed, but his helm or hi5 read- 
ing spectacles might be ruined. 

To check for item damage, refer to Table 29: Item Saving 
Throws in the DMG. Vibration or sonic attacks can be 
treated as either a crushing blow or disintegration as the 
DM prefers, although if you decide to use the disintegration 
column, a +4 bonus is reasonable to reflect the less destmc- 
tive nature of vibration attacks. Wounding critical strikes do 
not damage equipment. 

Partially Destroyed Armor: If a character loses his armor 
in one particular location, the most accurate way to reflect 
his increased vulnerability is to consult the partial armor 
rules described on pages 128,146 and 147 of the PLAYER’S 
OPTION: Combat 6 Tactics book. Basically, the character’s 
overall AC will be worsened by the value of the missing 
piece, and the character will also have an AC 10 location 
that can be exploited by a called shot. 

If you don’t have the Combaf 6 Tactics book or don’t 
want to use partial armor rules, simply assign the character 
a 1-point AC penalty for ea+ piece of missing armor. For 
example, if a character in chain mail (base AC 5) loses the 
armor protecting his torso and right arm, his armor is now 
treated as a base AC of 7. This isn’t as realistic, but may be a 
little easier to use in play 
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11 Cold 

Hit Location Chart 
d10 mll Humanoid d10 roll MonsterlAnimal 

I 1-2 Right leg 1 Right foreleg/wing 
3-4 Leftleg 2 Left foreleg/wing 

8 Rightarm 5 Tail 

5 Abdomen 3 Right hind leg I 6 7  Tors0 4 Left hind leg 

19 Left a m  6 7  Abdomen 
10 Head a9 Tordchest 

10 Head I 
Location: Legs 
Severity Effect 

1 3  No unusual effect 
4 

5 

6 Foot frostbitten, K move 
7 

8 
9 

10 

11 
12 
13+ 

Victim chilled; X move and -2 penalty to attacks for Id6 
hours 
Leg stmck, X move; victim knocked down and chilled as 
above 

Armor shattered, victim chilled as 4 above; if target has no 
leg armor, leg frostbitten, X move, victim knocked down 
Hip/thigh frostbitten, stunned Id3 rounds, X move 
Armor shattered, leg struck as 5 above; if target has no leg 
armor, bone broken by cold, no move, -2 to attack rolls 
Foot frozen; victim hocked down, !4 movement, -2 penalty 
to attacks 
Leg frozen from knee down, no move, 4 penalty to attacks 
Leg frozen at hip, no movement or attacks possible 
As 12 above with an additional abdomen hit 

Location: Abdomen 
Severity Effect 

1-3 No unusual effect 
4 
5 

6 

7 

8 

9 

Victim chilled, -2 to attack rolls for Id6 hours 
Abdomen struck, victim reduced to X move, chilled Id6 
hours 
Armor shattered, victim chilled as 4 above; if  target has no 
armor, abdomen frostbitten, K move, -2 to attack rolls 
Abdomen frostbitten, X move, -2 to attack rolls; victim 
slowed for 2d6 rounds due to intense cold 
Abdomen frostbitten, X move, 4 to attack rolls; victim 
slowed far Id6 hours by interne cold 
Amor shattered, abdomen struck, X move and -2 to 
attacks; if no m o t ,  victim slowed Id6 hours, X move, -4 to 
attack rolls 
Abdomen pariially frozen, no move or attack; victim Suc- 
cumbs in Id4 days without magical healing 
Abdomen frozen, no move or attack, victim reduced to 0 
hp; victim succumbs in Id6 hours without magical healing 
Abdomen frozen, victim reduced to 0 hp and succumbs in 
Id6 rounds without magical healing 
As 12 above with additional torso or leg hit (50% chance of 
each) 

10 

11 

12 

13+ 

Location: Torso 
Severity Effect 

1 3  No unusual effect 
4 
5 

Victim chilled, -2 to attack rolls for Id6 rounds 
Torso struck; !A move, -2 to attack rolls, victim chilled ld6 
hours 
Shield shattered, victim W e d  as 4 above; if target has no 
shield, torso frostbitten, slowed Id6 rounds, X move, -2 to 
attack rolls armor, t o m  frostbitten, victim sloiued Id6 
hours, X move, -2 attacks 
Torso frostbitten, X move, 4 to attack rolls, victim slowed 
ld6 hours by intense cold 
Torso fmstbitten, no movement or attacks possible 

6 

8 

9 

10 

11 
12 

13t 

Torso pwtially frozen, no move or attack, victim perishes in 
Id4 hours without magical help 
Torso fmzen, v i c h  reduced to 0 hp, dies in Id6 rounds 
Torso frozen, victim dies immediately 
As 12 above with additional abdomen, arm or head hit 
(40% abdomen, 20% left arm, 20% right arm, 20% head) 

Location: Arms 
Severity Effect 

1-3 No unusual effect 
4 
5 

6 

7 

Hand chilled, weapon or shield dropped 
Arm struck, shield or weapon dmpped, -2 penalty to 
attacks with that hand mtil victim recovers 
Hand fmstbitten, 4 to attacks with that hand (or no shield 
use if shield arm is struck) 
Armor shattered, arm chilled as in 4 above; if victim has no 
armor, arm frostbitten, -2 penalty to all attacks, victim 
slowed Id4 rounds 
Arm frostbitten, victim slowed Id4 rounds, 4 to attacks 
with affected arm and -2 to all other attacks 
Deep frostbite renders arm useless, victim slowed ld6 hours 
Hand frozen and useless, stunned ld6 rounds, -2 to all 
attacks 
Arm frozen from dhow down and useless, stunned Id6 
rounds, 4 to all attacks, slowed Id6 hours 
Arm frozen from shoulder down, stunned Id6 rounds, Y 
move, no attacks, domed Id6 hours 
As 12 above with an additional torso hit 

8 

9 
10 

11 

12 

13t 

Location: Head 
Severity Effect 

1-3 No unusual effect 
4 

5 

6 
7 

8 

9 

10 
11 

12 
13+ 

Frost disorients victim for 2d4 rounds, -2 penalty to all 
attacks 
Head struck, helm damaged, victim slowed Id6 rounds; -2 
to all attack rolls if victim had no helm 
Head sbuck, -2 to attacks, slowed Id6 hours 
Helm shatterrd, face frostbitten, slaved ld6 hours, -2 to 
attacks; if victim w e m  no helm, 4 to all attacks and X move 
Face frostbitten, victim blinded Id6 hours and slowed Id6 
hours 
*sip and side of head fmzen, victim slowed Id6 hours, X 
move and no attacks 
Face frozen, victim blinded, no move or attack 
Throatinose frozen, no move or attack, amhvxiatian in 
ld4+1 rounds 
Skull frozen thmugh, immediate death 
AS 12 above with additional torso hit 

Location: Tail 
Severity Effect 

1 5  No unusual effect 
6 

7-8 

9-10 

11 

Tip of tail frostbitten; if prehensile, any items carried r~ 
dropped, -2 penalty to all tail attacks 
Tail frostbitten, lose any tail attacks; victim chilled Id6 
hours, suffers a -2 penalty to attacks while chilled 
Tail badly frostbitten, lose any tail attacks, %move if animal 
uses tail for movement 
Tail frozen at mid-length, victim stunned Id6 rounds, lose 
any tail attacks, no movement or attacks if creatum uses tail 
for movement 
Tail frozen, vi& stunned Id6 rounds, pain reduces crea- 
ture to X move and -2 penalty on any attack rolls; no move 
or attack if ~rratllm uses tail for movement 
As 12 above with abdomen or torso hit (50% chance of 
either) 

12 

13+ 

Note: A frozen result kills the affected tissue; without access to power- 
ful healing magic, the victim must have a frozen limb removed within 
Id3 days to prevent lethal infection or gangrene. 

131 





Spells in Combat 
10 
11 

Ribs crushed, major internal bleedin& no move or attack 
Tom, crushed, victim reduced to 0 hit points with severe 
internal hleedine 

12 Torso crushed, &tim killed 
13+ As above with additional abdomen (40%), head (20%1, or 

arm (20% each) bit 

Location: Arms 
Severity Effect 

1-3 No unusual effed 
4 Hand struck, weapon/shield dropped 
5 
6 
7 

n 
9 
10 
11 

Arm struck, -2 to attacks with that am 
Hand broken, -2 to aU attacks, weapon or shield dropped 
Armor destroyed, arm injured, -2 to attacks with that arm; 
if victim has no armor, ann bmken, stunned 1 mund 
Shield destroyed, ann broken, s r w e d  Id3 rounds 
Hand crushed. stunned Id4 rounds, minor bleeding 
Shoulder dislocated @mken), no attacks, minor bleeding 
A m  crushed to elbow, % move, no attacks, major bleeding 

I I I I  
Crushing 
H i t  Location Chart 
d10 roll Humanoid d10 mll MonsferIAnirnal 
1-2 Rightleg 1 Right foreleg/wing 
3 4  Leftleg 2 Left foreleg/wing 
5 Abdomen 3 Right hind leg 
6 7  Torso 4 Left hind leg 
8 Right arm 5 Tail 
9 Left ann 6 7  Abdomen 
10 Head 8-9 

10 

,cation: Legs 
everity Effect 
1-3 No unusual effect 
4 Victim hocked down 
5 
6 Foot broken, X move 
7 

8 
9 

IO 
11 
12 

13+ As above withadditional abdamenhit 

Leg shuck, hockdown, X move 

Armor damaged, leg shuck. X move; if target has no 
armor to cover legs, leg injured, % move, -2 to all attacks 
Hip broken, minor bleeding, no move, -2 to all attacks 
Armor deshoyed, leg injured, X move; leg broken if target 
has no annor to cover legs, no move, 4 to attach 
Knee crushed, no move, 4 to attacks, minor bleeding 
Hip shattered, minor bleeding, no move ox attack 
Leg crushed, no move or attack, major bleeding from 
compound fraclures 

Nation: Abdomen 
?verity Effect 
1-3 No unusual efiect 
4 Victim stunned ld6 rounds 
5 

6 

Abdomen shuck, victim stunned 1 round and reduced to 
X move 
Armor damaged, victim stunned Id6 rounds; if target has 
no amor, abdomen injured, stunned ld6 rounds, X move, 
-2 penalty to attacks 
Abdomen injwd, stunned 2d6 rounds, X move, -2 to hit 
Abdomen w a d ,  minor internal bleeding, Y4 move and 4 
to attack 
Armor damaged, abdomen injured, minor bleeding, H 
move and -2 to attacks; if victim I m  no armor, stunned 
2d6 rounds, major internal bleeding. Y move, 4 to attacks 
Abdomen partially crushed, y1 move, 4 to attacks, major 
internal bleeding. stunned 2d6 rounds 
Abdomen crushed, no move or attack, major internal 
bleeding 
Abdomen crushed, victim reduced to 0 hit points with 
severe internal bleeding 1-5 No unusual effect 
AS above with additional leg or torso hit (50% each) 

7 
8 

9 

10 

I1 

12 

13+ 6 

7-8 

9-10 

11 

Tip of tail struck; if prehensile, any items camed are 
dropped, -2 penalty to dl tail attacks due to pain 
Tall injwd, lose any tail attacks; normal animals must roll 
saving throw vs. death magic or remat in pain 
Tail broken, lose m y  tail attacks, !4 mow if animal uses tail 

Tail cntshed, victim stunned Id6 rounds, lose any tail 
attacks, no movement or attacks if c r e a m  uses tail for 

Tail crushed, pain reduces mature to M move and -2 
penalty on any attack rolls, minor bleeding; no move 
or attack and major bleeding if m a h m  uses tail for 
movement 
As 12 above with additional abdomen or torso hit 

. ocation: Torso 
ievedty Effect 

1-3 No unusual eff& 
4 Knockdown, stunned Id4 rounds for movement 
5 

6 Shield destroyed, torso struck, !', move, stunned Id6 movement 

7 

8 
9 

Torso shuck, victim stunned 1 round and reduced to X 
move 

rounds 
Armor destroyed, torso injured, stunned Id6 rounds, !4 
move, -2 to attacks 
Ribs broken, stunned Id6 rounds, % move, 4 to all attacks 
Ribs broken, stunned 2d6 rounds, minor bleeding, % move, 
4 t" attacks 

12 

13+ 
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12 

13+ 

A m  crushed to shoulder, no move or attacks, major 
bleeding 
As above with additional torso hit 

Location: Head 
Severity Effect 

1.3 Yo klnu;urlelki.t 
4 Victimstunned ld6 rounds 
5 

6 

7 

Head struck, helm removed, victim shinned ld6 munds; 
head injured, -2 to attack rob if victim had no helm 
Head injured, s t m e d  Zd6 rounds, % move, -2 to all 
attach 
Helm destroyed, face injured, stunned 2d6 munds, ki 
move, 4 to all attacks; victim must roll saving tl~mw YS. 

death magic or be blinded as well 
Skull broken, helm destroyed, victim A w e d  to 0 hit 
points and unconscious 2d6 hours 
Face crushed, minor bleeding, no move or attack, -2 
charisma permanently 
Skull broken, unconscious Id6 days, -2 to all attacks, 
lose 1 point each of Intel~g~n~e/Wisdom/Charisma 

8 

9 

lo 

permanently 
11 skull crushed, reduced to 0 hit points, major bleeding; 

victim loses Id6 points of Intelligence, Wisdom, and 
Charisma (a heal 01 repenerafe spell can restore lost ability 
points) 

As 12 above with additional torso 
12 Skull crushed, immediate death 
13+ 

Location: Tail 
Severity Effect 



Chapter 8 
1 
I Electricity 10 T o m  bumed deeply, no move or attack, possible smpped 

Hit Location Chart 
d10 mll Humanoid 
1-2 Right leg 

5 Abdomen 
&7 Tom0 

9 Left arm 
10 Head 

3-4 Left leg 

8 Right ann 

d10 mll ManstedAnirnal 
1 Right foreleg/wing 

3 Right hind leg 
4 Left hind leg 
5 Tail 
6 7  Abdomen 
a 9  Torso/chest 
10 Head 

2 Left foreleg/wing 

Location: Legs 
Severity Effect 

1-3 N O  unusual effect 
4 

5 

Victim shocked and hacked down; spasms distract char- 
acter for ld4 rounds causing a -2 penalty to attack rolls 
Leg shuck, X move; victim knocked down and shocked for 
Id6 rounds 
Foot burned, K move, victim hacked down, spasms last 
ldhm,lnds 

6 
.-. . . - 

7 

8 

9 

10 

11 
12 
13t 

Annm destroyed, leg burned, X move, victim hocked 
down and s t w e d  ld6 rounds 
Hip/thigh burned, hocked down, stunned Id6 rounds, # 
move 
Annor destroyed, leg broken, stunned ld6 rounds, # move 
and 4 penalty to all attacks 
Foot incinerated; minor bleeding, victim stunned ld6 
rounds, then no movement and 4 penalty to all attacks 
Leg incinerated at knee, major bleeding, no move or attack 
Leg incinerated at hip, no move or attack, major bleeding 
As 12 above with an additional abdomen hit 

Location: Abdomen 
severity Effect 

1 3  No unusual effect 
Victim shocked and knocked down, -2 to attack rolls for 
ld6 rounds 
Abdomen struck, -2 to attack rolls, X move, victim 
hocked down 
Armor destroyed, abdomen burned, X move, -2 to attack 
rolls, victim stunned Id6 rounds 
Abdomen burned, 'A move, -2 to attack rolls, victim 
stunned 2d8 rounds 
Abdomen burned, U move, 4 to attack rolls, stunned 2d8 
munds 
Armor destroyed, abdomen burned, victim stunned 2d8 
rounds, % move, 4 to attack rolls 
Severe internal burns, no move or attack 
Abdomen partially incinerated, no move or attack, death 
follows in 1d4 hours i f  victim is not treated with a CUI< crit- 
ical wounds or more powerful healing magic 

As 12 above with additional tono or leg hit (50% chance of 
each) 

4 

5 

6 

7 

8 

9 

10 
11 

12 Abdomen incinerated, immediate death 
13+ 

Location: To60 
Severity Effect 

1-3 No unusual effect 
Victim shocked and knocked down, -2 to attack rolls for 
ld6 rounds 
Torso struck; X move, -2 to attack rolls, victim hocked 
down 
Shield destroyed, torso burned, victim knocked down, X 
move, -2 to attack rolls 
Armor destroyed, tono burned, victim stunned Id6 
rounds, K move, -2 to attacks 
Torso burned, victim stunned 2d8 rounds, K move, 4 to 
attack rolls 
Torso burned, no move or attack 

4 

5 

6 

7 

8 

9 

no attacks 
As 12 above with an additional torso hit 13+ 

Location: Head 
Severity Effect 

1 3  
4 

5 

6 

7 

8 
9 

t o  

11 

12 
13+ 

No unusual effect 
Victim shocked, knocked down, -2 penalty to attacks far 
Id6 rounds 
Head struck, helm destroyed, victim stunned ld6 rounds, 
-2 to all attack rolls 

I 
Head struck, -2 to attacks, stunned 2d8 rounds, victim 
deafened 
Helm destroyed, face burned, stunned 2d8 rounds, 4 to 
all attacks and K move 
Face burned, victim blinded, stunned 2d8 rounds 
Scalp burned, victim stunned 2d8 rounds, K move and -4 
penalty to attacks; roll saving throw vs. death magic or 
heart stops, lulling character in ld3 rounds 
Face burned, victim blinded, no move or attack, uncon- 
sdous 4d6 days 
Head burned, victim blinded, deafened, and paralyzed, 
and remains so unlil he meives a regmerate spell or 
sirmlar healing magic 
Skull incinerated, immediate death 
As 12 above with additional torso hit 

Location: Tail 
Severity Effect 

1-5 No unusual effect 
6 

7-8 

9-10 

Tip of tail shocked; if prehensile, any item carried are 
dropped, -2 penalty to all tail attacks 
Tail burned, lose any tail attacks; normal animals must roll 
saving throw VS. death magic or retreat 
Tail burned, lose any tail attacks, X move i f  animal uses tail 
for movement 
Tail incinerated at mid-length, victim stunned ld3 rounds, 11 
minor bleeding, lose any tail attacks, no movement or 
attacks if creature uses tail for movement 
Tail incinerated, victim shmned ld6 rounds, pain reduces 
creatllre to K move and -2 penalty on any attack rolls, 
minor bleeding; no move or attack and majar bleeding if 
creature uses tail for movement 
As 12 above with abdomen or torso hit (50% chance of 
either) 

12 

13+ 
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Fire 
Hit Location Chart 
d10 roll Humanoid 
1-2 Right leg 
3 4  Left leg 
5 Abdomen 
6-7 Torso 
8 Right arm 
9 Left arm 
10 Head 

d10 roll 
1 
2 
3 
4 
5 
6-7 
8-9 
10 

MonsterIAnimal 
Right foreleg/wing 

Left foreleg/wing 
Right hind leg 

Left hind leg 
Tail 

Abdomen 
Torso/chest 

Head 

Location: Legs 
Severity Effect 

1-3 No unusual effect 
4 
5 
6 
7 

Victim singed, -1 penalty to attack rolls 
Leg scorched, X move, -1 penalty to attack rolls 
Foot burned, X move, -1 penalty to attack rolls 
Leg burned, X move, -2 penalty to attack rolls; if victim is 
wearing metal armor, hot steel scorches him for a n  addi- 
tional 2d4 damage in the following round, and ld4 dam- 
age in the round after that. 
Hip/thigh burned, !4 move, -2 to all attacks, victim must roll 
saving throw vs. death magic or be on fire (see page 122) 
Leg burned, %move and 4 penalty to all attacks; if victim 
wears metal armor, armor is destroyed and continues to 
inflict damage as 7 above 
Foot incinerated; minor bleeding, victim stunned ld6 
rounds, then no movement and 4 penalty to all attacks 
Leg incinerated at knee, major bleeding, no move or attack 
Leg incinerated at hip, no move or attack, major bleeding 
As 12 above with an additional abdomen hit 

8 

9 

10 

11 
12 
13c 

Location: Abdomen 
Severity Effect 

1-3 No unusual effect 
4 
5 
6 

Victim singed, -1 to attack rolls 
Abdomen scorched, -1 to attack rolls, X move 
Abdomen burned, X move, -2 to attack rolls; if victim 
wears metal armor, he is seared as described in 7 for the 
previous chart 
Abdomen burned, X move, -2 to attack rolls, vidim must roll 
saving throw vs. death magic or catch fire (see page 122) 
Abdomen burned, % move, 4 to attack rolls, stunned ld6 
rounds 
Abdomen burned, stunned ld6 rounds, X move, 4 to 
attacks; if victim wears metal armor, armor destroyed, vic- 
tim seared as in 6 above 

7 

8 

9 

9 
10 

11 

Torso burned, no move or attack 
Torso burned deeply, no move or attack, victim on fire (see 
page 122) 
Torso partially incinerated, victim reduced to 0 hit points, 
dies in ld3 turns unless treated by cure critical wounds or 
more powerful magic 
Torso incinerated, victim killed instantly 
As 12 above with additional abdomen, arm or head hit 
(40% abdomen, 20% left arm, 20% right arm, 20% head) 

12 
13+ 

Location: Arms 
Severity Effect 

1-3 No unusual effect 
4 
5 
6 

7 

Hand singed, weapon or shield dropped 
Arm scorched, -2 to attacks 
Hand burned, -2 to attacks with that hand (or no shield 
use if shield arm is burned) 
Arm burned, -2 penalty to all attacks; if victim wears 
metal armor, seared for 2d4 damage in next round, ld4 in 
round after that 
Arm burned, victim stunned ld6 rounds, 4 to attacks 
with affected arm and -2 to all other attacks; roll saving 
throw vs. death magic or catch fire 
Arm burned and useless, victim stunned ld6 rounds and 
on fire 
Hand incinerated, stunned ld6 rounds, -2 to all attacks 
Arm incinerated at elbow, stunned ld6 rounds, no attacks 
Arm incinerated at shoulder, stunned ld6 rounds, X move, 
no attacks 
As 12 above with an additional torso hit 

8 

9 

10 
11 
12 

13+ 

Location: Head 
Severity Effect 

1-3 No unusual effect 
4 
5 

Victim singed, -1 penalty to attacks 
Head scorched, -2 to all attack rolls, if victim wears metal 
helm, hot metal sears him for 2d4 damage next round, ld4 
more the round after 
Head scorched, -2 to attacks, victim must roll saving 
throw vs. death magic or catch fire (see page 122) 
Face burned, shmned ld6 rounds, 4 to all attacks and U 
move; if victim wears metal helm, seared for additional 
damage as 5 above 
Face burned, victim blinded, stunned ld6 rounds 
Scalp burned, victim stunned ld6 rounds, X move and 4 
penalty to attacks, victim set on fire 
Face burned, victim blinded, no move or attack 
Head burned, victim blinded and deafened, and remains so 
until he receives a repmerate suell or similar healing magic 

6 

7 

8 
9 

10 
11 

in ld4 hours unless victim receives cure critical wounds or 
more powerful magic 

As 12 above with additional torso or leg hit (50% chance of 
each) 

12 Abdomen incinerated, immediate death 
13+ 

Location: Torso 
Severity Effect 

1-3 No unusual effect 
4 
5 
6 

Victim singed, -1 to attack rolls, stunned 1 round 
Torso scorched; X move, -2 to attack rolls 
Torso burned, X move, -2 to attack rolls; if victim carries 
shield, shield destroyed, causing searing damage as 
described above 
Torso burned, victim stunned ld6 rounds, X move, -2 to 
attacks; if victim wears metal armor, he is seared as 
described above 
Torso burned, victim stunned ld6 rounds, U move, -4 to 
attack rolls; victim must roll saving throw vs. death magi- 
cor catch fire (see page 122) 

7 

8 

Location: Tail 
Severity Effect 

1-5 No unusual effect 
6 

7-8 

9-10 

Tip of tail singed; if prehensile, any items carried are 
dropped, -2 penalty to all tail attacks 
Tail burned, lose any tail attacks; normal animals immedi- 
ately retreat 
Tail burned, lose any tail attacks, X move if animal uses tail 
for movement; roll saving throw vs. death magic or catch 
fire (see page 122) 
Tail incinerated at mid-length, victim stunned ld3 rounds, 
minor bleeding, lose any tail attacks, no movement or 
attacks if creature uses tail for movement 
Tail incinerated, victim stunned ld6 rounds, pain reduces 
creature to X move and -2 penalty on any attack rolls, 
minor bleeding; no move or attack and major bleeding if 
creature uses tail for movement 
As 12 above with abdomen or torso bit (50% chance of either) 

11 

12 

13+ 



Chapter 8 
i l  

1 1  Impact 
Hit Location Chart 
d10 roll Humanoid 
1-2 Fight leg 
2 4  Left leg 
5 Abdomen 
6 7  TOrsO 
8 Right arm 
9 Left ann 
10 Head 

d10 roll 
1 
2 
3 
4 
5 
6 7  

10 
a 9  

Monstedhimal 
Right foreleglwing 

Right hind leg 
Left hind leg 

Tail 
Abdomen 

Torso/chest 
Head 

Left foreleg/wing 

Location: Legs 
Severity Effect 

1-3 No unusual effect 
4 Victim knocked down 
5 
6 
7 

8 

9 

Knee struck, victim hocked down, X move 
Foot broken, X move, minor bleeding 
Leg injured, X move; if target has no annor to cover legs, X 
move, -2 to all attacks, and minor bleeding 
Hip bmken, stunned ld6 rounds, minor bleeding, no 
move, 4 penalhi to all attacks 
Leg injured, stunned Id6 rounds, X move, -2 to all attacks; 
ifvictlmhas no armor, leg broken, no move, 4 to all 
attacks, major bleeding 
Knee shattered, minor bleeding, stunned Id6 rounds, no 
move, -4 penalty to all attacks 
Hip shattered, major bleeding, s h e d  ld6 rounds, no 
move or attack 
Leg shattered, stunned 2d6 rounds, no move or attack, 
major bleeding from compound fractures 
As above with additional abdomen hit 

I 
10 

I1 

12 

13+ 

Location: Abdomen 
Severity Effect 

1-3 Nounusualeffect 
4 Victim stunned ld6 rounds 
5 

6 

Abdomen smck, victim stunned 1 round, reduced to X 
move 
Abdomen struck, X move, -2 to all attacks; if  victim wears 
no armor, abdomen injured, stunned Id6 rounds, X move, 
-2 to aU attacks, minor bleeding 
Abdomen injwd, stunned Id6 rounds, X move, -2 to 
attacks, major bleeding 
Abdomen iniured, major bleeding, stunned Id6 rounds, % 

I 
8 

II 
move, -4 to AI attacks' 
Abdomen injured, stunned Id6 rounds, major bleeding, % 
move, 4 to all attack rolls, amor destroyed; i f  victim 
wears no armor, no move or attack, major bleeding 
Abdomen injured, no move or attack, major bleeding 
Abdomen deshoyed, no move or attack, major bleeding 
Abdomen destroyed, victim reduced to 0 hp, severe 
bleeding 
As above with additional torso (50%) or leg (50%) hit 

9 

10 
11 
12 

13c 

Location: Torso 
Severity Effect 

1 3  No unusual effect 
4 Knockdown, stunned Id4 rounds 
5 
6 

Torso struck, victim stunned 1 round, %move 
Torso struck, H move, shield damaged; if victim has no 
shield, stunned ld6 rounds, 'A move, -2 to attacks, minor 
bleeding 
Armor damaged, torso inj-d, H move, -2 to attacks; if 
victim wean no m o r ,  s N m e d  Id6 rounds, fibs bmken, 
minor bleeding, X move, -2 penalty to attacks 
Tomo iniured, stunned ld6 rds, maim bleeding, X move, 4 

7 

8 
to .ttacl;s 

- 

I I 9 Ribsbroken, major bleeding, s h e d  Id6 rounds, U move, 
4 attacks 

10 
11 
12 Torso destroyed, victim killed 

13+ 

Ribs broken, major bleeding, no move or attack 
Torso destroyed, victim reduced to 0 hp, severe bleeding 

As above with additional abdomen (40%), arm (20% each) 
or head (20%) hit 

Location: A r m s  
Severity Effect 

1-3 No unusual effect 
4 Hand struck, weapon/shield dropped 
5 
6 
7 

Arm struck, -2 to attacks with that arm 
Hand broken, -or bleeding, -2 to all attacks 
Armor damaged, ann injlyed, -2 to all attacks; if victim 
has no armor, ann broken, 4 to attacks with that arm, 
minor bleeding 
Shield damaged, arm broken, Stunned 1 round, minor 
hleedinc 

8 

9 

10 

Weapon dropped, arm broken, stunned ld6 rounds, minor 
bleedbig 
Shoulder injured. no attacks. stunned ld6 rounds, minor 
bleeding 
Arm shattered, 'A move, no attacks, stunned ld6 rounds, 11 
minor bleeding 
Shoulder shattered, stunned 2d6 rounds, no move or 12 
attacks, major bleeding 
As 12 above with additional torso hit 13+ 

Location: Head 
Severity tiffed 

1-3 No unusual effec 
4 Victimstunned1 
5 Head struck, helm removed, victim s h e d  1 round, -2 to 

attack rolls; if victim has no helm, stunned ld6 rounds, -2 
to attacks 
Head injured, victim stunned ld6 rounds, -2 to attacks, 6 
'"inn7 hieedino 

1-5 No unusual effect 
6 Tip of tail struck; if prehensile, any items carried are 

movement 
Tail destroyed, pain Educes neaNre to 'A move and -2 
penalty on any attack rolls, major bleeding; no move or 
attack if creature uses tail for movement 
As 12 above with additional torso or abdomen hit 

12 

13+ 



I Spells in Combht 
Slashing 
Hit Location Chart 
d10 mll Humanoid d10 d l  MonsterlAnimal 
1-2 Fightleg 1 Right foreleglwing 

5 Abdomen 3 Ri@t hind leg 
h 7  T0.S" 4 Left hind lee 

3 4  Leftleg 2 Left foreleglwing 

~ ~~ ....~ 
Rightam 5 Tapl 

Left  arm 6 7  Abdomen ~~ 

10 Head 8-9 
10 

Tororsolchest 
Head 

Location: Legs 
Severity Effeet 

1-3 No unusual effect 
4 
5 
6 
7 

8 

Leg struck, minor bleeding, victim knocked down 
Knee struck, hockdown, minor bleeding, X move 
Leg ",jured, X mow, minor bleeding 
Leg injured, knockdown, H move, minor bleeding: if vi& 
has no armor, stunned Id4 rounds, X move, major bleeding 
Knee injured, stunned ld4 rounds, minor bleeding, X 

10 

11 

12 

13+ 

Hip broken, stunned 1d6 rounds, no move 01 attack, major 
bleeding 
Leg severed at knee, stunxed 2d6 rounds, major bleeding, 
no move or attack 
Leg severed at thigh, stunned 2d6 rounds, no move or 
attack, severe bleeding 
As above with additional abdomen hit 

Location: Abdomen 
Severity Effect 

1-3 No unusual effect 
4 Abdomen grazed, minor bleeding 
5 Abdomen stmck, vi& shmned 1 round, %move, minor 

h l d i n o  

10 

11 

12 Torso destroyed, victim killed 
13+ 

Fibs broken, major bleeding, s t w e d  ld6 rounds, no 
move or attack 
Torso destroyed, severe bleeding, unconscious 2d6 days, 
no move or attack 

As above with additional abdomen (40%), arm (20% each), 
or head (20%) hit 

Location: Arms 
Severity Effect 

1-3 No unusual effect 
4 
5 

6 

7 

Hand struck, weapon or shield dropped 
Arm struck, minor bleeding, shield damage or weapon 
dropped 
Hand injured, minor bleeding, -2 to attacks or no shield 
Use 
Armor damaged, arm injured, minor bleeding, -2 to all 
attacks; if victim has no armor, ann broken, stunned Id6 
rounds, major bleeding, -2 to all attacks 
Hand severed, stunned 1d6 rounds, major bleeding 
Arm broken, and useless, stunned Id6 rounds, major 
bleeding, X move, -2 to all other attacks 
Shoulder injured, stunned Id6 rounds, no attacks, major 
bleeding 
Arm severed at elbow, stunned 2d6 rounds, no attacks, 
major bleeding 
Arm severed at shoulder, no move or attacks, severe 

8 
9 

10 

11 

12 
bleeding 
As above with additional torso hit 13+ 

Location: Head 
Severity Effect 

1-3 No unusual effect 
4 
5 

Head grazed, minor bleeding, victim stunned Id6 rounds 
Head struck, helm removed, victim stunned 1 round, -2 to 
attack rolls; if victim has no helm, head injud, stunned 
Id6 rounds, X move, -2 penalty to all attack mlls 
Eye destroyed, stunned 2d6 rounds, -2 to all attacks 
Helm damaged, face injured, stunned 1d6 rounds, X move, 
4 to all attacks, minor bleeding 
Skull broken, helm damaged, major bleeding, unconscious 
ld6 hours 
Face injured, victim blinded, major bleeding, no move or 
attack 
Skull broken, unconscious Id6 days, major bleedbg, X 
move, 4 penalty to all attacks 

6 
7 

8 

9 

10 

11 Throat destroyed, severe bleeding 
12 Skull destroyed, immediate death 
13+ As above with additional torso hit 

Location: Tail 
Severity Effect 

1-5 No unusual effect 
6 

7-8 

Tip of tail struck; if prrhemile, any items carried are 
dropped, -2 penalty to tail attacks, minor bleeding 
Tail injured, lose any tail attacks; minor bleeding, normal 
animals must roll saving throw vs. death magic or retreat 
in pain 
Tail broken, lose any tail attacks, H move if animal uses tail 
for movement, minor bleeding 
T d  destroyed, stunned ld3 rounds, major bleeding, lose 
any tail attacks, no move or attack if mature uses tail for 
movement 
Tail severed, shmned 1d6 rounds, X move, -2 penalty on 
all attacks, major bleeding; no move or attack if creatunr 
uses tail for movement 
As 12 above with doubled damage dice 

9-10 

11 

12 

13t 

I 
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Vibration 
Hit Location Chart 
d10 mll Humanoid d10 roll Monsterlhirnal 
1-2 Rightleg 1 Right foreleglwing 
3-4 Leftleg 2 Left foreleglwing 
3 Abdomen 3 Right hind leg 
6-7 TOIS0 4 Left hind leg 
8 Rightam 5 Tail 
9 Left arm 6 7  Abdomen 
10 Head a9 Tarso1chest 

10 Head 

Location: Legs 
Severity Effect 

1-3 No unusual effect 
4 
5 

6 

7 

8 

9 

10 

11 

12 

13+ 

Victim grazed and knocked down 
Leg struck, ‘A move; victim knocked down, stunned Id4 
rounds 
Foot injured, X move, victim hocked down, stunned Id4 
munds 
Armor destroyed, leg injured, K move, victim stunned Id4 
rounds 
Hiplthigh injured, knocked down, stunned 2d4 rounds, X 

Amor destroyed, leg broken, shinned 2d4 rounds, %move 
and 4 penalty to all attacks 
Foot disintegrated; minor bleeding, victim stunned 2d4 
rounds, then no movement and 4 penalty to all attacks 
Leg disintegrated at knee, major bleeding, no move or 
attack 
Leg disintegrated at hip, no move or attack, maim bleed- 

As 12 above with an additional abdomen hit 

move 

ing 

Location: Abdomen 
Severity Effect 

1-3 No unusual effect 
4 
5 

6 

7 

8 

9 

10 

11 

Victim grazed and stunned 1 round 
Abdomen struck, -2 to attack rolls, X move, stunned ld4 
rounds 
Armor destroyed, abdomen injured, X move, -2 to attack 
rolls, victim stunned Id4 rounds 
Ahdomen injured, X move, -2 to attack iolls, victim 
stunned 2d4 muds  
Abdomen injured, % move, 4 to attack rolls, stunned 2d4 
rounds 
Annor destroyed, abdomen injured, victim stunned 2d4 
rounds, X move, 4 to attack mlls, minor bleeding 
Abdomen injured internally, no move or attack, major 
bleeding 
Abdomen partially disintegrated, no move or attack, death 
follows in Id4 houm if victim is not trrated with a cure wit- 
ical mounds or more powerful healing magic 

As 12 above with additional torso or leg hit (50% chance of 
each) 

12 Abdomen disintegrated, immediate death 
13+ 

Location: Torso 
Severity Effect 

1-3 No unusual effect 
4 Victimgrazed,stuMedlround 
5 Torso struck X move, -2 to attack rolls, stunned ld4 

rounds 
Shield destroyed, torso injured, stunned ld4 rounds, X 
move, -2 to attack rolls 
Armor destroyed, torso injured, s h e d  2d4 rounds, K 

6 

7 

9 
10 
11 

Tom injured, no move 01 attack, minor bleeding 
Ribs broken, no move or attack, major bleeding 
Torso partially disintegrated, victim reduced to 0 hit points 
and dies in ld3 tums unless treated by cure critical wounds 
or more powerful healing mmjc 
Torso disintegrated, victim killed instantly 
As 12 above with additional abdomen, arm or head hit 
(40% abdomen, 20% left arm, 20% right arm, 20% head) 

12 
13t  

Location: Arms 
Severity Effect 

13  No unusual effect 
4 
5 

6 

7 

8 

9 
10 

11 

12 

13+ 

Hand grazed, weapon or shield dropped 
A m  shuck, stunned ld4 rounds, -2 to attacks with that 
hand 
Hand injured, -2 to attacks with that hand (or no shield 
use if shield arm is burned), minor bleeding 
Armor destroyed, arm injured, -2 penalty to all attacks, 
vielim stunned ld4 rounds 
Ann injured, victim stunned 2d4 munds, 4 to attacks with 
affected arm and -2 to all other attacks, minor bleeding 
Am bmken and useless, victim stunned 2d4 rounds 
Hand disintegrated, stunned ld4 munds, -2 to all attacks. 
minor bleeding 
Arm disintegrated at elbow, stunned 2d4 rounds, no 
attacks, major bleeding 
A m  disintegrated at shoulder, stunned 2d4 rounds, X 
move, no ana&, major bleeding 
As 12 above with an additional torso hit 

Location: Head 
Severity Effect 

1-3 No unusual effect 
4 Victim stunned 1 round 
5 

6 

7 

8 

9 

Head struck, helm destroyed, victim stunned ld4 rounds, 
-2 to all attack rolls 
Head shuck, -2 to attacks, stunned 2d4 rounds, vi& 
deafened 
Helm destroyed, face injured, stunned 2d4 rounds, 4 
penalty to all attacks, X move, victim deafened 
Fare injured, victim blinded and deafened, stunned 2d4 
rounds 
Skull bmken, stunned 2d4 mmds, X move and 4 penalty 
to attacks; roll saving throw vs. death magic or lose Id3 

10 Jaw/face broken, no move or attack, unconscious 4d6 
days, major bleeding, victim deafened 

11 l lmat destroyed, stunned 2d4 rounds, severe bleeding 
12 Skull disintegrated, immediate death 
13+ As 12 above with additional torso hit 

points Of Intelligence 

Location: Tail 
Severity Effect 

1-5 No unusual effect 
6 

7-8 

%IO 

Tip of tail grazed; if prehensile, any items carried are 
dropped, -2 penalty to all tail attacks 
Tail injwd, lose any tail attacks; normal animals must roll 
saving throw vs. death magic or retreat 
Tail iniured, lose any tail attacks, X move if animal uses tail 
for movement ’ 
Tail disintegrated at mid-length, victim s m e d  Id4 
rounds, minor bleeding, lose any tail attacks, no move- 

11 

ment or attacks if c r e a k  uses &I for movement 
Tail disintegrated, victim stunned 2d4 rounds, X move and 
-2 penalty on any attack mlls, major bleeding; no move 
or attack and severe bleeding if creakme uses tail for 
movement 
As 12 above with abdomen or torso hit (50% chance of 
either) 

12 

131 move, -2 penalty to attacks 
To60 injured, victim stunned 2d4 rounds, K move, 4 to 
attack mlls 

8 
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Wounding 11 Tomo withered, victim Ieduced to 0 hit point8, dies in Id3 
turns unless treated by cure critical wounds or more power- 

Hit Location Chart 
d10 d l  Humanoid 
1-2 Right leg 
3-4 Left leg 
5 Abdomen 
6 7  T O E 0  
8 Right am 
9 Left arm 
10 Head 

d10 roll MonsterlAnimal 
1 Right foreieg/r*ing 
2 Left iareleglwing 
3 Right hind leg 
4 Left hind leg 
5 Tail 
6 7  Abdomen 
8-9 Torsojchest 
10 Head 

hrl magic 
Torso destmyed, vi& killed instantly 
As 12 above with additional abdomen, arm or head hit 
(40% ahdomen, 20% left arm, 20% right arm, 20% head) 

12 
13+ 

Location: Arms 
Severity Effect 

1-3 No unusual effect 
4 Hand grazed, weapon 
5 
6 

Arm struck, -2 to attacks with that hand 
Hand miured, -2 to attack wrth that hand (or no she1 

Location: Legs 
Severity Effect 

1-3 No unusual effect 
4 
5 
6 
7 

8 

9 

10 

11 
12 

13c 

Victim grazed, -1 p d t y  to attack rolls 
Leg struck, X move, -1 penalty to attack rolls 
Foot injured, X move, -1 p d t y  to attack rolls 
Leg injured, X move, -2 penalty to attack rolls, minor 
bleeding 
Hip/thigh injured, %move, -2 to al l  attacks, major 
bleeding 
Leg injured, X move and 4 penalty to all attacks, major 
bleeding 
Foot withered, victim s m e d  Id6 rounds, then no move 
ment and 4 penalty to all attacks 
Leg withered at knee, minor bleeding, no move or attack 
Leg withexed at hip, no move or attack, minor bleeding 
As 12 above with an additional abdomenhit 

LocationAbdomen 
Severity Effect 

1-3 No unusual effect 
4 
5 
6 

7 

Victim grazed, -1 to attack rolls 
Abdomen shuck, -1 to attack rolls, X move 
Abdomen injured, X move, -2 to attack rolls, minor 
bleeding 
Abdomen injured, X move, -2 to attack rolls, major 
bleeding 
Abdomen injured, X move, 4 to attack rolls, stunned E 
Id6 rounds 
Abdomen injured, stunned ld6 rounds, X move, 4 to 9 
attacks, maj& bleeding 
Abdomen withered, minor bleeding no move or attack 
Abdomen withered, no move or attack, death in ld4 hours 
unless victim receives cure ritiml wounds or more power- 
ful magk 

As 12 above with additional torso or leg hit (50% chance 
of each) 

10 
11 

12 Abdomen destroyed, immediate death 
131 

Location: Torso 
Severity Effect 

1 3  No unusual effect 
4 
5 
6 
7 

8 

9 
10 

Victim !gazed, -1 to attack rolls, stunned 1 round 
Tor= struck; K move, -2 to attack rolls 
Torso injured, X move, -2 to attack mUs 
Tolorso injured, victim stunned Id6 rounds, X move, -2 to 
attacks, minor bleeding 
Torso injured, victim stunned Id6 rounds, X move, 4 to 
attack rolls, minor bleeding 
Tor- injured, no move or attack, major bleeding 
Torso withered, no move or attack, major bleeding 

use if &Id hand is injured) 
7 Arm injured, -2 penalty to all attacks, minor bleeding 
8 Arminjured,stunned ld6munds,4toatiackswithaffPcted 

arm, -2 penalty to all other attacks, minor bleeding 
9 Arm injured and useless, victim s m e d  Id6 rounds, 

minor bleeding 
10 Hand withered, s m e d  Id6rOunds, -2 to all attacks 
11 Arm withered at elbow, stunned ld6 munds, no attacks 
12 Arm witheEd at shoulder, stunned ld6 rounds, X move, 

no attacks 
13c As 12 above with an additional torso hit 

Location: Head 
Severity Effect 

1-3 No unusual effect 
4 Victim prazed, -1 penal 
5 
6 
7 

8 
9 

10 

11 Throat destroyed, ld6 rounds, severe h1-eAi-g 
12 Skull destroyed, immediate death 
13+ 

Head stkck, -2 tiall attack rolls 
Head injured, -2 to attacks, stunned Id6 rounds 
Face injured, stunned ld6 rounds, 4 to all attacks and X 
move 
Face injured, victim blinded, stunned ld6 rounds 
Head partially withered, stunned ld6 rounds, X move and 
4 penalty to attacks, minor bleeding 
Face destroyed, victim blinded, no move or attack, major 
bleeding 

As 12 above with additional torso hit 

Location: Tail 
Severity Effect 

1-5 No unusual effect 
6 

7-8 

9-10 

11 

Tip of tail struck; if prehensile, any items carried are 
dropped, -2 penalty to all tail attacks 
Tail injured, lose any tail attacks; normal animals must roll 
saving throw vs. spell or immediately retreat 
Tail injured, lose any tail attacks, K move iianimal uses tail 
for movement, minor bleeding 
Tail withered, stunned Id3 rounds, minor bleeding, 1ne 
tail attacks; no movement or attacks i f  creature uses tail for 
movement 
Tail destroyed, victim stunned ld6 rounds, X move and 
-2 penalty on any attack mlls, major bleedins no move 

12 

or attackand severe bleeding if creature uses tail for 
movemeill 
As 12 above with abdomen or torso hit (50% chance of 
either) 

13+ 
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addition to the usual spell characteristics (range, compo- 
nents, duration, casting time, area of effect, and saving - 
throw), several additional characteristics are included in 
these new spells. These refer to material discussed in Chap- 
ter 8 and include the following items: 

Casting Subtlety: This describes how easily the spell 
may be cast without the caster's action being spotted for 
what it is. The number given is the base modifier to a n  
observer's Intelligence check based on the physical compo- 
nents and casting time of the spell. However, the DM may 
apply situational modifiers as he deems appropriate. 

Sensr- Q;g~ature: Spells possess sensory signatures 
ransins 
lar and r 

Wk 

cal strike check, the spell's size, number of locations hit, 
and the type of damage is noted here. For example, light- 
ning bolt would be noted as large (ld3 hits), electricity 
Huge creatures treat spells as if they were one size smaller, 
and gargantuan creatures treat spells as if they were two 
sizes smaller. 

istics in your campaign, simply ignore the information; the 
basic spell description can be used for play in most cam- 

;mall to gargantuan describing how spectacu- 
ible the spell's effects are. 

If the spell causes a knockdown chance 
creature, the knockdown die is noted here. 

'tkes: If the spell is capable of causing a criti- 

If you are not using any of these optional spell character- 

paigns. 

f Spells 

(Divination, Dimension) 

Range: 0 Components: V, S 
Duration: 2 rds./level 
Area of Effect: 10 x 60 ft. 
Subtlety: 12  Knockdown: None 
Sensory: Moderate visual Critical: None 

Casting Time: 1 
Saving Throw: None 

Creatures or objects that are phased-that is, in the Border 
Ehtereal P l a n ~ a n  be detected by using this spell. The 
spell affects a path 60 feet long and 10 feet wide; any phased 
creatures or objects in this area are revealed as soft, blue 
glowing outlines visible to anyone in the vicinity. Creatures 
or effects detected by this spell include: phase spiders, 
ghosts in their ethereal state, characters or creatures 
employing oil ofetherealness, psionic etherealness or phasing, 
and all other similar effects. Doorways or portals to extradi- 
mensional spaces are also detected, although anything hid- 
den within remains unseen. 

Detect phase does not reveal the location of creatures or 
objects concealed by magical invisibility or illusions. Note 
that detecting a phased monster doesn't necessarily give the 
caster the ability to attack it, but creatures such as phase 
spiders lose any special surprise bonuses they may receive 
if they are detected by using this spell. 

This spell enables a uvlzard to detect secret doors, com- 
partments, caches, and similar devlces Only passages, 
doors, or ovenmgs that have been deliberately constructed 

kight no(find a secret compar&ent in the area of effect if 
the compartment is behind or under another object that covr 
ers it completely. This spell only detects the doorway or 

(InvocationlEvocation, Geometty) 

T ~ E  svell causes any words spoken by the wizard.or 

ndix 1 
1 %met Passages and Portals 

Range: 0 Components: V, S 
Duration: 1 turn Casting Time: 1 
Area of Effect: 10 x 10 ft. area/level Saving Throw: Non 
Subtlety: +2 Knockdown: None 
Sensory: None Critical None 

so as to es;ape dgtection are detected by this spell-a trap 
door buried beneath crates in a cellar, an illusionary wall, 
an amulet left in a cluttered room would not be detected. 
The wizard affects an area of 10 feet square per level, so a 
4th-level wizard could search four sections of wall, floor, 
ceiling. Any doorways or openings detected by this spell 
slow softlv for one full turn. It's vossible that a wizard 

opening; &e wizard may have to search for a mechanism rn 
catch that opens the door. 

Dictation 

Range: 10-ft. radius 
Duration: 1 tum/level 
Area of Effect: Special 
Subtlety: 12 Knockdown: None 
Sensory: Small audio Critical: None 

anyone Within IO feet if him to appear kn a piece of paper 
or the blank page of a book. It is useful for recording con- 
versations, verbal agreements, interrogations, or even note 

to write them down himself. Generally, a person reading 
aloud takes about one to five minutes to read a page, 
depending on how many words are on a page. 

Foreign languages are not translated, although foreign 
words are given the correct alphabetic spelling in the wiz- 
ard's native tongue; for example, the phrase c'est la vie 

but a p h k e  or name in Arabic or Chinese would not be 
transcribed in those alDhabets. Mazical spells and invoca- 

backup copy of a scroll even as it's read by the wizard, bu 
clever wizard may be able to record a magical item's com- 
mand word if an enemy within range uses it while the spe 
is in effect. 

The material component for this spell is the blank page 
scroll, or paper that the dictation will appear on. This mus 
be prepared with a special wash of vinegar, which brings 
the cost to 10 gold pieces per page so readied. 

Components: V, M 
Casting Time: 1 
Saving Throw: None 

or observations If the wizard doesn't want to take the time I 

would auvear ai it does here,-with no Endish translation, 

tions are not recorded,*so this spe1l:an't he used to create a 

140 



New Wizard Spells, 1st Level 
I 

Expeditious Retrettt 

Components: V, S 
Castina Time: 1 : 3 rds. + 1 rd./level ,i &ea of Effect: The caster Saving-Throw: None 
Knockdown: None 
Critical None 

The wizard Kerith was noted for his astounding lack of 
courage in the face of even the most insignificant dangers. 
He developed this spell early in his career to assist him in 
his frequent and precipitous withdrawals from combat. 
When cast, expeditious retreat provides the wizard with an 
amazing fleetness of foot, enabling him to run in great leaps 
and bounds. The caster‘s movement rate is tripled for the 
duration of the spell, so a wizard with a movement of 12 
would be able to run at a rate of 36 while the spell was in 
effect. In addition, the wizard can jump up to 5 feet in the 
air or make a 15-foot horizontal leap with ease. The wizard 
does not have to move while the spell is in effect, but if he 
moves at all, his unnatural speed and bounds prevent him 
from taking any other actions except for running-in other 
words, he can’t take a half-move and throw a missile, or 
charge, cast a spell, or do anything else except move. 

means, including additional movement-affecting magical 
spells or items. Kerith was also noted for his cynical obser- 
vation to a companion: ‘‘I don’t have to outrun the troll. I 
just have to outrun you.” 

The wizard cannot increase his movement further by any 

I 

I 
I 
i Protection from Vermin 
4 (Abjuration) 
i 
1 1 Range:Touch Components: V, S, M 

Duration: 2 rds./level / Area of Effect: Creature touched Saving Throw: None 
Subtlety: +3 Knockdown: None 
Sensory: Small visual/olfactory Critical None 

Casting Time: 1 

This spell creates a magical barrier around the recipient, 
preventing the attacks ofnonintelligent monsters of less 
than 1 Hit Die. Creatures in this category include normal 
centipedes, spiders, bats, and rats, but any monster with an 
Intelligence of low or better can ignore the spell’s effects. 

The barrier extends about one foot from the protected 
character’s body and moves with him; vermin cannot toler- 
ate the aura’s touch and recoil from the character. Any 
attacks that require physical contact (bites, stings, claws, 
etc.) automatically fail, but a creature with a ranged attack 
can still attack the spell’s recipient. 

The spell ends if the recipient attacks a creature he has 
been protected against, or tries to pin or trap the vermin by 
forcing the repelling barrier against them. The material 
component for this spell is a cone of pungent incense 
burned in a tiny bronze censer containing osquip ashes. 

IC 
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ay of Fatigue 
(Necromancy) 

Range: 10 yds. + 5 yds./level 
Duration: 1 rd./level 
Area of Effect: 1 creature 
Subtlety: +2 Knockdown: None 
Sensory: Small visual Critical: None 

Components: V, S 
Casting Time: 1 
Saving Throw: Neg. 

This nefarious spell affects the victim's life energies, 
increasing any fatigue or exhaustion the victim w e n t l y  
possesses. Alert and well-rested characters suddenly 
become tired and sluggish, and characters who are already 
fatigued may be reduced to near-helplessness. In effect, the 
ray adds one level of fatigue or encumbrance to the victim. 
Moderately encumbered characters suffer a -1 penalty to 
attack rolls; heavily encumbered characters suffer a -2 pen- 
alty to attacks rolls and a +1 Armor, Class penalty; and 
severely encumbered characters suffer a 4 penalty to attack 
rolls and a +3 Armor Class penalty. (Assume that monsters 
suffer a -1 penalty to their attack rolls and reduce their 
movement rates by 33%.) The victim is allowed a saving 
throw to negate the spell's effects. 

If you m using the fatigue rules from the PLAYER'S 
O~ION" :  Combat b Tactics book, this spell operates in a 
slightly different manner-fresh characters become 
fatigned, gaining one level of encumbrance; fatigued char- 
acters become exhausted, gaining two levels of encum- 
brance; and exhausted characters collapse in a quivering 
heap, unable to move or attack. 

Second-Level Spells 
Cat& Grace 
(Alteration) 

Range: Touch 
Duration: 1 hr./level 
Area of Effea: Creature touched 
Subtlety: +3 Knockdown: None 
Sensory: Small tactile Critical: None 

Components: V, S, M 
Casting Time: 2 
Saving Throw: None 

Just as a strength spell can increase a subject's physical 
power for a time, cat's grace can enhance a subject's Dexter- 
ity. All abilities and skills that are Dexterity-based may be 
affected by an enhanced Dexterity score, including a sub- 
ject's reaction adjustment, missile attack adjustment, defen- 
sive adjustment, Dexterity-based proficiency scores, and 
adjustments to thief abilities. The exact amount of Dexterity 
gained depends on the subject's class; multi-classed charac- 
ters use the most favorable die. 

Class Dexterity Gain 
Rogue Id8 points 
Warrior ld6 points 
Wizard 1d6 points 
Priest ld4 points 

The spell cannot confer a Dexterity score of 20 or more, 
and it is not cumulative with any other Dexterity-enhancing 
magical or psionic power. Subjects without Dexterity scores 
gain a -1 bonus to AC and a +1 to attack rolls with missiles 
for the duration of the spell. The material component for 
this spell is a few whiskers from an elven cat. 

Displace 8elf 
(Alteration, Dimension) 

Range: 0 
Duration: 1 rd./level 
Area of Effect: The caster 
Subtleh.: +2 Knockdown: None 

Casting Time: 2 
Saving Throw: None 

Sensory: None Critical: None 

Emulating the natural ability of the displacer beast, th 
spell causes the caster to appear to be about two feet awi 
from his true location. Any creature making a melee or 
missile attack against the caster automatically misses wit 
his first attempt and suffers a -2 penalty on all subsequei 
attack rolls. In addition, the wizard also gains a +2 bonus 
on saving throws for any spell or special attack aimed 
directly at him, not at any other characters or the area 
around him. The only spell that will reveal the caster's 
true location is true seeing. 

The material component for this spell is a small skip of 
leather made from displacer beast hide that is twisted inta 
loop. 

Moon Rune 
(Alteration, Geometry, Artifice) 

Range: 0 
Duration: Permanent Casting Time: 2 
Area of Effect: Up to 1 sq. ft. 
Subtlety: 13 Knockdown: None 
Sensory: Small visual Critical: None " 

By using this spell, the wizard can create a n  invis 

Components: V, S, M 

Saving Throw: None 

mark or rune on any surface. This mark remains invisible 
until conditions specified at the time of the casting are met. 
For example, the wizard could specify that the runes are 
only visible by the light of the moon or by the light of a 
moon of a certain phase (half, full, etc.), when viewed by an 
elf, at sunset or sunrise, when viewed by a wizard, when 
the caster is present, and so on. The spell cannot be used ti 
transcribe magical runes, signs, glyphs, or symbols, but as 
many as seven letters or marks can be drawn. Unlike a 
magic mouth spell, a moon rune is permanent and will appe 
any time its conditions are met. 
In addition to appearing when the proper conditions ai 

met, a moon rune also becomes visible if a detect magic, detet 
invisibility, true seeing, or other such spell or effect is used ( 
it. A read magic spell will reveal the maker's words, if any. 
Moon rune cannot be cast on a living creature. The mark ca 
not be dispelled, but it can be removed by the caster or by 
an eiase spell. 

A moon rune requires a special mixture of pigment 
including mithral filings or powder worth at least 100 gp. 
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Protection from Poison 
(Abjuration) 

Range: Touch Components: V, S 
Duration: 1 rd./level 
Area of Effecect: Creature touched 

Casting Time: 2 
Saving Throw: None 

+2 Knockdown: None 
SOT: None Critical: None 

i 1 With this abjuration spell, the wizard provides a protective 
banier similar to that mated by the spells protectionfrom evil or 
grotedionfrom wrmin, warding the recipient against c r e a m  
that possess venom or poison of some kind. Poisonous mon- 
stem or poison-using characters of 4 or less Hit Dice or levels 
are prevented from maldng physical contact with the spell 
recipient, while venomous creaturrs of 4+1 Hit Dice or poison- 
using charactem of five levels or more suffer a -2 penalty on 
their attack rolls against the protected character. Only injected 
or contact poisons from natural or innate sources (such as com- 
pounds made fmm plants or the venom from a snake) in a 
position to possibly injure the character protected against; a 
thief carrying a vial of ingestive poison in his pouch is not 
counted as a venomous character while a character that is 
brandishing a poisoned short sword is counted as venomous. 
The spell recipient can still be poisoned by a spitting attack or a 
thrown dagger smeared with poison. 

! I  ' If the spell recipient attacks a creature he has been 
, p d e d  against or uses the resistance of the spell's aura to 

force lus antagonist to give ground, the spell ends. Regret- 
tably, reaching out to drink from a poisoned cup dispels the 
effect, so this spell offers no protection against ingested poi- 
sons. The spell functions normally if cast upon a poison- 
using creature or character. 

(ConjurationlSummonink Shadow) 

Range: 30 yards 
Duration: 2d4 rds. + 1 rd./level 

Components: V, S, M 
Casting Tie: 2 

I Area of Effect: Two IO-ft. cubes, Saving Throw: Special I I +one 10-ft. cube/level (max. is 8 cubes) 
' ' Subtlety: +3 

; !  
1 This spell creates a wall or barrier of ominous shadow in 

~ 1 any area within the spell range. The null ofgloom does not 
obscure sight completely, but objects or creatures within the 
wall, or on its other side, are dim shadows that can barely 
be seen. Creatures attempting missile fire through the wall 
suffer a -2 penalty to their attack rolls. In addition, the 
supernatural cold and darkness of the mall ofgloom may 
cause creatures moving through the wall to recoil in fear. 
Creatures of 4 Hit Dice or less who enter the wall must 
make a saving throw vs. spell or retreat for ld3 rounds; 
creatures of 4+1 to 7 Hit Dice must save or hesitate for 1 
round before entering the wall; and undead and creatures of 
7+l Hit Dice or more ignore the wall's fear effects. 

The wall can take any shape the caster desires, as long as 
it is at least 10 feet high and 10 feet thick. The material com- 
ponent is a bit of fleece from a black sheep and the eyelash 

Knockdown: None 
Critical: None Sensory: Huge visual, small tactile 

, ,  

~ 

! 

1 
! 
I 
,' of a revenant. 

1 A I  i 

Range: 40 yards 
Duration: 1 tnrn + 1 rd./level 
Area of Effect: 1 creature 
Subtlety: 13 Knockdown: None 
Sensory: Medium visual Critical: None 

as the Arcanamach, the mage Sirellyn rediscovered this 
forgotten dweomer many centuries after its last use. The 
spell causes a number of shining metal bands to materialize 
out of the air, encircling and capturing a target of the 
caster's choice. The victim is allowed a saving throw vs 
spell to elude capture, with a -1 penalty per three caster lev- 
els (for example, -1 for a 4th to 6th level caster, -2 for a 7th 
to 9th level caster, -3 for a 10th to 12th level caster, and so 
on), since higher-level casters tend to conjure more bands in 
a denser pattern. Any creature of less than size G (gargan. 
tuan) can be snared, but gargantuan monsters are simply 
too big to be restrained by the bands. 

If the victim fails his saving throw vs. spell, he is 
caught and held immobile by the bands. He may not 
move his arms and legs, but he is still capable of speech 
and can employ psionic powers or use worn magical 
items, such as rings. Subjects with a Strength rating may 
attempt to burst the bands and free themselves with a 
bend bars/lift gates roll. If the subject does not have a 
strength rating, it may make a saving throw vs. petrifica- 
tion with a 4 penalty. 

interlocked so that all three are connected. 

Components: V, S, M 
Casting T i e :  3 
Saving Throw: Neg. 

Once employed by the mysterious ancient wizard known 

The spell requires three miniature bands of silver that are 

Lsnce of Disruption 
(InvocationlEvocation, Elemental Air, Force) 

Third-Level Spells 
Bands of 8irellyn 
(ConjurationlSummoning) 

Range: 0 Components: V, S 
Duration: Instantaneous Casting Time: 3 

Saving Throw: % Area of Effect: 5 ft. x 60 ft. 
Subtlety: +2 Knockdown: d10 
Sensory: Huge audio vibration Critical: Medium (1 hit) 

This spell creates a beam of concussive, disrupting fore  
that lashes out from the wizards hand in a path 5 feet wide 
and 60 feet long. Any creatures caught in the beam's path 
suffer 5d4 points of damage, plus 2 points of damage per 
caster level (maximum damage is 5d4+30); for example, a 
6th-level wizard would inflict 5d4+12 damage with the lance 
of disruption. Victims are allowed a saving throw vs. spell for 
half damage. The lance's energy delivers a powerful blow 
against inanimate objects and can easily blast light &mi- 
ture, thin wooden walls, or fragile stonework to flinders. 
Barred wooden doors can be blasted of their hinges and 
even sturdy iron-bound doors or heavy stonework can be 
seriously damaged by the lance of disruption. 

Creatures with amorphous or nonsolid bodies, such as 
fire or air elementals and some oozes and slimes, are resis- 
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tant to the lance’s effects and onlv sustain half damage, or 
one-quarter damage with a succ&ul  save. 

Lesser Sign of Sealin,n 
(Abjuration, Geomehy) 

Range: 0 Components: S, M 
Mation: Special Casting Time: 1 turn 
Area of Effect: One portal Saving Throw: X 
Subtlety: +2 Knockdown: d8 
Sensory: Medium visual Critical: Medium, type varies 

By using this spell, the caster creates a magical ward that 
has two major effects; first of all, it affects a doorway or item 
that opens (a chest, for instance) as if it were a hold portal 
spell, keeping it securely locked and closed. Secondly, if the 
protected doorway is forced open by any means, magical or 
physical, the sign is not only destroyed, but also strikes the 
offending creature for Id8 points of damage +I point of 
damage per level of the caster. The duration of this spell is 
either one day per level of the caster or until discharged, 
whichever happens first. The exact form of energy is chosen 
by the caster when he creates the lesser sign; acid, cold, fire, 
electricity, or sonic disruption are popular choices. 
I: The sign is not hidden or concealed in my way and is 
asually quite prominent on the item or portal it protects. The 
&ter cannot specify particular creatures or conditions for the 
lesser sim’s oueration; it functions against anv creature that 
attemp& to pas5 I t  (except for extraphar cr&ures ut 6 HD 
or mow and M u a d s  oi hirher le\d than the ca~tc~r-they tan .. 
merely ignore ir as if i t  were not there). The sign witlot he 
dwelled bv syrlls of loivrr spell le\~tts such d i  knrh k, but the 
ca& can remove it any timihe chooses, thus ending the 
spell, or it can be defeated by an erase spell cast by a wizard 
of eaual or hieher level than the orieinal caster. <, <, 

The marerial iomponmt for 2 I r r w  i i p i  can hc a pinch of 
r4ther puwdered diamond (cold,, ruby (fire), emerald [acid), 
pearl (su1Uc disruption. ur s.lQphire [e~ectrlclty). dcpcnding 
on the type of energy rhe wiiard wishes the sign to ernphi).. 
Thr valur ai the gemstone must be at Ieasr IOil gold pieces. 

Protection from Amorphs 
Abjuration) 

Range: 0 
Duration: 2 rds./level 
Area of Effect: The caster 
Subtlety: +3 Knockdown: None 
Sensory: Medium tactile Critical: None 

Components: V, S, M 
Casting Time: 3 
Saving Thow: None 

I 

an innate ranged attack of any kind, these also fail. 
If the protected character makes an attack againc 

monster, or if he forces the barrier.against the monster, the 
spell ends and he is no longer protected. The material corn- 
ponent is a mixture of rare salts sprinkled in a small circle 
around the character to be protected. 

8olvent of Corrosion 
(ConjuratiodSummoning, Alche 

Range: 10 yards Components: v, a, @ 

Duration: 3 rounds CastingTime: 3 
Area of Effect: 1 sq. ft./level Saving Throw: ‘x 
Subtlety: c4 Knockdown: None 
Sensory: Medium visual Critical: Medium (1 

large olfactory 

esembles the spells protection from vermin 
il, but in this case the caster is protected 
any of the various amorphous monsters, 

the barrier surrounding the protected character, 
atural attacks automatically fail. If the monster has 

cid 

This spell conjures a corrosive, acidic slime of horrid 
skngth on one surface or creature withjn the spell’s range. Up 
to one s q w  foot of surface area per caster level can be 
affected, so a 5th-level caster can affect 5 square feet--enough 
to create a 2-foot by >foot hole in a door or wall,, or thoroughly 
drench a man-sized cmature. The acid eats through 6 inches of 
wood, leather, or hone, 4 inches of stone, or 1 inch of metal 
each round. Against monsters composed of stone, metal, or 
wood, the solvent inflicts ld3 points of damage per caster level 
per s q m  foot affected in the first round, ld2 per caster levr’ 
in the second round, and 1 per two caster levels in the third 
and final round. Thedore, a loth-level wizard who strikes i 
Want with solvent ofcornsion inflicts 1Od3, then 1Od2, and 
finally 5 points of damage. Each round, the victim is allowe< 
saving throw vs spell for half damage. 

Aeainst flesh, the solvent is much less effective; it is 
I. 

i a u s i  and burns pmnhill!‘, inflicring 1 point oi damdge ~ Y L  

;a,ter l e w l  In the iirst round, but no iurihcr damage in the 
second or third round. However, the burning in th; follow 
ing rounds does inflict a -2 penalty to the victim’s attacks 
while the solvent is active. The solvent is extremely likely 
cause extensive damage to the victim’s armor and equip- 
ment; item saving throws vs. acid may apply at the DMs 
discretion. If the armor or equipment is magical in nature, 
then the saving throw is made with the usual bonuses 
allowed to the magical item. 

The meat alchemist Vandarien develoDed his solvent to 
dissolve iron grates, stone and woodwok traps, and other 
such hazards. The solvent’s effectiveness against mineral or 
wood-based creatures was a mere side effect of his research. 
The material comuonent of this me11 is a mixture of vinegar, 
water, and a drop’of black drago; acid. 

Wall of Water 
(InvocationlEvocation, Elemental Water) 

Range: 30 yards 
Duration: Special Casting Time: 3 
Area of Effect: Special 
Subtlety: +3 Knockdown: None 
Sensory: Large visual Critical None 

Components: v, b, NI 

Saving Throw: None 

This spell calls into being a curtain or field of water th 
remains mtact and upright in defiance of gravity. The wa 
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lasts as long as the wizard chooses to concentrate on main- 
taining it or one round per level if the wizard chooses not to 
concentrate on holding it together. The caster may shape the 
wall of water in one of three ways: 

A. Water Curtain. In this form, the wizard conjures one 
plane of water, 5 feet square and 1 foot thick, per experi- 
ence level; for example, a 5th-level caster can create five 
5-foot x 5-foot x 1-foot wall sections that would be 
enough to block an arched passageway 15 feet wide and 
10 feet high with a curtain of water 1 foot thick. The cur- 
tain's lower edge must rest upon the ground, but it need 
not be anchored on either side, and it remains cohesive 
and upright for the duration of the spell. Once raised, the 
wall cannot be moved. 
B. Hemisphere. In this manifestation, the wall of water 
forms a dome 1 foot thick over the caster, with an inner 

equal to 3 feet plus 1 foot per caster level; a 7th- 
I 1 level caster a u l d  mate  a dome with a 10-foot radius. The 

wall must rest upon the ground. The dome is immobile. 
C. Sphere. If cast underwater, the caster may shape the 
wall ofwater into a sphere 1 foot thick, with a n  inner 
radius equal to 3 feet plus 1 foot per caster level (no air is 
in the sphere). The sphere is centered on the caster and 
moves with him. 

In any form, the wall of water has two primary effects. First 
fall, missile fire through the wall is next to impossible, suf- 
ring a 4 attack penalty for each foot of thickness as well as 

a -1 damage penalty for every two feet of thichess. Crea- 
tures gain a +1 bonus to saving throws against attack spells 
that must pass through the wall. If the spell allows no saving 
throw, none is granted by the wall of wafer. Secondly, physical 
passage through the wall is hindered; any creature trying to 
pass through must take one hull round to do so and becomes 
soaked to the skin in the process. 

The wall ofwater can be defeated or bypassed by a num- 
ber of spells or effects. At the end of the spell's duration, the 
water loses its cohesiveness and collapses, which may sur- 
prise those sheltering under the hemisphere or standing 
next io the curtain. Note that the water itself may be fresh 
water (25% chance), salt water (50% chance), or brackish 
(25% chance), although the sphere will always be composed 
of the water type that surrounds it. The material component 
is a vial full of blessed spring water. 

Fourth-Level Spells 
Conjure Elemental-Kin 
(ConjurationJSummoning, all Elemental, Geometry) 

Range: 60 yards 
Duration: 1 tum/level 
Area of Effect: Special 
Subtlety: 16  Knockdown: None 
Sensory: Medium tactile Critical: None 

Components: V, S, M 
Casting Time: 1 turn 
Saving Throw: None 

Like the conjure elemental spell, this summonhg can be 
used to summon a creature from one of the four elemental 
planes-a sylph from the plane of Air, a pach or sandling 
from the plane of Earth, a fire snake fmm the plane of Fire, 

or a nereid or water weird from the plane of Water. The wiz- 
ard must decide which elemental-kin he will conjure when 
he memorizes the spell since the components and proce- 
dures are different for each. An elemental specialist can con- 
jure only from his own element. 

amount of their native element at hand; a good-sized fire or a 
body of water is required for those elemental-kin. In addition 
to this and either an aquamarine, amber, ruby or emerald 
gem worth 1,500 gold pieces, the wizard must also provide 
the spell's material component, which vanes by element: 

Elemental-kin can only be conjured if there is a good 

Air Elemental-kin: Burning incense 
Earth Elemental-kin: Soft clay 
Fire Elemental-kin: Sulphur and phosphorus 
Water Elemental-kin: Water and sand 

The elemental-kin is bound to obey the wizard's 
mands and will not turn against him, but it is genera 
annoyed by its summoning and cooperates only as 
instructed. Given the chance, the creature will disapp 
and return to its home in the elemental planes; in o 
prevent this, the wizard must concentrate on keeping the 
creature from leaving. (If the wizard is wounded or grap- 
pled, or casts another spell, his concentration is broken.) 
The elemental-kin can be controlled or maintained at a dis- 
tance of 30 yards per caster level. 

The various elemental-kin creatures are described in 
detail in the MONSTROUS MANUAL tome, under the heading 
Elemental. At the DMs option, other elemental creatures of 
4 Hit Dice or less may be summoned with this spell. 

Improved Strength 
(Alteration) 

Range: Touch 
Duration: 1 rd./level 
Area of Effect: Creature touched 
Subtlety: +4 
Sensory: None 

By casting this spell, the wizard can empower a creature 
with superhuman stength. Unlike the 2nd-level strength spell, 
improved strength allows the recipient of the spell to ignorr race 
or class restrictions on his maximum Strength score, possibly 
reaching scores as high as 25. The exact amount of strength 
gained variesl+the recipient's class group: 

Class Strength Gain' 
Warrior ld8+4 (max 25) 
Priest ld6+4 (max 23) 
Rogue ld6+4 (max 23) 
Wizard ld4+4 (max 21) 

* Count each percenhle bracket of exceptional strength as one paint; 
the strength gainproceeds as 18,18/01,18/51,18/76,18/91,18/00, 
19, and so on. 

Even if the recipient is not a warrior, he gains all the ben- 
efits of an exceptional Strength category; for example, if a 
thief with a Strength of 14 gained 7 points, he would pos- 
sess a Strength of 18/76 for the duration of the spell. In 
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addition to the attack and damage bonus, increased chance 
to open doors or bend bars, and increased carrying capaciq 
the spell recipient may temporarily gain the ability to throu 
boulders as a giant of equivalent Strength, as shown below: 

Strength Equivalent Rock Hurling 
Score Giant Type Range Damage 

19 Hill giant 80 yards 1d6 
20 Stone giant 100 yards Id8 
21 Frost giant 100 yards 1d8 
22 Fire giant 120 yards ld8 
23 Cloud giant 140 yards ld10 
24 Storm giant 160 yards 1d12 
25 Titan 200 yards ld20 

When the spell ends, the recipient is struck by intense 
exhaustion; he can do nothing except rest for 1d3 full turns 
to recover his strength, The material component is a strand 
of hair from a giant. 

Lesser Geas 
(EnchantmenUCham, Song) 

Range: 10 yards Components: V 
Duration: Special Casting Time: 2 
Area of Effect: 1 creature 
Subtlety: +1 Knockdown: None 
Sensory: Medium audio Critical None 

Saving Throw: Neg. 

By means of this spell, the wizard places a magical 
command upon a creature of 7 Hit Dice or less to carry 
out some service, undertake a task, or refrain from some 
action or course of activity. The caster specifies the condi- 
tions of the lesser geas when he casts the spell; the victim 
must be intelligent, conscious, able to understand the 
caster, and not under the influence of any spells or effect: 
that affect or control its mind. The lesser geas cannot com- 
pel a creature to kill itself or perform acts that will result 
in certain death, although the wizard can use the spell to 
coerce the subject into almost any other nondestructive 
course of action. The victim is entitled to a saving throw 
vs. spell to avoid the lesser gens, but suffers a -2 penalty o 
its save if the wizard is of higher level or Hit Dice, or a 4 
penalty if the wizard is more than twice the victim's level 
or Hit Dice. 

The wizard must be careful in the wording of his lesser 
geas since the casting and fulfillment are tricky The subject 
should be given a tangible, achievable goal, with clear 
courses of action available to him, "Climb that mountain!" 
or "Tear that mountain down rock by rock!" are legitimate 
geases, but a geas such as "Become a mountain!" is just not 
specific enough to work. 

Similar to the 6th-level spell geas, the lesser geas compels 
the subject to obey the wizards command. If the geased 
creature fails to follow the wizard's instructions, it will 
grow sick-each week that passes, the creature loses one 
point from each ability score, 1 hit point per Hit Die, and 
suffers a cumulative -1 penalty to attack rolls and saving 
throws. These penalties cannot reduce an ability score to 
less than 3, reduce a creature to less than 1 hit point per Hit 
Die, or reduce its attacks and saves by more than 4 points. 
The lesser geas can be countermanded by a remove curse spell, 
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psionic attacks. 
The material comnonent for this soell is a tinv fimurine of 

or a limited wish or wish. However, if the subject entertains 
thoughts of removing the lesser gas,  it will protect itself by 
giving the subject a waming headache. If the subject per- 
sists, then the sickness will begin, 

1 MordenkBinen’s Force Missiles 
1 (InvocationlEvocation, Force) 

Range: 30 yds. + 10 yds./level 
Duration: Instantaneous Casting Time: 4 
Area of Effect: 1-7 targets 
Subtlety: +3 Knockdown: d10 
Sensory: Medium visual, 

Components: V, S 

Saving Throw: Special 

Critical: Medium (1 hit) 
large audio impact 

This spell creates a brilliant globe of magical energy 
that streaks forth from the caster’s hand to unerringly 
strike its target, much like a magic missile spell. The subject 
must be seen or otherwise detected in order to be targeted 
by this spell. The wizard creates one missile at 7th level 
and an additional missile at every third level after 7th-in 
other words, two missiles at 10th level, three at 13th, four 
at 16th, and so on, to a maximum of seven missiles at 25th 
level. Each missile inflicts 2d4 points of damage to the tar- 
get and then bursts in a 3-foot radius concussive blast that 
inflicts 1 point of damage per level of the caster-for 
example, a 12th-level wizard could conjure two force mis- 
siles, each of which strikes for 2d4+12 points of damage. 
The victim may attempt a saving throw vs. spell to negate 
the concussion damage, but the impact of the missile itself 
allows no saving throw. 

Just like magic missile, the force spheres may be directed 
at as many or as few targets as the caster likes. The missiles 
can easily damage or destroy inanimate objects, especially 
fragile or delicate items. 

Pgychic Protection 
(Abjuration, Mentalism) 

Range: 0 
Duration: 3 rds./level 
Area of Effect: The caster 
Subtlety: +4 Knockdown: None 
Sensory: None Critical: None 

Components: V, S, M 
Casting Time: 4 
Saving Throw: None 

This spell provides the caster with a t 6  bonus to saving 
throws (or allows a saving throw in the case that one is not 
normally allowed) against spells or effects that control or 
destroy his mind, including command, domination, feeble- 
mind, hold magic jar, insanity, possession, and the psionic 
powers of domination, mass domination, and switch per- 
sonality. Any attempt to subvert or destroy the wizard‘s 
mind automatically fails, but the wizard is still vulnerable 
to spells or effects that influence his actions without taking 
control of his psyche. In other words, attacks that simply 
encourage the victim to act in a certain way or influence 
his perceptions do not trigger the magical warding of the 
spell. A partial list of spells, powers, and effects that are 
not defended against includes charm, suggestion, emotion, 
confusion, hypnotism, fear, antipathy, beguiling, Otto’s irie- 
sistible dance, a mind flayer’s mental blast, and most 

, _  
the wizard, cast in iron. 

Ultravision 
(Alteration) 

Range: Touch 
Duration: 2 hrs. + 1 hr./level 
Area of Effect: Creature touched 
Subtlety: +6 Knockdown: None 
Sensory: None Critical: None 

:omponents: V, S, M 
Casting Time: 1 round 
Saving Throw: None 

An improved version of the infmzjision spell, ultravision 
allows the spell recipient to see perfectly in normal dark- 
ness, starlight, or moonlight to the full range of his unob- 
scumd daylight vision. (See Chapter 13 of the Player’s Hand- 
book; in most outdoor settings, this means that the character 
can spot movement at 1,500 yards.) In underground set- 
tings, the spell enables the recipient to see up to 90 feet in 
nonmagical darkness. Magical darkness, fog, or smoke is 
less effective than normal against a character using ultravi- 
sion; the spell permits the recipient to see at least 30 feet in 
magical darkness, and at least 10 feet in any kind of 
vaporous, foggy, or smoky atmosphere. Ultravision does not 
permit the recipient to spot invisible creatures, and it does 
not function in the presence of strong light sources 
(lanterns, torches, and so on). 

worth at least 50 gold pieces. 
The material component for this spell is a black agate 

Vitriolic 63phere 
(ConjuratiodSummoning, Elemental Water, Alchemy) 

Range: 150 yards Components: V, S, M 
Duration: Special Casting Time: 4 
Area of Effect: 5-ft. radius Saving Throw: K 
Subtlety: +4 Knockdown: d8 
Sensory: Medium visual, Critical Large (ld3 hits) 

large olfactory acid 

This spell conjures a one-foot sphere of glowing en 
ald acid that the caster can direct to strike anp target 
within range. When it reaches its target, the sphere 
explodes and drenches the victim in potent acid. The vic- 
tim suffers ld4 points of damage per caster level (to a 
maximum damage of 12d4) and may attempt a saving 
throw vs. spell for half damage. If the victim fails his sav- 
ing throw, he continues to suffer acid damage in the fol- 
lowing rounds, sustaining two less dice of damage each 
round. For example, an 8th-level wizard inflicts 8d4 dam- 
age with this spell on the first round, 6d4 on the second 
round, 4d4 on the third round, 2d4 on the fourth round, 
and the spell ends in the fifth round. Each round, the sub- 
ject is entitled to a saving throw-the spell ends when he 
succeeds, or when the acid damage runs its course. The 
acid can also be neutralized with soda, ash, lye, charcoal, 
or removed with a large quantity of water. 

The vitriolic sphere also splashes acid in a 5-foot radius 
around the primary target. Any creatures within the splash 
radius must save vs. paralyzation or suffer a splash hit that 



Splash hits ho not cause co&king damage. The material 
component for this spell is a drop of giant slug bile. 

Fifth-Level Spells 
Improved Bli& 
(Alteration, Dimension) 

Range: 0 Components: V, S 
Duration: 1 rd./level 
Area of Effect: The caster 
Subtlety: +2 Knockdown: None 
Sensory: Medium visual Critical: None 

Casting Time: 1 
Saving Throw: None 

Naturally, this spell is a n  improvement of the 3rd-level 
alteration spell blink, allowing the wizard to shift his body 
to any point within 15 feet of his current location. Unlike the 
lower-level spell, inzproued blink allows the wizard to choose 
the exact time of his jump, the exact destination, and the ori- 
entation or facing of his choosing. For example, a wizard 
confronted by an enemy fighter could blink just before the 
fighter attacked, reappearing directly behind his foe for a 
back attack. If the wizard blinks away from an attack, his 
enemy automatically misses-but creatures with multiple 
attacks may be able to reposition themselves for another 
swing if the wizard blinks to a location within reach. 

If the wizard intends to take any action such as attacking, 
casting a spell, or using a magical item, he must decide 
before the round begins if he will do so before or after he 
blinks. If he acts before he blinks, he may be endangered by 
an attack before he finishes; he can choose to proceed with 
his action, hoping that he won‘t be hit, or he can abort his 
action by taking his blink for the round. On the other hand. 
if the wizard begins his action afer his blink, the initiative 
modifier of his attack or spell is added to the time of his 
blink to determine when he attacks. 

A blinking wizard dueling afighter decides to blinkfirst, 
w h  thefighter attacks and then lightning bolt the ofensivefel- 
low. Thefighter rolls a modifed 6for initiative, so the wizard 
waits until 6, then blinks, making thefighter miss. A t  that time, 
he starts his liehtnine bolt. which has a custinv time of3-the 

Y ,  0 , 
spelt wilt go o j o n  9. 

In the PLAYER’S OPTION: Combat & Tactics initiative sustem. 
the wizard must count 1,2, or 3 phasesfrom the time of hisblink’ 
for fast, average, or slow actions. lfthefighter above attacked in 
the average phase, the wizard would blink during thefighter’s 
attack, and then his lightning bolt fafast spell) would go o f 1  
phase later, with any other slow actions. 

Because the wizard can pick the location he is blinking 
to, he may not choose to blink into a movable object in order 
to force it aside-he must blink to an area clear of obstruc- 
tions or obstacles. If he does attempt to blink into a movable 
object, he will find himself displaced to a random location 
(use the blink ld8 rules in the PHB for determining where he 
ends up). 

Leomund’s Hidden Lodge 
(Alteration, EnchantmenWharm) 

Range: 20 yards 
Duration: ld4 hrs. + 1 hr./level 
Area of Effect 30 sq. ft./level 
Subtlety: +7 to +10 
Sensory: None Critical: None 

Components: V, S, M 
Casting Time: 2 turns 
Saving Throw: None 
Knockdown: None 

Similar in most regards to the 4th-lwel spell Leomund’s 
secure shelter, this spell offers one significant improvement: 
The shelter is perfectly camouflaged to blend in with what- 
ever terrain or surroundings are appropriate. It may appear 
as a house-sized boulder in rocky or mountainous areas, a 
sand dune, a deadfall, a small grassy knoll, or even a 
mighty tree. The spell also conceals all telltale signs of habi- 
tation, including any smoke, light, or sound coming from 
within the lodge. Creatures or characters who arr exception- 
ally well-tuned to their surroundings (elves, druids, 
rangers, and various sylvan monsters) may attempt a sav- 
ing throw vs. spell to spot the hidden lodge if they pass 
within 30 feet; all other creatures cannot find the wizard’s 
refuge without the aid of true seeing or similar magic. 

secure shelter. The interior is level, clean, and dry, and the 
whole thing is sturdily constructed from timber, stone, or 
sod. It is secure against winds of up to 100 miles per hour, 
impervious to normal missiles, and the doors, windows, 
and chimney have the option to be wizard locked and 
guarded by an alarm spell. Simple furnishings include up to 
ten bunks, a small writing desk, a trestle table and benches, 
and an optional unseen servant to wait on the wizard. (If any 
of the optional secondary spells are added on to this spell, 
then the casting time goes up to one hour and adds a +3 
modifier to the subtlety rating.) 

The material components are a square chip of stone, 
crushed lime, a few grains of sand, a sprinkle of water, and 
a splinter of wood, plus a crushed diamond worth at least 
100 gold pieces. If the secondary spells are to be included, 
their material components are required also. 

In all other respects, the hidden lodge resembles Leomunds 

Proofing versus Combustion 
(Abjuration, Elemental Fire) 

Range: Touch 
Duration: Permanent 
Area of Effect: Special 
Subtlety: +6 Knockdown: None 
Sensory: None Critical: None 

Components: V, S, M 
Casting Time: 1 turn 
Saving Throw: None 

The renowned fire wizard Daltim developed this spell 
some years ago to protect important items or structures 
against the various incendiary spells with which he was 
familiar. Proofing renders an inanimate object nearly imper- 
vious to fire, granting the affected item a +3 bonus to saving 
throws vs. magical fire (including a dragon’s breath), and a 
+6 bonus to saving throws vs. normal fire. This is cumula- 
tive with the saving throw bonus of a magical item, so a 
cloak of protection +4 could have a bonus of +7 to +10 on any 
item saving throws versus combustion effects. Remember 
that an item fails its saving throw on a natural roll of 1, 
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Tenser’s Destructive Resonance j regardless of any bonuses. , The item affected must be one discrete construction or 

iect, although it can be articulated or composed of several 
arts for example, a suit of armor, a catapult, a house, or a 

, At 9th level, the wizard can proof an article of 
or a small piece of furniture; at 12th level, a small 
r large piece of furniture; at 15th level, a small 
or large vehicle; at 18th level, a medium building 

very large vehicle; and at 20th level or higher, a large 
ding or small fortification. A character dressed in a com- 
ely proofed article of clothing (a large cloak) gains a +2 
us to saving throws vs. fire. 

The material component for prmfing versus combustion is 
‘th the ashes left from a phoenix’s fire. 
ften use this spell to protect their vessels 
and various firethrowing devices. 

i Rusting Grasp 

L3.G its roll. other magical metal items may receivea +I to 
a +6 bonus based on the DM’s estimate of their power. i I The wizard may employ rusting grasp in combat by sim- 
ply touching the equipment of metal-wearing characters or 
creatum. If he tries to touch the armor of a character, the 
wizard need only hit the opponents unarmored AC. If the 
armor fails its save, rusting grasp permanently destroys 2d4 
points of AC through corrosion. For example, plate mail +3 
(base AC 0) could be reduced to a base AC of 2 to 8 if it fails 
its item saving throw. 

Weapons are more difficult to grasp; the wizard must 
make an attack roll against AC 4 (modified by the oppo- 
nent’s Dexterity) in order to touch the weapon. If the 
weapon fails its saving throw, it is destroyed. Important 
note: The wizard must touch the weapon and not the other 
way around! Unlike a rust monster, he doesn’t corrode 
.Areapons simply by being hit. 

i 

,: 

Aeainst metallic creatures. rnstinp pram functions like the 

v 

(Alteration, Elemental Water, Alchemy) 

Range: 0 
Lhuation: 1 rd./level 
Area of Effect The caster 
Subtlety: +4 Knockdown: None 
Sensory: Medium visual/olfactory Critical: None 

Components: V, S, M 
Casting Time: 5 
Saving Throw: Special 

By casting this spell, the wizard gains the power to cor- 
rode ferrous metals and alloys at a touch. Iron and iron- 
based alloys such as steel, meteoric iron, mithral, and 
adamantite are affected, but noble metals such as gold, sil- 
ver, and copper are not subject to reduction through rusting. 
Any ferrous metal touched by the wizard must make an 
item saving throw vs. disintegration (usually a 17 or better 
on a d20) or be destroyed. Magical arms or armor may 
auolv their bonus to this save, so a sword +3 would gain a 

riegspell cause serious wounds in & it h i c t s  2d8+1 point 
f damage per successful attack. The spell lasts for one 
)und per level, and the wizard can make one touch attack 
er round. The material component is an antenna from a 
1st monster. 
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(InvocationlEvocation, Force) 

Range: 60 yds. + 10 yds./level 
Duration: Instantaneous Casting Time: 5 
Area of Effect: 1 object 
Subtlety: 1 4  Knockdown: d12 
Sensory: Huge audio, 

Compone 

Saving Throw: Special 

Critical: Huge (14 hits) 
large tactile crushing 

When this spell is cast, a thin beam of destructive blue 
force springs forth from the caster’s fingertip and strikes 
any one object within range. The beam imparts an imm 
amount of energy to the object struck, causing it to sponta 
neously explode. Large, massive objects have more poten- 
tial destructive energy than small, lightweight objects, but 
the wizard must hold the beam on the larger object for a 
longer time in order to cause detonation. 

The beam has two principal effects: First of all, the object 
struck is disintegrated if it falls its item saving throw. Sec- 
ondly, any creature near the destroyed item suffers damage 
proportional to the weight of the item detonated, plus blast 
damage of Id6 points per two caster levels. Creatures 
caught within the blast radius may attempt a saving throw 
vs. paralyzation for half damage (1 point per caster level), 
but the base damage of the explosion may not be saved 
against. 

Weight Resonance Base Explosive 
(lb.) Time Damaee Radius . .  
1-5 Instant ld8- 2 ft. 
6-25 Instant ld12 3 ft. 
26-100 One rd. ld20 5 ft. 
101-500 Two rds. 2d12 10 ft. 
501-2,000 Three rds. 3d12 15 I(. 

Objects more massive than 2,000 pounds are simply too 
big to detonate. Living flesh and enchanted objects or items 
are immune to the destructive resonance, but a wizard 
could choose to use Tenser’s destructive resoname on an object 
worn or carried by another creature. However, if he does so, 
the victim is entitled to a saving throw vs. spell to negate 
the beam entirely and prevent any damage at all, and then 
gains a save for half damage against the blast effect even if 
the beam succeeds in detonatinghis equipment. 

The material component for this spell is a tiny orb of 
finely-crafted gold with a small removable ring surround. 
ing it that must be taken off as the spell is cast. 

Range: 1 mile 
Duration: 1 hr./level 
Area of Effect: Creates 1d4+1 

Subtlety: +6 Knockdown: None 
Sensory: Tiny visual Critical None 

orbs or eyes that can be used to reconnoiter an area at the 

Components: V, S, M 
Casting Time: 1 turn 
Saving Throw: None 

eyes/level 

This spell conjures a small horde of semitangible magical 
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By casting this inherently evil spell, the wizard conjures 

a small amount of deadly poison directly onto any weapon 
blades or other surface within the area of effect. The soell 

wizard's command. Each of the eyes is about the sue of a 
small apple and can see 120 feet (normal vision only) in all 
directions. In order to report their findings, the eyes must 
return to the caster's hand to replay in the caster's mind 
everything they have seen during their existence. The eyes 
are subject to illusions, darkness, fog, and any other factors 
that would affect the wizards ability to receive visual infor- 
mation about his surroundings. The eyes only see as a nor- 
mal human would-abilities and spell effects including 
infravision do not alter the eyes' vision. It only takes the eye 
one round to replay one hour of recorded images. 

The spell conjures Id4 eyes, plus 1 eye per caster level. 
The eyes exist for up to 1 hour per caster level, or until they 
return to the wizard; after relaying its findings, an eye dis- 
appears. Each eye is AC 4, flies by levitation at a rate of 12, 
and has only 1 hit point-a single hit from any weapon or 
damaging spell destroys it. A successful dispel magic 
destroys all eyes caught in the area of effect. While the indi- 
vidual eyes are quite fragile, they're small and difficult to 
spot, especially in conditions of poor visibility such as dark- 
ness, fog, or rain. Of course, if the eye is being sent into 
darkness, then it's very possible that it could hit a wall or 
other similar obstacle and destroy itself. 

of instructions or orders that he wishes, up to 25 words. 
Any knowledge the wizard possesses is assumed to be 
known by the eyes as well, so if the wizard knows what a 
typical Jakallian merchant looks like, the eyes do as well. 
Sam& commands mkht be, "Surround me at a ranre of 

When the wizard creates the eyes, he can specify any set 

.I 

400 yards dnd rcturn ii;ou spot an! dangrrnus creatures," 
or "Spread out and search thr rown lor ,\riterh, Iolloiv him 
for thnv turns, staving out of sight, and rhcn rcturn." Votu 
that in the first cmunand. the e! e only returns i f  i t  s p i ~ s  a 
creature that the milard would regard a, dangernu.: a 
seemingly innocuous peasant that is actually d duydunh,..z 
dragon wouldn't trigger the c y ' s  return. In .in). rjvni, if ai 
eye i3 ever niurc than one milc .listant inim thr ui/.irCI, it 
instantly ccasc, to exisr. I lowever, the wizard's linh with 
the cye is such that hr won't hiow i f  the eye wa, drsrroycd 
or if i t  just wandered out 01 mngt-. 

Somcconunand words can be uied to sbbrevintr the 
direitions. For example. "surround me" directs tht-eves tu 
form an equally-spaced ring at whatt,ver range I, indicatcd. 
and then move with thL, tviiard. As eye5 return or are 
dcstruyed, the rmt automaticdlly space themwl\es IO rom- 
pc'nsate. "Spread uut" direus thu cws ro mwe m ' a v  from 
thc wiLard in all directions Other a ,mmandi  that might be 
usrful include having rhem form d line in a rzrtain mrliinrr, 
nuking them mow a t  random within n rrrtain range, or 
have them follow a crrtain t)pe 01 creature. Thz DM is thc 
final judge of thc suitabilit).of the ivizard's dtrcvnons. 

The material component is a handful ot crysr.11 marbles. 

Vile Venom 
(ConjuraiiodSummoning, Elemental Water, Alchemy) 

Range: 30 yards 
Duration: 1 hxllevel 
Area of Effect: Special 
Subtlety: +4 Knockdown: None 
Sensory: Small visual Critical: None 

Components: V, S, M 
Casting Time: 5 
Saving Throw: Special 

creates one dose per caster level; a single dose is suffikient 
to coat one size S weapon such as a dagger or an arrow- 
head, three doses can coat a size M weapon, and five doses 
can coat a size L weapon. The venom remains potent for up 
to one hour per caster level, although an envenomed blade 
remains so for only ld3 successful attacks before the poison 
has been worn off. The potency of the venom varies by the 
caster level, as shown below. 

Level Onset Time Strength 
9th 2-12 rounds 20lld3 
12th 2-5 rounds 2512d4 
15th 1-2 rounds 3012d6 

18th+ Immediate death/20 

If a weapon coated with Vandanen's vile venom success- 
fully hits a creature, the victim must make a saving throw 
vs. poison or suffer the first damage figure-if the caster 
was a 12th-level wizard, this would be 25 points. (Naturally, 
this is damage above and beyond any caused by the 
weapon that injects the poison.) Even if he succeeds in the 
save, the victim still sustains a lesser amount of damage, as 
shown in the second figure. 

Instead of creating an insinuative poison (one that is 
introduced to the body through a cut), the wizard can 
instead conjure the venom as a contact poison. Asurface of 
about onehalf square foot per caster level can be affected. 
One square foot is enough to coat a doorknob, a sword-hilt, 
the handle or clasp of a chest, or an object of similar sue. 
The contact poison has the same effects as the insinuative 
venom, but the victim gains a +2 bonus on his saving 
throws. The contact poison's toxicity fades at the end of the 
snell's duration. 

Ihc. mdtvrial compnnsnt is a mall v ia l  of s'enoin from a 
. . ,  

giant 3tiake. . .  
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Arrow of Bone 
(Necromancy, Artifice) 

Range: 0 Components: V, S, M 
Duration: One day or until trigged Casting Time: 6 
Area of Effect: 1 missile Saving Throw: Special 
Subtlety: +4 Knockdown: Varies 

ritical Medium 

bolt, dart, or javelin, the caster changes the weapon into a 
sinister missile of cold, enchanted bone. The wizard may 
then throw or fire the weapon in the normal fashion, or he 
can choose to give it to a companion to use. If the wizard 
employs the avow of bone himself, he strikes with the 
THACO of a warrior of half his own level and a +3 bonus to 
his attack roll; if he gives it to someone else, the bone avow 
merely confers a +1 bonus to hit. A creature struck by the 
----apon must make a saving throw vs. death magic or die; 



even if successful, the victim sustains normal damage for 
the missile, plus an additional number of points equal to the 
weapon's maximum damage (for example, ld6+6 for an 
arrow or javelb or ld3+3 for a dart). Unlike the death spell 
orfinger of death, the victim can be raised or resurrected in 
any expedient manner. 

The arrow ojbune does not destroy undead or nonliving 
creatures outrght. Instead, the arrow inflicts normal dam- 
age plus four times the missile's normal maximum (1d6+24 
for an arrow, ld3c12 for a dart, and so on), or half that if the 
subject creature succeeds in its saving throw. 

The material component is a powdered sliver of bone 
mixed with black dragon blood. The resulting mixture is 
used to paint runes on the weapon. If the splinter of bone 
can be taken from the remains of a close blood relative of 
the subject (a sibling, parent, or gandparent), the victim 
receives a 4 penalty on his or her saving throw if struck by 
the arrow of bone. 

Dimensional Blade 
(InvocatiodEvocation, Dimension, Artifice) 

Range: 0 Components: V, S 
Duration: 1 rd./level 
Area of Effect: 1 object 
Subtlety: +2 Knockdown: None 
Sensory: Small visual 

This spell makes a single weapon incredibly sharp by 
redudng one of its physical dimensions to an infinitesimal 
measurement. The dimensional blade can slash through mat- 
ter with as much effort as it takes to wave a stick through 
the air. Even stone and iron can be carved to pieces with 
ease. The spell can be cast on almost any hand-held slashing 
(type S) weapon, as well as a few thrown weapons of this 
type, such as the chakram, shuriken, or a hand axe. 

Against creatures, the dimensional blade ignores any por- 
tion of Armor Class derived from armor itself; only magical 
and Dexterity adjustments affect the opponent's AC. For 
example, a warrior in chain mail +2 with a Dexterity of 17 is 
normally AC 0, but against the dimensional blade he on& 
applies the 3point adjustment for Dexterity and the 2-point 
magical adjustment, for a total AC of 5. Creatures wearing 
purely magical armor (such as bracers of defense) may keep 
the full magical adjustment. Monsters with thick or tough- 
ened hides, such as dragons, may lose part of the Armor 
Class at the DMs discretion. The weapon gains a +2 bonus 
to attack and damage rolls in any event, but the wielder 
ignores any Strength-based combat adjustments-muscle 
power doesn't help the blade at all. 

The d i m s w n a l  blade is also quite effetive against inani- 
mate objects. Any obpct with a diameter or thickness smaller 
than the blade's length must make a saving throw vs. dish% 
gation when struck, or be cleanly severed in twain. Larger 
objects can be sawed thmugh or sliced away at the rate of 
about 5 cubic feet per round. It's dangerom to attempt to dis- 
arm a dimensional blade; the weapon w d  must make an item 
saving h o w  vs. disintegration or be desimyed. 

Finally, the blade is also effective against phased or ethe- 
real creatures since part of its existence is forced into the 
Ethereal Plane. If the wielder has some way to detect crea- 
tures concealed in this way, the blade can strike and affect 

Casting Time: 3 
Saving Throw: None 

Critical: Moderate (1 hit) slashing 

! 

i 
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them normally, but without the power to negate Armor 
Class or other combat bonuses 

The wlzard must touch the weapon to be affected by the 
spell, but afterward anyone may wield it. The material com- 
ponent for this spell IS a razor-thin shard of glass. 

E therealness 
(Dimension) 

Range: Touch Components: V, S 
Duration: 1 hr /level 
Area of Effect: Creature@) touched 
Subtlety: +2 Knockdown: None 
Sensory. None Critical None 

Casting Time: 1 
Savmg Throw: Neg. 

By means of this spell, the wizard and up to six other 
creatures joined by linked hands become ethereal (along 
with their equipment). While ethereal, the group need not 
stay together. The group's presence can be detected only by 
detect phase, true seeing, or similar spells and effects. No 
physical, or magical attack can affect him, unless his 
assailant is ethereal as well (although some monsters, such 
as the basilisk, have gaze weapons whose power extends 
into the Ethereal Plane). The spell recipients are actually in 
the Border Ethereal and can still perceive their phpical sur- 
roundings, but the world appears gray, misty, and indistinct 
to them. Note that as ethereal creatures can perceive the 
physical world here, a character could scout out his sur- 
roundines or make mod an escaue from the safetv of the " 
Border fthereal. 

The wizard and his comuanions may remain in the Bor- 
der Ethereal for up to one hour per levkl; when the spell 
expires, they return to normal existence, although the wiz- 
ard can choose to end the spell before its full dwration. The 
wizard also has the option of moving himself or the group 
from the Border Ethereal into the Deep Ethereal, in which 
case they remain ethereal when the spell ends. He will 
have to use this spell again or find another way back in 
order to return to his home plane. 

The wizard can attempt to use ethealness to banish an 
unwilling subject. He must make a successful attaok roll in 
order to touch him, and the subject receives a saving throw 
vs. spell to negate the effect. An unwiJIing subject autornati- 
cally remains in the Border Ethereal for an amount of time 
specified by the wizard at the time of the casting, but no 
more than one hour per caster level. When used, like this, 
etherealness does not affect the caster, only the subject. 

Greater 8ign of 8ealing 
(Abjuration, Geometry) 

Range: 0 Components: S, M 
Duration: Permanent Casting Time: 1 turn 
Area of Effect: Special Saving Throw: Special 
Subtlety: +5 Knockdown: Special 
Sensory: Medium visual Critical: Special 

A more potent form of the lesser sign of sealing, this spell 
allows the caster to guard an item or portal .yd prevent all 
other creatures from opening or passing through the sealed 
item or surface. The greater sign has several efgects; first of 
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all, it affects a doorway or item that opens (a chest, for 
instance) as a wizard lock spell. If placed in an open corridor 
or archway to prevent passage, the greater sign crrates a 
magical barrier that repels all who try to pass. 

Second, the greater sign greatly strengthens the physical 
structure of any door or item it is placed upon, granting a 
+6 bonus on any item saving throws and allowing the item 
or door to ignore 1 point of damage per cast= level from 
any attack. For example, agreater sign cast by a 12th-level 
wizard would reduce the damage of any blow or spell by 12 
points, so a fighter armed with a broad sword (maximum 
damage of 8 points) could never hack through a door pro- 
tected by the sign. 

Finally, if the protected doorway or item is forced open 
or destroyed by any means, the sign itself is not only 
destroyed, but also releases a spell upon the offending crea- 
tux. The spell held by the sign is cast into the ward when 
the greater sign is created, and any spell the caster has mem- 
orized may be used in this way, from afireball or shockinp 
grasp to a very nasty wish or polymorph. The range of the 
sign's retributive spell is 10 yards per caster level, so it is 
possible to destroy the warding from a safe distance. 

The sign is displayed in plain sight, and most wizards 
will recognize it for what it is. The caster cannot specify par- 
ticular creatures or conditions for the sign's operation; it 
functions against any creahxe that attempts to pass it, 
although the wizard can freely pass through his own sign 
without activating it. The greater sign can be removed by the 
caster, thus ending the spell, or it can be defeated by a lim- 
ited wish or wish spell cast by a wizard of equal or higher 
level than the original caster; it cannot be dispelled. 

diamond worth at least 1,000 gold pieces. 
The material component for a greater sign is a powdered 

6uperior MElgnetism 
(Alteration) 

Range: 30 yds. + 5 yds./level 
Duration: 1 rd./5 levels 
Area of Effect: SDecial 

Components: V, S, M 
Casting Time: 6 
Savinr Throw: None 

Subtlety: +4 
Sensory: None 

Knock;lown: None 
Critical: None 

When this spell is cast, the wizard designates one inani- 
mate object of stone, earth, or metal within the spell's range 
to function as a powerful magnet, attracting all metal. The 
object affected can be no larger than a 10-foot cube, 
although a section of wall, floor, or ceiling about 10 square 
feet will work. Once magnetized, the object exerts a power- 
ful attractive or repulsive force (caster's choice) against 
objects of ferrous metal. The effects vary by the proximity of 
the metal objects to the center of magnetism, as shown 
below: 

Distance to Movement Rate Effective Missile Attack 
Magnetism per Round Strength Penalty 
10 feet or less 40 feet 22 (Garg.) 4 0  
20 feet or less 20 feet 20 (Huge) -20 
30 feet or less 10 feet 18 (Large) -10 
40 feet or less 5 feet 14 (Medium) -5 
50 feet or less 2 feet 10 (Small) -2 
60 feet or less 1 foot 4 (Timy) -1 

-- Tht, mow'rnent rate represents how fd5t oblects are 
drawn to or rvpelled from thr center u t  mapetism li the 
nah i r e  or object U i  .1uc"stion 15 lhe.ivier thdn the magneri7t.d 
item. t h r  magnenLed item Aoes tlie moving iii4ead. The 
cifr.ti\ r Smsngth is tlie "pull" oi the magnetism at that 
range; the si7e rqiiivaltml rcferi to creahire 512~s. nut 
wrapon ii7t.5. \.Ill human-siLed weapons are ronsiderrd 
small or tiny iur this c.hdrtJ. A .harmer or creatun carqmg 
I~nisc inetal item, o r  objects swh as wtupons. 4uclds. 
l it l i i is. buttons. and su un n i u s  \vin an  oppnsed Strength 
zh~vk (,t't' PI I ~ F R ' S  01~1. A CJiril*.it & L t i : ~  ior infurmation 
on ~~pposcsl ability check,) in urder tu keep h i s  possessions 
frirm bsing icrenihz<I u u t  ur hi, grdhp by the magnetism. 
Seiur:ng a \vcapon in it.; he,ith. holding an item with both 
hand>. dii.1 artlier precautiuns ma)' give :he &raster a -2 to 
TI IO hi, hdsr ability wore. at  thc Dhl'b discretion 

Chdrxters wearing nit>tal d r m m  muit  attempt d n  
<,pporeJ Strength rhrrk ro ignore theeffects of the mag 
netism. I f  tht* c.har.icter tails hi, Strength heck outright. 
hc IML..; hi; footing and rlic. towcjrds or a t i a y  irom the 
object a: the full rdte indicated. Ht! iuffcrs full falling 
damage b d d  on ths  spc.c.d with which he hit3 thc iten- 
l d h  for every 111 f w t  of the movzment rate, or half that 
d,n,age i f  h r  is repelled and simpl) rhruwn back ontu ihc 
grotii'd. I f  the character passe.; hi.;Strength rheck but is 
beaten by the nugiietism roll, h r  i, moved one fuut for 
sach puint he I d  by. Again ,  >time precaution, or dssis- 
taiicr may help iron-ivtvriiig ,.harasters in their Strength 
check,. Fur monsters, cumpare the creature's si7e to the 
t4tective si7c of niapxism. 

An armorrd ,-har.icter who is .;tu:k to a surface or object 
1 5 s ~ ~  ani, Dt%terit\' adlu>tments to .AC and cannot make an) 
physiral attacks. He can try to wriggle out of lu5 armor and 
fnr. himself, emplt,y a indgical item, or use p5ioiiic powers 
ii he has any dt liis dispthal. 

I &;tonc, tli-ti,<lito ii : lr , irpig 1 mi:ard :.'Jim tlir lastdrdly 
fdwi magnetiies .z c . N z  luirld?r nbout 30f,vt hdfn L O . ~ C ~ ~ I C I I ~ C ~ ' S  
Iirejait yd,iIioii. Lo&woii? :,uric's 2 L q  ,nw.i. a sliidd, a i d  
:uwrj plnte ni.iil: I s  hac n irrcrt$ll JJ 17. First ,  I l r  cl ieck lo see i f  
lie h d d j  G i r t 9  liii q:~,cwd irid sliid.i. riiikiiig t:ud qp)iL'd Srrrn,qtli 
iu.k Hz /.fi,v the. .diiC.!d hic /  k i - p j  ho1.f , f h t i  sxwrd. h ' d ~  flh' 
D.\I rIi?ck> 1,) ;ze (f  Ldc~ddirz r?sisi, l lw. i ra j  oii hi> .irnidr. At .3fl 
Jvf,  rli,, mgiretijiri h i  .I 5frr11,~fli ,f IS. L.id?&ne rolls .I 15. buf 
f l iz  i i i ~ i n d i j i i i  rdl  I .  . I  12 C i w  tli.lia,$i both Lo. ies1~ i1~~ i1 .1  t lw 
rru{nr.tiiiit nrok fhuir %wilgili rolk t l i r  in.iyii?lrsiii rdl  is hifker 
thirt Lod.,..t,m', rdl niid d . m  not qo divr its t . q d  jrrcn,.$h 
j.we. :Is d rzsdr I <dt7.;tdiit I, dniggd 6fit.1 :loser tu i t .  N?.rf 
WI~U./, L d , ~ < t , w  I~ILS .i,<niii .m.l ld~:t>.s lit; roll a h ~ e t f t e r ,  iiiwiq 
.i J d l  IO Jwt :I.iszr iGi.o oiily 14 feztfrom t k  bould,.r, l l i?  nidg- 
i i d i 4 s  Str.ii<fti i i  +;tiivly o 23, iuliiclt 1 i i ~ ' ~ i i s  Ld. i? ; t~ i i i  is in 
b13 truitbl,~. f i l i ?  Dlou'i l i i c  roll nfni i i  tlr? IICW roimd. he'll AoJly- 
i i iy i i im tlic Imldzr J I  n r u l i  , ~ J Z O p V t  rmri,I, uli:h u d l  iriflizt 
3 6  yoiiil, ~ J . i . i i r i ~ 7 , ~ .  

li a rrvature w i m  its Strmgth cht ik .  it .an ignore the 
sptdl'\ eifest, dnd movc'out of the Lone oi influencc normally. 

Sirdliyn's ji,yzricu iii.ljlit12ti~nr also aficcts the pashdge of 
i r m  or steel miwilu;. such a, deel-headed arruws or qua r -  
rels. ,\ny missile that pa5ses through the 7one of influence 
sufirr:, an  attack penalty equal to the movement at  the 
range indicated. For ermnple, if  the path of an arrow 
bring; i t  within 41) iect si a magneti7ed oblect. the attack 
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suffers a -5 penalty Finally, it is possible for the casting 
wizard to be affected by this spell as well. As a result, the 
wizard had better make sure that he's out of the effective 
area of effect when casting 

net, bent into a U-shape and coated with mithral 
The material component for this spell is a small bar mag- 

Trollish Fortitude 
(Necromancy) 

Range: 0 
Duration: 1 rd./level 
Area of Effect: The caster 
Subtlety: +4 Knockdown: None 
Sensory: None Critical None 

Components: V, S, M 
Casting Time: 6 
Saving Throw: None 

This powerful spell imbues the caster with the physical 
fortitude and resilience of a troll. While the spell is in 
effect, the caster regenerates 3 hit points per round until 
he reaches his normal maximum. He also gains a troll's 
ability to ignore dismemberment, decapitation, and other 
horrible injuries that would normally incapacitate or kill 
him outright (although losing a limb may prevent the 
caster from taking certain actions, such as running, climb- 
ing, and other activities). Bleeding, wounding, being 
reduced to negative hit points, and other effects that cause 
the victim to lose hit points from round to round are 
ignored-the caster instead regains 3 hit points per round, 
up to his normal maximum. If the caster is reduced to less 
than 0 hit points, he is incapacitated and must make a sys- 
tem shock roll or lose all of his highest level spells. The 
incapacitation lasts only until his regeneration restores 
him to 1 hit point or more; he can move, fight, and cast 
spells again as soon as his hit point total is positive. 

Trollish fortitude does not provide the caster with any 
defenses against lethal poison, disease, and other effects 
that don't cause a loss of hit points. Hit points lost through 
kvel draining, vampiric touch, or vampiric regeneration cannot 
be regenerated since this represents damage to the victim's 
life force, and not physical injury. In addition, fire damage 
and acid damage cannot be regenerated. While the spell is 
in effect, the caster can rejoin severed limbs simply by hold- 
ing them in place, but if the spell ends while a limb (which 
were already moving toward him) is still separate from his 
body, he immediately suffers the full effects of the injury. 

The material component for this spell is a shred of dried 
flesh from a troll's heart that must be pulverized into dust. 
The dust is then sprinkled on the caster. 

Seventh-Level Spells 
Descent into Madness 
(EnchanbnentlCharm, Mentalism) 

Range: 10 yds./level 
Duration: Permanent Casting Time: 7 
Area of Effect: 1 creature 
Subtlety: c5 Knockdown: None 
Sensory: Moderate visual Critical: None 

Components: V, S, M 

Saving Throw: Negates 

More insidious and powerful than the feeblemind spell, 
descent into madness afflicts one creature with a random 

or creatnFe protected by a mina blank is immune to this 
spell. Creatures are entitled to a normal saving throw vs. 
spell to withstand the spell. The form of insanity caused 
by the spell is determined by a roll on the chart: 

doh Insanity Type 
01-15 Delirium 
16-22 
2-34 
3540 
4144 
45-54 
55-64 
65-69 
70-74 
7543 
84-89 
9&95 
9 6 4 0  

Disorientation 
Phobia 
Par anoia 
Alienation 
Amnesia 
Hallucinatory insanity 
Melancholia 
Dementia praecox 
Mania 
Hebephrenia 
Catatonia 
Homicidal mania 

The various types of insanity and their game effects ai 
described under the Alienist in Chapter 6. The caster has no 
idea what kind of madness the spell inflicts on its victim, 
although he may be able to form an educated guess after 
observing the victim for a few rounds. Descent into madne 
accelerates the process of insanity radically, producing ar 
advanced condition almost immediately; for example, a 
character rendered paranoid by this spell skips past susp 
cion and instantly regards his friends and allies as enemies 
of the worst sort. The victim has a small chance of recover- 
ing with the passage of time (as described under each type 
of insanity) but other than that the only ways to repair the 
effects of this spell are restoration, wish, or use of the psionic 
power psychic surgery. 

The material component is a special cube of gold wire 
worth at least 500 gold pieces shaped to represent a tesse 
act, or four-dimensional figure. 

Neutralize Gas 
(Abjuration, Elemental Air, Alchemy) 

Range: 60 yards Components: V, S, M 
Duration: Instantaneous Casting Time: 1 
Area of Effect: One 10-ft. cube/lvl. Saving Throw: None 
Subtlety: +5 Knockdown: None 
Sensory: Large visual/olfactory Critical None 

By using this spell, the wizard renders inert ai 
makes breathable any harmful vapors, gases, clouds, o 
fogs in the area of effect. This includes stinking cloud, 
cloudkill, solid fog, death fog, incendiary cloud, acid storm, 
gaseous breath weapons, spore or mold clouds, and si1 
lar spells and effects. Harmful gas or vapor is trans- 
formed into a common, harmless fog cloud of the same 
dimensions as the original effect, and then dissipates ld3 
rounds later. Creatures who were injured before neutralize 
gas is cast continue to suffer any effects from their previ- 
ous exposure-the spell does not heal or counter existing 
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A. Personal effect. Any spell that augments the wizards 
natural abilitiesdetect mapic. nrotection from evil. iumo. 

damage, so a creature that is choking and gagging from a 
stinkin2 cloud would receive no relief from this dweomer. 

If cast in the same round of the effect's appearance, nen- 
tralize gas may be used to counter gaseous breath weapons, 
spores, and molds by granting any creatures affected a +4 
bonus to their saving throws and reducing any damage to 
one-half or one-quarter normal, depending on whether or 
not the victims make their saving throws. Air-based crea- 
tures are not affected by this spell; neutralize gas only 
"clears the air" of any harmful inhalants. The material com- 
ponents are a bit of charcoal and some bark from a treant. 

i 1 Pmaistence 
(InvocationlEvocation) 

Range: 0 
Duration: 1 day/level 
Area of Effect: The caster 
Subtlety: +6 Knockdown: None 
Sensory: None Critical None 

Related to both the contingency and permanency spells, 
persistence allows a wizard to cast a spell of 6th level or 
lower and then hold it until it is needed. There are two gen- 
eral uses for persistence: to use a personal spell effect as 
needed up to the maximum duration of the persistence itself, 
or to prepare an instantaneous spell and hold it ready until 
the caster wishes to use it. 

Components: V, S, M 
Casting Time: 1 turn 
Saving Throw: None 

infravision,fly, wraithform, or oher castekffecting sphlls- 
can be made persistent by use of this spell. The wizard casts 
persistence and then immediately follows with the desired 
spell. Instead of taking effect immediately, the magic of the 
persistence holds it ready for use by a simple act of will. The 
wizard can then "turn on" or "turn off the girded spell as 
often as he likes over the course of the duration of the persis- 
tence. The duration of the girded spell only runs while the 
spell is active, so a 15th-level wizard who makes "fly spell 
persistent will be able to use ld6+15 turns of flight ( 
mal duration offly) over the next 15 days (the durat 
the persistence) as he sees fit. 

cast the girded spell and the persistence and have the girded 
spell's effects available while he then memorizes another 
spell in place of the spell made persistent. It is also useful 
because the girded spell can be activated instantly by an act 
of will. The main difference between this spell and contin- 
g e n y  lies in the fact that a persistent spell may be invoked 
several times (up to the limit of its normal duration) while a 
contingency functions once only. 

B. Held spell. Spells that have a n  instantaneous effect, 
such as most attack spells and some movement spells like 
teleport or dimension door, can be rendered persistent as well. 
The held spell may be activated or discharged at any time 
during the duration of the persistence, but its magic is then 
exhausted as if it had been cast normally, This resembles the 

Tbis is especially useful because it allows the wizard to 
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effect of a contingency spell, but the effect has no predefined 
conditions and simply occurs when the caster wills it to. 

Damaging or offensive spells that have a duration (for 
example,flaming sphere or wall ojfire) cannot be rendered 
persistent. A wizard may have no more than one persistence 
spell active at any given time; if he girds a new spell while 
an  old one is still persistent, the old spell is simply replaced 
by the new one. The material component is a crystal chalice 
of exquisite workmanship worth at least 2,000 gp. The 
material component of a held or p d e d  spell is expended 
when the spell is made persistent. 

8even-Eyes 
(Abjuration, ConjuratiodSummoning) 

Range: 0 
Duration: 1 rd./level 
Area of Effect: Create 7 eyes 
Subtlety: +5 Knockdown: Varies 
Sensory: Medium visual Critical: Vanes 

Components: V, S, M 
Casting Tkie: 7 
Saving Throw: Special 

This spell conjures into existence seven magical orbs that 
float above the caster's head in a ring about 5 feet in diame- 
ter. The eyes remain for 1 round per level, or until the caster 
chooses to either expend the orb by using it in attack or 
defense. In addition, as long as at least one eye is still in 
existence, the caster gains 360" vision and can detect invisibil- 
ity and detect phase at will, with a 60-foot range. The powers 
of each eye are described below. 

Eye of the Mind. This orb protects the caster against 
mental attack, charm, or influence, including charm, 
beguiling, hold, and emotion effects. The first such attack is 
negated bv the orb and destrovs it in turn. If the wizard 
de&-es, &e eye of the mind can instead be used to charm 
person like the 1st-level wizard spell, although this also 
expends the orb. 
Eye of the Sword. This eye deflects the first physical 
attack that endangers the caster, including hand-held or 
missile attacks, and then disappears. The wizard can also 
employ the eye of the sword to create five magical blades 
that strike as magic missiles for ld4+1 points of damage 
each. (Knockdown d6, medium (1 hit) impact) 
Eye of the Mage. One manifestation of raw energy, such 
as lightning, fire, force, cold, or a similar effect, is 
absorbed by the eye of the mage. The eye can also project 
a 60-foot long by 5-foot wide lightning bolt that inflicts 
4dS damage (saving throw vs. spell for half damage) to 
aU in its path. Either use expends the eye's power. 
(Knockdown d12, large (1-3 hits) electricity) 
Eye of Venom. This eye can be used to halt any one 
attack or effect that could poison the caster. In the case 
of an attacker armed with an envenomed weapon, the 
caster may decide to expend either the eye of venom or 
the eye of swords in order to block the attack. The eye 
can also be used to poison one creature within 30 feet; 
the victim must make a saving throw vs. poison or die 
in one round. 
Eye of the Spirit. The first attack that affects the victim's 
life energy, including energy drain, strength drain, came 
wounds, trap the soul, magic jar, or death is parried by the 
eye of the spirit. The wizard may instead choose to 

expend the eye's power by casting enervation (see the 4th- 
level wizard spell) upon one target within 30 feet. 
Eye of Artifice. This eye deflects and is destroyed bv 
the first attack directed at the caster from a magical 
device. If the attack also takes a form that may be 
blocked by another eye (for example, the bolt from a 
wand oflightning) the caster may choose which eye is 
expended. If used to attack instead, the eye of artifice 
functions as a dispel magic cast at 8th level. 
Eye of Stone. This eye offers protection against the first 
attack that could petrify the caster and then vanishes. It 
can also be expended to cast hold person. 

Although any number of eyes can defend the wizard in 
the course of a single round, only one eye may be used to 
attack per round. When the caster uses an eye to attack, he 
may not cast a spell, attack physically, or employ another 
magical item in the same round; willing the eye to discharge 
its energies requires his complete concentration. Eye attacks 
a 4  considered to have an initiative modifier of 1 or a speed 
of very fast in the PLAYER'S OPTION: Combat b Tactics initia- 
tive system. 

n'e material component is 
worth at least 50 gold pieces e 

Ei oh t h-T,evd Anell 

(Divination, Artific 

Range: 10 yards Components V, S, M 
Duration: 1 rd./2 levels Casting Time: 8 hours 
Area of Effect: 1 object or creature Saving Throw: Nom 
Snhtletv: +7 Knockdown: None:,: 

This spell reveals to the caster all spells, enchant- ~, 

ments, dweomers, and magical properties present in m e  
creature or object. One property, spell, or power is 
revealed each round in approximate order of when the 
spells were cast or the properties were acquired. (If the 
DM doesn't know which spells were placed on the sub- 
ject first, a random roll for order of discovery is fine.) The 
caster has a base 50% chance to discern the existence and 
identity of a particular spell or property, +2% per level to 
a maximum of 99%. The only enchantments that remain 
inscrutable to analyze dweomer are those surrounding arti- 
facts or relics. 

A 16th-leuel wizardfinds an unknown wand and decides p 
use analyze dweomer to study it. The DM knows that it's a 
wand of fire, and he decides that the spells enchant an iteni, 
fireball, burning hands, and wall of fire were used to create the 
wand, in that order. In thefirst round, the wizard has an 82% 
chance to ident fh  enchant an item; in thefollowing round, an 
82% chance to discover fireball; in the next round, an 82% 
chance to perceive burning hands; and so on, for all ra in ing 
enchantments. Note that the DM could have decided that any rare 
01 unusual materials or nrocesses used to create the wand would 
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no longer regains lost hit points with the passage of time. 
Healine mells. Dotions and items are reduced to their mini- 

After the wizard analyzes one object or creature, the spell 
ends, even if its duration has not exDired vet. Castine this 
spell is physically taxing; the wizard musi pass a syzem 
shock check or be exhausted and unable to do anything but 
reSt for the next Id8 hours. While this spell is most fre- 
quently used in the comfort and safety of the wizard’s laho- 
ratory, a mage could also cast analyze dweomer to study the 
magical seals and barriers on a portal, to determine just 
how a companion has been cursed, or to examine a poten- 
tial opponent for defensive spells. 

The material component for this spell is a tiny lens of 
ruby or sapphire set in a small golden loop. The gemstone 
must be worth at least 1,000 gp. 

I 1 Heart of &one 
Vecromancy) 

Kange: 0 
Duration: 1 year 
Area of Effect: The caster 
Subtlety: 8 Knockdown: None 
Sensory: None Critical: None 

Components: V, S, M 
Casting Time: 1 day 
Saving Throw: None 

This potent spell exchanges the necromancer’s own 
living heart for a finely crafted heart of perfect, unhlem- 
ished stone that alters the very nature of the wizard’s 
body. As long as the heart of stone remains in effect, the 
caster need not fear attacks that pierce, slash, or cut him; 
he does not bleed and can ignore the most horrible 
ijuries of this kind. The caster can also ignore most mag- 
:a1 effects such as spells, magical devices, and innate 

spell abilities of less than 8th level. 
In game terms, the character suffers only 1 point of 

damage from any type S or type P attack, plus any magi- 
cal adjustment for the weapon. For example, if struck by a 
long sword +I, he would suffer only 2 points of damage. 
Strength and specialization bonuses are ignored. If the 
wizard is dismembered, he suffers no additional damage 
other than the inconvenience of having his limbs 
removed, and he can reattach a severed limb by holding it 
in place for one full turn. The heart of stone is also partially 
effective against type B attacks since it prevents bruising, 
swelling, and crushed blood vessels. Against bludgeoning 
weapons, the wizard only suffers half the normal damage. 
Cause wound spells always inflict minimum damage 
against a wizard protected by this spell. While the caster 
may not feel a sword in his rib cage, any damage sus- 
tained interrupts spellcasting. 

ders the character immune to fatigue and exhaustion, 
whether normal or magical. He also gains a +4 bonus to 
saving throws vs. petrification attacks. 

While the heart ofstone is quite powerful, it has limita- 
tions. First of all, determined physical attack can eventually 
destroy the wizard despite his unnatural resistance to 
injury-a mob of angry peasants with hatchets and spears 
can finish him off 1 point at a time if that’s what it takes. 
Second, the heart confers no protection against other attack 
forms, such as fire, electricity, cold, acid, and so on, 
although any bleeding caused by a bum is ignored. Disinte- 
gration effects also affect the caster. Most importantly, the 
:aster loses the ability to naturally recover from injury and 

In addition to resisting injury, the heart ofstone also m- 
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mum .‘i&t, so a cure serious wounds (2d8+1 hit points 
restored) would only retum 3 hit points to a wizard pro- 
tected by heart of stone. However, limited wish or wish can 
used to restore 1 hit point per level of caster or all but ld4 
hit points, respectively 
In addition to these disadvantages, heart ofstone also ren- 

ders the caster vulnerable in one other way: his own real 
heart can be destroyed, instantly slaying him. Naturally, the 
caster will want to take steps to hide and protect his true 
heart to prevent this from happening. The living heart con- 
tinues to beat for the duration of the spell but requires no 
special receptacle or facilities to protect it-the caster could 
leave it lying on the floor, if he wished. 

The heart of stone cannot be dispelled, although a more 
powerful negation magic such as Mordenkainen’s disjunc- 
tion can bring the spell to an end. Stone toflesh also undoes 
the magic of the heart of stone. No matter how the spell is 
ended, the wizards own living heart instantly returns to 
its proper place, and the stone heart appears wherever the 
living heart was kept. At this time, any injuries the wizard 
currently has are multiplied by ld6 as the wounds begin 
to bleed again. For example, a necromancer who was 
injured for 6 points of damage instead suffers 6d6 when 
the spell ends. 

The material component for this spell is the stone 
heart itself. This must be a carved stone of quality (ja 
obsidian, or gold-veined marble would be appropria 
worth not less than 5,000 gold pieces. It must be pre- 
pared by use of the enchant an item spell. The stone is not 
consumed at the spell’s end and may be used again if it 
is undamaged. 

Iron Body 
(Alteration, Elemental Earth) 

Range: 0 
Duration: 1 rd./level 
Area of Effect: The caster 
Subtlety: +S Knockdown: None 
Sensory: Medium visual Critical None 

Components: V, S, M 
Casting Time: 8 
Saving Throw: None 

This spell transforms the caster’s body into living iron, 
which grants him several powerful resistances and abili- 
ties, While the spell is in effect, the caster can only be 
injured by blunt weapons of 1 3  or better value, or mon- 
sters of 8+3 Hit Dice or more. Slashing weapons, falling, 
crushing, and constriction attacks of all types are com- 
pletely unable to harm the caster, although an attack may 
knock him off-balance or pin him beneath tons of debris. 
Spells or attacks that affect the subject’s physiology or res- 
piration-for example, poison, cloudkill, enfeeblement, con- 
tagion, or pain touch-fail completely, since the caster has 
no physiology or respiration while the spell is in effect. 
Also, spells that have weight limits should be applied to 
the wizard as if he weighed over 3,000 pounds. The wiz- 
ard ignores electrical attacks and saves at 14 against fire 
attacks. If he saves, he takes quarter damage; if not, he 
takes half damage. If hit with a rod ofsmiting, he takes 
2d8+6 points of damage unless the attacker rolls a natural 
20. If this occurs, then the damage is doubled. 
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score is raised to 20 (+3 to attack rolls, +8 damage) f6 the 
duration of the spell, and he can punch or bludgeon his ene- 
mies twice per round for ld4 points of damage per blow, 
plus his Strength bonus. Unfortunately, his movement 
becomes slow and awkward, so he is reduced to a move of 3 
and suffers a -2 penalty to his initiative rolls (or a reduction 
of his base phase by one step, in PLAYER’S Omro~: Combat C. 
Tactics). Most importantly, the wizard’s clumsiness and lack 
of breath prevent him from casting any spells while the iron 
body is in effect. 

Iron body may create additional hazards for the wizard as 
the DM deems appropriate. For example, rust monsters are 
extremely dangerous to a wizard using this spell. Heat metal 
spells inflict double damage to the caster. And, naturally, 
the wizard sinks like a stone in water-althouzh he could 

~I 

.wn,ive the crushing prcssuw aid lack of air at  rht, bottom 
ai the ocean-at least until thv spell ehpired. Somc macical 
items, such as potions or winded inst&ents, may betem- 
porarily unusable as well. 

The material component for this spell is a small piece of 
iron that once belonged to an iron golem. 

Ninth-Level Spells 
Programmed Amnesii 
(Enchantment/Charm, Mentalism) 

Range: 20 yards Components: V, S 
Duration: Special Casting Time: Special 
Area of effect: 1 creature Saving Throw: Special 
Subtlety: +S Knockdown: None 
Sensory: None Critical: None 

I >  

ard to selectwely destroy, alter, or implant memories in the 
subiect creature as he sees fit. He can comuletely repromam 

. I  

a ciaracter, inventing a new persona, a new alignment;and 
assigning a new class as he sees fit. Only sentient beings can 
be affected; if the subject is not human, humanoid, or demi- 
human, he gains a +4 bonus on his saving throw. 

As described above,programmed amnesia can be used to 
achieve several different effects. The wizard may choose to 
make use of any or all of the effects listed below: 

A. Memory erasure. Any or all memories possessed by 
the subject can be erased at the caster’s will, induding 
knowledge of specific events, people, or places. 
B. Memory implant. The caster can create false memo- 
ries in the subject’s mind as he sees fit. Imaginary 
friends, events that didn’t really take place, betrayals 
by people the subject regards as his friends, or the 
friendship of an enemy could all be implanted in the 
subject‘s mind. 
C. Skill erasure. The subject can be made to forget any 
or all class-based skills or proficiencies, including all or 
part of his THACO (it resets to 20), thief abilities, spell- 
casting, turning undead, or any other ability that stems 
from knowledge. About the only characteristics that can’t 

158 

be affected by this usage of Rheizom’s programmed amnesia 
are hit points, saving throws, and ability scores. A char 
acter’s native language cannot be erased, either. 
D. Persona erasure. Combining the effects of a skill era 
sure and a memory erasure, this leaves the subject as a 
clean slate. Only his ability scores, hit points, saving 
tkrows, and native language remain. The character may 
assume any class or alignment available, beginning as a 
1st-level character just as if he had decided to dual-class. 
(Even demihnmm can dual-class in this fashion, since 
they forget all skills of their previous class.) 
E. Persona implant. By erasing the existing personalit) 
and implanting a false set of memories, the wizard can 
build a new persona for the mind-wiped character. In 
effect, he can decide what class, alignment, and personal- 
ity the subject will assume after his persona erasure. If 
the new persona is a n  adventurer, the character dual- 
classes, as described above. 
E Programmed erasure. The subject can be programmed 
to suffer a memory, skill, or persona erasure when a cer- 
tain event takes place. For example, the wizard could set 
the subject to be wiped clean as a slate when the subject 
receives a coded message or arrives at some destination. 
Optionally, the wizard can decide to have an erasure par- 
tially or totally lifted when the programmed condition 
comes to pass. 

The casting time of this spell varies according to what 
effects the wizard wishes to impose on the subject. To cast 
just one of the listed effects, the wizard must spend two 
days secluded away from any distractions-a personal 
laboratory is a good example of a secluded place. In 
between the intense eight-hour casting sessions, the wiz: 
ard can sleep and eat in the area he chose to seclude him- 
self in, If the wizard breaks his seclusion for any reason, 
the spell is lost. Also, for every effect over the first, 
another day (with its eight-hour intense casting period) 
must be spent in seclusion. 

The wizard must be able to see the spell’s subject. 
the end of each day of casting, the subject makes a sa 
ing throw vs. spell to negate the effect. 

wizard cares to specify a set of conditions or parameters 
that will end the effect (see F, above). Its effects can only 
be undone by a restoration or wish spell, or by successful 
use of the psionic science psychic surgery, A character 
who picks up new skills or class abilities while amnesiac 
must make a saving throw vs. spell when his own real ’ . 
memories return; if he fails, the skills he learned as an 
amnesiac are gone forever, replaced by his former abili- 
ties, hut if he succeeds he retains any new skills, and may 
even choose to continue in his new class as a dual-classed 
character. Dungeon Masters should keep in mind that a 
amnesiac character should still meet the new class’s ful 
prerequisites before he can become that class. 

Obviously, this is a very powerful spell, and the DM 
should very carefully examine a Pc‘s use of this magic. 
Dungeon Masters, take notethere  are dozens of excellent 
plot vehicles hiding here if an NPC wizard uses this on a 
player character! Also, be aware that destroying a creature‘s 
personality and replacing it with one more amenable to the 
wizard‘s designs is never a good act. 

Programmrd amnesia is normally permanent, unless the 
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I chance to control the sphere If the wizard fails to control 1 Sphere of Ultimate Destruction 
(Conjuration/Summoning, Dimension) 

Range: 5 yds./level 
Duration: 1 rd./level 
Area of Effect: Creates a sphere 
Subtlety: +5 Knockdown: None 
Sensory: Small visual Critical: None 

Components: V, S, M 
Casting Time: 9 
Saving Throw: Special 

This awful spell brings into existence a short-lived sphere 
of annihilation (as described in Appendix 3 of the DMG). The 
sphere is a black ball of nothingness about 2 feet in diameter 
that instantly and utterly destroys any matter that comes 
into contact with it. The sphere appears anywhere in the 
spell's range and moves up to 15 feet per round as the wiz- 
ard directs. If the wizard attempts to bring the sphere into 
contact with a living creature, the potential victim gains a 
saving throw vs. breath weapon to dodge aside, but a vic- 
tim who is unaware of the sphere's appearance or unable to 
move is destroyed without a saving throw. 

Once conjured, the sphere of ultimate destruction may not 
move exactly as the caster wishes. The wizard has a 75% 
chance to control it, plus 1% per point of Intelligence over 
12 and 3% for each point over 15. In other words, a wizard 
with an Intelligence of 18 would gain a +12% bonus to his 

the sphere in any given round, it automatically moves 
directly towards him at its maximum speed of 15 feet per 
round. Unlike the magical item, another wizard may not 
contest the caster's control of a sphere of ultimate destruction 
unless the second wizard possesses a talisman of the sphere. 
(See the DMG.) 

chance that the sphere is destroyed, a 35% chance that noth- 
ing happens, and a 15% chance that a gap is torn in the spa- 
tial fabric, catapulting everything in a 180-foot radius to 
another plane of existence. If the sphere is touched by a rod of 
cancellation, a tremendous explosion inflicts 3d4 x 10 points 
of damage to everything within 60 feet as the two forces 
negate each other. No other spell or magical item has any 
effect on a sphere of ultimate destruction. 

There is a 5% chance that any particular manifestati 
of this spell does not cause a victim's utter destruction 
but instead transvorts him to a random Dlane of exis- 

Should a gate spell be cast upon the sphere, there is a 50%'' 

tence. The conjuring wizard has no way of knowing 
whether he has destroyed his enemy or merely blasted 
him into some remote dimension. The material compo- 
nent of this spell is a dark crystal ball that has been on 
the Ethereal Plane and that can be comfortably held in 
two hands. 
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As noted in the previous chapter, several new spell char- 
acteristics appear & the spell descriptions of this bbok. 
These include casting subtlety, sensory signature, critical 
strikes, and knockdown. Refer to page 136 for more infor- 
mation about these new characteristics. 

First-Level Spells 
'istrtll Celerity 
4lteration) 

Sphere: Astral 
Range: 0 Com 
Duration: 1 hr./level 
Area of Effect: The caster 
Subtlety: +3 Knockdown: None 
Sensory: None Critical None 

Casting Time: 4 
Saving Throw: None 

This spell enhances the caster's movement capabilities in 
extraplanar settings by attuning him to his new surroundings. 
While very few 1st-level priess find themselves in this situa- 
tion, higher level characters often make use of this spell. Astral 
celerity doubles the character's movement rate on the Astral 
Plane; normally, characters move at a rate of 30 times their 
Intelligence SCOE in feet per round, but this spell iucreases this 
to 60 feet times their Intelligence score. As an incidental bene 
fit, the caster also attunes himself to the plane much faster and 
suffers no penalties for missile fire while astral. 

While astral celerity is most often used in the astral plane, 
it also offers a small benefit to ethereal characters, too: their 
movement rates are increased by 50%, so a character with a 
movement rate of 12 would enjoy a movement rate of 18 
while this spell was in effect. Of course, time and distance 
have little meaning in the overall scheme of the Astral or 
Ethereal Planes, but relative speed could be very important 
in avoiding an unpleasant encounter or escaping from pur- 
suit of some kind. 

Battlefate 
(Alteration) 

Sphere: Chaos 
Range: 20 yds. 
Duration: 2 rds./level 
Area of Effect: 1 creature 
Subtlety: +4 
Sensory: None 

Components: V, S, M ~ 

Casting Time: 4 
Saving Throw: None i 
Knockdown: None 
Critical: None 

d6 Effect 
1 Nothing happens 
2 
3 
4 
5 
6 

Defenses enhanced, apply bonus to subject AC 
Luck enhanced, apply bonus to saving throws 
Accuracy enhanced, apply bonus to attack rolls 
Damage enhanced, apply bonus to damage rolls 
Lucky opening! Subject gains one extra attack with 
either enhanced accuracy or damage (subject's 
choice) 

If the character does not make a roll of the specified type 
in the round, he gains no benefit for the spell; for example, 
if the character gains the saving throw bonus but doesn't 
have to make any saving throws during the round in que 
tion, battlefate doesn't help him. Of course, in the follow in^ 
round, the spell may provide him with a different benefit. 
Note that on a roll of 1, battlefate does not help the character 
ththe priest intends to aid-such is the nature of chaos. 

The material component for this spell is an electrum coin 
tossed by the priest as he casts the spell. 

itchfulness 

. .  Sphere: Guardian . ,  
Range: Touch Components: V, S 
Duration: 4 hrs. + 1 kr./level 
Area of Effect: Creature tou&ed 
Subtlety: +3 Knockdown: None 
Sensory: None Critical: None 

Casting Time: 4 
Saving Throw: None 

By casting this spell, the priest confers exceptional. 
powers of observation and alertness to one creature for the 
duration of the spell. While blessed watchfulness is in effect, 
the designated sentinel remains alert, awake and vigilant 
for the duration of the spell. In fact, it takes a roll of 1 to 
surprise someone under this effect. He resists sleep spells 
and similar magic as if he were 4 levels or Hit Dice higher 
than his actual level and gains a +2 bonus to saving throws 
against other spells or effects that could lower his guard or 
force him to abandon his watch, including charm, beguiling, 
fear, emotion, and similar mind-affecting spells. If the effect 
normally allows no saving throw, the watcher gains no 
special benefit. 

rinatic 

Sphere: Numbers 
Range: 0 
Duration: Instantaneous 
Area of Effect: The caster 
Subtlety: +3 
Sensory: None 

Components S, M 
Castmg Time 4 
Savlng k w :  None 
Knockdown: None 
Gitical: None 

By means of this spell, the priest can aocurately estimate 
the chance of success of one specific action, such as climbing 
a dangerous cliff, making a trick bowshot, crossing a bwn- 
ing room unharmed, or even striking an enemy. The action 
in question must be one that would normally he resolved by 
a die roll, but the priest doesn't have to be the person who 



require in order to save against a particular spe 
priest or the priest's wizard companion, or a chara 
chance to open doors, bend bars, or use a thief abil 
priest could even calculate his odds for actions that 
resolved by a die roll or DM caprice, such as his ch 
avoid detection by hiding behind a rock. This spell 

ing of h e  spell. 

".- 'm Animals 
(EnchanhnenWCharm) 

Sphere: Animal 
Range: 60 yds. 
Duration: 1 turn + 1 rd./level 
Area of Effect: Special 
Subtlety: +3 
Sensory: Moderate audlo 

The caster can affect any animals 
spell's range, hut all the subjects must he of the sa 
species. The subject creatures are 
throw unless they have magical 
clearly not entirely natural; a p 
bear, war dog, or wolf with little trouble, but it' 
cult to affect a winter wolf, hell hound, or owlb 
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(Necromancy) 

Sphere: Necromantic 
Range: 30 yds. 
Duration: Instantaneous 
Area of Effect: 1 creature 
Subtlety: +4 
Sensory: None Critical: None 

This spell removes ph 
the subject by undoing t 
tions. The subject is instant 
rested level of enduranc 

fresh, blessed springwater. 

I 

Firelight I - 
(Alteration) 

%here: Elemental Fire 
gange: Touch 
Duration: 4 hrs. + 1 h . / 2  levels 
Area of Effect: 1 object 
Subtlety: +4 Knockdown: None 
Sensory: Large visual 

small fire no larger than a c4mpfire intofirelight. The 
flame ceases to produce smOke and becomes much cooler; 
within 1 turn of the spell's +sting, the fire cools enough 
to he handled or touched bdrehanded without causing 
harm. Thefirelight is resistafit to gusts of wind or poor 

darkness extinguishes the flame immediately. Fire 

Components: V, S, M 
Casting Time: 4 
Saving Throw: None 

This variant of the spell l4g ofe 

burning conditions (pourin 
hut complete immersion in 

lack of air, and so 

source lasts throughout th duration of the spell. Unlike 
lug ofeverburning, this spellis not atall useful for staying 
warm since firelight produ+es very little heat. 

Firelight inflicts ld2 po nts of damage per caster level 
if cast on creatures of livi 4 g or elemental fire, but has no 
other effect on these mon$ters. The material component 

I 



rvarious school 

Sphere: All 
Range: 10 yds. 
Duration: Special Casting Time: 4 
Area of Effect Varies 
Subtlety: t 3  Knockdown: None 
Sensory: Small visual/audio Critical None 

Components: V, S 

Saving Throw: None 

The most humble of uriestlv suells is the orison. a brief 
prayer or invocation of a minor nature. Typically, priests 
learn a number of orisons as acolvtes or students in order to 
hone their spellcasting skills a n i  emphasize concepts, 
ideals, or phrases of uarticular importance to the faith. 
Because ah orisons isnot even on bar with other 1st-level 
magic, a priest memorizes a number of individual orisons 
equal to three +1 per level (up to a maximum of nine) when 
he devotes a 1st-level spell slot to orison. In other words, a 
1st-level priest can memorize four orisons for one Ist-level 
spell slot, a 2nd-level priest can memorize five, and so on. 

Unlike cantrip, an orison must have a specific effect, 
although the priest need not decide which incantation he 
will use until he actually casts the spell. Regardless of the 
prayer chosen, the orison's duration is never more than one 
round per level. Known orisons include the following: 

Alleviate: A sinele creature sufferine from nausea or 
pain is re1ieved;f its discomfort. M&cally induced nau- 
sea or pain is onlv alleviated if the victim uasses a savine - 
throw ks. spell with a -2 penalty. 
Calm: A single creature that has been startled or fright- 
ened is soothed. Victims suffering from magical fear may 
attempt a save vs. spell with a -2 penalty to calm them- 
selves. 
Clarity: For the duration of the orison, the priest's speech 
is clear and free of imuediment-useful for readings 
from sacred texts andbther such rites. Magical coldi- 
tions such as confuse languages cannot be overcome by 
this orison. 
Courage: The priest gains a +1 bonus to his next attack roll, 
as long as the attack is made within the spell's duration. 
Guidance: The priest gains a +1 bonus to a Wisdom or 

telligence check to determine the right course of action 
a moral dilemma or puzzle. 
ealing: By his touch, the priest may heal a creature of 1 

point of damage. 
Magic sense: il there is a persistent spell effect or mapi- 
cal item within 10 yards, the priest feels a recognizable 
tinde or sensation-of some khd. He has no w<v to deter- - 
mine what item or spell may have caused the reaction. 
Memow Anv item the uriest commits to memory dur- 
ng the spell durahon is'more completely and pe;ma- 
ently learned, he gains a +2 bonus to any checks to 
call the exact appearance, wordmg, or meanmg of an 

item, text, or message. 
Resistance to magic: The caster gains a +1 bonus to his 
next sa\,ing throtr against magiyof an! type. as long as it 
cxcur, Junng the c~rijdn'j duration. 
Resistance to puisun: Tnc uncsr gain, a T I  b m u 3  tt) hi5 
next saving &ow vs. poison, as l&g as it occurs during 
the orison's duration. 

Other orisons of similar power or scope may be permit- 
ted by the DM. Generally, an orison should not affect more 
than one creature or die roll at a time, and an orison that can 
actually cause immediate harm to a creature should inflict 
no more than 1 or 2 points of damage. An offensive orison 
would be quite rare and most probably associated with an 
evil or chaotic priesthood. . 

Zrotection from Chaos 
(Abjuration) 

Sphere: Law 
Range: Touch 
Duration: 3 rds./level 
Area of Effect: 1 creature 
Subtlety: +4 Knockdown: None 
Sensory: Small visual Critical: None 

Components: V, S, M 
Casting Time: 4 
Saving Throw: None 

Keseniblin): the spell prut~troi i f rom mil, Ihi, abjuration 
wards the irediure touchud frum the attacks of nunions uf 
chaos. Chaotic crcatuws suffer a -2 penalty to attack rulk 
dgainii t h r  spell recipient. and the subjtrt gains a -2 bonus 
ta sa! inc throw aeainj t  spells or other attacks erndiivud 
by chaogc creatures. Attempts to possess, dominate: orexer- 
cise other forms of mental control against the recipient are 
automatically blocked by this spell. 

tact with extraplanar creatures of chaotic origin, including 
tanar'ri, slaad, and eladrin. Unlike protectionfrom mil, this 
suell does not necessarilv euard aeainst summoned or con- 

Protectionfrom chaos also wards the recipient against con. 

," " 
j&ed creatures unless the creatures in question are chaotic 
in alignment. However, protectionfrom chaos does protect thi 
recipient from creatures influenced by confusion and chaos 
spells and effects. The natural or bodilv attacks of such crea 
t&es automatically fail, as long as the kcipient does not ust 
the spell's power to trap, pin, or drive back the chaotic crea 
tures in question. The spell ends if the recipient makes a 
melee attack against creatures that are prevented from 
attacking him bv this soell. 

The Gaterial'compdnent is a small ring of gold or lead 
temDered bv a chaotic smith. Note that this suell is not 
reversible. 

Strength of Stone 
(InvocationlEvocation) 

Sphere: Elemental Earth 
Range: Touch 
Duration: 3 rds.+ 1 rd./level 
Area of Effect: 1 creature 
Subtletv: +4 Knockdown: None 

Components: V, S, M 
Casting Time: 4 
Saving Throw: None 

Sensory: None Critical None 

This spell grants supernatural strength to the recip 
bv raising his Streneh score bv 1d4 uoints or to a minimum 
oi 16, w&hever is kgher. Ea;h lO%'of exceptional Strengtk 
counts as 1 point, so a character with a Strength of 17 could 
be raised as high as an 18/30, but no higher. Both the priest 
and the recipient must be in contact with solid stone or 
earth whenihe spell is caststanding on the ground will d( 
nicely, butflying or swimming will not. The spell lasts for 3 



rounds plus 1 round per caster level or until the subject 
ll- contact with the earth. Obviously, this can happen in a 
number of ways, including being picked up or grappled by 
a larger creature, being knocked through the air by an 
impact or explosion, or even being magically moved in 
some fashion. 

from a giant. 
The material components are a chip of granite and a hair 

8unscorch 
(InvocatiodEvocation) I 

\ Sphere:Sun 
Range: 40 yds. 
Duration: Instantaneous Casting Time: 4 
Area of Effect: 1 creature 
Subtlety: +3 Knockdown: d6 
Sensory: Moderate visual, 

Components: V, S 

Saving Throw: Neg, 

Critical: Medium (1 
moderate tactile hit) fire 

This spell creates a brilliant ray of scorching heat that 
slants down from the sky to strike one target of the caster’s 
choice. The victim is entitled to a saving throw vs. spell to 
avoid the ray-a successful save indicates that it missed ’ altogether. k y  creature struck by the ray sustains ld6 
points of damage, plus 1 point per caster level. Undead 
creatures and monsters vulnerable to bright light sustain 
ld6 points of damage, plus 2 points per caster level. In addi- 
tion to sustainine damage. livine victims are also blinded 
for ld4 rounds byy the sp’ll. 

spell fails entirely. It cannot be cast underground, indoors, 
or in hours of darkness, although routine overcasts do not 
hinder the sunscorch. 

The sun must be in the sky when sunscorch is cast, or the 

Wind Column 
(InvocationIEvocation) 
Sphere: Elemental Air 
Range: 0 Components: S 
Duration: 2 rds./level Casting Time: 1 
Area of Effect The caster Saving Throw: None 
Subtlety: +1 Knockdown: None 
Sensory: Moderate visual Critical: None 

A priest with access to this spell need not fear most 
routine falls, since the casting of the wind column creates a 
pillar of strong winds to slow his descent. The spell is 
most effective in areas or regions where a strong breeze is 
available, such as the heights of a mountain or the mast of 
a ship at sea. In areas of dead, calm air, it is much more 
difficult to muster the windpower necessary to arrest the 
caster‘s fall. The caster’s rate of descent (and risk of dam- 
age) varies with the strength of the prevailing winds, as 
shown below. 

If the wind is very strong, the caster can even choose to 
gain altitude instead of falling, although he can rise no 
higher than 5 feet per level above his ori@ height before 
the wind column loses cohesiveness and he starts to fall 
again. However, a priest could use this to leap out a castle 
window and allow the winds to bear him to the roof of the 
tower, if the conditions are right. 

L 



ix 2 
Falling Damage 

Strength Rate Sustained 
Very &ong 
Strong 
Moderate 
Light 
None 

r2  ft./sec. (120 ft./rd.) None 
4 ft./sec. (240 ft./rd.) None 
8 ft./sec. (480 ft./rd.) 
16 ft./sec. (960 ft./rd.) 

32 ft./sec. (2000 ft./rd.) 

1 per 10 ft.' 
ld2 per 10 ft.2 
ld3 per 10 ft.3 

Maxjmumof8points 
Maximum of 1Od2 

3 Maximumof12d3 

If you prefer to use the combat round scale from PLAYER'S 
OPTION: Combat 6 Tactics, rounds are approximately one- 
tenth as long, and movement per round is reduced accord- 
ingly For example, in moderate winds, the caster will fall 
about 48 feet per round in the Combat G. Tactics scale. 

Second-Level SDells 
AWE 

(Divination) 

Sphere: Astral 
Range: 0 
Duration: 1 hr astine Time: 5 
Area of Effect: The caster 
Subtlety: +3 Knockdown: None 
Sensory: None 

SaviniThmw: None 

This divination attune perceptions to the sil- 
ver void of the Astral Plane or the misty grayness of the 
Ethereal Plane. While the spell is in effect, the caster auto- 
matically notes the approach of all kinds of astral or ethereal 
phenomena, including shifting conduits, the psychic wind, 
ether cyclones, demiplanes and debris, color pools, and cur- 
tains of vaporous color. The character has a 90% chance to 
detect a color pool from its invisible side and a 5% chance 
per level to determine which plane a curtain or pool leads to 
simply by studying its color. 

caster gains a +2 bonus to surprise checks against astral or 
ethereal monsters. He also has a 5% chance per level to 
detect the threat of creatures whose gaze extends into the 
Ethereal (basilisks, for instance) before he enters the range 
of the monster's gaze weapon. 

In addition to his awareness of physical phenomena, the 

(Abjuration) 

Sphere: Chaos 
Range: Touch 
Duration: 2 rds./level 

omponents: V, S, M 

Area of Effect:Creature touched 
Subtlety: +4 Knwkdown: None 
sensory: Small visual Critical: None 

By using this spell, the priest can create a shimmering 
aura of whirling light that surrounds the chosen creature. 
This protective aura makes the spell recipient more diffi- 

SaviniThow: None 

cult to hit in hand-to-hand combat bv Drovidina a -1 
bonus 1 0  thc ,ub]ccl's ,\nilor Class. &in$t mi;slle dttack 
o r  rangzd .pclls auncd ciirectl\, dt  the recipient, the chad, 
ward isever; more effective since it provides a -2 bonus tc  
Armor Class and a +2 bonus to any saving throws 
required. In addition, there is a chance that missile attack 
or directed spells may be deflected or reflecte 
chaotic energy of the shield, as shown below: 

d%' Effect 
01-85 

86-95 
96-99 

No unusual effect, subject gains normal benefits 
of chnos ward 
Spell or attack automatically defeated 
Spell or attack ricochets, affecting a randb,... 
creature within 30 feet-normal attack roll or 
saving throw needs to be rolled for the random 
creature to be affected 
Spell or attack reflected back at originator, nor- 
mal attack roll or saving throw applies 

loo+ 

1 Add the caster's level to the do% roll. 

In order to qualify as a spell aimed directly at the recipi. 
ent, a spell must affect only the subject in question; a spell 
such as hold person or sleep that happens to include the sub- 
ject in its area of effect does not count as a directed spell an 
does not trigger the chaos ward. The material component is 
playing card used by a rogue of chaotic alignment. 

Cure Moderate -- -- - A - 
(Necromancy) 
Revenible 

Sphere: Healing 
Range: Touch Components: V, ~ 

Duration: Instantaneous Casting Time: 5 
Area of Effect: Creature touched 
Subtlety: t 3  Knockdown: d8 
Sensory: Moderate visual 

Saving Throw: None 

Critical: Medium (1 h i  
wounding when reversed 

Somewhat less common than the well-known cure light 
wounds and cure serious wounds, this healing spell was cre- 
ated by a priest who found that his heroic companions 
required his skill at doctoring more than his advice and wi 
dam. By laying his hand on the subject's body, the priest ci 
heal ld10+1 points of damage. Noncorporeal, nonliving, 01 
extraplanar creatures cannot be healed by this spell. The 
reverse of this spell, cause moderate wounds, requires the 
priest to successfully touch the victim and inflicts ldln+l 
points of damage. (The knockdown and critical striki 
entries above are for spell's reverse.) 

- Bar 
(Abjuration) 

Sphere: Astral, Wards 
Range: 120 yds. 
Duration: 1 tum/level 
Area of Effect: Two 10-ft. 

Components: V, S, M 
Casting Time: 1 turn 
Saving Throw: None 

squares/level 



r 
Subtlety: +6 Knockdown: None 
Sensory: None Critical: None 

The ethereal barrier is a defense against the passage of 
extradimensional creatures, including characters or mon- 
sters that are phased, ethereal, or travellinx via dimension door 
or shadow waik. The priest creates an imperceptible barrier of 
10 square feet per level that may be arranged in any fashion 
the priest desires. For example, a 3rd-level character can 
ward six 10-foot by 10-foot surfaces, which would be SUE- 

1 cient to guard a 10-foot by 10-foot by 10-foot room (four 
walls, a ceiling, and a floor need to be protected.) Note that 
some monsters may be cavable of abandoning their ethereal v 

approach in order to sin& enter the barred area on their 
own feet-the elhmal barrier only bars their passage as long 
as they are traveling in the Border Ethereal. Also, while this 
spell can't be worn down by any form of attack, it does not 
bar teleportation, gates, or the passage of astral creatures. 

Ethereaf barrier may be cast as cooperative magic by sev- 
eral priests working together. As long as all involved char- 
acters can cast the spell, the areas of effect of each priest are 
added together. Total the levels of all priests involved and 
multiply by two to find the number of IO-foot by 10-foot 
squares that may be warded. For example, four 6th-level 
casters (24 total levels) can ward 48 lQfoot by 10-foot 
squares. The duration is determined by the highest level 
priest involved, plus 1 tum for each additional priest. In the 
previous example, this would be 6 turns plus 3 turns for 
three additional priests for a total of 9 turns. 

This spell is also suitable for focus magic (see the spell 
focus in the Tome ofMugic). The material component is a spe- 
cial compound of rare earths and lead worth at least 10 gp 
per application. One application is required for each 10-foot 
by lO-foot square to be warded. 

I 

" 
(Alteration) 

1 Sphere: Guardian 
Ranee: 0 Comuonents: V, S 
Durgtion: 1 week + 1 day/level 
Area of Effect: The caster 

Cast&, Time: 1 turn 
Saving Throw: None 

Subtlety: +5 
Sensory: None 

Knoc<down: None 
Critical None 

h i s  speU allow\ the priest to igntav hunger, thirst, mrI 
?htrt!nies %tidimace for ai l  eirc.ndrJ period of time. Whlli. 
thespell is in rrtect, thr pried nquircs 110 food or drink. Hi. 
1s eiiectivdy inununc to erptsure, dt~h\dratioii. .~nd heat L N  

,111 injurv, sin<%, no natur.3lly occurring ilim.itic cmditidn 
d 1  cause him harm. (I.ightning, floods. torliadoi,;, carth- 
uakrh, and other such hazardous phenomzna ;:in still 
iusc physical injury, of cmirscj 

During the i t m  c,; i i l ,  thi* priest is .~hlz 10 ignore the n.xd 
I slzrp by clrotx~rig to mt*ditatt, ininml While mrditating, 
ie  prit,.st can ktvp warih on his wrrounding:s, but he d- 
ir5 a T I  pFnalty lo any suqlrise checks. li t h k .  ChJI'I1CtW 
:!shes tu meniorizr spells, he must slwp normally 

At the vigil'> end, the pried must cat and druik; i f  no tood 
r uater !s &I\ .idable. the CharJctvr niiist maks Conmtution 
iwk oncc even' four h(nir; at a cumulahvt, -1 pm;lliv d r  iall 
no a c o r m  and peri.,h withn Id3 day5 i f  he rtxc.l\'es no aid 

(Abjuratioi 

Sphere: Protection 
Range: Touch 

Sensory: None Critical: None 

acid, corrosives, and causti ances of all kinds. Mild 

(~ecromancy! 

Sphere: Necromantic 
Ranee: Touch I comvonents: V, s 
Durkon: Instantaneous 

Sensory: Moderate visual Critical None 

I 

Components: V, S, M 
Casting Time: 5 

Knockdown: None 
Critical: None 

Area of Effect: 10-ft. 

Sphere: Elemental Earth 
Range: 10 yds./level 
Duration: Permanent 

Subtlety: +4 
Sensory: Moderate visual 

Saving Throw: None 

undressed earth or 
Wet earth becomes 
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thick mud; dry earth becomes loose sand or dirt; and stone 
becomes soft clay, easily molded or chopped. The priest 
affects a 10-foot square area to a depth of 1 to 4 feet, 
depending on the toughness or resilience of the ground at 
that spot (DM option). Magical or enchanted stone cannot 
be affected by this spell, nor can dressed or worked stone. 

Creatures attempting to move through an area softened 
into mud are reduced to a move of 10 feet per round. Any 
creatures caught within the mud when the spell takes effect 
must make a saving throw vs. paralyzation or lose the abil- 
ity to move, attack, or cast spells for ld2 rounds as they 
flounder about in the muck. Loose dirt is not as trouble- 
some as mud, and creatures are only reduced to half their 
normal movement rate, with no chance of being caught for 
a round or two. However, it is impossible to run, sprint, or 
charge Over either surface. 

Stone softened into clay does not hinder movement, but 
it does allow characters to cut, shape, or excavate areas they 
may not have been able to affect before. For example, a 
party of PCs trying to break out of a cavern might use this 
spell to soften a wall. 

While sofen earth and stone does not affect dressed or 
worked stone, vertical surfaces such as cliff faces or cavern 
ceilings can be affected. Usually, this causes a moderate col- 
lapse or landslide as the loosened material peels away from 
the face or roof and falls. A moderate amount of structural 
damage can be inflicted to man-made structures by soften- 
ing the ground beneath a wall or tower, causing it to settle. 
However, most well-built structures will only be damaged 
by this spell, not destroyed. The material component is a bit 
of slip (wet clay) from the wheel of a master potter. 

rll Ilk' 
Watery Fist 
(ConjuratiodSummoning) 

Sphere: Elemental (Water) 
Range: 60 yds. 
Duration: 1 rd./level 
Area of Effect: Special 
Subtlety: c4 Knockdown: d10 

Components: V, S, M 
Casting Time: 5 
Saving Throw: None 

Critical Medium (1 hit) crushing ory: Moderate visual 

This spell c o n j w  a cohersnt pseudopod of water from 
any suitable body of water at least 5 feet across and 2 feet 
deep (for streams) or 10 feet in diameter and 2 feet deep (for 
ponds or pools). The pseudopod can s M c h  up to 10 feet plus 
1 foot per caster level from its some, so a 3rd-level priest 
could commmd wateryfist to strike at a creature hovering 
thirteen feet above a lake or standing on the shore 13 feet from 
the water. The pseudopod obeys the priest's mental com- 
mands, although the priest must concentrate each round in 
order to maintain control of the watery member. 

The pseudopod is incapable of fine manipulation, but it 
can be used to make bludgeoning or constricting attacks. 
When used to strike at opponents, it attacks with the caster's 
THACO and inflicts damage as shown below. The priest may 
add his magical attack adjustment (from his Wisdom score) 
to his THACO, but Strengthbased adjustments or special 
weapon skills don't help the priest to control wateryfst. The 
pseudopod may be able to make rear or flank attacks if the 
priest can d& it into the proper position. 

If used to encircle and constrict, the pseudopod must 

first make an attack roll as described above, inflicting dam 
age based on the priest's level. However, in followincc 
rounds, the pseudopod automatically strikes its Fafiled 
target for constricting damage, +1 point per round of con- 
stricting. In other words, in the first round the victim sus- 
tains listed damage, in the second round he sustains listed 
damage +l, in the third he sustains listed damage +2. and 
so on. The pseudopod holds its target with an effecti? 
Strength equal to the priest's Wisdom score. 

Caster Striking Constrictin 
Level Damage Damage 
1 4  ld6 ld3 
5-8 ldlO ld6 
9-12 ld12 ld8 
13+ 2d8 ldlO 

Wateryjist can be released by the priest any time he m s  to 
stop concentrating on maintaining it. The pseudopod imme 
diately resumes its normal state, possibly drenchjng a g a p  
pled creature or extinguishing a small fim if the caster wisher 
The pseudopod is AC 6 and has 15 hp plus 1 hp per caster 
level, but it can only be damaged by magical weapons, fire, o 
cold; all other attacks simply pass through the water. Dans- 
mute water to dust, part water, lower water, and Otiluke'sfreezing 
sphere all destroy wateryfst on contact. 

The material component is a vial full of blessed water or 
sprig of mistletoe that is thrown onto the hm&r -4 r*r=+-* 

from which the fist will be summoned. 

Third-Level Spel 
I 

Control Animal 
(EnchantmentICharm) 

Sphere: Animal 
Range: 60 yds. + 10 yds./level 
Duration: 1 roundjlevel 
Area of Effect: 1 animal 
Subtlety: +3 Knockdown: No 
Sensory: Small audiojtactile Critical: None 

Components: V, 
Casting llme: 6 
Saving Throw: Neg. 

When a priest casts this spell, he forces an animal to do 
bidding. The creature is entitled to a saving throw vs. spell; if 
it fails, the caster may direct the mature with simple com- 
mands to act in any fashion desired. Sample commands 
include attack, run, fetch, etc. Suicidal or self-destructive cam 
mands grant the subject another saving throw to break free 01 
the caster's control, with a +1 to +4 bonus dependmg on the 
extremity of the caster's orders. Ordering an animal to mgag 
in combat is not necessarily self-destructive, as long as the 
prospective opponent is not more than three times the ani- 
mal's Hit Dice or more than two size categories larger than th 
subject. For example, a wolf (3 Hit Dice, size M) would attack 
a troll (6+6 Hit Dice, size L) without hesitation, but it might 
break free of the caster's control if ordered to attack a siw H 
dragon or an 8c8 HD umber hulk. 

Control animal establishes a mental link between th 
caster and the subject, and the animal can be directed by 
silent mental command as long as it remains within range. 
Because the caster's intelligence directs the animal, the crea 
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for up to one round per experience level of the caster. 
Subiects who cannot understand the caster are not 

ture may be able to take actions normally beyond its own 
comprehension, such as manipulating objects with its paws 
and mouth. The caster need not concentrate in order to 
maintain control of the creature unless he is trying to direct 
it to do something it normally couldn't. 

Control animal only works on normal or giant-sized ani- 
mals with Intelligence ratings between 1 and 4. Magical ani- 
mals, monsters, and creatures of low Intelligence or higher I are immune to the effects of this spell. Druids always avoid 
using this spell. 

Ietect 6pirits 
r Oivination) 

Sphere: Divination 
Range: 0 
Duration: 1 tum + 1 tum/level 
Area of Effect: 10 x 60 ft. path 
Subtlety: +4 Knockdown: None 
Sensory: Moderate visual Critical None 

Components: V, S, M 
Casting Time: 6 
Saving Throw: None 

This divination reveals the presence of disembodied or 
noncorporeal spirits of all types, including wraiths, ghosts, 
spectres, astrally-projecting creatures, characters or mon- 
sters employing magic jar or possession, and (of course) ani- 
mal spirits and spirits of nature. Characters or monsters 
who are simply mvisible, phased, or ethereal do not count as 
spirits, since they are physically present in the flesh despite 
their unusual status. The caster detects spirits in a path 10 
feet wide and 60 feet long; any within the area of effect are 
revealed in their preferred form or appearance for all to see. 
Simply detecting a spirit doesn't give the caster any special 
ability to communicate with or attack the entity 

The material component for this spell is a small pendant 
of copper wire worth at least 20 gp. 

Dictate 
(EnchantmentICharm) 

phere: Charm, Law 
!ange: 30 yds. Components: V 

&ration: 1 rd./level Casting Tune: 6 
Area of Effect: Up to 6 creatures Saving Throw: Neg 

in a 20-ft. cube 
Subtlety: +2 Knockdown: None 
Sensory: Small audio Critical: None 

Originally developed by the Harmonium faction of the 
Outer Planes, this useful spell has come into more wide- 
spread use in recent years. While the spell is available as a 
2nd-level enchantment for members of the Harmonium, the 
general version is not quite as efficient and is considered a 
3rd-level spell. 

The dictate spell is an improved version of command, affect- 
ing up to 6 creatures in a 20-foot cube. The caster is not limited 
to a single word and can issue an order of no more than a 
dozen words in lengkh. All the specified targets who fail their 
saving throws must attempt to obey the caster's instructions. 
For example, a priest could issue a dictate such as "Stay here 
until I w," "Throw down y o u  weapons," or "Seize that 
elf!" The subjects will continue to obey nonimmediate orders 

affected, so characters who do not understand the caster's 
language are immune to this spell. In addition, the order 
must create an immediate and obvious course of action 
for the subject; a dictate to "Die!" or "Feel sorry for him! 
would simply cause the subject to stand still in confusio.. 
for one round. Poorly worded or confusing commands 
grant the subjects a +1 to 1 4  bonus on their saving throws 
at the DMs discretion. Similarly, if after the subject fails 
his saving throw he is given an obviously self-destructive 
dictate, the subject simply loses his next round as he fights 
off the compulsion. 

Etherealness I 
(Alteration) 

Sphere: Numbers 
Range: 0 Components: V, S 
Duration: 1 turn + 1 rd./level 
Area of Effect: The caster 
Subtlety: +2 Knockdown: None 
Sensory: None Critical: None 

Casting Time: 1 
Saving Throw: None 

This spell resembles the 5th-level wizard spell e t k m l -  
ness in many respects, but there are a few important differ- 
ences, First, the priest may not leave the Border Ethereal 
and venture into the Deep Ethereal; therefore, at the end < 
the spell's duration, he must return to the Prime Material 
Plane whether he wants to or not. Secondly, the priest may 
not use this spell on an unwilling target and can only make 
another creature ethereal if the subject is willing and in 
physical contact with the priest when the spells cast. 
Besides himself, the caster can bring one creature per two 
experience levels (three at 5th, four at 7th. five at 9th, and so 
on) to the Ethereal Plane. Even if the priest abandons his 
charges in the Border Ethereal, the stranded characters will 
automatically materialize when the spell ends. 

While ethereal, the priest cannot be detected by any 
means short of a true seeing or detect phase spell. He per- 
ceives his surroundings as misty, gray, and otherworldly 
No action he takes can affect Uhe physical world, but he can 
pass through walls, doors, and other solid objects without 
hindrance. The priest can choose to end the spell voluntarily 
at any time, materializing in ahe physical world in one 
round. If the caster occupies a solid object when the spell 
ends, he is hurled into the Deep Ethereal and stranded in a 
catatonic stupor until he can be rescued. 

I 

Fortify 
(Alteration) 

Sphere: War 
Range: 60 yds. 
Duration: Permanent 
Area of Effect: 10 ft. cube12 levels 
Subtlety: +6 Knockdown: None 
Sensory: Moderate visual 

Components. V, S, M 
Casting Time: 1 round 
Saving Throw: None 

Critical None 

By means of this spell, the priest prepares an area as a 
defensive position. Fortify may be used to prepare an open 
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outdoors area such as a field, road, or erassland. or a roueh u 
or broken outdoors area such as a hiUs’de, forest, or boul- 
der-fall. Large rooms or chambers such as a cavern or a 
great hall may befortifed as well. The exact effects of the 
spell depend on the nature of the site to be fortijied. 
A. Open Outdoors Site: A rampart or dike of earth and 

loose stone rises from the ground along the perimeter of the 
site, leaving a shallow ditch on the outward face. Creatures 
defending the dike receive 50% cover against missile fire (+4 
bonus to AC), or 25% cover (+2 bonus) if they expose thern- 
selves by engaging in melee combat or firing missiles out of 
the dike. Attackers cannot charge, run, or sprint over the 
ditch-and-dike. Large, open room or chambers with few 
features may fall into this category. 

B. Rough Outdoors Site: Loose stones and boulders, 
deadwood, and patches of dense briars are arranged to 
form a defensible wall or rampart along the perimeter of the 
area of effect. Characters hiding behind the wall receive 75% 
cover (+7 bonus to AC), or 50% cover if they expose them- 
selves by firing missiles or defending the wall. In hand-to- 
hand combat, the wall’s defenders receive a +1 bonus to 
attack rolls; man-sized attackers must spend one full round 
in climbing over the wall in order to enter the fortified area. 
Natural cavern and large, cluttered chambers fall into this 
category, as well. 

C. Marshy or Low-lying Site: In areas such as swamp, 
marsh, bog, or tundra,fortify cannot raise a wall or dike to 
cover the defenders. Instead, the spell creates a water-filled 

ditch around the perimeter of the area of effect. This ditch i 
10 feet wide and 2 to 4 feet deep; most creatures require 1 
full round to negotiate the ditch, and defenders gain a +1 
bonus to attack rolls against enemies who are wading the 
ditch or climbing up the other side. 

The fortifications are permanent, although erosion, 
weathering, and excavations, clearing, or filling can quickl! 
raze the site, returning it to its original state. The material 
comvonent is the shell of a S M ~ J  dusted with 100 eold -~ ~ 

pieces wnrth cd dmmond ponder. In B.\TTLE;>~ITM~ rules. 
Jh71$, providesa dt+nding unit with a 72 bonus to its.\R 
ag.iinst mih.ilL‘ 2nd rneler. .tttarks. hu t  no l r o m i s  against mi! 
,ik, attachs i n  mnrhhv or low-lying area,. 

S u m m o n  Animal  Spirit 
(Necromancy) 

Spherc: Summoning 
I<ange: 1.) ~ J s .  I w e l  Compnnrnr~: \‘, 5, h 
Duration: I rouid level Casting Time. o 
.4rc.a t i 1  Siicrt. Special Saving Throw. Nonc 
Subtlety. -4 Knockdnwn. dR 
Szii,nry. Xloderatr visual Criiiral: Medium (1 hit, 

sla5hing 

This spell summons a minor spirit or entity to the 
caster’s aid. Cleric- *-~ially summon minor elementals of 



New Priests Spells, 3rd Level 
the poisoned character before 
wears off. However, each 

hold poison some kind, while shamans typically conjure an animal 
spirit or spirit of nature. Regardless of the spirit’s origin, 
it armears as a rhostlv beast of some kind-wolves, 
I 

“ 
bears, tigers, or lionsire most common. The animal spirit 
obeys the mental commands of the priest, attacking his 
enemies or performing any other task that it could rea- 
sonably accomplish. The creature is incorporeal and can- 
not handle or manipulate objects of any kind, but it can 

, see and hear as a normal animal of its archetype and 
could be used to scout a dangerous area or aci as a dis- 
traction of some kind. 

In combat, the animal spirit has the following statistics: 
MV 24; AC 4; THACO 15; Dmg 2d4. It can only be injured 
by magical weapons and can strike monsters hit only bv 
+1 or better weapons. The spirit has a number of hit 
points equal to 10 plus the caster’s level, so a 6th-level 
priest conjures a animal spirit with 16 hit points. The cnea- 
ture is not affected by charm, sleep, hold, or other mind- 
affecting spells and suffers no damage from cold-based 
attacks. However, it is vulnerable to dispel magic or turn- 
ing as an undead monster of the caster’s Hit Dice. I f  the 
animal spirit is turned, destroyed, or dispelled, the priest 
who summoned it must make a saving throw vs. spell or 
be stunned for Id4 rounds. 

Because the spirit is intelligent and free-willed under 
the caster’s direction, the priest need not concentrate in 
order to direct its attacks-an animal spirit could be 
ordered to attack a spellcaster in the back of an enemy 
party, while the cleric waded into hand-to-hand combat 
The animul spirit makes use of flank or rear attacks when it 
can and gains any normal combat bonuses that a living 
creature in its position would be entitled to. The priest 
enjoys instantaneous, silent communication with the ani- 
mal spirit and can order it to stop attacking, to change its 
target, or to undertake almost any conceivable action 
desired. However, the spirit must remain within the spell’s 
range; if it is ever more than 10 yards per caster level away 
from the priest, it dissipates harmlessly. 

The material component is a small whistle carved from a 
bone taken from the appropriate type of animal. 

I 

[old Poison 
Necromancy) 

Sphere: Healing 
Range: Touch 
Duration: 1 day/level 
Area of Effect: Creature touched 
Subtlety +3 Knockdown: None 
Sensory: None Critical None 

This spell is an improved version of slow poison, with a 
duration measured in days rather than hours. When cast 
upon a victim who has been poisoned by any means, hold poi- 
s a  arrests the venom and prevents it from doing any ad&- 
tional damage to the victim. (In most cases, the spell must be 
cast during the poison’s onset time in order to be effecfive.) 
Damage that has already been inflicted is not mtored, but as 
long as the hold poison is in effect, the victim can be cuaed or 
healed of damage caused by p o h n  by any normal means. 

of a poison if the caster chooses to continue to cast it on 

Components: V, S, M 
Casting Time: 1 
Saving Throw: None 

I 
This spell can be used to indefinitely postpone the onset 

vic& a stay o? death for a few ays. Th& can bz an 
extremely effective threat if the ictim doesn’t have acce 

The material component is th priest’s holy symbol and a 
bud of garlic, crushed and smea ed on the injnT (or eaten if 

to a neutralize poison spell. 

the poison was ingested). 

Components: V, S 
Casting Time: 1 turn 
Savine Throw: None 

1 
Repair Injury 
(Necromancy) 

Area of Effect: Creature touche 

Sphere: Healing 
Range: Touch 
Duration: Instantaneous 

Subtlety: +5 
Sensory: None 

Knock;lown: None 
Critical: None 

total oj44. 

Repair injury is also he1 
fall in the crushed, shatte 
spell reduces the severity 
which means it heals as if 
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nfailing Premonition 

divination) 

Sphere: Time 
Range: 0 Components: V, S 
Duration: 1 turn + 2 rds./level 
Area of Effect: The caster 
Subtlety: +3 Knockdown: None 
Sensory: None Critical: None 

Casting Time: 6 
Saving Throw: None 

By anticipating possible futures and outcomes of the 
caster's actions, this spell provides the character with a tem- 
porary sixth sense or feel for danger. The spell operates on a 
subconscious level, and the caster receives strong intuitive 
impulses when he contemplates courses of action that may 
brine immediate uhvsical iniurv or harm to him. For examule. < I  I 

ii the pnest waa ib&t to opcn a trappcd che,t, the unjrifiiri 
~ i r w ~ ~ m i t i n t i  would created flash of insieht or a mt frclinr 
;elling him that he shouldn't do so. S&rly, 0F-i.g a zoor 
that leads into the lair of a ferocious troll may also trigger the 
spell's warning. Threatening a NFC who is likely to respond 
by drawing a weapon and attacking the PC would create a 
warning, but thmatening a NPC who will get even with the 
priest in an hour or two will not trigger the premonition 

The unfailing premonition is also quite useful in combat, 
as long as the priest obeys his instincts and ducks, dodges, 
or withdraws when his subconscious tells him to. While the 
spell is in effect, the priest gains a +2 bonus to his Armor 
Class and saving throws, but in any given round there is a 
25% chance that he will have to forego his intended action 
in order to obey the spell's warning impulses. 

The premonition only works on actions undertaken by the 
priest himself. If his companion is about to pull a mysteri- 
ous lever that will drop a 10-ton block of *tone on the nriest, 
he receives no warning. 

Weather Prediction 
(Divination) 

Sphere: Weather 
Range: 0 Components: V, S 
Duration: Instantaneous Casting Time: 1 rd. 
Area of Effect: The caster Saving Throw: None 
Subtlety: +5 Knockdown: None 
Sensory: None Critical: None 

By casting this spell, the priest can predict the weather 
conditions at his location for a period of time equal to one 
day per level. The caster becomes aware of the prevailing 
conditions, trends, and weather systems that may affect his 
present location. Temperature, wind speed and direction, 
cloud cover, and precipitation can all be predicted with 95% 
accuracy for the next day, less 10% for each day after that. In 
other words, the priest's prediction is 95% accurate for the 
first day, 85% accurate for the second, 75% accurate for the 
third, and so on. In addition, magical or supernatural phe- 
nomena cannot be predicted. 

Priests of powers concerned with weather may use this 
spell to determine the best time for certain ceremonies or 
observances. Other priests find weather prediction useful for 
planning journeys or selecting campsites. 

Wind Servant 
(ConjuratiodSummoning) 

Sphere: Elemental (Air) 
Ranee: 20 vds. /level Comuonents: V. 
firition: rd.'/level Cas&g Time: 6 
Area of Effect: Special 
Subtlety: +3 Knockdown: None 
Sensory: Moderate audio/tactile Critical None 

Saving Throw: None 

This spell allows the priest to exert fine control over air 
current3 and tvind~, pos5iblv cxtinguizhing srnali fire5 or 
inanipuldtiiig light objects d., he sees f i t  within the 3pell's 
range. Generally, the priest is limited to one discrete nctior 
per round since he must focus his wind servant tightly on 
anv eiven task. The wind servant can affect obiects or crea- , u  
tures weighing up to 1 pound per caster level, twice as 
much if the object is reasonably light or airy (a cloak, scrol, 
or haystack, for instance), or 10 times as much if the object is 
desimed to be carried bv the wind, such as a shiu's sail or a 
bird> flight. 

If an obiect is within the suell's weight limit, the caster 
may direct the wind servant to carry it song in gusts and ai 
currents at a flying movement rate of 12 (E). If the object 
leaves the limits of the spell's range, the wind servant fails, 
and the object drops or falls normally from that point. Fly- 
ine creatures of size M or smaller can be forced to land or I 
dzven away by use of thespell if they fall within the weight 
limit. or slowed bv 50% if thev exceed the weight limit. " 
Employing the whd servant against an  m o w  or light missile 
adds a uenaltv of 4 to the attack roll. 

In d h y ,  sAowy, or sandy regions, the caster can instear' 
use wind servant to create a vicious zephyr of stinging dust 
around an enemy This zephyr inflicts damage equal to thc 
opponent's base AC less 2d6 points and creates a -2 penalty 
to the victim's attack rolls. For example, an enemy in leather 
armor +I (AC 7) would suffer 7 - 2d6 damage if attacked b 
means of this spell. Note that any use of the wind servant 
requires the priest's undivided attention; he can take no 
other actions while directing the spell. 

Fourth-Level 8pells 
Adamarililc Macc 
(Alteration) .. - _  
Sphere: Elemental (Earth) 
Range: Touch 
Duration: 1 rd./level 
Area of Effect: Caster's weapon 
Subtlety: +5 Knockdown: d12 
Sensory: Small visual 

Components: V, S, M 
Casting Time: 7 
Saving Throw: None 

Critical: Medium (1 hi 
imvact 

By means of this spell, the priest transmutes his own 
cudeel. mace, or staff into an enchanted weauon of adama 
tite,?he most magical mineral known. The aiamantite mace 
gains a +2 bonus to attack and damage rolls, but it can 
strike creatures normally hit only by +4 or better weapons 
As an incarnation of elemental earth, the mace inflicts up I 
twice the damage (roll twice the required damage dice) 
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rolls aganst any creatures trvins to move through the against creatures of elemental air or magical avians such as 

griffons, perytons, pegasi, and winged baatezu or tanar’ri. 
The adamantite mace retains its special properties for one 
round per level of experience of the caster. 

The material component is a special powder made from 
a diamond worth 100 gp, sprinkled over the weapon. 

I 1 Dimensional Anchor 
(Alteration) 

Sphere: Guardian 
Range: 10 yds./level 
Duration: 1 turn + 1 rd./level 
Area of Effect: 1 creature 
Subtlety: +2 Knockdown: None 
Sensory: Moderate visual Critical: None 

Components: V, S 
Casting Time: 1 
Saving Throw: None 

When a priest casts this spell, a green ray springs from 
his outstretched hand and unerringly str&es a creature 
within line of sight and the range of the spell, covering the 
subject with a shimmering emerald field that completely 
blocks bodily extradimensional iravel. Forms of movement 
barred by the dimensional anchor include blinking, dimension 
door, etherealness, gate, phasing, plane shift, maze, shadow walk, 
teleportation, and similar spell-like or psionic abilities. The 
field persists for one turn plus one round per caster level 
and has no effect other than blocking extradimensional 
travel. The dimensional anchor d o e  not interfere with the 
movement of watlves in astral form, nor does it block 
extradimensional perception or attack forms such as a 
basilisk’s gaze. 

*-%rich 
tion, InvocatiodEvocation) 

Sphere: War 
Range: 60 yds. Components: V, S, M 
Duration: Permanent Casting Time: 3 rds. 
Area of Effect 10-ft. cube/2 levels Saving %ow: None 
Subtlety: +3 Knockdown: None 
Sensory: Moderate visual Critical None 

An improved version of the fortify spell, entrench has 
much the same effect, but prepares an even more formi- 
dable set of defenses. Like fortify, entrench may be used 
to prepare an open outdoors area such as a field or grass- 
land, or a rough outdoors area such as a hillside or for- 
est. Large rooms or chambers may be entrenched as well. 
In addition to the ditches and ramparts of thefortify 
spell, entrench makes use of local materials to create a 
small palisade and an array of stakes or sharp stones to 
discourage attackers. 
A. Open Outdoors Site: A rampart or dike of earth 

faced by a staked ditch rises from the ground along the 
perimeter of the site. Creatures defending the dike receive 
75% cover against missile fire (+7 bonus to AC), or 2596 
cover (+2 bonus) if they expose themselves by engaging in 
melee combat or firing missiles out of the dike. Attackers 

Y 

cannot charge, run, or ,print ovur the rampart, and mu\t 
soend one iull round necottattne the defcmrs in order to 
attack. The dike’s defenzers receive a +l bonus to attack 

_ y  

stakesbr stones. 

briars are arranged to form a deftnsible wall along the 
perimeter of the area of effect, fated by an array of sharp 
stakes or stones. Characters hidihg behind the wall receive 
90% cover (+lo bonus to AC), or 150% cover (+4 bonus) if 
they expose themselves by firin@ missiles or defending the 
wall. Attacking creatures cannotbun, charge, or sprint 
through the defenses, and must $pend one full round to get 
through the stakes plus an additional round climbing over 
the wall in order to enter the fort@ed area. The wall’s 
defenders gain a +l bonus to attacks against creatures nego- 
tiating the defenses. 

C. Marshy or Low-lying Site In swamps or bogs, 
entrench creates a water-filled diich around the perimeter of 
the area of effect. This ditch is 1$ feet wide and 3 to 6 feet 
deep; most creatures require two full rounds to negotiate 
the ditch and climb up the far side, and defenders gain a +1 
bonus to attack rolls against en4mies who are wading the 
ditch or climbing up the other side. 

The fortifications created by this spell are permanent, 
although erosion, weathering, md clearing or filling can 
return the site to its original state. The material component 
is the shell of a giant nautilus. Ib the BATTLESYSTEM rules, 
entrenrh provides the defendin uuts with a +3 bonus to 
their AR versus missile and me 1 ee attacks, but only a +1 
bonus against missile attacks in marshy areas. 

- 
B. Rough Outdoors Site: Loo$e stones, deadwood, and 

Omniscient Eye 
(Divination) 

Sphere: Divinati 
Range: 0 
Duration: 1 turn + 1 rd./level 
Area of Effect: The caster 
Subtletv: 15 
Sensor$ None 1 Critical None 

This divination enhances tile caster’s vision by allowi 
him to see through any normal or magical darkness, fog 
mist to a range of 60 feet. In addition, the caster has a 
chance of piercing magical illqsions, blending, and invis 
ity equal to 70% plus 1% per l+vel of experience, less 2% 
spell level. For example, a 7thilevel priest has a 70% + 7% - 
4%, or 73% chance, to spot a wizard concealing himself by 
using the 2nd-level spell invisibiJity. 

Unlike the 5th-level spell tqne seeing, the omniscient eye 
does not grant the caster the +ility to perceive secret doo 
traps, lost or misplaced objects, or creature alignments; it 
simply ensures that the casteri can see the surroundings as 
they would appear without the interference of weather, 
lighthg, or illusionary magic. Thus, the omniscient eye can 
be deceived by careful camodflage, concealment, or other 
purely physical precautions. Other phenomena that may 
bypass this spell‘s power inclbde psionic invisibility, true 
transparency, or extradimensional objects or creatures. 

The material component df this spell is a special oint- 
ment for the eyes that is osed of rare powders and 
herbs. The ointment 100 gold pieces for a sin- 



(Aiyuranon, mvocation/Evocation) 

Sphere: Combat 
Range: 0 
Duration: 1 rd./level 
Area of Effect: 60-ft. radius 
Subtlety: +5 Knockdown: None 
Sensory: Moderate audio Critical None 

Components: V, S, M 
Casting Time: 7 
Saving Throw: None 

By reciting a sacred passage or declaration, the priest 
invokes his deity's blessing upon himself and his allies, while 
causing confusion and weakness among his enemies. All 
creatures within the area of effect at the instant of the spell's 
completion are affected. Allies of the priest gain a +2 bonus to 
attack rolls and saving throws, or a +3 bonus i f  they are of the 
same faith (not just alignment) as the caster. Enemies suffer a 
-2 penalty to attack rolls and saving throws. After the uecita- 
tion, the priest is free to take M e r  actions during the spell's 
duration as he sees fit-he need not concentrate to maintain 
the spell. As a result, it is possible for the priest to cast a 
prayer spell, which increases the bonuses and penalties pro- 
vided to +3 and -3 respectively If another priest is using 
chant at the same time, then the bonuses and penalties given 
by it are also allowed to add to the total. 

The material spell component is the priest's holy symbol 
and a copy of whatever text or scroll hP hold- sn-d~ Nei- 
ther are consumed by the spell. 

uspended him€ 
wecromancy) 

. .  
DuGtion: Special Castkg Time: 4 
Area of Effect: Creature touched 
Subtlety: +8 Knockdown: None 
Sensory: None Critical None 

Saving Throw: None 

By using this spell, the caster can place one willing sub- 
ject in a state of suspended animation. The victim's breathing, 
heartbeat, and other vital processes slow to the point of 
nonexistence, although he or she seems to be deeply asleep, 
not dead. A caster of 7th to 10th level can maintain the sus- 
pended animation for up to one week plus one day per level; 
a caster of 11th to 15th level can maintain the state for up to 
one month plus one week per level; and a caster of 16th 
level or higher can place someone in suspended animation for 
one year plus one month per level. 

This spell has many useful applications. First, all bod- 
ily or mental afflictions become quiescent during the vic- 
tim's slumber. Poison, insanity, and many curses (lycan- 
thropy, geas, and mummy rot included) can be arrested, if 
not cured, and have no effect on the subject while he 
sleeps. Of course, if the spell is broken prematurely, all the 
conditions that were halted by the spell will start once 
again. Second, the subject requires no food or water, but 
he still needs air and dies if deprived of oxygen. Third, for 
every month that the subject is in suspended animation, he 
recovers one hit point. 

The caster can awaken the subject at any time within 

the spell's duration, although he must be in the subject's 
presence to do so. Optionally, the priest may pre-specify 
an amount of time within his normal duration or a special 
condition to awaken the sleeper. A condition must include 
a physical stimulus to the subject, such as a change in 
temperature, the touch of the sun, the kiss of a princess, or 
whatever the priest desires. If the priest maintaining the 
spell dies or is not able to awaken the sleeper, then the 
subject can be taken to another priest of the same deity to ~ 

be awakened. 
If the subject is attacked, he is completely helpless and 

can be killed by a single blow. However, if the subject is 
attacked without being slain for some reason, he gains a 
saving throw vs. spell each round to emerge from his sus- 
pended animation. The subject will be extremely groggy and 
disoriented if his slumber is disturbed in this fashion, suf- 
fering a -2 penalty to all die rolls for ld6 turns, but if he 
awakens in the normal or prescribed fashion, he is disori- 
ented for only one round. 

priest. First of all, it takes all of the priest's 
to cast and maintain this spell. This means 
cannot cast any other spell while a subject i 
under the influence of the suspended animat 
week that the subject is in suspended animat 
loses one point of Constitution. This happens each week 
until the priest transfers the spell to another priest of th 
same alignment. Transferring this spell requires a suc- 
cessful saving throw vs. spell. If the saving throw is suc- 
cessful, then the priest who transfers the spell can start 
recovering Constitution at a rate of one point per hour of 
bedrest. If the saving throw doesn't succeed, then the 
priest loses another point of Constitution and cannot try 
to transfer the spell again for 8 hours. Either way, 
because of the temporary lapse of the spell, the subject 
will automaticallv lose 1 hit voint each time a transfer is 

Some of the drawbacks to this spell affect 

attempted. 
The material comvonent for this svell is a rare herb that 

must bu p r c p r d  with aacting care. The twatrnt'nl costs at 
I t w t  2110 w l d  pieces and reouires Id3 days o i  the priest'; 
time andken'tion. 

(Necromancy) 

Sphere: Necromantic 
Range: Touch Components: V, S 
Duration: 1 day/level 
Area of Effect: 1 creature/level 
Subtlety: +5 Knockdown: None 
Sensory: None Critical: None 

Casting Time: 1 round 
Saving Throw: None 

This spell enhances the natural hardiness and stamina 
of the affected creatures by rendering them virtually 
immune to fatigue or exhaustion. During the casting of 
the spell, the caster must touch each creature to be 
affected. While under the spell's influence, the subjects 
may force march with no penalty, engage in up to 12 
hours of hard labor per day with no fatigue (or up to 16 
hours with moderate fatigue), and gain a +4 bonus to 
Strength/Stamina or Constitution/Fitness checks. In 
addition, the subjects gain a +4 bonus to saving throws 
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against spells or magical effects that cause weakness, 
fatigue, or enfeeblement. Finally, an affected creature's 
fatigue rating (from PLAYER'S OPTION: Cornbut b Tactics) is 
doubled, and the subject Rains a +4 bonus to his saving 
bhmwe to recover fmm a Fatigued or exhausted state. 

(Conj uratiodSummoning) 

Sphere: Elemental (Air) 
Range: 0 
Duration: Special Casting T i e :  7 
Area of Effect: The caster 
Subtlety: +5 Knockdown: None 
Sensory: Moderate visual Critical None 

Components: V, S, M 

Saving Throw: None 

This s p d  provides a priest of elemental air with the ability 
to conjure a powerful column of wind that can bear his weight, 
permitting him to fly or &de for long distances. If used from a 
high place such as a mountainside or tower, the caster can 
glide a maximum horizontal distance of 20 feet per foot of ini- 
tial altitudefor example, if the priest used this spell and 
launched himself from a Mtop 800 feet high, he could @de a 
maximum distance of 16,000 feet, or about 3 miles. 

If windborne is cast bv a Driest on level rround, the ini- ~~ 

tial gust carries him al&t to a maximum aititude of 10 feet 
per caster level. From that point, he may then glide 10 feet 
per foot of initial altitude. For example, a 7th-level priest 

177 

glide for a total horizontal 
choose to glide for a much but never less 
than his initial altitude. 

Fifth-Le ' Spells 1 - 
I 

~ 

i 
Animate1 e 
(Alteration) 

Sphere: Elemental (Fire) 
Range: 120 yds. I Components: v, s 
Area of Effect: 1-ft. diameter/ 
Duration: 1 rd./level 

Subtlety: +4 
Sensory: Large visual, 

Casting Time: 8 

Knockdown: None 
Critical Varies 

Saving Throw: None 

moderate tactile/olfactory 



to leave its SOUICC of fuel and move at his direction. The 
flame is magically preserved at the intensity it possessed 
when animated and does not weaken or fail even if it has 
nothing to burn. The priest can affect any natural fire 
within range, but magical fires (including breath weap- 
ons) can only be animated and controlled on a roll of 11 or 
higher on a d20, -1 per level or Hit Dice difference 
between the caster and the creature or spellcaster who cre- 
ated the flame in question. For example, a 9th-level priest 
can animate ajaming sphere cast by a 4th level wizard on 
a roll of 6 or better on ld20. In order to animate instanta- 
neous effects such as a red dragon's breath or afireball, the 
priest must beat his opponent's initiative in the round he 
casts this spell and succeed in his attempt to take control 
of the flame. 

Under the priest's direction, an animated flame can 
move at a rate of 12, although it cannot cross water or 
wet or muddy ground. If the priest directs the flame to 
leave the spell's range, the spell ends and the flame stops 
and bums whatever it may be resting on. Animateflame 
can be a very effective weapon; the fire attacks with a 
THACO of 10 and may be able to strike several creatures 
in the same round, depending on its size. It inflicts dam- 
age as shown below: 

Number of 
Size Diameter Targets Damage 
Torch or lantern less than 1 ft. 1 1d3 
Small campfire 1-2 ft. 1 1 d4 
Large campfire 3-5 ft. 2 ld6 
Bonfire 6-10 ft. 4 2d6 
Conflagration 11-20 ft. 8 3d6 
Memo 21 ft. or more 20 5d6 

Creatures actually caught within the fire's diameter are 
automatically hit (without an attack roll) for the listed 
damage. Very hot or unusually cold fires may inflict dam- 
age (at the DMs discretion) as if they were one category 
larger or smaller. In addition to attacking the caster's ene- 
mies, the fire will naturally cause any combustibles it 
comes into contact with to burn, as well; an animated fire 
can easily torch a small town, given a few rounds to move 
from building to building. 

The animated flame can be dispelled normally It can 
also be defeated by contact with a significant volume of 
water, ice, cold, or earth or dirt, just as a normal fire can be 
drowned or smothered. 

ter per level of experience; if a natural fire is too large for 
him to animate, he can animate a smaller portion of it and 
command the portion he controls. Magical fires cannot be 
divided in this way, so it requires a very high-level priest to 
deflect the breath weapon of a red dragon! 

The priest can affect a single fire of up to 1 foot in diame- 

Dimensional Translocation 
(Alteration) 

Sphere: Numbers, Summoning 
Range: 60 yds. Components: S 
Duration: 1 rd./level Casting Time: 3 

Subtlety: +1 Knockdown: None 
Sensory: Small visual Critical: None 

Bv using this suell, the Driest seals off the multidimen- 
I 

sional cxistunce 0; a mngi<al. undead, or zxtraplanar m a -  
nire. The afiected creature can be forced entinly into its 
*\traplanar dimenhn, which removes i r  froin rhe physical 
WXIJ, or irs rutrdplnnar ehihtcnce can be swered, forcing it 
cnrirely into th? Prime Material Plane. I f  rhe pnest's level 
ehcwds the Subject's level or Hit Dire, the subject 15 iior 
nllswed a ia\,ing throw, but m'atures of higher level o r  Hit 
Vice than the cahter are enritlcd IO a saving throw 5,s. spell 
to nceate rlie effect. Also note thar  maeic resistance may u 
apply, as well. 

If used to banish an extraulanar or multidimensional 
creature, dimensional translochtion prevents the creature from 
returning to the Prime Material Plane for the duration of the 
spell. The creature may be able to take other actions, such as 
using magical items or spell-like abilities on itself while it 
waits to return. If the caster instead forces a n  extradimen- 
sional creature into the Prime Material Plane, one or more of 
the following effects may apply, at the DMs option: 

The creature's Armor Class may be reduced by ld6 
points for the duration of the spell. 
The quality of a magical weapon needed to strike the crf 
ture may be reduced by one "plus"; for example, a mon- 
ster normally hit by +2 or better weapons may become 
vulnerable to +1 weapons for the spell's duration. 
The creature may suffer uermanent death uuon the loss 
of all its hit poi.;.. 
Use of ld6 spell-like powers (such as gating in allies) may 
be limited or negated. 
Undead creatures lose the ability to drain life energy levels. 

This spell does not prevent extradimensional travel on 
the Prime Material Plane (ie., dimension door, blinking, tele- 
port, or similar effects), but it does prevent the subject from 
plane shifting or becoming ethereal while in effect. 

Impregnable Mind 
(EnchantmentKharm) 

Sphere: Protection, Thought 
Range: Touch Components: V, S 
Duration: 1 turn + 1 rd./level 
Area of Effect: Creature touched 
Subtlety: +2 Knockdown: None 
Sensory: None Critical: None 

This spell guards the spell recipient against magical or 
psionic attacks that affect the mind. Thjs includes beguiling, 
cham, domimtion,fieblemind, hold, and similar effects, as we1 
as most telepathic psionic powers and attacks. Against mag 
cal influences, imwrewable mind man& a +4 bonus to saving 

Casting Tme: 1 
Saving Throw: None 

throws; if the a&ck\onnally d o w s  no saving throw, the - 
spell recipient may attempt one at no modifier. Against tele 
pathic psionics, the spell inflicts a 4 penalty to the attacking 
psionicist's power checks, making it more likely that a psionic 
attack or telepathic contact will fail. Zmprepble mind offers no 
protection against nontelepathic psionics, such as a telekinetic 
thrashing or other psionics that affect the body. ea of ~f fec t :  i creature SavingThrow: Special 
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Othertime 
(Alteration) 

Sphere: Time 
Ranee: 0 Comuonents: V, S, M 
h i t i o n :  Special Castkg Time: 7 
Area of Effect: Tne caster 
Subtlety: +5 Knockdown: None 
Sensory: Small visual Critical: None 

Saving Throw: None 

When a priest enters othertime, he steps into a different 
reality in which the world around bim is frozen at a 
moment in the future. Until time catches up to him, he may 
move about unhindered and observe his surroundings; no 
force known can detect his presence or harm him in the 
alternate reality, although he in turn cannot affect any crea- 
ture or object in the physical world. For instance, he could 
read a book at the page it was opened to, but he could not 
turn the page since that would require him to move an 
object that is temporarily immovable for him. To his com- 
panions or enemy in real time, the priest appears to simply 
vanish altogether, only to reappear at some later point. 

The duration of this spell is a little odd, to say the least. 
The priest may choose a duration of up to 1 round at 7th to 
9th level, 2 rounds at 10th to 12th level, 3 rounds at 13th to 
16th, 4 rounds at 17th to 19th, up to a maximum of 5 rounds 
at 20th level or higher. The duration chosen by the priest 
governs the length of the othertime; if the priest decides that 
the spell will last 2 rounds, then he is instantly transported 
to that point in time, surrounded by the frozen still-life of 
the world as it will appear 2 rounds after the priest cast oth- 
ertime. The caster then has 2 rounds to himself to take any 
actions he c a m  to, although he cannot affect the real world 
by any physical, magical, or mental means. 

While the caster is in the othertime, he is completely 
unaware of the intervening events. In the example above, if 
the caster's friends were tefeported away 1 round after the 
caster left and replaced by an identical gmup of dopple- 
gangers, the caster would have no chance to detect the 
switch; all he sees are the bodies of his "friends," frozen in 
the positions they will occupy when he emerges from the 
othertime. This also means that nasty things like dragon 
breath, cloudkills, or mind blasts that pass through the spot 
where the caster happens to be have no effect on hin-he 
simply does not exist in the real world while he waits for 
everyone else to catch up to him. 

time equal to the duration of the spell. By leaping 3 rounds 
into the future, the caster gains 3 rounds of actions in the 
othertime. He could drink a potion, cast a spell, and then 
maneuver for an attack, for example, or he could gain a 3- 
round head start by running for his life while no one else 
can pursue him. If the priest uses this time to study a battle 
and position himself for an  attack, he gains a -4 bonus to his 
initiative roll on the round he emerges from othertime, and a 
+4 attack bonus with his first strike. 

Leaping in and out of the time stream is a dangerous activ- 
ity; every time the priest employs this spell, there is a 1% non- 
cumulative chance that he becomes stuck in othertime, 
doomed to death by thirst or starvation when his own ratio- 
run out. Only the most extraordinary measures (a wish spell, 
divine intervention, etc.) can save a character in th is predici 

As noted above, the caster gain.? an amount of subjective 

W ment, Gnq a priest is in othertime, he cannot pray for further 
spells. Aftp all, if the priest is going to attract his deity's atten- 
tion by pr$ying for spells, the deity will most likely allow him 
out! The nbterial component for Uiis spell is an hourglass 
filled with rare salts, worth at leasb 100 gold pieces. 

Produce Ice 
(Conjuradiodsummoning) 

Sphere: Elemental (Water) 
Range: 60, yds. 
Duration:: 2 rds. /level 

Components: V, S, M 
Casting Time: 8 

Area of Eifect: Cube 1 ft./level 
Subtlety: H-5 Knockdown: None 
Sensory: boderate visual, Critical None 

Saving"Throw: Spe ' 

small iactile 

This sdell creates supemturallcold in the 
condens& all atmospheric and standing water into a thick 
rime of ice. If there is no source OP water or even enough 
humidityto support this spell, then the DM can rule that the 
spell has bo effect. The caster affects a cubic area of 1 foot per 
level to a bide, so a 12th-level caster affects a 12-foot by 12- 
foot by 13-foot cube (up to a maxihnum of 25 feet to a side). 
This can have several effects; firstlof all, any creature caught 
in the areQ of effect when the tern erature is lowered suffers 

for the l7.h-level caster described above), or half that damage 
with a supessful saving throw va. spell. Any fires in the area 
are suppessed and may (50% chmce) be extinguished. 

ation of jce suffer no additional,damage, although the air 
will be nhticeably dry and cold. However, the ice formed 
by the sdell coats all surfaces and may cause creatures to 
slip and fall. Any creature moving into or out of the 
affected brea must make a saving throw vs. spell or fall, 
losing their action for the round. The ice lasts at least 2 
rounds per caster level, and then begins to melt at what- 
ever rate: nature decrees. 

the state' dimensions. Aswimnter or aquatic creature could 
be caug t in the ice and trapped;until the ice melts; most 
air-brea i , ers will suffocate from! this treabnent, but a few 
aquatic qreatures (fish, amphibians, etc.) may survive being 
frozen, qt the DMs discretion. 

2d4 damfge plus 1 point per leve P of the caster (or 2d4+12, 

Creat9res entering the area af effect after the initial cre- 

If cas4 on a body of water, this spell creates an iceberg of 

The rhaterial component is a scale from a white dragon. 

Righteous WrEith of thE Faithful 
(EnchankmentICharm) 

Sphere: war 
Range: 4 
Duratio 1 rd /level 

Subtlety': +5 
Sensory: None 

Area of ,  g :  ffect. 30-ft. radius 

Components: V, S, M 
Casting Time: 8 
Saving Throw: None 
Knockdown: None 
Critical: None 

When a priest casts this spell, he fires his allies and com- 
panions with a divine madnewor fury that greatly 
enhancg their combat ability. Allies who are fighting on the 

le of the priest are affected asif they had received an aid 



spzll. gaining a -1 bunus to dtId<k rolls dnd sa\+lg t h r d w ,  
plus Id8 dJditiona1 h i t  points for the duration of the spvll 

.\llirs rvho sharc tht- same fJilh (not job1 alignment) oi 
the caster are tranrptrrled into thc ri.$rtrdiij u w f h .  they gain 
one additional melez artack each round and a -2 bono, to 
saving thruw, and attack and .lainage rolls. Creature5 
under the influence ui rlir riilifzm. n n ~ f l i  gain Id8 3ddi- 
tioiral h i t  point;. ivhirh art. thc f i r4  piiint.; lost ii the subject 
sustain, anv injury (see mi, on page 25; oi the PHBJ. Char- 
acters in a state ot divine frenq arc'dittiiult ru :li.rriii or 
hold. Against spells or riferrs that target rhc subject's mind 
or emorions. the saving rhrou boinis increases to - 3 .  

When the spell ends, aU reni.iining a.iditiona1 hi t  point? 
are lost. Characters \vho iought undc>r the r i $ l r f m < s  i w a h  
tind thmrselvej extremrly fatigiic%d and muit  rest for one 
full turn beiore cxcrting themwlws again; i f  iorced to iight 
in this ,tar,,, they an, tnl7IPd as if tlrrv wzrei.hii.fd under 
the C.mhit & T2,Vi:s fdtigur rulri. The matcn.3. coniyoiirnr 
of this spcll 15 the priest's hol\ ;ymbol. 

Sixth-Level Spells 
CI Monste 
(EnchantmentICharm) 

Sphere: Charm 
Range: 60 yds. Components: V 
Duration: 1 rd./2 levels Casting Time: 1 
Area of Effect: 1 creatnre Saving Throw: Special 
Subtlety: +1 Knockdown: None 
Sensory: Small audio Critical None 

This spell allows the priest to issue a command to any one 
creature within the spell's range. The magic of the spell 
translates the priest's order into a language or form the sub- 
ject creature can understand. The creature must have an 
Intelligence of at least 1 in order to be affected by this spell; 
nonintelligent creatures (those with a score of 0) cannot 
comprehend any order, no matter how the priest phrases it. 
Other creatures gain a saving throw vs. spell to resist com- 
mand monster, but only if they have an Intelligence of Excep- 
tional (15) or better, or the creature's levels or Hit Dice are 
equal to or greater than the caster's. 

Just like the 1st-level spell command, this spell coerces 
the subject into obeying the priest's one-word order to 
the best of its ability The order must be absolutely clear 
and unequivocal; the subject will continue to obey for 
one round per two caster levels-six rounds at 12th level, 
seven at 14th, and so on. If this action places the subject 
in mortal peril, he may attempt a saving throw (whether 
he was originally entitled to one or not) in order to break 
free of the spell's power. Therefore, ordering a character 
standing at the edge of a cliff to "jump" will create an 
opportunity for the subject to break free. A command to 
"die" or "sleep" renders the creature unconscious for the 
spell's duration. 

Undead creatures are immune to this spell. 

1 3PY 
(Abjuration) 

Sphere: Chaos 
Range: 0 
Duration: 1 rd./level 
Area of Effect: The caster 
Subtlety: +5 Knockdown: None 
Sensory: Moderate visual/tactile Critical: None 

Components: V, S, M 
Casting Time: 9 
Saving Throw: None 

This potent defense surrounds the caster in a chat.,, 
maelstrom of energy and demimatter that blocks or deflects 
many attacks. The entropy shield extends about two feet in all 
directions from the caster's body The warping effect of the 
field causes any melee or hand-to-hand attack to m i s s  50% 
of the time-even if the roll allows a n  attack to continue, tt 
priest still gains a -2 bonus to his Armor Class. Normal mi  
siles or hurled weapons miss automatically as the entropy 
shield deflects them from the caster. Even magical missile 
attacks (produceflame, magic missile, or Melfs acid arrow, for 
example), siege engines, and giant-thrown boulders may b 
deflected as if they were hand-to-hand attacks. 

Against spells or effects that produce energy, gas, or 
other physical attack forms (fireball, lightning bolt, cloud- 
kill, and other such spells) the entropy shield provides a 
50% chance that the attack simply does not affect the prt 
tected priest. Even if the harmful energy or matter pene 
trates the shield, the caster gains a +2 bonus on his saving 
throw. This does not cause a spell to fizzle or fail; a priest 
standing in the middle of afireball is simply not touched 
by the spell, which will inflict its normal damage on any 
one else in the area of effect. Any spell or effect that doe 
not create matter or energy to harm or hinder the victim 
can pass through the entropy shield normally, so mind- 
based attacks and magical effects such as petrification, pa 
alyzation, enfeeblement, or polymorph (to name a few) can 
still affect the priest. 

In addition to its defensive benefits, the entropy shield has 
the ability to repel normal or giant-sized animals and crea- 
tures of lawful alignment, such as extraplanar monsters fror 
the lawful planes. Any such creature attempting to attack th 
shielded priest in hand-to-hand combat must roll a saving 
throw vs. spell at the end of the round. If the creature fails, i 
recoils from the priest and cannot attack him physically for 
the remainder of the spell's duration (although it could 
decide to turn on one of the priest's companions). 

The material component for this spell is a gemstone 
worth at least 100 gold pieces that has been exp̂ '"A +^ 

chaotic energies of Limbo. 

(InvocatiodEvocation) 

Sphere: Elemental (Air) 
Range: 60 yds. + 10 yds./level 
Duration: 1 rd./level 
Area of Effect: Cone 10 ft. 

wide at base and 30 ft. tall 
Subtlety: t 6  Knockdown: d2 
Sensory: Huge visual/audio, Critical: Large (I 

large tactile hits) crushing 

Components: V, S, M 
Casting Time: 9 
Saving Throw: Special 





Appendix 2 
This  spell creates a powerful cyclone of raging wind that 

moves as directed by the priest. The whirlwind can move by 
zigzagging along the ground or over water at a movement 
rate of 6. The whirlwind always moves after all other crea- 
tures have moved, and many creatures can avoid it simply 
by keeping their distance. If the cyclone exceeds the spell's 
range, it moves in a random, uncontrolled fashion for ld3 
round-possibly endangering the caster or his allies-and 
then dissipates. 

Any creature of size L Oarpel or smaller that comes in 
contact with the whirlwind must make a saving throw vs. 
breath weapon or suffer 2d8 damage. Size M (man-sized) or 
smaller creatures who fail their first saving throw must 
attempt a second one, or be picked up bodily by the whirl- 
wind and held suspended in its powerful winds, suffering 
ld8 points of damage each round with no save allowed. The 
caster may direct the cyclone to eject any carried creatures 
whenever he wishes, depositing the hapless souls wherever 
the whirlwind happens to be when they are released. 

Maintaining the whirlwind requires the caster's full atten- 
tion, and he cannot cast other spells or make any attacks 
while directing the spell's course. If his concentration fails 
for some reason, he cannot simply cancel the spell. Instead, 
the spell becomes uncontrolled as described above and dis- 
sipates after ld3 rounds. 
In truly desperate circumstances, priests of elemental air 
ve been laown to deliberately overrun their companions 
order to carry them out of the path of some certain doom. 
w care to repeat the experience. The material component 

or this spell is a handful of dust collected from a zephyr or 
now from a williwaw. 

Seventh-Level Spells 
Antimineral 8hell 
(Abjuration) 

Sphere: Protection, Elemental (Earth) 
Range: 0 
Duration: 1 tum/level 
Area of Effect: IO-ft. radius 
Subtlety: +6 Knockdown: None 
Sensory: None Critical None 

When a priest casts this spell, he creates an invisible 
force field or barrier that blocks the entrance of animated or 
living mineral creatures. It is effective against elementals 
and creatures of elemental origin such as aerial servants, 
djinns, and mephits; golems and other constructs; creatures 
of living stone, such as galeb duhr or xorn; and objects, 
weapons, or armor animated by some outside force. It do 
not bar the passage of undead monsters, living creatures 
carrying inanimate material, or nonanimated minerals su 
as a giant-thrown boulder or a common rockslide. The 
antimineral shell moves with the caster, but if the caster trie 
to force it against a creature affected by this spell, the 
antimineral shell fails. The material component is a drop of 
some caustic solvent, such as acid from a blqck dragon. 

Components: V, S, M 
Casting Time: 1 round 
Saving Throw: None 

I 
, 

Conjure Air or Water Elemental 
(ConjuratiodB 
Reversible 

Sphere: Elemental (&/Water) 
Range: 80 yds. ,umponents: V, S 
Duration: 1 tum/level Casting T i e :  6 rds. 
Area of Effect: Special Saving Throw: Noni 
Subtlety: +5 Knockdown: None 
Sensory: Moderate visual Critical None 

Priests of elemental air or elemental water can summor 
elementals from their respective spheres, just as druids cart 
conjure fire or earth elementals. The summoned elemental is 
60% likely to have 12 Hit Dice, 35% likely to have 16 Hit Dice, 
and 5% likely to have 21 to 24 Hit Dice (20+Id4). Unlike the 
wizard version of this spell, the caster does not need to con- 
centrate to maintain control of the elemental since the creature 
regards the caster as a friend and obeys him implicitly The 
elemental remains u n a  destroyed, dispelled, 5ent away b]- 
dismissal or a holy word spell, or the spell duration expires 

- 

Impervious 8anctity of Mind 
(Abjuration) 

Sphere: Protection, Thought 
Range: 0 
Duration: 1 tum/level 
Area of Effect: The caster 
Subtlety: +6 Knockdown: None 
Sensory: None Critical: None 

Components: V, S, M 
Casting Time: 1 rowd 
Saving Throw: Non, 

When using this spell, the priest renders his mind COI 
pletely immune to any mind-affecting spell, power, or 
psionic effect. This includes amnesia, awe, beguiling, cham 
command, confusion, domination, emotion, empathy, ESP,fas 
nation, fear, feeblemind, hold, hypnotism, insanity, magic jar, 
mind blast, phantasmal killer, possession, rulership, sleep, s a  
trapping, suggestion, telepathy, and any psionic attack or 
power of the telepathic discipline. In short, if the spell or 
effect coerces the priest into taking an action or forming an 
impression that he doesn't wish to, it fails while impervious 
sanctity of mind is in effect. The only mind-affecting spells or 
powers that can affect the protected priest are those of 
exceedingly powerful creatures or artifacts and relics. 

Unlike the wizard spell mind blank, the impervious sanctity 
of mind offers no protection against detection or scrying. 
However, it is effective against some attacks and powers that 
mind blank is powerless against. The spell requires a small 
ring of lead that was once breathed upon by a red dragon. 



New Priests Spells, 7th Level 
eaual to the wave's heieht in feet IFor examde, a tsunami TsunEimi 

(ConjuratiodSurnmoning) 

Sphere: Elemental (Water) 
Range: 200 yds. + 50 yds./level Components: V, S, M 
Duration: Special Casting Time: 3 rds. 
Area of Effect: Wave 2 ft. h g h  Saving Throw: None 

and 10 ft. long per level 
Subtlety: +6 Knockdown: Special 
Sensory: Gargantuan visual, Critical None 

huge audio 

This mighty spell summons a tsunami, or gigantic 
wave, from any major body of water. The body of water 
must be at least 1 mile in width, so in most circumstances 
the tsunami can only be summoned from the sea, large 
lakes, or extremely big rivers. The wave is 2 feet high and 
10 feet long for each level of experience of the caster, so a 
15th-level priest would summon a tsunami 30 feet high and 
150 feet wide. The wave can appear anywhere within the 
spell's range and immediately sweeps forward in the 
direction specified by the caster. This may take it out of the 
allowed range or even back at the casting priest. The 
tsunami moves at a rate of 24 (240 yards per round) and 
lasts one round at 14th level, two rounds at 18th level, or 
three rounds at 22nd or higher level. 

Ships caught by the tsunami must make a seaworthiness 
check (see Table 77: Ship Types in the DMG) with a penalty 

c 

created by a 15th-level&ter w o y  inflict a' -30% penalty 
to a vessel's seaworthiness check If the check is failed, the 

and vegetation by the wave. 

can blanket am awesome amount of terntory and litera 
The tsunami is s 

Note that this spell in the h a n y  of a !Iigh-level,character 

destroy or drown anything in its 
strenuous a spell that the priest i 
for Id6 hours after summoning i 

- 
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&book. As mentioned &-Chapter 2, 
some spells have been reassigned to the 
school of universal magic. 

Universal Magic 
Barred None 

cantrip (1st) 
Comprehend LanguagesIConfuse Languages 

Detect Magic (1st) 
Hold Portal (1st) 
Identify (1st) 
Read Magic (1st) 
Wizard Mark (1st) 
KnocwLock (2nd) 
Protection from Cantrips (2nd) 
Wizard Lock (2nd) 
Dispel Magic (3rd) 
Remoue CumeiBestow Curse (4th) 
Teleport (5th) 
Enchant an Item (6th) 
Teleport Without Error (7th) 
Permanency (8th) 
Astral Spell (9th) 

(1st) 

1 ionists, transmuters, shadow 

Alarm (1st) 
Protectionfrm Evilprotection from Good 

(1st) 
PRUTECTION FROM HUNGER AND THlm 

(1st) 
Protection from Vermin (1st) 
FILTER (2nd) 
protection from Cantrips (2nd) 
protection from Paralysis (2nd) 
Protection fmm Poison (2nd) 
INVISIBLE MAIL (3rd) 
IRON MWD (3rd) 
~esser Sien of Sealing (3rd) 
Nondetection (3rd) 
Protection from Amorphs (3rd) 
Protection frmn Evil, 10' Radiu~ProtectWn 

fmm Good, 10' Radius (3rd) 
Protection from Normal Missiles (3rd) 
F m  A m  (4th) 
Fire Trap (4th) 
HALO OF EYES (4th) 
Minor Globe of Invulnerability (4th) 
Minor Spell Turning (4th) 

Sppendix 3 
'svchic Protection (4th) 
oidancelAttmctWn (5th) 
)ismissal (5th) 
W E R A B I L i T f  TO NORMAL WEAPON5 

(5th) 
.ower Resistance (5th) 
dORDE"EN'5 PRNATE SANCIUM (5th) 
'roofine vs. Combustion (5th) 
iafeguarding (5th) 
Jon Gasik's Refusal (5th) 
htimagic Shell (6th) 
JR~GON SCALE (6th) 
:lobe of Invulnerability (6th) 

NWLNERABIL~PI TO MAGICAL WEAPONS 

7epulsion (6th) 
Banishment (7th) 
Veutralize Gas (7th) 
kquester (7th) 
hen-eves (7th) 
Spell Turning (7th) 
FEAR w4RD (8th) 
Mind Blank (8th) 
jerten's Spell Immunity (8th) 
Elemental Aura (9th) 
rmprisonmentlFreedom (9th) 
Prismatic Sphere (9th) 

Alteration 
Barred Abjurers, fore  mages 

2-q (4th) 

(6th) 

Affect Normal Fires (1st) 
Burning Hands (1st) 
CHRO~TIC ORB (1st) 
Color Spray (1st) 
~ancing Lights (1st) 
EnlargeBeduce (1st) 
Erase (1st) 
Exueditious Retreat (1st) 
Feather Fall (1st) 
Fire Burst (1st) 
Fist of Stone (1st) 
Gaze Reflection (1st) 
Jump (1st) 
Lasting Breath (1st) 
Light (1st) 
Mending (1st) 
Message (1st) 
Metamorphose Liquids (1st) 
Murdock's Feathery nyer (1st) 
Shocking Grasp (1st) 
Spider Climb (1st) 
Alter Self (2nd) 
cat's Grae (2nd) 
Conhnual Light (2nd) 
Darkness, 15' radius (2nd) 
Deeppockets (2nd) 

-f (3rd) 
'og Cloud (2nd) 
'001's Gold (2nd) 
rntation (2nd) 
.evitate (2nd) 
hgic Mouth (2nd) 
daximilian's Earthen Grasp (2nd) 
doon Rum (2nd) 
'yrotechmics (2nd) 
tide the Wind (2nd) 
lope Trick (2nd) 
iense Shifting (2nd) 
;hatter (2nd) 
itwtgth (2nd) 
JOCALIZE (2nd) 
Nhispering Wind (2nd) 
klacrity (3rd) 
3link (3rd) 
Jelude (3rd) 
Zxplosive Runes (3rd) 
Far Reaching I (3rdt j ' ' :' 

Zust of Wind (3rd) 
Haste (3rd) 
[nfravision (3rd) 
Item (3rd) 
Leomunds Tiny Hut (3rd) 
Maximilian's Stony Grasp (3rd) 
Melf's Minute Meteors (3 .' 
Secret Page (3rd) 
Slow (3rd) 
SNAPPLNC TBETH (3rd) 
Squaring the Circle (3rd) 
TongueslBabble (3rd) 
Water BreathinglAir Breathing (3rd) 
Wind Wall (3rd) 
Wr&hfOIm (3rd) 
Dilation I (4th) 
Dimension Door (4th) 
Extension I(4th) 
Far Reaching I1 (4th) 
Fire Shield (4th) 
Imuroved Streneth (4th) 
Leomund's Secure Shelter (4th) 
Massmorph (4th) 
Mordenkainen's Celerity (4th) 
Otiluke's Resilient Sphere (4th) 
Plant Growth (4th) 
Polymorph Other (4th) 
Polymorph Self (4th) 
Rainbow Pattern (4th) 
Rary's Mnemonic Enhancer (4tn1 
Solid Fog (4th) 
Stoneskin (4th) 
Turn Pebble to BoulderRurn Boulder to 

ble (4th) 
Ultravision (4th) 
Vacancy (4th) 

, ,  
fly (3rd) 
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Wizard Eye (4th) 
Airy Water (5th) 
Animal Grmuth/Shrink Animal (5th) 
AvoidancelAttraction (5th) 
Distance Distortion (5th) 
Extension I1 (5th) 
Fabricate (5th) 
Far Reaching I11 (5th) 
Improved Blink (5th) 

Lwmund’s Secret Chest (5th) 
Lower Resistance (5th) 

Passwall (5th) 
RARY‘S TELEPATHIC BOND (5th) 

Stone Shape (5th) 
Telekinesis (5th) 
Transmute Rock to Mudflranmrutr Mud to 

Rock (5th) 
Claws of the Umber Hulk (6th) 
Control Weather (6th) 
Death Fog (6th) 
Dilation I1 (6th) 
Disintegrate (6th) 
Extension 111 (6th) 
Glassee (6th) 
Guards and Wards (6th) 
Lower WaterlRaise Water (6th) 
Mirage Arcam (6th) 
Mordenkainen’s Lucubration (6th) 
Move Earth (6th) 
Otiluke‘s Freezing Sphere (6th) 
Part Water (6th) 
Project Image (6th) 
Stone to FleshjFlesh to Stone (6th) 

Tenser’s Transformation (6th) 
T w r A C L E S  (6th) 
Transmute Water to Dustflmprooed Create 

Duodimension (7th) 
Hatch the Stone from the Egg (7th) 
Mordenkainen’s Magruficent Mansion 

Phase Door (7th) 
Reverse Gravity (7th) 
Statue (7th) 
Suffocate (7th) 
Vanish (7th) 
Abi-Dalzlm’s Horrid Wilting (8th) 
Airboat (8th) 
Glassteel(8th) 
Incendiary Cloud (8th) 

(5th) 

MORDLWALNZN’S PRIVATE SANCTUM (5th) 

(5th) 

(6th) 

Water (6th) 

I (7th) 

(8th) 
Otilde‘s Telekinetic %here (8th) 
Polymorph Any Objea (8th) 
sink (8th) 

Crystalbrittle (8th) 
Estate Transference (9th) 
Glorious Transmutation (9th) 
Mordenkainen’s Disjunction (9th) 
Shape Change (9th) 
Snccor/Call(9th) 
Temporal Stasis/Temporal Reinstatement (9th) 
Time Stop (9th) 

Armor (1st) 
Conjure Spell Component (1st) 
Find Familiar (1st) 
Grease (1st) 
Mount (1st) 
Unseen Servant (1st) 
CHOKE (2nd) 
Glitterdust (2nd) 
Melf‘s Acid Arrow (2nd) 
Summon Swarm (2nd) 
Wall of Gloom (2nd) 
Bands of Sirelb (3rd) 
Flame Arrow (3rd) 
Monster Summoning I(3rd) 
Phantom Steed (3rd) 
Sepia Snake Sigil(3rd) 
SNAPPING TEETH (3rd) 

Watery Double (3rd) 
Conjure Elemental-Kin (4th) 
DUPLICATE (4th) 
Evard‘s Black Tentacles (4th) 
HALO OF EYES (4th) 
Monster Summoning ll(4th) 
Summon Lycanthrope (4th) 

C o n j u  Elemental (5th) 
Khazid’s Procurement (5th) 
Leomunds Secret Chest (5th) 
Monster Summoning III (5th) 
Mordenkainen’s Faithful Hound (5th) 
Summon Shadow (5th) 
Vile Venom (5th) 
WALL OF BONES (5th) 
Conjure Animals (6th) 
EnsnaEment (6th) 
Forest‘s Fiely Constrictor (6th) 
Invisible Stalker (6th) 
Monster Summoning IV (6th) 
TENTACLES (6th) 
Drawmij’s Instant Summons (7th) 
Intensify Summoning (7th) 
Limited Wish (7th) 
Monster Summoning V (7th) 
Mordenkainen’s Magnificent Mansion 

(3rd) 

(4th) 

(7th) , 
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Maze (8th) 

Divir 
Barreu; L U ~ L  u ~ n s ,  force mages, song 1 wizards 

(15 

ESP(2nd) ~ 

Know AfignSfent~ndetectable Alignm 
(2nd) ~ 

Enchanhn!pt/Charm 



D ~ G  ROD (1st) 
Friends (1st) 
Hypnotism (1st) 

Taunt (1st) 
Bind (2nd) 
Deeppockets (2nd) 
Forget (2nd) 
Insatiable Thirst (2nd) 
Ray of Enfeeblement (2nd) 
Scare (2nd) 
Tasha's Uncontrollable Hideous 

Laughter (2nd) 
BONE CLUB (3rd) 
DEUY DEATH (3rd) 
Hold Person (3rd) 
Minor Malison (3rd) 
Suggestion (3rd) 
Watery Double (3rd) 
Charm Monster (4th) 
Confusion (4th) 
Emotion (4th) 
Enchanted Weapon (4th) 
Fire Charm (4th) 
Fumble (4th) 
Greater Malison (4th) 
Leomund's Secure Shelter (4th) 
Lesser Geas (4th) 
Magic Mirror (4th) 

Domination (5th) 
Fabricate (5th) 
Feeblemind (5th) 
Hold Monster (5th) 
Leomunds Hidden Lodge (5th) 
Leornunds Lamentable Belaborment 

Magic Staff (5th) 
Mmd Fog (5th) 
BUCKMANTLE (6th) 
Eyebite (6th) 
Geas (6th) 
Guards and Wards (6th) 
Mass Suggestion (6th) 
Charm Plants (7th) 
Descent into Madness (7th) 
Hatch the Stone from the Egg (7th) 
Shadow Walk (7th) 
Steal Enchantment (7th) 
Airboat (8th) 
Antipathy-sympathy (8th) 
Bindmg (8th) 
Demand (8th) 
Mass Charm (8th) 
Otto's Irresistible Dance (8th) 

Mordenkainen's Disjunction (9th) 

Sleep (1st) 

chaos (5th) 

(5th) 

sink (8th) 

'roerammed Amnesia (9th) 
;uccor/Call(9th) 

~~~~ iantasm 
!d Abjurers, necromancers, 

alchemists, geometers 

iudible Glamer (1st) 
:hange Self (1st) 
:OF\PSE VISAGE (1st) 
Jystul's Magic Aura (1st) 
'hantasmal Force (1st) 
;pook (1st) 
tentriloquism (1st) 
3lindness (2nd) 
31ur (2nd) 
Jeafness (2nd) 
Fool's Gold (2nd) 
Hypnotic Pattern (2nd) 
Improved Phantasmal Force (2nd) 
Invisibility (2nd) 
Leomunds Trap (2nd) 
Mirror Image (2nd) 
Misdirection (2nd) 
Whispering Wind (2nd) 
Illusionary Script (3rd) 
Invisibility, 10' Radius (3rd) 
Lorloveim's Creeping Shadow (3rd) 
Phantom Steed (3rd) 
Spechd Force (3rd) 
Wraithform (3rd) 
Fear (4th) 
Hallucinatory Terrain (4th) 
Illusionary Wall (4th) 
Improved Invisibility (4th) 
Minor Creation (4th) 
Phantasmal Killer (4th) 
Rainbow Pattern (4th) 
Shadow Monsters (4th) 
Vacancy (4th) 
Advanced Illusion (5th) 
Demishadow Monsters (5th) 
Dream/Nigktmare (5th) 
Major Creation (5th) 
Seeming (5th) 
Shadow Door (5th) 
Shadow Magic (5th) 
Demishadow Magic (6th) 
Eyebite (6th) 
Lorloveim's Shadowy Transformation 

Mirage Arcana (6th) 
Mislead (6th) 
Permanent Illusion (6th) 
Programmed Illusion (6th) 
Project Image (6th) 
Shades (6th) 
Veil (6th) 

(6th) 

182 

dass Invisibility (7th) 
iequester (7th) 

idow Walk (7th) 
adowcat (7th) 
mulacrum (7th) 
'een (8th) 
iird (9th) 

vocationlEvocation 
me& Conjurers, enchanters, illusion. 
ists, mentalists, shadow mages, sone 
wizards 

arm (1st) 
IPY (1st) 
5ROhlLAnC ORB (1st) 

(1st) 
re Burst (1st) 
agic Missile (1st) 
ueld (1st) 
!mer's Floating Disc (1st) 
'all of Fog (1st) 
aming Sphere (2nd) 
:E KNIFE (2nd) 
:inking Cloud (2nd) 
Ieb (2nd) 

,ance of Disruvtion 
,ightning Bolt (3rd) 
&elf's Minute Meteors (3rd) 
Val1 of Water (3rd) 
Xg (4th) 
livination Enhancement (4th) 
lire Shield (4th) 
:ire Trap (4th) 
ce Storm (4th) 
vlordenkainen's Celerity (4th) 
aordehinen's Force Missiles (4th) 
mum's DISPELLNG SCREEN (4th) 
3tiluke's Resilient Sphere (4th) 
shout (4th) 
rhunder Staff (4th) 
Wall of Fire (4th) 
Wall of Ice (4th) 
W m  BREATH (4th) 
Bigby's Interposing Hand (5th) 
Cloudkill (5th) 
Cone of Cold (5th) 
Dream (5th) 
komund's Lamentable Belabormen 

Sending (5th) 
Tenser's Destructive Resonance (5th) 
Wall of Force (5th) 

(5th) 

Wall of Iron (5th) 
w d  of Stone (5th) 



Wizwd Spells by Schbol 
I J 

Augmentation I1 (6th) 
Bigby’s Forceful Hand (6th) 
Cham Lghtmng (6th) 

Q- (6th) 
Guards and Wards (6th) 
Ohluke’s Freezlng Sphere (6th) 
Tenser’s Transfornabon (6th) 

Delayed Blast Rreball(7th) 

Hatch the Stone fmm the Egg (7th) 
Lmted WBh (7th) 
Malec-Keth’s Flame Fist (7th) 
Mordenknen’s Sword (7th) 

Homunculus Shield (8th) 
Incendiary Cloud (8th 
Ohluke’s Telekmebc Sphere (8th) 
Bigby’s Crushing Hand (9th) 
Chain Contingency (9th) 
Elemental Aura (9th) 
Energy Dram (9th) 
Meteor Swarm (9th) 

Barred Enchanters, illusiomsts, 
transmuters, dunensionahsts, mental- 
ists, alchermsts, arhficers, song WIZ- 

Detect Undead (1st) 

DEATH RECALL (2nd) 
GHOUL TOUCH (2nd) 

DELAY DEATH (3rd) 

Hold Undead (3rd) 
HOVERING SKULL (3rd) 
PAIN TOUCH (3rd) 
Spirit Armor (3rd) 

Magic Jar (5th) 
MUMY ROT (5th) 
Summon Shadow (5th) 
THROBBING EONES (5th) 
WALL OF BONES (5th) 
Arrow of Bone (6th) 
BLACKMANTLE (6th) 
Bloodstone’s Spectral Steed (6th) 
DEAD h h N I  Ems (6th) 
Death Spell (6th) 
Remcarnahon (6th) 
Trolhsh Forbtude (6th) 
Bloodstone’s Frightful Joining (7th) 
Control Undead (7th) 
Fmger of Death (7th) 
Intensify Summoning (7 
Suffocate (7th) 
ZOMBIE DOUBLE (7th) 
Abi-Dalzim’s Horrid Wilting (8th) 
Clone (8th) 
DE FOLIA^ (8th) 
Heart of Stone (8th) 
Homunculus Shield (8th) 
SHADOW FORM (8th) 
Energy Dram (9th) 
Wail of the Banshee (9th) 

Elemental Air 
Barred: Earth elementabsts 

Feather Fall (1st) 
Lasting Breath (1st) 
Wall of Fog (1st) 
Fog Cloud (2nd) 
Ride the Wind (2nd) 
Stinking Cloud (2nd) 
Whispering Wind (2nd) 
Alamir’s Fundamental Breakdown (3rd) 
Gust of Wind (3rd) 
Lance of Disruption (3rd) 
Water BreathinglAir Breathing (3rd) 
Wind Wall (3rd) 
Conjure Elemental-Kin (4th) 
Solid Fog (4th) 
Airy Water (5th) 
Cloudkill (5th) 
Conjure Elemental (5th) 
Control Weather (6th) 
Death Fog (6th) 
Neutralize Gas (7th) 
Suffocate (7th) 
Airboat (8th) 
Incendiary Cloud (8th) 
Elemental Aura (9th‘ 

Elemental Earth 
Barred: Au- elementabsts 1 

n 

Fool’s Gold 
Maximilian s Earthen Grasp (2nd) 

Rock (5th 

Dig (4th) 

Sink (8th) 



Barred Fire elementalists 

Metamorphose Liquids (1st) 
Insatiable Thirst (2nd) 
Alamir’s Fundamental Breakdown (3rd) 
&&&!&r (3rd) 
Water BreathinglAir Breathing (3rd) 
Watery Double (3rd) 
Conjure Elemental-Kin (4th) 
Ice storm (4th) 
Vitriolic Sphere (4th) 
Wall of Ice (4th) 
Auy Water (5th) 
Cone of Cold (5th) 
Conjure Elemental (5th) 
Rustinz Grasp (5th) 
Transmute Rack to Mudrransmute Mud to 

Vile Venom (5th) 
Lower Water (6th) 
Otiluke’s Freezing Spherr (6th) 
Part Water (6th) 
Transmute Water to Dustflmproved Create 

Walrr (6th) 
Acid Stonn (7th) 
Abi-Dalzim’s Horrid Wilting (8th) 
Elemental Aura (9th) 

Dimension 
Barred: by philosophy 

I 

Rock (5th) 

D l  (1st) 
EnlargelReduce (1st) 
Gaze Refledion (1st) 
Deeppockets (2nd) 
D i s p l ( 2 n d )  
Rope Trick (2nd) 
Blink (3rd) 
Dimension Dwr (4th) 
Distance Distortion (5th) 

Leomund‘s Seaet Chest (5th) 

Etherealness (6th) 
Drawmij’s Instant Summons (7th) 
Duo-dimension (7th) 
Mordenkainen’s Magnificent Mansion 

Phase Door (7th) 
Shadow Walk (7th) 
Maze (8th) 
Gate (9th) 
Su- (9th) 
Time Stop (9th) 

Force 
Barred by philosophy 

M E !  (5th) 

(6th) 

(7th) 

nppenaix 3 
Armor (1st) 
Magic Missile (1st) 
Shield (1st) 
Tenser’s Floating Disc (1st) 
Levitate (2nd) 
INVEIBLE M a  (3rd) 
Lance of Disruption (3rd) 
p (4th) 
Otiluke’s Resilient Sphere (4th) 
Bigby‘s Interposing Hand (5th) 
Telekinesis (5th) 
P c e  (5th) 
Wall of Force (5th) 
Bigby‘s Forceful Hand (6th) 
Repulsion (6th) 
Bigby’s Grasping Hand (7th) 
Forcecage (7th) 
Mordenkainen’s Sword (7th) 
Bigby’s Clenched Fist (8th) 
Otiluke‘s Telekinetic Sphere (8th) 
Bigby’s Crushing Hand (9th) 

Mentalism 
Barred: by philosophy 

Charm Person (1st) 
Hypnotism (1st) 
Spook (1st) 
ESP (2nd) 
Forget (2nd) 
Clairaudience (3rd) 
Clairvoyance (3rd) 
IRON MIND (3rd) 
Suggestion (3rd) 
Charm Monster (4th) 
Phantasmal Killer (4th) 
Psvchic ProtectiQn (4th) 
Rary’s Mnemonic Enhancer (4th) 
Domination (5th) 
Feeblemind (5th) 
Magic J ~ I  (5th) 
Sending (5th) 
Eyebite (6th) 
Gees (6th) 
Mass Suggestion (6th) 

(6th) 
(7th) 

Demand (8th) 
Mind Blank (8th) 
Procrammed A m e  s’a 1 (9th) 

Shadow 
Barred: by philosophy 

Chill Touch (1st) 
Sleep (1st) 
Spook (1st) 
Blur (2nd) 
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Continual Darkness (2nd) 
Darknas, 15’ Radius (2nd) 
Ray of Enfeeblement (2nd) 
Scare (2nd) 
Spectral Hand (2nd) 
Wall of Gloom (2nd) 
Lorloveim’s Creeping Shadow (3rd) 
Nondetection (3rd) 
Phantom Steed 3rd 
SPIRIT AMOR (31 
Wraithfom (3rd 
Dimension Duo 
Enervation (4th) 
Evard’s Black Tentacles (4th) 
Fear (4th) 
Mmor Creation (4th) 
Shadow Monsters (4th) 
Demishadow Monsters (5th) 
Major Creation (5th) 
Mordenkainen’s Faithful HouM 
Passwall (5th) 
Shadow Door (5th) 
Shadow Magic (5th) 
B L . ~ C ~ N I L E  (6th) 
Bloodstone’s Spectral Steed (6th) 
Demishadow Magic (6th) 
Lorloveim’s Shadowy Transformation 

Shades (6th) 
Duo-dimension (7th) 
Phase Door (7th) 
Shadowcat (7th) 
Shadow Walk (7th) 
Maze (8th) 

Energy Drain (9th) 

, .  

(6th) 

SHADOWFOM(8th) 

Alchemy 
Barred by philosophy 

Affect Normal Fires (1st) 
Fire Burst (1st) 
Grease (1st) 
Metamorphose Liquids (1st) 
Pattemweave (1st) 
Protection from Enil/Protectianfrom Gwd 

Fool‘s Gold (2nd) 
(1st) 

Glitterdust (2nd) 
Melf‘s Acid Arrow (2n 
Pyrotechnics (2nd) 
Sense Shifting (2nd) 
Stinking ClouId (2nd) 
Alamir‘s Fundamental Breakdown (3rd) 
Flame Arrow (3rd) 
Melf‘s Minute Meteors (3rd) 
Protection from Evil, lO’Radius/Pratection 

from Good, 10’Radius (3rd) 



Wizard Spells by School 
Solvent of Corrosion (3rd) 
Enchanted Weapon (4th) 
Fire Charm (4th) 
Fire Trap (4th) 
Vitriolic SDhere (4th) 
Cloudkill (5th) 
Fabricate (5th) 

Transmute Rock to Mudflransmute Mud to 
Rock (5th) 

Vile Venom (5th) 
Death Fog (6th) 
Glassee (6th) 
Stone to FleshIFlesh to Stone (6th) 
Transmute Water to Dustllmproved Create 

Water (6th) 
Acid Storm (7th) 
Hatch the Stone from the Egg (7th) 
Ne&&&!& (7th) 
Statue (7th) 
Glassteel(8th) 
Incendiary Cloud (8th) 
Crystalbrittle (9th) 
Glorious Transmutation (9th) 

Artifice 
Barred by philosophy 

K&kgGBg (5th) 

CHROManc ORB (1st) 
DWG ROD (1st) 
Mending (1st) 
Bind (2nd) 
ICE KNa (2nd) 
Leomunds Trap (2nd) 
Moon Rune (2nd) 
Born CLUB (3rd) 
Explosive Rune (3rd) 
Flame Arrow (3rd) 
Item (3rd) 
Melf‘s Minute Meteors (3rd) 
SNAPPING TEETH (3rd) 
Enchanted Weapon (4th) 
Magic Mirror (4th) 
Thunder Staff (4th) 
Magic Staff (5th) 
Arrow of Bone (6th) 
Dimensional Blade (6th) 
Steal Enchantment (7th) 
A n a l , ,  (8th) 
Antipathysympathy (8th) 
Shape Change (9th) 

Geomehy 
Barred by philosophy 

Alarm (1st) 
COPY (1st) 
Dictation (1st) 

Erase (1st) 
Shield (1st) 
Hornung’s Baneful Deflector (1st) 
Hypnotic Pattern (2nd) 
Moon Rune (2nd) 
EQNE CLUB (3rd) 
Explosive Runes (3rd) 
Lesser Sien of Sealing (3rd) 
Secret Page (3rd) 
Sepia Snake Sigil(3rd) 

Fire Trap (4th) 
Minor Globe of Invulnerability (4th) 
Rainbow Pattern (4th) 
Theremot There (4th) 
Thunder Staff (4th) 
Animate Dead (5th) 
Avoidance (5th) 
Conjure Elemental (5th) 
INWLNBRABLrrY TO NORMAL WEAPONS 

Khazid’s Procurement (5th) 
MORDENKAINEN’S PR~VATE SANCTUM (5th) 
Von Gasik’s Refusal (5th) 
Ensnamnent (6th) 
Globe of Invulnerability (6th) 
Greater Sign of Sealing (6th) 
Guards and Wards (6th) . 
INWLNERABRITY TO MAGICAL WEAPOXS 

FEAR WARD (7th) 
Phase Door (7th) 
Sequester (7th) 
Vanish (7th) 
Binding (8th) 
Maze (8th) 
Symbol (8th) 
Trap the Soul (8th) 
Gate (9th) 
Shape Change (9th) 

(4th) 

(5th) 

(6th) 

Song 
Barred: by philosophy 

Audible Glamer (1st) 
Chamn Person (1st) 
Find Familiar (1st) 
Friends (1st) 
Sleep (1st) 
Taunt (1st) 
Forget (2nd) 
Summon Swarm (2nd) 
Tasha’s Uncontrollable Hideous 

Whispering Wind (2nd) 
Fireflow (3rd) 
Hold Person (3rd) 
Monster Summoning I(3rd) 

Laughter (2nd) 
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Suggestion ( rd) 

Shout(4th) , 
Summon Lylcanthrope (4th) 
Chaos (5th) 
Dismissal ( 5 r  
Hold Monst r (5 
Leomund’s ame 

Monster Surhmonine Ill(5th) 
(5th) 

Monster S h o n i n g  V (7th) 

Spell ShapA (7th) 
Binding@ ) 
Mass Chard (8th) 

Power Word, stun (7th) 

Power Word, Blind (8th) 
Monster S+oning VI1 (8th) 

Wild Magi 
Barred All xcept wild mages 
Homung’s k uess (1st) 
Nahal’s Re@ess Dweomer (1st) 
Patternweafe (1st) 
Chaos Shield (2nd) 
Homung’s baneful Deflector (2nd) 
Nahal’s No sensicd Nullifier (2nd) 
Alternate R f. ality (3rd) 
Fireflow (3dd) 
Fool’s Spee h (3rd) 
T h e r a o t  1 here (4th) 
Unluck (44) 
Vortex (5thX 
Waveform 45th) 
Wildshield (6th) 
Wildstrike 6th) 
Homung’s b urge Selector (7tl 
Spell Shapq (7th) 
Hornung’s andom Dispatcher (8th 
Wildzone ( th) 
Stabilize (9b) 
Wildfire (9jh) 
Wildwind (9th) 

1 



In the PHB, clerics have major access 
to all, astral, charm, combat, aeation, 
divination, guardian, healing, necmman- 
tic, protection, summoning, sun, and 
minor access to elemental. 

Revision: Clerics lose access to sun, 
elemental air, and elemental Are. They 
retain minor access to elemental water 
and elemental earth. 

all, animal, elemental, healing, plant, 
weather, and minor access to divination. 

Revision: Dmids lose access to the 
sphere of divination. They gain major 
access to the sphere of sun. 

'Cooperative magx spells. Bold spells 
appear in the Tome ofMagic. Italicized 
spells are reversible. Underlined spells 
are introduced in Appendix 2 of this 
book. As mentioned in Chapter 3, 
some spells have been added to the 
sphere of all. Also, other spheres have 
been reorganized. 

Previously, druids had major access to 

All 
(Major: any priest) 

Bless/Curse (1st) 
Combine (1st) 
Detect Madc (1st) 
Qi%m (lS$ 
Puri/i/ Fwd Ei DrinWutrefy Food b Drink .. 

Chant (2nd) 
Mystic Transfer* (2nd) 
Sanctify/Defile* (2nd) 
Dispel Magic (3rd) 
Rmow Curse/Bestow Curse (3rd) 
Focus* (nth) 
l'onpes (4th) 
Uplift' (4th) 
Atonement (5th) 
Commune (5th) 
Meld' (5th) 
Quest (5th) 
True SeeingFalse Seeing (5th) 
Speak with Monsters (6th) 
Gate (7th) 
Animal 
(Major: shaman, druid) 

Animal Friendship (1st) 
QhL&im& (1st) 
Invisibility to Animals (1st) 
Locate Animals or Plants (1st) 
Cham Person or Mammal (2nd) 
Messenger (2nd) 
Snake Charm (2nd) 
Speak with Animals (2nd) 
Q&&&imJ (3rd) 
Hold Animal (3rd) 
Summon Insects (3rd) 

Appendix 4 
A-I Summoning I(4th) 
Call Woodland Beings (4th) 
Giant Insect (4th) 
Repel Insects (4th) 
Animal Growth (5th) 
Animal Summoning I1 (5th) 
Commnne with Nature (5th) 
Insect Plague (5th) 
Animal Summoning III (6th) 
Antianimal Shell (6th) 
Creeping Doom (7th) 
Reincarnate (7th) 

Astral 
(Major: cleric) 

Astral CeleriQ (1st) 
Speak with Astral Traveler (1st) 
Astral Awareness (2nd) 
Ethereal€ (2nd) 
Astral Window (3rd) 

Join with Astral Traveler (4th) 
Plane Shift (5th) 
Astral Spell (7th) 

chaos 
(Major: chaotic crusaders) 

Etherealness (3rd) 

B&&& (1st) 
Mistaken Missive (1st) 
Chad&& (2nd) 
Dissension's Feast (2nd) 
Miscast Magic (3rd) 
Random Causality (3rd) 
Chaotic Combat (4th) 
Chaotic Sleep (4th) 
Inverted Ethics (4th) 
Chaotic Commands (5th) 
E- (6th) 
Uncontrolled Weather (7th) 

Charm 
(Major: clerics) 

Command (1st) 
&move FearlCause Fear (1st) 
Sanctuary (1st) 
Enthrall (2nd) 
Hold Person (2nd) 
Music of the Spheres (2nd) 
Snake Charm (2nd) 

Emotion Control (3rd) 
Cloak of BraverylCloak of Fear (4th) 
Free Action (4th) 
Imbue with Spell Ability (4th) 
comman d Monstex (6th) 
Confusion (7th) 
Exaction (7th) 

(3rd) 

Combat 
(Major: clerics, crusaders; Minor: 

monks) 

Command (1st) 
Magical Stone (1st) 
Aid (2nd) 
Suiritual Hammer (2nd) 
fiayer (3rd) 
Unearthlv Choir* (3rd) 
Recitatioi (4th) 
Flame Strike (5th) 
Ridfeous Wrath of the Faithful (5th) 

Word of Recall (6th) 
Holy Word/LInhofy Word (7th) 

Spiritual . Wrath* (6th) 

Creation 
(Major: clerics) 

LightDarkness (1st) 
Create Holy Symbol (2nd) 
Continual LtghtKontinual Darkness (3rd) 
Create Food &Water (3rd) 
Blessed Abundance (5th) 
Blade Barrier (6th) 
Herws' Feast (6th) 
The Great CirclelThe Black Circle" (6th) 

Divination 
(Major: clerics, monks) 

Analyze Balance (1st) 
Defect EvrlDetect Good (1st) 
Detect Poison (1st) 

Find Traps (2nd) 
Detect Spirits (3rd) 
Extradimensional Detection (3rd) 
Locute Object/Obscure Object (3rd) 
Speak with Dead (3rd) 
Detect LieiLlndetectable Lie (4th) 
Divination (4th) 

Consequence (5th) 
Magic Font (5th) 
Find the PathLose tke Path (6th) 
Stone Tell (6th) 
Divine Inspiration (7th) 

Q- (4th) 

Elemental, Air 
(Major. druids) 

Wind Column (1st) 
Dust Devil (2nd) 

Zone of Sweet Air (3rd) 
Wind- (3rd) 

Windbome (4th) 
Air Walk (5th) 
Cloud of Purification (5th) 
Control Winds (5th) 
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Priest Spells by Sphere 
Aid (2nd) 
Restore Swneth (2nd) 
Ammate Dead (3rd) 

Whirlwind (6th) 
Coniure Air Elemental (7th) 
Wind Walk (7th) 

iental, Earth 
\Major: druids; Minor: clerics) 

Streneth of Stone (1st) 
Soften Earth and Stone (2nd) 
Meld into Stone (3rd) 
Stone Shape (3rd) 
Adamantite Mace (4th) 
Spike Stones (5th) 
Transmute Rock to MudJTransmute Mud to 

Rock (5th) 
Stone Tell (6th) 
Animate Rock (7th) 
Antimineral Shell (7th) 
Conjure Earth Elemental (7th) 
Earthquake (7th) 
Transmute Metal to Wood (7th) 

iental, Fire 
\Major: druids) 

ElL&&t (1st) 
Log of Everbuming (1st) 
Fire Trap (2nd) 
Flame Blade (2nd) 
Heat Metallchill Metal (2nd) 
Produce Flame (2nd) 
Flame Walk (3rd) 
Protection from Fire (3rd) 
Pyrotechnics (3rd) 
Produce FirelQumch FIE (4th) 
Animate Flame (5th) 
Wall of Fire (5th) 
Conjure Fire Elemental (6th) 
Fire Seeds (6th) 

Fire Storm (7th) 

Elemental, Water 
(Major: druids; Minor: clerics) 

Create WaterlDestroy Water (1st) 

Chariot of Sustam (7th) 

Waterv Fist (2nd) 
Water BreathinRIAir Breathing (3rd) 
Water Walk (3;d) 
Lower WaterBise Water (4th) 
Reflecting Pool (4th) 
Produce Ice (5th) 
Part Water (6th) 
Transmute Water to DustAmproued Create 

Water (6th) 
Coniure Water Elemental (7th) 
mmnu (7th) 

I ’  I Guardian 

LiahtlDarkness (1st) 
Sacred Guardian (1st) 
hd&iJ (2nd) 
Silence, 15’ Radius (2nd) 
Wyvem Watch (2nd) 
Continual LightlContinual Darkness (3rd) 
Glyph of Warding (3rd) 
Abjue (4th) 
Dimensional Anchor (4th) 
Dispel EuilDispel Good (5th) 
Unceasing Vigilance of the Holy Sen- 

Blade Barrier (6th) 
Forbiddance (6th) 
Symbol (7th) 

Healing 
(Major: clerics, crusaders, druids; 

tinel (5th) 

Minor: monks, shamans) 

Cure Ligkt WoundslCause Light Wounds 

Cure Moderate Wounds/Cause 

Slow Poison (2nd) 
Cure Blindness 01 Dea+ss/Cause Blindness 

or Deafness (3rd) 
Cure DiseaselCause Disease (3rd) 

Rmair h i u q  (3rd) 
Cure Serious WoundslCause Serious 

Wounds (4th) 
FortifyX (4th) 
Neutralize PoisonPoison (4th) 
Cure Critical Wounds/Cause Critical 

Wounds (5th) 
HeallHarm (6th) 
Regenerate (7th) 

Law 

(1st) 

Moderate Wounds (2nd) 

(3rd) 

(Major: lawful crusaders) 

Command (1st) 
Protection from Chaw (1st) 
Calm Chaos (2nd) 
Enthrall (2nd) 
Hold Person (2nd) 

(3rd) 
Rigid Thinking (3rd) 
SGength of One (3rd) 
Compulsive Order (4th) 
Defensive Harmony (4th) 
Champion’s Strength (5th) 
Impeding Permission (5th) 
Legal Thoughts (6th) 

Necromantic 
(Major: clerics; Minor: crusaders, 

monks) 

Dispel Fahgue (1st) 

Feign Death (3rd) 
Negative Plane Protection (3rd) 
Remove Paralysis (3rd) 
Speak with Dead (3rd) 
jusoended Animation (4th) 
Unfailine Endurance (4th) 
Raise Dead (5th) 
Restoration (7th) 
Resurrection (7th) 

Numbers 
(Major: Monks) 

Analyze Balance (1st) 
Calculate (1st) 
Personal Reading (1st) 
Moment (2nd) 
Music of the Spheres (2nd) 
Etherealness (3rd) 
Extradimensional Detection (3rd) 
Moment Reading (3rd) 
Telethanmahlrgy (3rd) 
Addition (4th) 
Dimensional Folding (4th) 
Probability Control (4th) 

Dimensional Translocation (5%);;; ,*<::::, 
Extradimensional Manipulation (5th) 
Extradimensional Pocket (5th) 
Physical Mirror (6th) 
Seclusion (6th) 
Spacewarp (7th) 
Timelessness (7th) 

, .  Consequence (5th) . .  ,, 

Plant 
(Major: druids; Minor: shamans) 

Entangle (1st) 
Locate Arum& or Plants (1st) 
Pass without Trace (1st) 
Shdlelagh (1st) 
Barkskm (2nd) 
Detect Snares &Pits (2nd) 
GoodberyrBadberiy (2nd) 
Trip (2nd) 
Warp Wood (2nd) 
Plant Growth (3rd) 
Slow Rot (3rd) 
Snare (3rd) 
Spke Growth (3rd) 
Tree (3rd) 
Hallucinatory Forest (4th) 
Hold Plant (4th) 
Plant Door (4th) 
Speak with Plants (4th) 
Strcks to Snakes (4th) 
Anhplant Shell (5th) 
Commune with Nature (5th) 
Pass Plant (5th) 



Transport Via Plant? (6th) 
Turn Wood (6th) 
Wall of Thorns (6th) 
Changestaff (7th) 

Pmtection 
(Major: clerics, shamans; Minor: CN- 

saders) 

Endure ColdlEndure Heat (1st) 
Protection from Euil/Protectionfrom Good 

Ring of HandslRing of Woe* (1st) 
Sanctuary (1st) 

Resist FireBesist Cold (2nd) 
Withdraw (2nd) 
line of kotect ionl l ine of Destruction 

Magical Vestment (3rd) 
Negative Plane Protection (3rd) 
Protectionfrom Evil, 10' RadiuslProt.from 

Good, 10' Radius (3rd) 
Remove Paralysis (3rd) 
Spell Immunity (4th) 
Antiplant Shell (5th) 
Imnremable Mind (5th) 
Antianimal Shell (6th) 
Antimineral Shell (7th) 
hnervious Sanctitv of Mind (7th) 

(1st) 

(2nd) 

(3rd) 

s, shamans) 

Call Upon Faith (1st) 
Draw Upon Holy Might (2nd) 
Dust Devil (2nd) 
Messenger (2nd) 

Abjm (4th) 

Dispel EoilDispef Good (5th) 
Aerial Servant (6th) 
Animate Object (6th) 
Conjure Animals (6th) 
Word of Recall (6th) 
Exaction (7th) 
Mind Tracker (7th) 
Spirit of Power (7th) 
Succor (7th) 

Sun 
(Major: druids) 

LiyhtDarkness (1st) 
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~ 

Sunray (7th) 
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(Major: Monks) 
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Know Direction (1st) 
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Clear Path (5th) 
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War 
(Major: crusaders) 

Courage (1st) 
Morale (1st) 
Emotion Perception (2nd) 
Rally (2nd) 
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Antivermin Barrier (1st) 
Weighty Chest (1st) 
Ethereal Barrier (2nd) 
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Zone of Truth (2nd) 
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InvisibilitV Purge (3rd) . -  
Squeaking Floor Urd) 
Thief's Lament (3rd) 
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Undead Ward (5th) 
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Dragonbane (6th) 
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Weather 
(Major: Druids) 

Faene Fire (1st) 
Obscurement (1st) 
Call Lightning (3rd) 
WeathLr Prediction (3rd) 
Control Temperature, 10' Radius (4th) 
Protection frkm Lightning (4th) 
Weather Stasis (4th) 
Control Winds (5th) 
Rainbow (5th) 
Weather Summoning (6th) 
Control Weather (7th) 
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oes your wizard wish to create a 
Bowerful magical item or a potent 

I c .iew spell? What other effects does 1 
your priest's favorite offensive spell 
accomplish? Spells a Magic provides 
players and Dungeon Masters with 
expanded rules that are compatible 
with the Player's Handbook, 
the DUNGEON MASTER@ GuMe, and the rest 
of the PLAYER'S OMION'" line of rulebooks. 
W~hin these pages you will find new 
spells and proficiencies for wizards and 
priests, plus further rules on spell research 
and magical item creation, new options for 
designing spellcasteis, an alternate system 
of gaining and using spells, and much 
more. Use this book to bring out the 
full power and potential of any 
spellcasting character! 
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