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Et voici le Tome IV tant attendu ! Le Tome de l’Ultimécon Arcanium que les mages du 2nd cercle se volent mutuellement. Les sorts compulsés ici, sont de niveau V et VI. 


Gilles alias Sombre Lune. 


5Mur de ténèbres


5Sort Niveau 5


2Dépérissement :


2Aspirateur d’air :


2Etincelle Majeure


3Cube de force :


3Sabre d’énergie


3Boule de plasma


3Armure du plan


3Appel :


3Accaparement Se Sombre Lune


3Agitation de l’élément élémentaire


3Boule de feu Abyssale


4Camouflage féerique


4Etincelles Royales de Sombre Lune


4Extirpement Des Limbes


4Gardien De L'ouvrage


4Ombrespionne


5Ombre assassine


5Piège anti anti magie de Sombre Lune


5Préservation d'Aerdth


5Résistance aux éléments


5Rituel de Sombre Lune


5Vengeance du Sorcier


6Vent du voyage


6Vol Du Fluide Vital


6Zone Mortelle Mineure


6Armure démoniaque


7Barrière des Eléments


7Flammes de renaissance


8Immunité II


8Incantation de Domination Elémentaire


9Mot de Pouvoir, Déplacement


9Résistance magique V


9Sort indétectable de Murmure


9NOSKA TRADES' BIZARRE INSEMINATION


10PILPIN'S ENHANCED ALARM


10PILPIN'S INSANITY


10PILPIN'S POWER


10ALPHA'S AURORA BOREALIS (EVOCATION)


11ALPHA'S BALEFIRE


11ALPHA'S BLUE BLAZE


11ALPHA'S INCANTATION OF ELEMENTAL DOMINATION


11ALPHA'S LIGHTNINGARMOR


12ALPHA'S MOONS OF MUNNOPOOR


12ALPHA'S SAINT ELMOS' FIRE


12ALPHA'S SHOOTING STARS


13ALPHA'S SPECTRAL HOUND


13ALPHA'S STAR-POWERED MAGERY


13ALPHA'S STARSHIELD


13ALPHA'S WIZARD LIGHT


14Power Word, Silence


145-Mile Carrier


14Ability Suppressor


14Absorb Niveau Drain


14Absorb Spell


14Alpha's Aurora Borealis


15Alpha's Balefire


15Alpha's Blue Blaze


15Alpha's Incantation of Elemental Domination


15Alpha's Lightningarmour


16Alpha's Moons of Munnopoor


16Alpha's Saint Elmo's Fire


16Alpha's Shooting Stars


16Alpha's Spectral Hound


17Alpha's Star-Powered Magery


17Alpha's Starshield


17Alpha's Wizard Light


18And One for Jenny et the Wimp


18Animate Ghoul


18Animate Skeletal Warrior


18Anti-Anti-Magic Shell


18Area Effect Non-Detection


18Auralon's Deflective Plates


19Avian Call


19Azura's Death Shadow


19Azura's Soul Whip


19Ball of Iron


19Blade Dance


20Blades of Fury


20Blizzard


20Bone Splinter


20Chaos Magic


21Chelymber's Improved Non-Detection


21Cloud of Intoxication


21Cobaltas's Thunderclap


21Cobaltas's Thunderflash


21Cone of Acid [1]


22Cone of Acid [2]


22Cone of Electricity


22Cone of Fire [1]


22Cone of Fire [2]


22Cone of Force


22Cone of Heat


22Conjure Drink V


22Conjure Fire Ball


23Continual Fly


23Continual Invisibility


23Continual Secret Light


23Create Dining Room


23Dardan's Siccating Parchment


24Darklight's Concentrated Fire


24Darklight's Mystical Fortitude


24Darklight's Personal Dispel Shield


24Darklight's Rubbery Aura


25Darklight's Silent Invisible Spell


25Darklight's Stapling Spikes


25Darklight's Invocation Hook


25Darklight's Tattoo Item


26Darklight's Weapons Warp


26Darkray's Blade of Light


26Darkray's Confirmed Pact


27Darkray's Defiler Tracer


27Darkray's Draining Tendrils


27Darkray's Hiding Mantle


27Darkray's Mail of Power


28Darkray's Minor Wish


28Darkray's Preserving Box


28Darkray's Strength of Life


29Deflect Normal Weapon Attacks


29Dheryth's Stone Integrity


29Dimmable Continual Light


29Displacement [2]


30Double Fly


30Doubled Magic Missile


30Dreamoore's Greater Eldritch Sphere


30Dreamoore's Spellblade


30Dust Devil


30Dwarf Golem


30Dwarkanath's Limitator


31Dwarkanath's Morphous Bolt


31Dweomervessel


31Elemental Join


32Elemental Square


32Embarrassing Fetish


32Eyeray


32Falerin's Stolen Ability


33Fellstar's Flame Cone


33Fire Charm


33Firestorm


33Fist of the Element


33Flashburn


34Flexible Force Field


34Gem Write


35Gifrun's Thunderclap


35Globe of Fire


35Greater Aura of Protection


35Greater Death Star


35Greenfire


36High-Energy Fireball


36High-Energy Lightning Bolt


36High-Power Energy Bolt


36High-Power Lightning Bolt


36Improved Fire Ball


36Internal Combustion


36Jamye's Armour Reversal


37Jamye's Greased Lightning


37Kaldane's Insomnia


37Kaldane's Instant Exhaustion


37Kaldane's Sleep


37Kalessin's Long Arm


38Kestrel's Skill Eraser


38Kiri's Protection from Seige Missiles


38Lesser Wildfire II


38Liquid Form


39Lohocla's Mother of All Burps


39Lycanthropy


39Magic Mist


40Malar's Alcohol Detonation


40Master of Arms


40Matthew's Hellfire


40Matthias' Rainbow Doom


40Meillikhom's Room of Seclusion


41Mental Ledger


41Meral's Minor Bang


41Merlin's Mystical Bubble


41Metal Transformation


42Mikkis' Cloak of Electricity


42Mikkis' Porter


42Mikkis' Probability Control


42Minor Wish


42Miranda's Magestorm


43Missile Multiplication II


43Mordenkainen's Immediate Discharge


43Muier's Flame Sculpture


43Nancy's Improved Silence


43Negate Magic Resistance


44Nightmare


44Noska Trades' Bizarre Insemination


44Ouija Board


44Paithan's Hot Streak


45Pentagram


45Phantasmal Force II


45Pilpin's Enhanced Alarm


45Pilpin's Insanity


45Pilpin's Power


46Plane Shift


46Pobithakor's Protection


46Poison


46Programmable Dispel Magic


47Protection from Cold


47Protection from Electricity


47Protection from Fire


47Protection from Poison [1]


47Protection from Poison [2]


47Protection from Psionics


47Quentin's Accumulation


48Random Spell III


48Rathe's Contingency Trigger


48Rednog's Skill Backup


48Rednog's Skill Stealer


49Retrieve [2]


49Reverse Gender Orientation


50Rhuva's Wizard Stomper


50Sarius' Ethereal Transfer


50Sarius' Golden Stars of Protection


50Scorpion Call


50Scrybane


51Selective Fireball


51Sex Change [1]


51Shade Link


51Shadowguard


51Sillvatar's Dragon Claw


52Sillvatar's Flamestaff


52Sillvatar's Shockingstaff


52Simon's Superior Spheres


52Skeletal Armour


52Skullsight


53Snake Call


53Sonic Blast [2]


53Sonoric's Illusionary Observer


53Sonoric's Superior Minions


54Space Blending


54Speed Casting


54Spell Turning


55Spellcrystal V


55Spirit Scream


55Spiritual Triangle


55Stanza's Certain Enchanted Kiss of Disease


55Sting


55Summon Warriors


56Superior Sleep


56Switch


56Taint Alignment


56Time Sight


57Tonguetwister


57Traelanger's Extermination


57Transmute Cloth to Iron


57Transmute Matter to Alcohol


57Travel Cancellation


58Tryton's Armour


58Tryton's Death Grip


58Tsugua's Uncontrollable Hiccups


58Tuan's Electric Fireball


58Turn Greater Quasi-Elemental


58Turn Undead [2]


58Twilight's Invisible Field


59Tyvek's Fabric Fighter


59Tyvek's Spatial Rooting


59Undetectable School Casting


59Vanquil's Drifting Blizzard


60Vanquil's Freeze Ray


60Vanquil's Increased Metabolism


60Vanquil's Thermal Lance


60Vanquil's Wall of Detection


61Warboulder


61Whisper's Acidic Destruction


61Whisper's Cold Imprisonment


62Whisper's Dark Fury


62Whisper's Fiery Repulsion


62Whisper's Plasma Bolts


62Whisper's Rune of Acid Protection


62Whisper's Rune of Cold Protection


62Whisper's Rune of Fire Protection


62Whisper's Rune of Lightning Protection


63Whisper's Rune of Magic Resistance


63Whisper's Rune of Protection contre Weapons


63Wiley's Door


63Wiley's Teleport


63Winthrop's Undead Invocation IV


63Wolldin's Backstabber


64Sort Niveau 6


64Identification moléculaire majeure :


66Cocon régénérant


66Combustion


67Familier symbiotique moléculaire


67Anti-téléportation :


67Virus


67Vêtements caméléon


67Invisibilité totale :


70Guerriers de poussière


70Fontaine de feu


70Immunité III


71Mot de Pouvoir, Douleur


71Résistance magique VI


71'Irnar's Poloroidic Pregnancy


71Acid Rain


71Alpha's Firefountain


71Alpha's Rainbow Warrior


72Alpha's Starlight Citadel


72Alter Occurrence


72Annihilate Matter


73Anthropomorphization


73Area of Effect Increaser


73Aziel's Fluxuating Silence


74Aziel's Protect Building from Fire


74Azura's Black Scythe


74Become Water


74Bigby's Strangulation


74Block Teleport


74Bone to Mud


75Conjure Succubus ou Incubus


75Continual Shadow Light


75Copyright


75Coradon's Cataclysmic Coronary


75Create Dry Bones


75Create Ghast


75Create State Room


76Dardan's Desiccation


76Darklight's Compulsion of Pure Reason


76Darklight's Creeping Frost Curse


76Darklight's Finger of Ice


77Darklight's Future Self


77Darklight's Hideous Rending


77Darklight's Lightning Web


77Darklight's Planar Bubble


78Darklight's Planar Weapon


80Darklight's Readied Dweomer


80Darklight's Searing Disk


80Darklight's Tattoo Creature


80Darklight's Telepathic Tracer


80Darkray's Avenger


81Darkray's Chest


81Darkray's Death Lightning


82Darkray's Elemental Immunity


82Darkray's Ethereal Trip


82Darkray's Improved Alter Self


82Darkray's Invulnerability


82Darkray's Lock


83Darkray's Orb of Spell Patterns


83Darkray's Powerguard


83Darkray's Protection from Feeblemind


83Darkray's Teleport Guide


84Dheryth's Energy Cloak


84Dheryth's Energy Globe


84Dheryth's Energy Lance


84Dheryth's Spell Support


85Diamondblade


85Double-Helix Fireball


85Dreamoore's Blade Invocation


85Dreamoore's Eldritch Decagon


85Dreamoore's Missile Tempest


86Dreamoore's Viper Lance


86Eldarr's Improved Spell Conversion


86Enemies


86Energy Field


86Etherealness


86Feeblebody


87Fellstar's Flame Dome


87Fireblast


87Force Blast


87Gem Protector


88Giant Strength


88Glamden's Acid Fire


88Glamden's Acidic Gas


88Glamden's Gas Jet


88Globe of Force


89Greater Light Control


89Gregori's Shadow


89Gregori's Spell Damper


90Guardian Warrior


90Heisenberg's Uncertain Teleport


90Hobar's Horrible Blades


90Hold Person III


90Imbue Familiar with Spell Ability


91Improved Circle I


91Improved Vocalize


91Improved Wiley's Door


91Jadwin's Free Thoughts


91Jadwin's Illusion Enhancer


92Justin's Skimmer


92Kaldane's Eternal Sleep


92Kalessin's Spell Load


92Korel's Enchant Plant


93Korel's Strength of Darkness


93Korel's Vampiric Strike


93Lestat's Liteblade


94Lich's Palm


94Lorlovelm's Extradimensional Imprisonment


94Lorth's Stasis


94Mage Lock


94Major Weaving


95Masol's Light Blast


95Mass Aura of Protection


95Master Missile


95Merge Protection Inscriptions


95Micah's Shield


95Minor Accursed Rite


96Minor Poltergeist


96Moloranis' Marvellous Map


96Morgwar's Undead Chaser


96Muier's Superior Flame Sculpture


97Noska Trades' Immortal Mount


98Orgasm


98Orko's Acid Cone


98Orko's Dragonfire


98Paithan's Fiasco


98Pilpin's Alignment Charm


99Pilpin's Etherealness


99Pilpin's Liquid Fire


99Pilpin's Massmorph


100Pilpin's Transformation


100Power Booster II


100Prismatic Dildo


100Prismatic Ray


100Privacy


101Pyre


101Quicksilver


101Quintessa's Slaying Spear


101Rape Trick


102Rebels's Fly


102Rednog's Transposer


102Remove Flesh


102Replay


102Retroactive Dispel Magic


103Rune II


103Sarius' Frost Giant Manifestation


103Sarius' Platinum Platform


104Selective Dispel Magic


104Sertan's Certain Slaying


104Sex Change [2]


104Sillvatar's Surgical Strike


105Skywrite


105Spell-link


105Spellcrystal VI


105Spirit Legionnaire


105Staff of Light


106Store Passwall


106Super Mirror Image


106Suppress Somatic Composants


107Teleport Trap


107Teleport via Fire


107Teleportal


107Tharos' Starburst Attack


107Thorndeath


108Tyvek's Fabric Phantom


108Tyvek's Forcebrace


108Tyvek's Temporary External Strength


108Undead Spell Carrier


108Vandergast's Armoured Forcetrap


108Whisper's Anonymity


108Whisper's Dommages Transference


109Whisper's Flakes of Death


109Whisper's Instant Electric Shield


109Whisper's Instant Shielding


109Whisper's Major Lightning Strike


109Whisper's Reduce Magic Resistance


109Whisper's Rune of Healing


110Whisper's Vampiric Drain


110Wimp


110Winthrop's Undead Invocation V


110Wizard Watch


110Zhaida's Improved Identifier


111Zildjian's Energy Field


111YARENIC'S FLAME PULSE


111YARENIC'S FLAME WARD


111Sol's Sonic Wave


111Sol's Sonic Beam


112Mutation


112Holl's Shadowdog


112Myrdak's Deafener


112ALPHA'S FIREFOUNTAIN


113ALPHA'S STARLIGHT CITADEL


113Mindwrite


113Summon Specific Creature


113NOSKA TRADES' IMMORTAL MOUNT


114PILPIN'S ALIGNMENT CHARM


114PILPIN'S ETHEREALNESS


114PILPIN'S LIQUID FIRE


115PILPIN'S MASSMORPH


115(ALTERATION)


115PILPIN'S TRANSFORMATION




Mur de ténèbresPRIVATE 

XE "Shadow Wall"(Abjuration, Conjuration)

ADVANCE \U 4.25
Portée : 1 mètre / Ndm

Composants : V, S, M

Durée : 1 tour / Ndm

TI : 1 round

ZE : 30 m² / Ndm

Jdp : aucun

Auteur : Inconnu

ADVANCE \U 4.25
Ce sort est exactement le même que mur astral, excepté qu’il protège contre les perceptions magiques ou mystiques au travers. Ainsi, une clairvoyance, une détection des sorts, une détection mystique des compétences, le gaz d’un basilique, etc. ne seront plus capables de passer au travers d’un mur de ténèbres. Les autres effets (incluant la durée) sont les mêmes que pour ceux de mur astral. Le composant matériel est un morceau de papier avec une glyphe de garde et un cécité inscrits dessus.

Sort Niveau 5

 Analyze: Animal

 Niveau: 5 Durée: Instantannée

 Temps d’incantation: 2 Jdp: annule

 Aire d’effet: 1 target Spécial Save: N/A

Composants: S Portée: 1"

 This spell analyzes and confers to the spell caster all pertinent information about any natural animal it is cast at. This information should include the name, strong and weak points, its trainability, and the usefulness of its parts. It also includes attack and defense modes. Familiars and giant animals are not natural animals.

 Analyze: Mechanism

 Niveau: 5 Durée: Instantannée

 Temps d’incantation: 3 tours Jdp: N/A

 Aire d’effet: 1 target Spécial Save: N/A

Composants: S Portée: 3'

 This spell analyzes and confers to the spell caster all pertinent information about mechanical devices. This does not include electrical or electronic devices, only those which require some form of manual labor to operate. This tells the caster the name and function of the device, its strong and weak points, and how the device is operated safely. It is useful in analyzing traps and locks.

 Anti-Magic Zap

 Niveau: 5 Durée: Spécial

 Temps d’incantation: 1 Jdp: annule

 Aire d’effet: 1 creature Spécial Save: N/A

Composants: M,S,V Portée: 60"

 This spell will de-magic a magic using creature. In otherworlds, it drains the magic from the creature making it impossible for that creature to throw spells of any kind. It will not, however, disturb things such as a dragon's breath weapon. Priestly spellcasters are not affected because their spells are derived from their deity.

 Charmer's Knock

 Niveau: 5 Durée: Spécial

 Temps d’incantation: 5 segments Jdp: annule

 Aire d’effet: Spécial Spécial Save: N/A

Composants: M,S,V Portée: Toucher

 CHARMER'S KNOCK allows the spell caster to knock on a

 door with the following results. If there is anyone home

 that being/creature will be compelled to answer the door due

 to the charm on the door and politely ask, "Who knocketh at

 my dooreth?", to which the person who knocked must answer "I

 (character's name) did." Then the creature at the door must

 make a reaction roll at +20% plus the charismatic plus (if

 any) of the door knocker. If a good reaction roll is made,

 the being will talk to the party for three rounds and during

 that time will answer only three questions (90% of the time

 truthfully). After three rounds the being will ask the

 party to please leave. If the creature rolled a poor

 reaction roll the person who knocked on the door will

 automatically be attacked by whatever is the best attack

 mode of the being. If a so-so reaction roll was made the

 creature within will slam the door in the party's face. If

 anyone's nose was in the way of the slam he takes 1-3 points

 of damage.

 Cloud Hardening

 Niveau: 5 Durée: 12 tours/niveau

 Temps d’incantation: 1 round Jdp: N/A

 Aire d’effet: Spécial Spécial Save: N/A

Composants: S,V Portée: 10"

 This spell will cause a small cloud to become hard

 enough to walk upon. The maximum amount of cloud vapor that

 can be hardened is of the following dimensions: An

 approximate disk 10' plus 1' per niveau thick and 20' plus 2'

 per niveau in radius.

 Cone of Acid (Evocation)

 Niveau: 5 Durée: Instantanné

 Temps d’incantation: 5 segments Jdp: 1/2

 Aire d’effet: Spécial Spécial Save: None

Composants: V, S, M Portée: 0

 This spell is much like CONE OF COLD or CONE OF FIRE,

 except that it causes acid damage. Damage is 1d4 + 1, per

 niveau of the mage. The material component is one citrus

 fruit per niveau of the mage.

 Cone of Fire (Evocation)

 Niveau: 5 Durée: Instantanné

 Temps d’incantation: 5 segments Jdp: 1/2

 Aire d’effet: Spécial Spécial Save: None

Composants: V, S, M Portée: 0

 When this spell is cast, it causes a cone shaped area

 of fire originating at the mage's hand and extending

 outwards in a cone 1/2 inch long per niveau of the caster.

 It causes flammable objects to catch on fire, and great

 heating nonflammable objects. Damage is 1d4 + 1, per niveau

 of the mage. For example, a 10th niveau mage would cast CONE

 OF FIRE causing 10d4 + 10 points of damage.

 Its material component is a red garnet(s) worth at

 least 100 gp.

 Dagger Plus

 Niveau: 5 Durée: 1-4 tours

 Temps d’incantation: 5 segments Jdp: N/A

 Aire d’effet: Spécial Spécial Save: N/A

Composants: M,S,V Portée: 0

 This magical dagger is capable of giving the spell

 caster hit points exceeding his maximum number of hit points

 for the duration of the spell. Whenever the dagger does

 damage, 1-10 hit points, the amount of damage done is added

 to the caster's hit points.

 Duplicate: Plant

 Niveau: 5 Durée: Until Dispelled

 Temps d’incantation: 6 tours Jdp: N/A

 Aire d’effet: 1 target Spécial Save: N/A

Composants: S,V Portée: Toucher

 This spell will make an exact duplicate of any natural  plant. The original plant may be living or dead. No  duplicate can be made while there is a duplicate in  existence. Duplicates cannot be duplicated.  Note: Prior to duplication the caster must cast an  ANALYZE: PLANT spell.

 Forced March

 Niveau: 5 Durée: 1 jour

 Temps d’incantation: 1 round Jdp: N/A

 Aire d’effet: 4 creatures/niveau Spécial Save: N/A

Composants: M,S,V Portée: 10"

 This spell allows the recipients the energy to march

 twice as far as normal, but will not affect speed, i.e.,

 instead of being able to march 50 miles, one can march 100

 miles. After the third jour recipients suffer the loss of

 one hit point every other jour spent under the influence of

 this spell.

 Handle

 Niveau: 5 Durée: 1 turn

 Temps d’incantation: 5 segments Jdp: None

 Aire d’effet: Spécial Spécial Save: N/A

Composants: M,S,V Portée: 1"/niveau

 HANDLE allows the spell caster to instantly create a

 handle (the size of a briefcase handle) and have it attach

 to something that does not weigh more than 15 pounds per

 niveau of the caster. When attached and within the weight

 limitation, the caster can carry that item or move it with

 ease. For example, a spell caster casts this spell on a door

 that the party has found impossible to move. The caster

 grips the handle and pulls. If the door is within the

 weight limitations it immediately comes loose. Traps on the

 door will go off. Enchanted doors (magically held) save at

 the niveau of the enchanter.

 IDA'S MYSTICAL MOUNT

 Niveau: 5 Durée: 6 tours/niveau

 Temps d’incantation: 1 round Jdp: N/A

 Aire d’effet: N/a Spécial Save: N/A

Composants: M,S,V Portée: 0

 This spell summons a giant dragonfly which will follow

 the summoner's telepathic orders. The stats on the

 dragonfly are:

 AC: 2

 Movement: 6:/36"

 HD: 16, 126 hit points

 Attacks: 0

 Size: Wingspan 30 ft.

 Illusionary Party

 Niveau: 5 Durée: 1 round/niveau

 Temps d’incantation - 1 segment Jdp: None

 Aire d’effet: le groupe Spécial Save: None

 Components - V,S,M Portée: le groupe

 Upon casting this spell and tossing a small glass bead

 into the air, a wizard causes a spell of invisibility to

 descend on the party, while a group of illusionary

 duplicates proceeds ahead as decoys. All of the limitations

 of normal invisibility still apply, and it is recommended

 the party stop moving. Note: a silence spell is not

 included, but the illusionary party will make appropriate

 noises.

 The spell lasts until the illusionary party moves 30'

 from the caster, or is dispelled. The illusion may not

 leave the sight of the caster (cannot go around corners

 unless the party follows). The invisibility is dispelled

 when the illusion fades.

 JUST PASSING THROUGH

 Niveau: 5 Durée: 1 round/niveau

 Temps d’incantation: 5 segments Jdp: N/A

 Aire d’effet: Personnel Spécial Save: N/A

Composants: M,S,V Portée: 0

 Just passing through allows the spell caster to walk

 through solid rock at a rate of 3" per round. This spell

 does not allow casting of spells from inside solid rock.

 Moldyr's Spell Theft(enchantement/Charme)

 Niveau: 5 Durée: Permanente

 Temps d’incantation: 3 Jdp: None

 Aire d’effet: 1 Creature Spécial Save: None

Composants: V,S,M Portée: 5 yds/Lvl

 By means of this spell the caster may receive one spell

 from the nearest spell caster. The spell is chosen randomly

 from the recipients known spells. If the recipient does not

 have a spell in memory that the caster knows, then the

 caster rolls to see if he may learn the spell. If the roll

 is unsuccessful, or the spell is to powerful for the caster,

 then the spell is ruined. In all cases, the recipiant of

 the spell loses the spell from memory. In no case should

 the caster be able to copy the spell from his head into his

 spell book, or onto a scroll.

 The material component of this spell is an ounce of

 doppleganger blood, which is to be drank at the time of

 casting.

 NIMANRIL'S REVELATIONARY BLAST

 Niveau: 5 Durée: Instantanné

 Temps d’incantation: 5 rounds Jdp: Spécial

 Aire d’effet: 4" dia. sphere Spécial Save: N/A

Composants: S,V Portée: 2"/niveau

 This spell taps the positive material plane releasing a

 burst of pure positive energy which does 1d6 per niveau in

 damage. Undead creatures take full damage with no save.

 Evil creatures save to one half damage. Neutral creatures

 take one half or quarter damage. Good creatures are

 unaffected.

 NOSE DIVE

 Niveau: 5 Durée: Spécial

 Temps d’incantation: 5 rounds Jdp: annule

 Aire d’effet: 1 creature Spécial Save: N/A

Composants: M,S,V Portée: Toucher

 When the caster of this spell touches a creature, it

 must run for the nearest pit, or any drop of at least 10',

 and make a dive. The Jdp is made at -2. 1d6

 points of damage per 10' fallen is the impact is on a hard

 surface.

 PSIONIC SHIELD

 Niveau: 5 Durée: Spéciale

 Temps d’incantation: 5 rounds Jdp: None

 Aire d’effet: Personnel Spécial Save: annule

Composants: M,V,S Portée: 0

 This spell renders the spell caster immune to the first

 round of psionic attack. After this the shield goes down

 and psionic combat resumes as normal.

 PUFF OF SMOKE

 Niveau: 5 Durée: Permanente

 Temps d’incantation: 1 round Jdp: N/A

 Aire d’effet: 1 creature Spécial Save: N/A

Composants: S Portée: Toucher

 Heroes, even evil heroes, are often called upon with

 little or no advance notice. To use this spell, a list of

 the caster's usual adventuring gear must be made ahead of

 time. At any time thereafter, with a wave of his arm, the

 spell caster will be hidden by a flash of light and a puff

 of smoke, which quickly clears to reveal him ready for

 action. This spell will not work if the caster's gear has

 been taken away from him, only if it is in his abode or some

 other such place.

 SIREN

 Niveau: 5 Durée: 1 round/niveau

 Temps d’incantation: 5 rounds Jdp: annule

 Aire d’effet: 1 creature Spécial Save: N/A

Composants: M,S,V Portée: 6"

 This spell causes the recipient to hear charming music

 which entrances him for one round per niveau of the spell

 caster. Jdp at -3 negates.

 STEELY TERMITES

 Niveau: 5 Durée: Until Dispelled

 Temps d’incantation: 5 rounds Jdp: N/A

 Aire d’effet: 100"x100"x100" Spécial Save: N/A

Composants: M,S,V Portée: 3"

 These wood eaters not only eat wood, but also bore

 through steel and stone. They eat one pound of material per

 jour, per niveau of the spell caster. The termites have 2 hit

 points each. This spell creates 100 termites for each niveau

 of the wizard.

 TEAR JERKER

 Niveau: 5 Durée: Spécial

 Temps d’incantation: 1 round Jdp: annule

 Aire d’effet: 1" radius Spécial Save: N/A

Composants: S,V Portée: 0

 This spell is used to escape punishment. The casting

 of this spell involves the telling of a tragic story of

 one's life. It stirs pity in those who listen. Evil

 beings are unaffected, of course. Neutrals save normally.

 Creatures of good alignment save at -5. Those missing their

 save will want to have mercy on the caster and set him

 free. Good beings who miss their save must make an

 additional normal Jdp or give the caster 10 gold

 pieces per niveau of attainment, or its equivalent to help

 him make a new start in life.

 THUNDEROUS CLAP

 Niveau: 5 Durée: Spécial

 Temps d’incantation: 1 round Jdp: Spécial

 Area of Effect; Spécial Spécial Save: N/A

Composants: S Portée: 0 A

 THUNDEROUS CLAP stuns all creatures in a cone for 2-5

 rounds and deafens them for 1-4 tours. While deaf, they

 attack and defend at -1. A successful Jdp results

 in the creature being affected for one half the stated time.

 Upon clapping his hands, (the somatic component), the

 caster must save for each hand or break it, sustaining a 5%

 loss of hit points for each hand broken. The area of effect

 is a cone: 3" long, 2" wide at base.

Dépérissement :

Portée : 2 mètres 
Temps d’incantation : 3

Durée : instantanée
Jet de sauvegarde : annule

Zone d’effet : une créature
Eléments : S, V

Ce sort terrible ne peut-être utilisé que sur des personnes mauvaises ou extraplanaires. Ce sort accroît le vieillissement des cellules de la cible au rythme de 10 ans/niveau du magicien et la victime subit les ajustements dues à l’âge s’il n’est pas mort.

Couper le pont des ombres

Portée : à vue
Temps d’incantation : 1

Durée : Permanentee
Jet de sauvegarde : annule

Zone d’effet : tous les morts vivants dans un rayon de 3 mètres / Ndm
Eléments : V,S

Ce sort vise le pont des ombres des morts vivants mineur. Ce pont peut-être facilement brisé. En fait, tous les morts vivants ayant un corps et ayant perdu leurs facultés de décision ont un lien subtile vers une âme minimale qui se trouve sur le plan négatif ou bien celui des ombres (âme minimale = mémoire du mort vivant + mécanisme lui permettant d’obéir aux instructions qui ressent également une haine féroce envers la vie). Ce lien est appelé le « Pont des ombres ». Le sort envoie en fait une onde de choc positive subtile mais puissante alentour et a pour effet d’envoyer de l’énergie positive via ces ponts blessant les âmes minimales qui gouvernent les corps physique ou éthérés des morts vivants ; il coupe le lien de non vie. Seuls les morts vivants n’ayant plus leur libre arbitres sont lésés. Leur Jdp contre « la vie magique » (humour) se fait comme s’il était des morts vivants à 1 Dv.

Aspirateur d’air :

Portée : 30 mètres
Temps d’incantation : 5

Durée : 3 rounds
Jet de sauvegarde : aucun

Zone d’effet : 2 mètres d’arêtes/niveau
Eléments : S, V

Ce sort crée un vortex qui aspire tout oxygène dans la zone d’effet. Les victimes du sorts subissent un malus de 4 à leurs déplacements ainsi qu’un malus de 2 à leurs défense et à leur attaque. Les malus doubles au deuxième round. Au troisième round les victimes du sorts n’ont plus d’oxygène.

Etincelle Majeure

Portée : à vue
Temps d’incantation : 3

Durée : spéciale
Jet de sauvegarde : aucun

Zone d’effet : une créature
Eléments : S, V

Les effets visuels sont les mêmes qu’Etincelle de Nds 1 (niveau de sort). Mais le Ndm du mage sur la table pour repousser les morts vivants est identique à celui d’un prêtre. Au delà de 10 Dv, l’étincelle n’est plus capable de blesser quelque créature que se soit et mais fait toujours perdre 2 Pv si elle est de nature négative ou originaire d’un plan extérieur d’alignement mauvais. Elle est capable de poursuivre sa cible indéfiniment (dès que cette dernière est aperçue) et tant qu’elle ne l’aura pas touchée, elle se déplace à une vitesse de 14 et est incapable de traverser les plans d’existence.

Cube de force :

Portée :20 mètres
Temps d’incantation : 5

Durée : 1 tours + 2 rounds/niv
Jet de sauvegarde : aucun

Zone d’effet : 1 personne +1/niv 
Eléments : S, V

Ce cube de force protège le magicien de presque tous les sorts. Il ne peut être dissipé. Pour le détruire on peut utiliser un sort de désintégration ou avoir recours à un sceptre d’annulation ou à une sphère d’annihilation. Le magicien a 2% de chances d’être écrasé si un sort de désintégration remplit son rôle sur le cube de force. Enfin le magicien peut lancer des sorts à partir du cube de force sauf le sort de disjontion et de désintégration.

Sabre d’énergie

Portée : le mage
Temps d’incantation : 8

Durée : 1 tour
Jet de sauvegarde : aucun

Zone d’effet : le mage
Eléments : V,S

Le sort fait sortir une lame d’énergie pure d’entre les mains du mage. Elle a un aux dommage uniquement pour 3 Ndm. Sa couleur est d’une blancheur éclatante. Son tranchant est redoutable puisque sur un 20 naturel, elle coupe tout ce qui passe sous son tranchant. Le mage se bats avec un TACO équivalent à celui d’un guerrier de même niveau que lui.

Boule de plasma

Portée : 10 m + 5 m / Ndm
Temps d’incantation : 1

Durée : instantanée
Jet de sauvegarde : ½

Zone d’effet : sphère ou ½ sphère de 10 m de diamètre
Eléments : V,S


Le sort fonctionne exactement comme pour une boule de feu. Mais ici il n’y pas d’explosion et la boule ne jaillit pas des mains du mage. L’aire d’effet se remplie instantanément d’une demi-sphère d’énergie aveuglante et à très haute température l’espace d’une fraction de seconde. Même les métaux sont rougeoyants après y être passés ce qui a pour effet d’avoir le même effet que métal brûlant. Mais ici, le métal est directement chauffé à blanc. Tout ce qui est sensé brûler brûlera. Les dommages sont identiques à ceux d’une « boule de feu » du 3ème niveau. Il existe une affinité particulière avec les être négatif et des plans inférieurs, puisque ces derniers reçoivent toujours +2 de dommages à chaque dé de dommages. Cela est dû à une attirance mutuelle entre les énergie opposée. Il ne surtout pas considérer le plasma de ce sort comme du feu normal ou magique. C’est réellement une partie du plan positif qui chevauche le plan primaire où se trouve le mage. Notons qu’il est hautement dangereux de chercher à prolonger cet instant ; le risque non négligeable étant de voir disparaître purement est simplement toute matière se dissoudre en ses éléments les plus élémentaires. Ce qui provoquerait un cataclysme effroyable. Les mages sont prévenus du risque qu’ils prennent en voulant amélioré ce sort pour une version majeure. Leur vie est en jeu …

Armure du plan

Portée : le mage
Temps d’incantation : 6 rounds

Durée : 1 tour / Ndm
Jet de sauvegarde : spéciale

Zone d’effet : 1 mètre / Ndm du mage
Eléments : V,S

Ce sort est un préalable au sort de voyage au travers des plans. Il protège cependant totalement des énergies du plan positif dès que le mage s’y trouve. C’est à se moment précis qu’il s’enclenche. Tout en étant protégé, le mage bénéficie des rayonnements bénéfiques que procurent ce plan. Le mage regagne 2 Pv par minute, dès qu’il atteint le double de ses Pv, le mage explose littéralement. Dès que le mage revient sur un autre plan, il perd 1 Pv par round. Il semblerait que les membres coupés puissent être ressoudés sur ce plan.

Appel :

Portée :5 mètres du mage
Temps d’incantation : 5

Durée : spéciale
Jet de sauvegarde : aucun

Zone d’effet : 10 mètres de diamètres 
Eléments : S, V

Ce sort permet au magicien d’émettre un message de demande de secours à son école qui lui enverra 2 élèves de niveau 10 pour l’aider pendant une brève période (1d4heures). Ce sort est exclusivement un sort d’urgence qui sert lorsqu’une menace réelle est détectée mais trop puissante.

Accaparement de Sombre Lune

(Nécromancie)

Portée : Toucherer
Eléments : V, S, M
Durée : Spéciale
Temps d'incantation : 1 mn / Ndm
Zone d'effet : Une créature.
Jet de sauvegarde : Annule.



Ce sortilège puissant vole et transfert littéralement une compétence d’une créature au nécromant. Ainsi contre un guerrier de Niveau 14, le nécromant pourra voler sa compétence à l’épée et la manier aussi bien que lui. Le guerrier quant à lui la perd durant toute la durée du sort. Ce sort ne fonctionne pas pour s’accaparer des compétences de maniement d’énergies magiques

Agitation de l’élément élémentaire
(Eau, feu, Terre et Air élémentaires)

Portée : 20 mètres
Eléments : V, S, M
Durée : Spéciale
Temps d'incantation : 6
Zone d'effet : 1D6 créature(s).
Jet de sauvegarde : Aucun



Ce sortilège nourrit et agite un élément élémentaire de l’école visée qui se trouve en une créature. Ce sort ne peut être appris que des spécialistes élémentalistes. Ce qui a pour conséquence de:

Eau : Liquéfaction instantanée.

Feu : Combustion totale.

Air : Explosion de leur corps.

Terre : Pétrification du ou des corps.

Par contre, si la ou les créatures qui sont visée ont une affinité avec l’élément concerné, les effets sont alors bénéfiques. Les élémentaux gagnent un DV, tandis que les autres créatures regagnes 3D10 Pv.

Boule de feu Abyssale

(Evocation)

Portée : 10m + 10m / niv
Eléments : V, S
Durée : Instantanée
Temps d'incantation : 3
Zone d'effet : Rayon de 7m
Jet de sauvegarde : 1/2



Ce sort fonctionne comme celui de niveau 3 « Boule de feu » mais il est beaucoup plus puissant. En effet, il n'y a pas de limite au nombre D6. Le nombre de D6 de dommage est égal au niveau du mage. De plus toute matière inflammable, même difficilement prend feu. Les métaux et bois très épais doivent réussir un jet contre le feu magique avec un malus égal au Niveau du mage divisé 4 pour ne pas exploser ou fondre littéralement sous la chaleur ainsi dégagée.

Arme parfaite 

(Altération, Enchantement) 

Portée : Toucherer

Durée : 1 tour / niv.

Zone d'effet : une arme

Eléments : V, S, M

Temps d'incantation : 5

Jet de sauvegarde : spécial 

Auteur : Jeff

Ce sort fonctionne de la même façon que le sort de niveau 2 Arme adéquate. A ceci près qu'en plus de transformer une arme, il lui ajoute également un bonus magique au toucher et aux dégâts déduit en fonction du niveau du mage.

Niveau
Bonus conféré


 9 - 11
+1

12 - 14
+2

15 - 16
+3

17 - 18
+4

19 - 20
+5

Les bonus créés par ce sort sont ajoutés aux bonus éventuellement déjà présents sur l'arme sans aucune limite, ce qui peut produire des armes plutôt "apocalyptiques". (Imaginez une épée à deux mains vorpale +8, les têtes vont voler !).

Pour le reste, ce sort est soumis aux mêmes restrictions que Arme adéquate.

L'élément matériel est simplement l'arme ou le morceau d'arme à transformer.

Camouflage féerique

(Altération)

Portée : Toucherer
Eléments : V
Durée : 1 jour/niv
Temps d'incantation : 1
Zone d'effet : Une créature
Jet de sauvegarde : Annule



Ce sort était destiné à l'origine à l'esprit follet qui était le familier d’un magicien qui craignait pour la vie de son petit ami. Ce sort donne une invisibilité majeure à la créature. La nuit, la créature prend la luminosité d'une étoile que l'on confond toujours à coup sur avec le firmament. Lorsqu'elle descend rejoindre son maître, l'étoile donne tout simplement l'impression de se décrocher.

Etincelles Royales de Sombre Lune

(Evocation) 

Portée : 10 mètres / Ndm
Eléments : V, S, M
Durée : 2 + ½ Ndm rounds
Temps d'incantation : 8
Zone d'effet : Une ou plusieurs créatures
Jet de sauvegarde : Aucun



C'est le même sort qu'Etincelles de Sombre Lune du 3ème niveau. Cependant ces étincelles passent rapidement par toutes les couleurs de l'arc-en-ciel et infligent 1D3 de dommages et 1D6 sur les créatures bardées de métal. De plus elles peuvent agir seules pour protéger le mage s'il est attaqué traîtreusement ou lorsqu'il est inconscient (A moins que le mage ne l'ait spécifié).

Extirpement Des Limbes

(Nécromancie, Invocation)

Portée : Spéciale
Eléments : V,M 
Durée : Spéciale
Temps d'incantation : 5 mn
Zone d'effet : Spéciale
Jet de sauvegarde : Aucun



 Ce sort extirpe des limbes grouillantes une âme en peine. Animée par le seul désire de tuer, le mage devra être convainquant ! Composante : Un morceau du corps d’un assassin exécuté impitoyablement. Il existe un risque à ce sort. Ce risque est de voir d’autre âmes en peine profiter de la porte inter dimensionnelle ainsi créée. Le mage fait un jet sous apprentissage d’un sort, s’il rate, 1D10 âmes en peine entre à la suite de la première.

Gardien De L'ouvrage

(Enchantement, Invocation)
Réversible

Portée : Toucherer
Eléments : V,S, M
Durée : Spéciale
Temps d'incantation : 1 heure
Zone d'effet : Un ouvrage
Jet de sauvegarde : Annule



Ce sort permet de lier un gardien d'un autre plan à l'ouvrage. Il faut donc avoir préalablement invoquer une créature du plan élémentaire du Feu. Il sera magiquement libéré et attaquera toutes les créatures qui toucheront l'ouvrage. Des instructions préalables pourront être données en plus, ce qui implique que la créature puisse comprendre ce que veut le Mage. La créature a droit à un Jdp contre bâtons & baguettes. Si elle réussie son Jdp, soit elle s'en va, soit elle se jette de toutes ses forces sur l'impudent (Cela dépend de sa nature profonde), elle est libre d'agir comme elle l'entend car tout autre sort de contrôle est automatiquement annulé. Evidemment, aucune créature qui se respecte n'acceptera d'être réduite à un gardien. La créature cesse d'être liée lorsque le mage lui dit le mot clé qui a scellé sa prison. La version réversible de ce sort consiste à pervertir le sortilège qui lit le gardien à l'ouvrage. Le gardien attaquera toute créature qui touchera l'ouvrage - le propriétaire inclus - Dans ce cas de figure il faut résoudre une opposition de Ndm.

Ombrespionne

(Conjuration)

Portée : 10 km / Ndm
Eléments : V,M
Durée : 1 heure / Ndm
Temps d'incantation : 2
Zone d'effet : Spéciale
Jet de sauvegarde : Aucun



Grâce à ce sort le mage invoque une créature originaire du plan des ombres. Cette créature se nomme une Ombrespionne, elle fut découverte accidentellement par Sombre Lune alors qu'il revint du plan négatif avec quelques ombrespionnes accrochées à son ombre. Cette créature a le vilain défaut d'être une insatiable curieuse. Elle se glisse dans l'ombre de celui que le mage désigne et écoute attentivement tout ce qui se dit. Ce sort crée un lien télépathique entre le mage et l'Ombrespionne.

Ombre assassine

(Altération)

Portée : 10 m / Ndm
Eléments : V,S
Durée : Spéciale
Temps d'incantation : 3
Zone d'effet : Une créature
Jet de sauvegarde : Annule



L'ombre que projette une créature devient grâce à ce sort une créature autonome qui possède toutes les caractéristiques d'une ombre sauf les Pv et les DV qui sont égaux à ceux de la victime. Ce sort ne s'arrête pas tant que l'un des deux et toujours vivant.

Piège anti anti magie de Sombre Lune

(Altération)

Portée : Toucherer
Eléments : V, S, M
Durée : Spéciale
Temps d'incantation : 5
Zone d'effet : Un objet
Jet de sauvegarde : Aucun



Ce sortilège fut créé par l’Archimage Sombre Lune suite à une attaque massive contre sa forteresse. Ses ennemis étaient nombreux, mais le pire fut qu’un petit nombre d’entre eux n’étaient pas atteints par les protection magiques du fait qu’un globe d’anti-magie les entourait. Il élabora alors un sort élégant, véritable parade à ce genre de problème et qui plus est, hautement sélectif. Ce sort rapetisse un objet de façon à ce qu’il ne reprenne sa forme originelle qu’en cas de Dissipation de la magie. Si cet objet fait partie intégrante d’un piège, il s’agrandit et déclenche la piège. Ce peut être un piston qui, s’agrandissant, projette de l’acide voire une boule d’acier ou un bloc de pierre rapetissés pendus à un lustre, des lances dans les murs qui tout d’un coup s’agrandissent au passage de l’ennemi, etc.

Préservation d'Aerdth

(Evocation)

Portée : 5 m 
Eléments : -
Durée : 4 mn
Temps d'incantation : 1 mn
Zone d'effet : 5 m²
Jet de sauvegarde : Aucun



Lorsqu’un objet magique laissé à l'abandon depuis très longtemps change de propriétaire, il risque de perdre sa magie trop fragile dans les Mythiques. (1% par année sans être manipulé). Ce sort confine et concentre toute la magie du mage dans une zone très petite.

Résistance aux éléments

(Réversible)

Portée : Toucherer
Eléments : V,S,M
Durée : 1 jour

Temps d'incantation : 1
Zone d'effet : Un objet
Jet de sauvegarde : Aucun



Ce sort rend l'objet visé invulnérable et étanche aux éléments non magiques : feu, eau, terre, air. Très utilisé pour protéger les sacs à dos, les ouvrages de magie, des lettres pendant un parcours difficile, etc. Ce sort ne fonctionne que 1D6 heure(s) sur des objets ayant déjà de la magie. A contrario, la version inverse du sort permet de rendre très vulnérable l'objet toucher.

Rituel de Sombre Lune

(Nécromancie, Invocation)

Portée : Toucherer
Eléments : V, M, S
Durée : Permanentee
Temps d'incantation : 1 heure
Zone d'effet : Un mort.
Jet de sauvegarde : Annule



Ce sortilège permet de créer un zombie très particuliers puisqu’il permet d’emprisonner une âme en peine dans le corps d’un mort. Ce zombie possède les mêmes caractéristiques magiques que l’âme en peine.

Vengeance du Sorcier

(Altération)

Portée : à vue
Eléments : V
Durée : Spéciale
Temps d'incantation : 5
Zone d'effet : Spéciale
Jet de sauvegarde : Spécial



Ce sort vient d'un sorcier inconnu mais l'élégance de ce sortilège en a fait un classique prisé par la plupart des sorciers et magiciens redresseurs de tort. Lorsque une ou plusieurs personnes sont sur le point d'être brûlées vives sur le bûcher, le sorcier jette se sort. Les flammes ronfleront doucement, puis tout d'un coup à mesure qu'elles se mettront à baisser en intensité, ceux qui auront causé par méchanceté cette exécution, (bourreaux compris) commenceront à prendre feu. Ceux qui les premiers demanderont pitié aux condamnés seront sauvés, mais une personne coupable minimum périra dans l'affres des flammes (généralement se sera la dernière personne à se repentir voire celle qui ne se repentira pas du tout). Les personnes qui prennent feu ne pourront pas arrêter le feu, même si elles plongent dans l'eau, car elles reprendront feu tout de suite. Le moyen le plus sur pour sauver tout le monde est d'éteindre les flammes sur le bûcher. Si ce moyen n'est pas trouvé, les flammes continueront à lécher les victimes et les flammes du bûcher mourront lorsque périront les fauteurs qui auront été désigné par le sorcier. Tous les rounds elles font un Jdp contre les sorts, s'il réussit, ½ des dommages autrement, se sera la totalité. Le feu sur le bûcher s'éteindra lorsque toutes les victimes auront brûlé ou qu'elles se soient toutes repenties.

Vent du voyage

(Altération)
Réversibilité

Portée : Toucherer
Eléments : V,S
Durée : Une nuit
Temps d'incantation : 1 Mn
Zone d'effet : Une créature
Jet de sauvegarde : Spécial.



Ce sort puissant fait voler la créature choisie et consentante vers le lieu de son choix ou connu du mage. Durant toute la nuit la créature volera et quelque soit la distance à parcourir, elle se posera au jour levant à l'endroit spécifié. Le voyageur est protégé durant son voyage des températures excessives ainsi que des variations climatiques au point de quelque fois s'endormir.

Vol Du Fluide Vital

(Nécromancie)

Portée : Spécial
Eléments : V,M,S
Durée : 1 à 3 heures
Temps d'incantation : 1 heure par tentative
Zone d'effet : Une créature
Jet de sauvegarde : Annule



Ce sortilège a été créé par les mages de l’Ordre Noir dans les entrailles suintantes de Sombre Flèche. Il permet de soustraire l’essence vitale d’une créature et de sublimer cette énergie en un liquide luminescent, appelée « Licoeur ». Ce fluide est concentré dans une flasque transparente. Ensuite, le nécromancien peut en faire ce qu’il souhaite, mais voyons tout d’abord le processus. La créature doit être neutralisée, consciente ou pas, peu importe, ensuite, on applique sur sa tête une couronne faite de platine (1Kg) magiquement reliée à la flasque par un cordon enchanté fait de l’intestin d’un troll nouveau né. C’est par ce conduit que le fluide vital s’écoulera. De l’utilisation de ce fluide : selon la nature de la créature ainsi vampirisée, le fluide sera plus ou moins énergétique (les créatures féeriques sont les plus énergétiques qui soient).

Apport en énergie des créatures*
	Créature
	Apport

	Homme, orc, gobelin, kobold, Hobgobelin
	1

	Troll, Nain, Demi-elfe 
	2

	Mage, chaman, sorcière, gnome
	3

	Elfe, Jeune vierge
	4

	Lutin, farfadet, pixi, 
	5

	Fée, Licorne, 
	6

	Secret bien gardé
	7


Selon la valeur de la « Licoeur »

1 point : Guérir les séquelles d’une maladie grave (Peste bubonique, folie, lèpre, etc.).
2 points : Guérir de 10 points de dommages ou d’une maladie quelconque. (sauf Lycanthropie qui est une malédiction).

3 points : Fait rajeunir le nécromancien d’une année.

4 points : Fait rajeunir de deux années ou guérison totale des maux physiques. Au choix !

5 points : Repousse du ou des membres perdus ou capacité de régénérer 1 Pv par minute pendant un jour entier.

6 points : Capacité de régénérer 2 Pv par minute pendant un jour entier ou rajeunissement de trente années.

7 points: Effets inconnus, les nécromanciens de Sombre Flèche ont pris soin de cacher le composant requis pour avoir cette puissante Licoeur.
Les licoeurs ne peuvent pas être mélangées pour ajouter leurs valeurs, elles perdraient tout de suite leurs propriétés magiques.

Le transfert dure une heure, sauf si la créature résiste (Réussite Jdp contre Mort Magique). Dans ce cas, le nécromancien peut récidiver deux fois. Si la victime résiste encore après trois heures de combat désespéré, elle ne pourra plus jamais être inquiétée par le sorcier qui a jeté ce sort (Quoi que ...)

Zone Mortelle Mineure

(Nécromancie)

Portée : Soi
Eléments : V, S, M
Durée : 1 Rd / Ndm
Temps d'incantation : 1 Mn
Zone d'effet : 15 m de rayon
Jet de sauvegarde : Spécial



Le nécromant crée une zone immobile tout autour de lui où l'essence vitale des êtres vivants est absorbée par le sol (vers le plan négatif). La végétation dépérira à vue d'oeil et toute créature qui se trouvera dans la zone perdra - si rate le Jdp vs Mort magique - le Ndm / 2, en cas de réussite du Jdp, il divisera la perte par deux. Quoi qu'il en soit, ce sort est parfaitement désagréable au point de faire perdre 20 % (-4) à toutes actions tentées si Jdp réussit ou pas. Ce sort à été élaboré dans les méandres suintants de Sombre Flèche.

Armure démoniaque

(Conjuration, Entropie)

Portée: Contact

Composantes: V, S, M

Durée: Spéciale

Temps d'incantation: 1 rd

Zone d'effet: 1 créature

Jet de sauvegarde: Aucun

 Au moyen de ce sort, le jeteur conjure un champ de force magique

imprévisible tirant sa puissance des plans inférieurs qui (il l'espère !) protégera la cible contre les attaques physiques. Ce sort lui confère une CA de 2 ; de plus, le sort a 50 % + 2 par niveau du mage de diminuer cette CA de la cible de 2-8 ; en cas d'échec à ce jet, la CA de la cible est augmentée de 2-8. Le sort dure jusqu'à ce qu'on le dissipe où jusqu'à ce que la cible ait encaissé 8d4 + 1 / niveau points de dégâts. Il peut être cumulé avec les ajustements de Dextérité, le port d'un bouclier ou des bonus magiques, mais avec d'autres sorts de protection tels que Armure, Bouclier ou Aura entropique par exemple. Notez qu'on ne peut pas lancer deux Armures démoniaques, à la suite ; si cela se produisait, on garderait le pire des modificateurs à la CA.  La composante matérielle de ce sort est un morceau de cotte de maille troué.

Barrière des Eléments

(Evocation, Elémentaire, Entropie)

Portée: 0

Composantes: V, S, M

Durée: 2 rd + 1rd / niveau

Temps d'incantation: 5

Zone d'effet: Le jeteur de sorts

Jet de sauvegarde: Aucun

 Ce sort invoque un bouclier aux couleurs changeantes qui protège le jeteur aléatoirement contre les quatre éléments (Air, Feu, Terre et Eau). Au début de chaque round le joueur tire 1d4 pour déterminer quel élément sera majoritaire dans le bouclier, les effets du sort dépendent ensuite de cet élément pour ce round :

1. L'élément Terre est dominant (le bouclier est de couleur marron - vert) : le mage est complètement protégé contre les attaques dépendant de l'élément Air : il est complètement immunisé contre toute source de dégâts naturelle (bourrasques de vent, foudre, etc.) ou magiques (Poigne électrique, Eclair, les attaques d'un élémental d'air, etc.). Cette immunité dure jusqu'à ce que le sort ait absorbé 10 points de dégâts par niveau du jeteur, après quoi il ne sera plus protégé contre cet élément par ce sort : ignorez toute résistance fournie par ce sort contre cet élément. De plus, la cible bénéficie d'un bonus de +1 à ses jets de sauvegarde contre les attaques des éléments Feu et Eau, ainsi qu'une réduction de 50% des dégâts. Par contre, contre les attaques de l'élément Terre, il ne bénéficie  'aucun bonus à ses jets de sauvegarde et subit double dégâts en cas d'échec.

2. L'élément Eau est majoritaire (le bouclier est bleu ou turquoise) : le mage est complètement protégé contre les attaques dépendant de l'élément Feu : il est complètement immunisé contre toute source de dégâts naturelle (torche, incendie, etc.) ou magiques (Boule de Feu, le souffle d'un dragon rouge, les attaques d'un élémental de feu, etc.). Cette immunité dure jusqu' à ce que le sort ait absorbé 10 points de dégâts par niveau du jeteur, après quoi il ne sera plus protégé contre cet élément par ce sort : ignorez toute résistance fournie par ce sort contre cet élément. De plus, la cible bénéficie d'un bonus de +1 à ses jets de sauvegarde contre les attaques des

éléments Terre et Air, ainsi qu'une réduction de 50% des dégâts. Par contre, contre les attaques de l'élément Eau, il ne bénéficie d'aucun bonus à ses jets de sauvegarde et subit double dégâts en cas d'échec.

3. L'élément Air est prédominant (le bouclier est transparent) : le mage est complètement protégé contre les attaques dépendant de l'élément Terre : il est complètement immunisé contre toute source de dégâts naturelle (acide, poison, etc.) ou magiques (Pétrification, le souffle d'un dragon noir, les attaques d'un élémental de terre,  etc.). Cette immunité dure jusqu'à ce que le sort ait absorbé 10  points de dégâts par niveau du jeteur, après quoi il ne sera plus protégé contre cet élément par ce sort : ignorez toute résistance fournie par ce sort contre cet élément. De plus, la cible bénéficie d'un bonus de +1 à ses jets de sauvegarde contre les attaques des éléments Feu et Eau, ainsi qu'une réduction de 50% des dégâts. Par contre, contre les attaques de l'élément Air, il ne bénéficie d'aucun bonus à ses jets de sauvegarde et subit double dégâts en cas l'échec.

4. C'est l'élément Feu qui prévaut (le bouclier est parsemé de flammes) : le mge est complètement protégé contre les attaques dépendant de l'élément Eau : il est complètement immunisé contre toute source de dégâts naturelle (froid, etc.) ou magiques (Cône de froid, le souffle d'un dragon blanc, les attaques d'un élémental d'eau, etc.). Cette immunité dure jusqu'à ce que le sort ait absorbé 10 points de dégâts par niveau du jeteur, après quoi il ne sera plus protégé contre cet élément par ce sort : ignorez toute résistance fournie par ce sort contre cet élément. De plus, la cible bénéficie d'un bonus de +1 à ses jets de sauvegarde contre les attaques des éléments Terre et Air, ainsi qu'une réduction de 50% des dégâts. Par contre, contre les attaques de l'élément Feu, il ne bénéficie d'aucun bonus à ses jets de sauvegarde et subit double dégâts en cas d'échec.  Toute créature frappant le magicien avec une arme naturelle ou de mêlée lui inflige des dégâts normaux, mais en subit elle même le double. Si elle possède une résistance à la magie, elle effectue son jet au moment ou elle frappe le magicien ; si elle réussit, elle brise le sort. La composante matérielle de ce sort est quatre gemmes représentant chacune un élément pour une valeur minimale de 1000 po chacune.

Flammes de renaissance

(Altération, Elémentaire)

Portée: 10 m

Composantes: V, S, M

Durée: 1 rd / 2 niveaux

Temps d'incantation: 5

Zone d'effet: Spéciale

Jet de sauvegarde: Spécial

 Ce sort conjure une flamme extra-dimensionnelle noire, qui entoure

entièrement un objet ou une créature dans la portée du sort. Ce feu magique

a exactement l'effet opposé à celui d'un feu normal, et peut ramener à leur

état initial des objets ou des créatures brûlés jusqu'à leur destruction par

le feu ou l'acide.

 Le sort ne rendra pas la vie à une créature tuée par une Boule de Feu,

mais ramènera le corps à un parfait état, ce qui fait que si on fait un

Rappel à la Vie sur la victime, elle se relèvera en pleine forme physique

(mais devra se reposer pendant autant de temps qu'elle a été morte pour

récupérer du choc psychologique). De même, le sort ne rendra pas sa magie à

un objet enchanté détruit, mais un Souhait mineur peut rendre sa magie à un

objet restauré par les Flammes de renaissance.

Pour que le sort soit efficace, la cible doit rater un jet de sauvegarde du

même type que celui de l'attaque à réparer. S'il n'y avait pas de jet de

sauvegarde (ex. Mur de Feu), faire un jet de sauvegarde contre les Souffles

pour une créature, et Feux Magiques pour un objet. Il est donc difficile de

réparer des objets qui furent difficiles à détruire. On peut tenter un jet

par round tant que le sort est actif. Le sort peut être déplacé sur une

autre cible, au prix d'un round de concentration du lanceur. Une cible

donnée ne peut bénéficier du sort qu'une seule fois, qu'il ait réussi ou

non. Quand le sort agit, la cible se reconstitue en 2 rounds à partir de ses

restes.

 Les Flammes de renaissance sont très hostiles au feu. Elles peuvent

éteindre un cube de 3 m d'arête de feu normal par round. Contre du feu

magique, cela agit comme une Dissipation de la Magie, mais en doublant le

niveau du lanceur pour le calcul de la réussite. Si l'annulation est

réussie, les Flammes de renaissance disparaissent.

 Contre une créature de nature Elémentale de Feu, les Flammes de

renaissance causent automatiquement 6d6 points de dommages. Après cette

attaque initiale, la créature a droit à un jet de sauvegarde contre les

Sorts à - 3. S'il est réussi, les Flammes disparaissent sans causer d'autres

dommages. S'il est raté, les Flammes continuent à détruire la substance de

la créature, causant 3d6 points de dégâts par round. Un jet de sauvegarde

est refait à chaque round, avec un bonus cumulatif de + 1 par round. Si le

mage éloigne les Flammes, la créature ne sera plus affectée par la suite,

même si les Flammes sont ramenées sur elle. Les Flammes disparaissent quand

la cible initiale est morte, a réussi son jet de sauvegarde ou que la durée

limite du sort est atteinte.

Sur une créature utilisant le feu, mais non Elémentale (Dragon rouge, géant

de feu, etc), les Flammes ne causent pas de dommages, mais réduisent de

moitié les dommages causés par des pouvoirs du feu (souffle, sorts, aura de

feu, etc).

 Les composants matériels sont un morceau de bois vert frais et un

morceau de braise ou de charbon, ou un cristal de quartz fumé.

Immunité II

(Abjuration)

Portée: Toucherer

Composantes: V, S

Durée: 1 rd / niveau

Temps d'incantation: 1 rd

Zone d'effet: Créature touchée

Jet de sauvegarde: Aucun

 Ce sort confère à la créature touchée une immunité totale aux armes non

magiques. Elle ne peut plus être blessée que par des armes +2 ou mieux. Ces

armes la touchent, mais n'infligent aucune blessure et ne laissent aucune

trace. Notez toutefois que les attaques des monstres dotés de 6 DV+2 sont

considérés comme des armes +2 (Guide du Maître p98). Ces monstres ne sont

donc pas affectés par ce sort.

Incantation de Domination Elémentaire

(Abjuration, Elémentaire)

Portée: Contact

Composantes: V, S, M

Durée: 1 tour

Temps d'incantation: 1 rd

Zone d'effet: 1 créature

Jet de sauvegarde: aucun

 Ce sort confère une domination sur l'Elément choisi par le mage. Les

Elémentaux de ce Plan n'approcheront pas la cible du sort à plus de 1,5 m,

et ne pourront pas l'attaquer. La personne protégée peut briser cette

protection en tentant de charmer la créature élémentale (Charme-Monstre,

avec un jet de sauvegarde à -2 du fait de la Domination), ou en l'attaquant.

Les Elémentaux peuvent alors attaquer dans les conditions décrites

ci-dessous.

 Toute créature Elémentale attaquant la personne protégée par le sort a

un malus de -1 au TACO, et -1 par dé de dommages. La créature protégée fait

ses jets de sauvegarde contre les attaques des Elémentaux à + 2. Les

attaques de la créature protégée contre des Elémentaux se font à + 4 pour

toucher (ou - 4 pour les jets de sauvegarde de l'Elémental), et + 6 aux

dommages. La créature enchantée par le sort peut de plus attaquer un

Elémental avec n'importe quel type d'arme.

 La créature enchantée peut converser avec les créatures de l'Elément

choisi, qui le respecteront si leurs alignements sont similaires. Si les

alignements sont opposés, les Elémentaires manifesteront de la crainte (si

la créature paraît puissante) ou de la haine et de l'agressivité (si la

créature paraît faible).

 L'association de la cible de ce sort avec un Elément modifie certains

jets de sauvegarde tant que le sort est actif:

Air : -2 contre le Feu

Feu : -2 contre Eau ou Froid

Terre : -2 contre Pétrification

Eau : -2 contre Electricité

 Le composant matériel de ce sort est une quantité suffisante (au moins

1 litre d'eau, 1 kg de pierre, ou une grande torche) de l'élément opposé à

celui que le lanceur veut dominer.

Mot de Pouvoir, Déplacement

(Conjuration / Convocation)

Portée: Toucherer

Composantes: V

Durée: Instantanée

Temps d'incantation: 1

Zone d'effet: 1 cible

Jet de sauvegarde: Aucun

 Ce sort doit être lancé sur le mage ou une cible consentante. Il permet

à la cible et à tout équipement qu'elle porte de se transporter sur une

distance maximale de 100 mètres par niveau d'expérience possédé. Le magicien

doit clairement énoncer l'endroit où il veut que la cible apparaisse; par

exemple, à un endroit dans son champ de vision, ou encore "2000 mètres,

droit devant". Cette téléportation est sans erreur, la cible ne peut donc

pas réapparaître dans un endroit déjà occupé par de la matière solide.

Toutefois, ce sort ne préviendra pas la cible d'apparaître dans un terrain

dangereux.

Résistance magique V

(Abjuration)

Réversible

Portée: Contact

Composantes: V, S, M

Durée: 1 rd / niveau

Temps d'incantation: 1 rd

Zone d'effet: 1 créature

Jet de sauvegarde: Aucun

 Ce sort confère à la cible un résistance à la magie de 50 %. Si la

cible a une résistance naturelle à la magie, cette dernière est augmentée en

conséquence. Si elle bénéficie d'une résistance magique issue d'un objet

magique ou tout autre source extérieure, le sort sera sans effets.

 Le sort inverse, Vulnérabilité magique V, diminue la résistance magique

de la cible de 50 % si le jeteur réussi un jet pour toucher ; la cible

bénéficie toutefois de sa résistance magique pour éviter les effets du sort.

 La composante matérielle de ce sort est une partie du corps d'une

créature très résistante à la magie (Illithid, Ki-rin, etc. : la créature

devait avoir de son vivant au moins 70 % de résistance à la magie).

Sort indétectable de Murmure

(Altération)

Portée: 0

Composantes: V, S

Durée: 1 rd

Temps d'incantation: 1 rd

Zone d'effet: 1 sort

Jet de sauvegarde: Aucun

 Ce sort métamagique peut affecter tous les sorts de cinquième niveau ou

moins. Sa fonction est de rendre toutes les manifestations de ce sort

invisibles et inaudibles. Un sort offensif voit ses dommage diminuer de 2

par dé (avec cependant un minimum de 1 par dé), mais cela le rend

indécelable. Par exemple, une Boule de feu (Niveau 3) modifiée par ce sort

explosera normalement: sa chaleur et son impact seront présents mais le sort

sera indécelable, car invisible et inaudible.

 Notez que cela ne cachera pas le mage ni les victimes du sort,

seulement la portion visible du sort. Il ajoute 3 au temps d'incantation du

sort, qui devra être incanté au round suivant.

NOSKA TRADES' BIZARRE INSEMINATION 

(CONJURATION, NECROMANCY)

Temps d’incantation: 6 hours

Portée: Spéciale

ZE : 1 créature

Composants: V,S,M

Jdp: annule

Durée: 1 month

This spell enables the caster to impregnate the recipient, be it man, women, or beast, with either;

 i) the prodigy of the spell-caster

 ii) a random type II monster.

The impregnation forms anywhere on the creature, just under the skin. Over a period of one month the impregnation grows causing great pain to the recipient. The damage is 1 hp per jour for the first 23 jours and 2 hp per jour for the next 4 jours. On the 28th jour the impregnation breaks through the skin of the spell recipient, doing 5d4 hp damage, and appears as an infant of the creature chosen.

Physically removing the impregnation prematurely instantly kills it but also does 4d4 hp damage to the recipient. Dispel evil cast in the first week of impregnation will eliminate the effect.

The caster need know only the name of the recipient and posses some material of the type of creature being created and some material that was possessed by the spell recipient (with includes hair, etc.) within 24 hours of casting.

PILPIN'S ENHANCED ALARM

(ABJURATION, EVOCATION)

Niveau: 5 Temps d’incantation: 1 round

Portée: 0 Aire d’effet: Spécial

Components: V,S,M Jdp: None

Durée: 2 hours + 1 hour/niveau

This spell is a more powerful version of the ALARM spell. The mage causes a one-story building, with a base dimension of 400 feet by 400 feet, to react to the presence of any creature larger than one-half cubic foot in volume or about three pounds in weight. The mage can ALARM a multi-story building by reducing the base area proportionally. As soon as any creature enters the warded area, touches it, of otherwise contacts it without speaking a password established by the caster, the ENHANCED ALARM lets out a loud ringing that can be clearly heard throughout the area of effect and 100 yards beyond. The sound lasts for one round then ceases. Furthermore, if the mage is within the area of effect he/she will automatically know where the alarm was triggered. Ethereal or astrally projected creatures do not trigger the alarm, but flying or levitating, invisible, incorporeal, or gaseous creatures do.

The material components are a tiny, silver bell, a very fine silver wire, a piece of the building to be warded, and a pinch of powdered pineal gland.

PILPIN'S INSANITY

(ENCHANTMENT/CHARME)

Niveau: 5 Temps d’incantation: 5 segments

Portée: 5 yards/niveau Aire d’effet: 1 creature

Components: V,S,M Jdp: annule

Durée: Permanente

This spell can be rather harmless, or fatal. A person (as defined in CHARM PERSON) that does not save versus spells is struck with a random type of insanity. Roll a d20 on the following table to determine type (consult DMG pp.83 for explanations):

 1. dipsomania
11. mania

 2. kleptomania
12. lunacy

 3. schizoid
13. paranoia

 4. pathological
14. manic-lair depressive

 5. monomania
15. hallucinatory

 6. dementia insanity praecox
16. sado-masochism

 7. melancholia
17. homicidal

 8. megalomania mania
18. hebephrenia insanity

 9. delusional
19. suicidal mania

10. schizophrenia
20. catatonia

A person affected by this spell will not notice anything different about themself, and depending on the type of insanity, those around them may not notice any difference. The insanity is permanent unless negated by a HEAL, RESTORATION, (LIMITED) WISH, or a successful DISPEL MAGIC.

The material component of this spell is a nut shell from a tree standing alone in a field or plain, picked on a new moon, using a clean, white glove.

PILPIN'S POWER

(ENCHANTMENT)

Niveau: 5 Temps d’incantation: Spécial

Portée: Toucher Aire d’effet: Person touched

Components: V,S,M Jdp: None

Durée: Spécial

Pilpin, a greedy and jealous individual, saw that priests could imbue spells upon their followers. He decided that this ability could be used to increase his personal power and reach, as it has. This spell allows the mage to transfer a number of spells, and the ability to cast them, to a another person. Only non-spell-casters (including rangers under 8th niveau and paladins under 9th) with a minimum intelligence of 9 and at least one hit dice can receive this enchantment. The number and niveau of the spells transferred depends on the recipients niveau as follows:

 Niveau of Spells transferred

 Recipient

 1st One 1st-niveau

 3rd Two 1st-niveau

 5th Two 1st & one 2nd

 7th + Two 1st & two 2nd

Only spells with Temps d’incantations up to 1 round can be transferred (ie., FIND FAMILIAR, IDENTIFY, LEOMUND'S TRAP, and STRENGTH cannot be transferred). The transferred spells variable characteristics (range, duration, area of effect, etc.) function according to the niveau of the mage originally transferring the spell.

A mage who transfers spells to another creature loses the number of spells he has transferred until the recipient casts the transferred spells or is slain. For example, a 9th-niveau mage with four 1st- and three 2nd- niveau spells transfers MAGIC MISSILE, CHARM PERSON, and INVISIBILITY to a 6th-niveau thief. The mage can now have only two 1st- and two 2nd-niveau spells until the thief casts some of the transferred spells. If the thief casts MAGIC MISSILE and INVISIBILITY, the mage can now have three 1st- and all his 2nd-niveau spells (three).

The Temps d’incantation is 1 turn plus 1 round for every spell transferred. The material components are a drop of the caster's and recipient's blood.

ALPHA'S AURORA BOREALIS (EVOCATION)

Components: V,S,M

Portée: 0

Temps d’incantation: 3

Durée: Spécial Jdp: Spécial

Aire d’effet: 1'/niveau radius ring

This spell causes a sheet of dancing, shifting light to spring up around the caster, encompassing any area up to the maximum indicated by the caster's niveau. The Aurora will last as long as the caster concentrates on it (concentration can be maintained while moving at half-speed, but the caster cannot fight or cast other spells, though speech is allowed), and for an additional 1 round per niveau after he or she ceases concentration.

Any intelligent creature which views the shifting, dancing patterns of light must save vs. spells or stand fascinated, watching the interplay of colors and lights (cf. Hypnotic Pattern). A maximum of 2 HD/niveaus of creatures per niveau of the caster can be so affected.

Any creature actually touching the Aurora will suffer 2-12 points of damage, +1 point per niveau of the caster. Fungoid monsters, undead, and creatures native to the plane of shadow suffer 2-12 points of damage, +2 points per niveau, from the effects of this spell.

The material component of this spell is a clear gemstone or crystal prism worth not less than 100 g.p., a glowworm, and a pinch of phosphorus.

ALPHA'S BALEFIRE

(CONJURATION/SUMMONING)

Niveau: 5Composants: V,S,M

Portée: 0 Temps d’incantation: 5

Durée: Spécial Jdp: Spécial

Aire d’effet: 5' x 30' x 15' cone

This spell draws upon a nearly colorless arcane effluvium from the Plane of Shadow. This mystical stuff burns very hot and is extremely viscous, but rapidly dissolves in the thick substance of the Prime Material Plane. Those in the area of effect may attempt a save vs. breath weapon to avoid being covered in the stuff. If this save is successful, they are merely splashed with it. Even this small amount, however, is sufficient to cause half damage for the initial round, but it burns out in that single round. Those that fail to save and are struck fully by this ghastly stuff suffer d6 fire damage per two niveaus of the caster (rounded up), up to a maximum of 12d6. The Balefire clings to these poor victims and continues to inflict damage. The damage is reduced by 2d6 each round, and the it burns until all damage potential is exhausted. This shadow-stuff burns with a colorless fire that can only be extinguished by magical means (e.g. Wand of Flame Extinguishing, Fire Quench, Dispel Magic, or a magical cold spell such as Ice Storm, Cone of Cold, Wall of Ice, or Otiluke's Freezing Sphere, although spells involving ice may also cause impact damage to the would-be rescuee); even total immersion in water will have no effect on it. This flame is so hostile to natural (i.e. Prime Material) matter that it will burn through one inch of wood or soft metal, one quarter inch of hard metal, or one eighth inch of stone per die of damage that it would inflict to living targets each round it is active. Any individual who is struck fully (i.e. fails to save) must make item Jdps vs. magical fire for all exposed equipment in each round that the Balefire clings to him, though these saves are at +1 cumulative for each round after the first. Occasional dark green or red flickerings can be observed in an active Balefire. The material component is a standard opal (not a black or fire opal) worth at least 500 g.p. and a bit of pitch.

ALPHA'S BLUE BLAZE

(EVOCATION/CONJURATION)

Niveau: 5Composants: V,S

Portée: 0 Temps d’incantation: 5

Durée: Instantanné Jdp: Spécial

Aire d’effet: Fan-shaped area 50' long, 20' at terminus

By utterance and extending either arm, the caster causes a fan-like sheet of heated, purplish, acidic vapors and blue flames to leap forth from his or her outstretched hand. Any creature in the area of effect must save twice (once vs. the fire, once vs. the acid) or suffer 1d6/2 niveaus of the caster (rounding up) from each effect.

All exposed items must save vs. acid, regardless of the result of the save. Item saves vs. magical fire are only necessary if the a victim fails his save vs. that effect.

ALPHA'S INCANTATION OF ELEMENTAL DOMINATION

(ABJURATION/ENCHANTMENT)

Niveau: 5Composants: V,S,M

Portée: 0 Temps d’incantation: 1 turn

Durée: 3 tours/niveau Save: None

Aire d’effet: Caster only

In the casting of this spell, the wizard must choose one element to have dominance over. Elementals of this plane cannot approach within 5' of the caster or attack the caster in any way. The caster can forego this protection if desired, and attempt to charm the elemental (cf. Charm Monster), applying a -2 penalty to the save. If this is attempted, than this total ward against elementals is lost.

In any event, any elemental creature (water weird, xorn, etc.) is at -1 to hit and -1 per die of damage when attacking the caster. The caster makes all saves vs. thier attacks at +2. The casters own attacks are at +4 to hit (or -4 to the target's save) and +6 to damage. He can further affect any elemental creature with any weapon, regardless of its niveau of enchantment.

The caster may converse with creatures of the chosen element, and they will respect him if alignments are similar, or fear (if the caster appears strong) or hate and desire to slay (if the caster appears weak) if alignments are dissimilar.

The spell's association with one element results in a Jdp penalty to the caster while the spell is in effect, depending on which element is chosen. Air = -2 vs. fire; Earth = -2 vs. petrification; Fire = -2 vs. water or cold; Water = -2 vs. electricity.

The material component is a substantial amount (at least 1 cu' foot) of the element in opposition to the element the caster desires to dominate.

ALPHA'S LIGHTNINGARMOR

(ABJURATION/EVOCATION)

Niveau: 5 Comp: V,S,M

Portée: Toucher Temps d’incantation: 1 round

Durée: 3 rounds/niveau Jdp: None

Aire d’effet: Creature touched

Ths subject of this spell cannot be wearing metal armor of any sort, nor carrying a metallic weapon larger than a shortsword. Bracers are permissible. The creature touched is completely protected from electrical damage of any sort so long as the spell is in effect. This protection is not absolute, having a maximum absorption of 10 points of electrical damage per niveau of the caster. Damage is absorbed by the Lightningarmor after Jdps and any other protections have been taken into account. The creature under the effects of this spell carry a negative electrical charge, and skin-to-skin contact with another creature will cause 1d4 electrical damage with no Jdp, as will contact through a conductor. Anyone striking the protected creature with a con- ductive object must save vs. paralyzation at +1 or drop the object due to temp- orary numbness in the member holding the weapon. Those within 5' of of a char- acter with this spell in effect may catch a faint scent of ozone and feel their hair standing a bit on end. The material component of this spell is a bit of copper wire and glass thread wrapped in clay.

ALPHA'S MOONS OF MUNNOPOOR 

(EVOCATION/INVOCATION/ALTERATION)

Niveau: 5 Comp: V,S,M

Portée: 0 Temps d’incantation: 2 rounds

Durée: Spécial Jdp: None

Aire d’effet: Spécial

By the use of this spell, the caster calls upon the magical influences of the other-dimensional Moons of Munnopoor. The caster can call upon the power of one, two, or all three of the Moons. This spell always creates an area of light equal to the Moonlight spell, centered on the caster and moving with him or her. However, the area of effect is only 50% that of the normal Moonlight spell if one moon's power is invoked, 100% normal is two moons are called upon, and 150% normal if all three moons are utilized. This Moonlight has all of the effects of actual moonlight under a full moon, including effects on lycanthropes. The duration of this spell is also determined by the number of Moons called upon: if one Moon, the duration is 2 rounds per niveau of the cas- ter; if two, it's 1 round per niveau; and, if all three, it's 1 round per 2 niveaus of the caster. Besides the light produced by the images of the appropri- ate Moons appearing above the caster, each Moon provides a specific magic- enhancing effect as follows:

 Blue Moon: All water-related (including fog-, ice-, and steam-related)

 spells used by the caster gain a bonus of +1/die of damage (though not

 exceeding the normal maximum--e.g. an Ice Storm spell would inflict 3d10+3

 damage, up to a maximum of 30) if the spell causes physical damage, in-

 cluding the damage caused by summoned water elemental creatures; applies a

 penalty of -4 to Jdps and -20% to magic resistance to targets of

 spells which cause no hit point damage but do affect an unwilling target in

 some way; or increases the duration of other spells of this genre which do

 not fall into the above categories (e.g. Water Breathing, Wall of Fog),

 doubling duration if a 1st-3rd niveau spell, increasing by 50% if the spell

 is 4th-6th niveau.

 Bright Moon: All spells relating to stars, moons, and other astronomical

 phenomena are affected in the same way that water-related spells are

 affected by the Blue Moon.

 Silvery Moon: All mind-controlling and influencing spells used by the

 caster apply a -4 penalty to saves and a -20% penalty to magic resistance

 checks by targets of such spells.

The material components for this spell are a white pearl or sapphire to invoke the Blue Moon, a diamond for the Bright Moon, and a silver pearl or moonstone for the Silvery Moon. Whatever the combination of moons invoked, the spell also requires a piece of black velvet along with a crushed pearl and a crushed moonstone, and a pinch of diamond dust.

ALPHA'S SAINT ELMOS' FIRE

(EVOCATION)

Niveau: 5Composants: V,S,M

Portée: 5 yards/niveau Temps d’incantation: 5

Durée: 1 round/2 niveaus Jdp: Spécial

Aire d’effet: Spécial

This spell ionizes the air around the target of the spell, surrounding him or her with a blue-white, glowing nimbus of electrically charged air in a 5' radius. The target of the spell may save vs. breath weapon at -2 to avoid the spell. This save is at an additional -2 if the target is carrying large, mostly metallic weapons (e.g. swords, battle axes) or wearing partial metal armor (e.g. studded, ring), and at -4 if wearing full metal armor (scale or heavier). If successful, the target will suffer only 3d6 electrical damage as he or she dod- ges out of the area of effect, and the spell will then dissipate that round without a focus to coalesce about. If the save is failed, the victim will suf- fer 5d6 damage every round until a save vs. breath weapon (with modifiers as for the initial save, but with a +1 cumulative per round bonus) is successful, at which point the spell will dissipate. Any creature entering the 5' radius nimbus suffers 1d6 electrical damage with no save. Any creature that touches or is touched by the victim of the spell will suffer 3d6 damage with no save if the contact was skin-to-skin, or 2d6 if it was through a conductor. If the target is in water, the electricity will inflict 3d6 damage with any contact, 2d6 within 5', and 1d6 within 15'. The target of this spell may, if desired, intentionally try to use the nimbus of electricity and the personal electrical charge as a weapon. The caster may end this spell at any point, if desired. The material components are phosphorus, a bit of fur, amber, and a bit of cold iron.

ALPHA'S SHOOTING STARS

(CONJURATION/SUMMONING)

Niveau: 5Composants: V,S,M

Portée: 5'/niveau Temps d’incantation: 5

Durée: Instantanné Save: Spécial

Aire d’effet: Spécial

This spell creates glowing missiles with flaming trails, one for each six niveaus of the caster (dropping all fractions). The victim of the spell receives no Jdp, and suffers 4d6 damage from the impact and 8d6 from the fiery blast that accompanies the impact. All within 5 feet of the impact point are also in the blast radius, but they may save for half damage. The original intended target may attempt to save vs. petrification to avoid being struck, this save at -4 if within 20' and at -2 if within 40'. If this save fails, he suffers as above. If he succeeds, however, the shooting star(s) directed at him continue on in a straight line to the extent of their range, at which point they explode in a fiery burst as above. Anyone else in the path of the shooting star(s) must save as for the original intended target, or become the victim of the spell. If the caster has more than one missile, he may direct them at one or several targets as desired. Anyone within 5' of the path of the missile will suffer 2d6 (save for half) fire damage simply from the heat of the passage of the shooting star. The material component is a bit of meteoric iron and a piece of igneous rock.

ALPHA'S SPECTRAL HOUND

(CONJURATION/PHANTASM)

Niveau: 5Composants: V,S,M

Portée: Spécial Temps d’incantation: 1 turn

Durée: 6 tours/niveau Jdp: None

Aire d’effet: Spécial

This spell brings into being a quasi-real beast appearing as a war dog with black fur, gray ruff and tail, milky gray eyes, and insubstantial paws which make no sound. The creature will have average (8-10) intelligence and can converse with the caster in the common tongue. The creature can fight, attacking as a 2+2 HD monster and inflicting 2-8 points of damage per hit. It can, however, affect creatures struck only by magical weapons. The beast itself is AC 0, and can take up to half the caster's full hit points (rounding up) before being dispelled.

The Hound can track any creature known to the caster, provided the caster concentrates on a mental picture of the figure for 2 full rounds. The Hound can follow the trail of such a creature with 100% certainty, -5% per hour the trail is old. The Hound also has infravision to 90', can spot hidden (such as in shadows) things 80% of the time, invisible objects 65% of the time, and astral, ethereal, or out-of-phase things 50% of the time. The Hound normally moves at 12", though it can run at 24" for 3 rounds each hour. Further, the Hound may cross muddy or swampy ground, or even water, as if were solid, dry ground. The Hound leaves no tracks.

By concentrating for 1 full round, the caster can make use of the Hound's sensory abilities for as long as desired, though this does not allow communication beyond normal vocal range.

The Hound is unaffected by any spells which alter its form (flesh to stone, polymorph, etc.) or restrict or affect its movement (haste, slow, hold, etc.). If a mind control spell is cast upon the creature and it fails its save (Jdps of the Hound are as for the caster), then it wills itself out of existence. It is further immune to poison and death magics. The hound will speak only to the caster, and, if the caster is killed, feebleminded, charmed, or otherwise mentally incapacitated, then the hound will immediately cease to exist.

The material components of this spell are three canine statuettes; one of ivory or alabaster, one of silver or platinum, and one of jet, onyx, obsidian, or ebony. These statuettes must be worth at least 200 g.p. each, and, in the course of the spell, the three merge to become the Spectral Hound. When the spell ends, the Hound simply fades slowly out of existence.

ALPHA'S STAR-POWERED MAGERY

(INVOCATION)

Niveau: 5Composants: V,S,M

Portée: 0 Temps d’incantation: Spécial

Durée: Permanente Jdp: None

Aire d’effet: Self only

This spell can only be cast outdoors under a night sky where stars are visible. The spell requires 2 tours to cast for each niveau of spells the caster is able to cast (e.g. a 12th niveau wizard can cast 6 niveaus of spells, and so would require 12 tours). Upon completion of the spell, the caster's mind and body are refreshed and restored as though the caster had rested a full jour. 1-3 hit points, plus the caster's CON bonus, if any, are restored if the caster is at less than full health. The power of the spell also allows the caster to memorize spells in one-half the usual time, save for first niveau spells, which may be memorized in a single round. During the lengthy casting of this spell, the wizard is suffused with a pale white glow, and is fully aware of things going on nearby. If the spell is interrupted, either by being struck by an attack or voluntarily by the caster, then the effect is wasted and the caster must sleep for spells as usual. The material component is a diamond worth at least 1,000 g.p.

ALPHA'S STARSHIELD

(ALTERATION/ABJURATION)

Niveau: 5Composants: V,S,M

Portée: 0 Temps d’incantation: 1 round

Durée: 4 rounds + 1 round/niveau Jdp: None

Aire d’effet: Caster only

When this spell is cast, the wizard's body is sheathed in a nearly skin- tight magical screen. This screen has the appearance of a black night sky filled with stars. Whenever a light-related spell of any sort is cast at the creature using the Starshield, the spell will be harmlessly absorbed and re- directed back at the caster of the spell. This includes such spells as Light (if cast so as to blind), Color Spray, Sunray, and Prismatic Spray. An area- effect spell where the caster is the sole target will automatically be reflected in this way. Area-effect light spells in which others are also targeted have a chance of being intercepted and redirected by the caster as above equal to the caster's chance to negate the spell with a Dispel Magic spell. The protected wizard will be unaffected by the spell in any event and, if the spell is suc- cessfully absorbed, those behind the caster who would have been in the area of effect are spared the effects of the spell. By making a successful check as if to Dispel Magic, the caster may attempt to pass through a Prismatic Sphere or a Prismatic Wall. Darkness spells (e.g. Darkness 15' radius, Nystul's Black- mote, priest's Continual Darkness) will also be reflected, just as light spells are, and the caster may attempt a Jdp vs. death magic each round to attempt to see through any area of magical darkness within normal vision range. If outdoors under the night sky, the caster can see as if in broad jourlight, even through magical areas of darkness, and also absorbs stellar radiation, regenerating 1 hit point per round that the spell is in effect. The material component for this spell is a black sapphire and a star sapphire, both of which must be worth not less than 1000 g.p.

ALPHA'S WIZARD LIGHT

 (EVOCATION/ALTERATION)

Niveau: 5Composants: V,S,M

Portée: 10 yards/niveau Temps d’incantation: 1 round

Durée: 1 turn/niveau Jdp: None

Aire d’effet: 30' radius sphere

This spell creates a pearly-white globe of light equivalent to Continual Light (q.v.). Within the area of effect, all shadow and darkness (even of magical origin) is dispelled, and all hidden or invisible creatures or objects are outlined in a pale blue radiance which lasts as long as the Wizard Light itself, even if the object or creature so limned moves out of the area of effect. Further, all glyphs of warding, symbols, and other magical writings and wards are revealed, glowing a luminous blue, and the area of effect of such wards is similarly outlined. This spell does not reveal astral, ethereal, or out-of-phase creatures, nor does it reveal purely mechanical traps and secret doors, although traps or secret doors disguised by or utilizing magic will be revealed. A mage using the Duo-Dimesion (q.v.) spell would appear as a thin line of blue radiance in mid-air. This spell does not reveal what an illusion is hiding nor the appearance of an invis- ible creature (except for its outline), but merely reveals reveals its presence and location. Hence, a Cloak of Displacement is useless within the Wizard Light. The light does not "set off" magical guards, but it does reveal the form of glyphs and such things for possible identification and deactivation. The material component for this spell is a diamond worth at least 500 g.p.

Power Word, Silence

(Conjuration/Summoning) 

Composanst: V

Portée : 40 yards + 5 yards/niveau

Temps d’incantation: 1

Duration : 1 round/niveau

Jdp : None

Area of Effect : 1 yard/niveau radius

As the name implies, this spell causes total silence in the area of effect. No sound can enter, leave, or be heard within the area of effect, thus prohibiting spellcasting and verbal/sonic attacks. Of course, all affected may leave the area, freeing themselves from the effect. 

5-Mile Carrier

(Altération)
Portée: 0
Composants: V, S
Durée: Instantanée
TI: 1 turn
ZE: Spécial
Jdp: Aucun
Auteur: Unknown 

Ce sort extends the range of any other spell by up to 5 miles. It peut shoot autour de corners, mais not in a zig-zag shape, eg., you could cast it with lightning bolt to start the bolt on the other side of a hill, 2 miles away, mais the size of the bolt is still the same. 

Ability Suppressor 

(Altération)
Portée: 10 mètres par Ndm
Composants: V, S
Durée: 1d4 rounds + 1 round par Ndm
TI: 5
ZE: One créature ou object
Jdp: Annule
Auteur: Peter Gourlay <gourlay@slais.ubc.ca> 

Ce sort peut suppress an ability of toute créature ou object. For example, the regenerating power of a troll, breath weapon of a dragon, petrifying gaze of a medusa, ou niveau draining ability of a spectre peut be suppressed si la créature fails son Jdp. The spell peut also be cast on an object to remove one of son powers, such as the sharpness ability of a épée of sharpness ou the wall of fire power of a wand of fire. An object in the possession of a créature gains that créature's Jdp; other objets must save contre disintegration to avoid the spell. 

The ability ou power to be suppressed must be known in some detail. For example, the magicien could suppress the fiery breath weapon of a dragon, as long as the breath weapon was in some way fiery ou fire based. Purely natural effects, such as normal dommages from a épée, cannot be suppressed. 

Absorb Niveau Drain

 (Abjuration)
Portée: 0
Composants: V, S, M
Durée: 3 tours par Ndm ou until dispelled
TI: 5
ZE: Créature touchée
Jdp: Annule
Auteur: Unknown 

When cast on a subject, this spell absorbs the next niveau drain attack on the subject et is then used up. Eg., si the spell were cast on a target who was then later hit by deux spectres in the same round, the first hit would seulement do dommages et not drain niveaus mais the second hit would drain niveaus as normal. Le composant matériel de ce sort is a bit of sponge. 

Absorb Spell

 (Abjuration, Metamagic)
Portée: 0
Composants: V, S
Durée: 1 tour par Ndm
TI: 5
ZE: Le lanceur
Jdp: Aucun
Auteur: Peter Gourlay <gourlay@slais.ubc.ca> 

Ce sort permet the magicien to use hostile magic to recall previously cast spells. Any time that the magicien succèsly saves contre a spell, he peut use the magic to remember spells. The niveau du sort saved against is the number of niveaus that peut be remembered (if the magicien saves against a 6th-niveau spell, he peut remember a 6th-niveau spell, ou deux 3rd-niveau spells, etc.). This ability seulement recalls previously cast spells; absorbed points cannot be saved for future use. Area effect spells, innate spell-like abilities, les sorts that do not have a Jdp, et non-hostile (DM's discretion) les sorts sont not affected by absorb spell. 

Alpha's Aurora Borealis

 (Evocation)
Portée: 0
Composants: V, S, M
Durée: Spéciale
TI: 3
ZE: 1-foot par Ndm radius ring
Jdp: Spécial
Auteur: Jason Nelson <tjaden@blake.acs.washington.edu> 

Ce sort causes a sheet of dancing, shifting light to spring up autour de the magicien, encompassing any area up to the maximum indicated by the Ndm. The aurora borealis will last as long as the magicien concentrates on it (concentration peut be maintained while moving at half speed, mais the magicien cannot fight ou cast other spells, though speech is allowed), et for an additional 1 round par Ndm after he ceases concentration. 

Any intelligent créature which views the shifting, dancing patterns of light must save contre spell ou stand fascinated, watching the interplay of colours et lights (cf. hypnotic pattern). A maximum of 2 HD of créatures par Ndm of the magicien peut be so affected. 

Toute créature actually touching the Aurora souffrira 2d6 points of dommages, +1 point par Ndm of the magicien. Fungoid monsters, undead, et créatures native to the plane of shadow suffer 2d6 + 2 points par Ndm of the caster of dommages from the effects de ce sort. 

Le composant matériel de ce sort is a clear gemstone ou crystal prism worth not less than 100 gp, a glowworm, et a pinch of phosphorus. 

Alpha's Balefire

 (Conjuration/Invocation)
Portée: 0
Composants: V, S, M
Durée: Spéciale
TI: 5
ZE: 5x30x15 feet cone
Jdp: Spécial
Auteur: Jason Nelson <tjaden@blake.acs.washington.edu> 

Ce sort draws upon a nearly colourless arcane effluvium from the plane of shadow. This mystical stuff burns very hot et is extremely viscous, mais rapidly dissolves in the thick substance of the prime material plane. Those in l’ aire d’effet may attempt a Jdp contre breath weapon to avoid being covered in the stuff. Si this Jdp is succès, they sont merely splashed with it. Even this small amount, however, is sufficient to cause half dommages for the initial round, mais it burns out in that single round. Those that fail to save et sont struck fully by this ghastly stuff suffer 1d6 fire dommages per deux niveaus of the magicien (rounded up), up to a maximum of 12d6. The balefire clings to these poor victims et continues to inflict dommages. 

The dommages is reduced by 2d6 each round, et the it burns until all dommages potential is exhausted. 

This shadow-stuff burns with a colourless fire that peut seulement be extinguished by magical means (eg., wand of flame extinguishing, fire quench, dispel magic, ou a magical cold spell such as ice storm, cone of cold, wall of ice, ou Otiluke's freezing sphere, although les sorts involving ice may also cause impact dommages to the would-be rescuee); even total immersion in water will have no effect on it. This flame is so hostile to natural (i.e., prime material) matter that it will burn through one inch of wood ou soft metal, one quarter inch of hard metal, ou one eighth inch of stone per die of dommages that it would inflict to living targets each round it is active. 

Any individual who is struck fully (i.e., fails to save) must make item Jdps contre magical fire for all exposed equipment in each round that the balefire clings to him, though these Jdps sont at +1 cumulative for each round after the first. Occasional dark green ou red flickerings peut be observed in an active balefire. Le composant matériel is a standard opal (not a black ou fire opal) worth at least 500 gp et a bit of pitch. 

Alpha's Blue Blaze

 (Conjuration, Evocation)
Portée: 0
Composants: V, S
Durée: Instantanée
TI: 5
ZE: 50-foot long, 20-foot wide at end cone
Jdp: Spécial
Auteur: Jason Nelson <tjaden@blake.acs.washington.edu> 

By extending either arm, the magicien causes a fan-like sheet of heated, purplish, acidic vapours et blue flames to leap forth from his outstretched hand. Toute créature in l’ aire d’effet must save twice (once contre fire, once contre acid) ou suffer 1d6 per 2 niveaus of the magicien (rounding up) from each effect. 

All exposed items must save contre acid, regardless of the result of the Jdp. Item Jdps contre magical fire sont seulement necessary si the a victime fails his Jdp contre that effect. 

Alpha's Incantation of Elemental Domination

 (Abjuration, Enchantement)
Portée: 0
Composants: V, S, M
Durée: 3 tours par Ndm
TI: 1 turn
ZE: Le lanceur
Jdp: Aucun
Auteur: Jason Nelson <tjaden@blake.acs.washington.edu> 

In the casting de ce sort, the magicien must choose one element to have dominance over. Elementals of this plane cannot approach within 5 feet of the magicien ou attack the magicien in any way. Le magicien peut forego this protection si désiré, et attempt to charm the élémentaire (cf. 

charm monster), applying a -2 penalty to the Jdp. Si this is attempted, than this total ward against elementals is lost. 

In any event, toute créature élémentaire (water weird, xorn, etc.) is at -1 to-hit et -1 per die of dommages when attacking the magicien. Le magicien makes all Jdps contre their attacks at +2. Le magiciens own attacks sont at +4 to-hit (or -4 to the target's Jdp) et +6 to dommages. He peut further affect toute créature élémentaire with any weapon, regardless of son niveau of enchantement. 

Le magicien may converse avec les créatures of the chosen element, et they will respect lui si alignments sont similar, ou fear (if the magicien appears strong) ou hate et desire to slay (if the magicien appears weak) si alignments sont dissimilar. 

The spell's association with one element results in a Jdp penalty to the magicien while the spell is in effect, depending on which element is chosen: 

	PRIVATE
<TBODY>Element 
	Jdp Penalty 

	Air 
	-2 contre fire 

	Earth 
	-2 contre petrification 

	Fire 
	-2 contre water ou cold 

	Water 
	-2 contre électricicé </TBODY>


Le composant matériel is a substantial amount (at least 1 cubic foot) of the element in opposition to the element the magicien desires to dominate. 

Alpha's Lightningarmour

 (Abjuration, Evocation)
Portée: 0
Composants: V, S, M
Durée: 3 rounds par Ndm
TI: 1 round
ZE: Créature touchée
Jdp: Aucun
Auteur: Jason Nelson <tjaden@blake.acs.washington.edu> 

The subject de ce sort cannot be wearing metal armour of any sort, nor carrying a metallic weapon larger than a shortépée. Bracers sont permissible. La créature touchée is completely protected from electrical dommages of any sort so long as the spell is in effect. This protection is not absolute, having a maximum absorption of 10 points of electrical dommages par Ndm of the magicien. Dommages is absorbed by the lightningarmour after Jdps et any other protections have been taken into account. 

A créature under the effects de ce sort carries a negative electrical charge, et skin-to-skin contact with another créature will cause 1d4 electrical dommages with no Jdp, as will contact through a conductor. Anyone striking the protected créature with a conductive object must save contre paralysation at +1 ou drop the object due to temporary numbness in the member holding the weapon. Those within 5 feet of a character with this spell in effect may catch a faint scent of ozone et feel their hair standing a bit on end. Le composant matériel de ce sort is a bit of copper wire et glass thread wrapped in clay. 

Alpha's Moons of Munnopoor

 (Altération, Invocation/Evocation)
Portée: 0
Composants: V, S, M
Durée: Spéciale
TI: 2 rounds
ZE: Spécial
Jdp: Aucun
Auteur: Jason Nelson <tjaden@blake.acs.washington.edu> 

By the use de ce sort, the magicien calls upon the magical influences of the other-dimensional lunes of Munnopoor. Le magicien peut call upon the power of one, two, ou all three of the lunes. Ce sort always crée une aire of light equal to the lunelight spell, centred on the magicien et moving with lui. Cependant , l’ aire d’effet is seulement 50% that of the normal lunelight si one lune's power is invoked, 100% normal is deux lunes sont called upon, et 150% normal si all three lunes sont utilised. This lunelight has all of the effects of actual lunelight under a full lune, including effects on lycanthropes. La durée de ce sort is also determined by the number of lunes called upon: si one lune, the duration is 2 rounds par Ndm of the magicien; si two, it's 1 round par Ndm; and, si all three, it's 1 round per 2 niveaus of the magicien. Besides the light produced by the images of the appropriate lunes appearing above the magicien, each lune provides a specific magic-enhancing effect as follows: 

Blue lune. All water-related (including fog-, ice-, et steam-related) les sorts used by the magicien gain a bonus of +1 per die of dommages (though not exceeding the normal maximum - eg., an ice storm spell would inflict 3d10+3 dommages, up to a maximum of 30) si the spell causes physical dommages, including the dommages caused by summoned water élémentaire créatures; applies a penalty of -4 to Jdps et -20% to magic resistance to targets of les sorts which cause no hit point dommages mais do affect an unwilling target in some way; ou increases the duration of other les sorts of this genre which do not fall into the above categories (eg.: water breathing, wall of fog), doubling duration si it is a 1st- up to 3rd-niveau spell, increasing by 50% si the spell is fourth up to sixth niveau. 

Bright lune. All les sorts relating to stars, lunes, et other astronomical phenomena sont affected in the same way that water-related les sorts sont affected by the blue lune. 

Silvery lune. All mind-controlling et influencing les sorts used by the magicien apply a -4 penalty to Jdps et a -20% penalty to magic resistance checks by targets of such spells. 

Les composants matériels for this spell sont a white pearl ou sapphire to invoke the blue lune, a diamond for the bright lune, et a argent pearl ou lunestone for the silvery lune. Whatever the combination of lunes invoked, the spell also requires a piece of black velvet along with a crushed pearl et a crushed lunestone, et a pinch of diamond dust. 

Alpha's Saint Elmo's Fire

 (Evocation)
Portée: 5 mètres par Ndm
Composants: V, S, M
Durée: 1 round per 2 niveaus
TI: 5
ZE: Spécial
Jdp: Spécial
Auteur: Jason Nelson <tjaden@blake.acs.washington.edu> 

Ce sort ionises the air autour de la cible du sort, surrounding lui with a blue-white, glowing nimbus of electrically charged air in a 5-foot radius. The target du sort may save contre breath weapon at -2 to avoid the spell. This Jdp is at an additional -2 si la cible is carrying large, mostly metallic weapons (eg.: épées, battle axes) ou wearing partially metallic armour (eg.: studded leather, ring mail), et at -4 si wearing full metal armour (scale mail ou heavier). 

Si c’est un succès, la cible souffrira seulement 3d6 electrical dommages as he dodges out of l’ aire d’effet, et the spell will then dissipate that round without a focus to coalesce about. Si the Jdp is failed, the victime souffrira 5d6 dommages every round until a Jdp contre breath weapon (with modifiers as for the initial Jdp, mais with a +1 cumulative per round bonus) is succès, at which point the spell will dissipate. 

Toute créature entering the 5-foot radius nimbus suffers 1d6 electrical dommages with no Jdp. Toute créature that touches ou is touched by the victime du sort souffrira 3d6 dommages with no Jdp si the contact was skin-to-skin, ou 2d6 si it was through a conductor. Si la cible is in water, the électricicé will inflict 3d6 dommages with any contact, 2d6 within 5 feet, et 1d6 within 15 feet. The target de ce sort may, si désiré, intentionellement try to use the nimbus of électricicé et the personal electrical charge as a weapon. Le magicien may end this spell at any point, si désiré. Les composants matériels sont phosphorus, a bit of fur, amber, et a bit of cold iron. 

Alpha's Shooting Stars

 (Conjuration/Invocation)
Portée: 5 feet par Ndm
Composants: V, S, M
Durée: Instantanée
TI: 5
ZE: Spécial
Jdp: Spécial
Auteur: Jason Nelson <tjaden@blake.acs.washington.edu> 

Ce sort crée glowing missiles with flaming trails, one for each six niveaus of the magicien (dropping all fractions). The victime du sort receives no Jdp, et suffers 4d6 dommages from the impact et 8d6 from the fiery blast that accompanies the impact. All within 5 feet of the impact point sont also in the blast radius, mais they may save for half dommages. The originally intended target may attempt to save contre petrification to avoid being struck, this Jdp being at -4 si within 20 feet et at -2 si within 40 feet. Si this Jdp fails, he suffers as above. Si he succeeds, however, the shooting star(s) directed at lui continue on in a straight line to the extent of their range, at which point they explode in a fiery burst as above. 

Anyone else in the path of the shooting star(s) must save as for the original intended target, ou become the victime du sort. 

If the magicien has more than one missile, he may direct them at one ou several targets as desired. Anyone within 5 feet of the path of the missile souffrira 2d6 (save for half) fire dommages simply from the heat of the passage of the shooting star. Le composant matériel is a bit of meteoric iron et a piece of igneous rock. 

Alpha's Spectral Hound

 (Conjuration, Phantasm)
Portée: Spécial
Composants: V, S, M
Durée: 6 tours par Ndm
TI: 1 turn
ZE: Spécial
Jdp: Aucun
Auteur: Jason Nelson <tjaden@blake.acs.washington.edu> 

Ce sort amène into being a quasi-real beast appearing as a war dog with black fur, grey ruff et tail, milky grey eyes, et insubstantial paws which make no sound. La créature will have average (8-10) Intelligence et peut converse with the magicien in the common tongue. La créature peut fight, attacking as a 2+2 HD monster et inflicting 2d4 points of dommages per hit. It can, however, affect créatures struck seulement by magical weapons. The beast itself is AC 0, et peut take up to half the magicien's full hit points (rounding up) before being dispelled. 

The spectral hound peut track toute créature known to the magicien, provided the magicien concentrates on a mental picture of the figure for 2 full rounds. The hound peut follow the trail of such a créature with 100% certainty, -5% per hour the trail is old. The hound also has infravision to 90 feet, peut spot hidden (such as in shadows) things 80% of the time, invisible objets 65% of the time, et astral, ethereal, ou out-of-phase things 50% of the time. The hound normally moves at 12, though it peut run at 24 for 3 rounds each hour. Further, the hound may cross muddy ou swampy ground, ou even water, as si were solid, dry ground. The hound leaves no tracks. 

By concentrating for one full round, the magicien peut make use of the hound's sensory abilities for as long as desired, though this does ne permet pas communication beyond normal vocal range. 

The hound is unaffected by tous les sorts which alter son form (flesh to stone, polymorph, etc.) ou restrict ou affect son mouvement (haste, slow, hold monster, etc.). Si a mind control spell is cast upon la créature et it fails son Jdp (Jdps of the hound sont as for the magicien), then it wills itself out of existence. It is further immune to poison et death magics. The hound will speak seulement to the magicien, and, si the magicien is killed, feebleminded, charmed, ou otherwise mentally incapacitated, then the hound will immediately cease to exist. 

Les composants matériels de ce sort sont three canine statuettes; one of ivory ou alabaster, one of argent ou platinum, et one of jet, onyx, obsidian, ou ebony. These statuettes must be worth at least 200 gp each, and, in the course du sort, the three merge to become the spectral hound. When the spell ends, the hound simply fades slowly out of existence. 

Alpha's Star-Powered Magery

 (Invocation)
Portée: 0
Composants: V, S, M
Durée: Permanentee
TI: Spécial
ZE: Le lanceur
Jdp: Aucun
Auteur: Jason Nelson <tjaden@blake.acs.washington.edu> 

Ce sort peut seulement be cast outdoors under a night sky where stars sont visible. The spell requires 2 tours to cast for each niveau of les sorts the magicien is able to cast (eg., a 12th-niveau magicien peut cast 6 niveaus of spells, et so would require 12 tours). Upon completion du sort, the magicien's mind et body sont refreshed et restored as though the magicien had rested a full jour. 1d3 HP, plus the magicien's Constitution bonus, si any, sont restored si the magicien is at less than full health. The power du sort also permet the magicien to memorise les sorts in half the usual time, save for 1st-niveau spells, which may be memorised in a single round. During the lengthy casting de ce sort, the magicien is suffused with a pale white glow, et is fully aware of things going on nearby. Si the spell is interrupted, either by being struck by an attack ou voluntarily by the magicien, then the effect is wasted et the magicien must sleep for les sorts as usual. Le composant matériel is a diamond worth at least 1000 gp. 

Alpha's Starshield

 (Abjuration, Altération)
Portée: 0
Composants: V, S, M
Durée: 4 rounds + 1 round par Ndm
TI: 1 round
ZE: Le lanceur
Jdp: Aucun
Auteur: Jason Nelson <tjaden@blake.acs.washington.edu> 

When this spell is cast, the magicien's body is sheathed in a nearly skin-tight magical screen. This screen has the appearance of a black night sky filled with stars. Whenever a light-related spell of any sort is cast at la créature using the starshield, the spell will be harmlessly absorbed et redirected back at the caster du sort. This includes such les sorts as light (if cast so as to blind), colour spray, sunray, et prismatic spray. An area effect spell where the magicien is the sole target will automatically be reflected in this way. Area effect light les sorts in which others sont also targeted have a chance of being intercepted et redirected by the magicien as above equal to the magicien's chance to negate the spell with a dispel magic spell. 

The protected magicien will be unaffected by the spell in any event, et si the spell is succèsly absorbed, those behind the magicien who would have been in l’ aire d’effet sont spared the effects du sort. By making a succès check as si to dispel magic, the magicien may attempt to pass through a prismatic sphere ou a prismatic wall. Darkness les sorts (eg. darkness, 15-foot radius, Nystul's blackmote, ou the priest's continual darkness) will also be reflected, just as light les sorts are, et the magicien may attempt a Jdp contre death magic each round to attempt to see through any area of magical darkness within normal vision range. Si outdoors under the night sky, the magicien peut see as si in broad jourlight, even through magical areas of darkness; et he will also absorbs stellar radiation, regenerating 1 HP per round that the spell is in effect. Le composant matériel for this spell is a black sapphire et a star sapphire, both of which must be worth not less than 1000 gp. 

Alpha's Wizard Light

 (Altération, Evocation)
Portée: 10 mètres par Ndm
Composants: V, S, M
Durée: 1 tour par Ndm
TI: 1 round
ZE: 30-foot radius sphere
Jdp: Aucun
Auteur: Jason Nelson <tjaden@blake.acs.washington.edu> 

Ce sort crée a pearly-white globe of light equivalent to continual light (q.v.). Within l’ aire d’effet, all shadow et darkness (even of magical origin) is dispelled, et all hidden ou invisible créatures ou objets sont outlined in a pale blue radiance which lasts as long as the magicien light itself, even si the object ou créature so outlined moves out of l’ aire d’effet. Further, all glyphs of warding, symbols, et other magical writings et wards sont revealed, glowing a luminous blue, et l’ aire d’effet of such wards is similarly outlined. 

Ce sort does not reveal astral, ethereal, ou out-of-phase créatures, nor does it reveal purely mechanical traps et secret doors, although traps ou secret doors disguised by ou utilising magic will be revealed. 

A magicien using duo-dimension (q.v.) would appear as a thin line of blue radiance in mid air. Ce sort does not reveal what an illusion is hiding nor the appearance of an invisible créature (except for son outline), mais merely reveals son presence et location. Hence, a cloak of displacement is useless within the magicien light. The light does not set off magical guards, mais it does reveal the form of glyphs et such things for possible identification et deactivation. Le composant matériel for this spell is a diamond worth at least 500 gp. 

And One for Jenny et the Wimp

 (Abjuration)
Portée: 10 yards
Composants: V, S
Durée: 1 round par Ndm
TI: 5
ZE: 3 créatures
Jdp: Aucun
Auteur: Unknown 

Ce sort is the same as boot-to-the-head (q.v.) except that la cible créature, et the deux créatures nearest to it (that sont within the spell range) each have boots kicking them in the head. Invocation is the same, except that the foot is kicked three times et the caster must say: 

"boot to the head... et one for Jenny et the wimp". 

Animate Ghoul

 (Nécromancie)
Portée: 10 yards
Composants: V, S
Durée: Permanentee
TI: 1 round
ZE: Spécial
Jdp: Aucun
Auteur: Peter Gourlay <gourlay@slais.ubc.ca> 

Ce sort crée a higher form of undead, a ghoul, from the body of any humanoid smaller than an ogre. The body must be reasonably intact, et must have obtained at least fifth niveau in any class before death. 

The ghoul usually obeys the commands of son animator, though it is free willed. Si the magicien appears weak ou vulnerable, the ghoul will tour on lui. This is not a common occurrence, as ghouls tend to be cowards. They will not carry out suicidal requests. 

Animate Skeletal Warrior

 (Nécromancie)
Portée: 10 yards
Composants: V, S, M
Durée: 1d4 rounds + 1 round par Ndm
TI: 5
ZE: Spécial
Jdp: Aucun
Auteur: Peter Gourlay <gourlay@slais.ubc.ca> 

Ce sort animates one ou more skeletons to serve the magicien as powerful warriors. A magicien peut animate one skeleton warrior per five niveaus of experience (round all fractions down). These skeletons have the following statistics: MV 12, AC 3, 8 HD, THAC0 13, Number of Attacks 2/1, Dommages per attack 1d8 + chill (-1 to-hit, to dommages et to Jdps for 1d4 tours, no Jdp, multiple hits sont cumulative), they have a magic resistance of 10%, they receive seulement half dommages from slashing ou piercing weapons, holy water inflicts 3d4 dommages on them, they sont immune to sleep, charm, fear, hold, et paralysis; they receive seulement half dommages from cold et fire; they regenerate 1 hit point per round (even si "killed": seulement fire et acid dommages is permanent), their gaze causes paralysis (Jdp to avoid; duration 2d4 rounds; this ability peut be used every three rounds, starting on the third round of combat). 

Les composants matériels de ce sort sont human (only) skeletons that sont reasonably intact et a drop of blood from the magicien. When the spell's duration ends, the skeletons crumble into dust. Only evil magiciens use this spell frequently; others may suffer alignment changes. 

Anti-Anti-Magic Shell

 (Evocation)
Portée: 0
Composants: V, S
Durée: 1 tour par Ndm
TI: 1
ZE: 1-foot par Ndm diameter
Jdp: Aucun
Auteur: Kenneth C. Jenks <kjenks@gothamcity.jsc.nasa.gov> 

Ce sort prevents the effects of an anti-magic shell within son aire d’effet, provided that this spell is cast prior to the anti-magic shell. 

Ce sort was researched by Grimbor. 

Area Effect Non-Detection

 (Abjuration, Metamagic)
Portée: 10 feet par Ndm
Composants: V, S, M
Durée: 1 hour par Ndm
TI: 5
ZE: 3-foot par Ndm radius sphere
Jdp: Spécial
Auteur: Kai Rottenbacher <c/o uwagner@orville.zdv.uni-mainz.de> 

Ce sort is similar to the 3rd-niveau non-detection, mais it affects une aire (see above). It peut be linked to a créature so that l’ aire d’effet moves with la créature. As it is a higher-powered version of non-detection, it peut be used to protect even from true seeing (in a very limited form: si a user of any form of true seeing tries to penetrate this form of non-detection, the caster de ce sort gets a Jdp modified by a -1 for every niveau of the opposing caster above his own, mais he does not gain any bonuses si he is above the opposing caster's niveau). Si this non-detection is linked to a créature, it gains the Jdp instead of the caster. Si la créature has a magic resistance, it peut be used at one quarter (round down) of son usual chance to help protect the linked créature et any others within the sphere from detection of any kind. 

Le composant matériel is a complete et previously unopened nutshell, which has been completely filled with fool's gold created by the fool's gold spell (don't use iron spar). This nutshell has to be coated in a layer of platinum so that it gives a perfect sphere with no indication as to what it contains. This has to cost no less than 5000 gp. On this sphere, one non-detection spell is cast. At this stage it peut be used as a composant matériel for this spell. 

Auralon's Deflective Plates

 (Evocation)
Portée: 0
Composants: V, S, M
Durée: 1 tour par Ndm
TI: 5
ZE: Le lanceur
Jdp: Aucun
Auteur: Mark A. Robinson <jarvis@eleazar.darthmouth.edu> 

Casting de ce sort crée up to five glowing, circular plates of force which hang in the air in a 3-foot radius autour de the magicien. These plates move to deflect magical energies aimed at the magicien of which the latter is aware. The plates sont effective against magical rays, beams, bolts et missiles from both les sorts et magic items. The target of these offensive les sorts has seulement a cumulative 15% chance per plate to be protected against totally accurate les sorts (such as magic missile), mais a 19% chance per plate of avoiding magic requiring a to-hit roll (such as lightning bolt). 

Upon impact with the plates, the offensive magic is deflected at full strength in a random direction away from la cible (roll 1d4 for height: 1 ou 2: same height, 3 ou 4: up; roll 1d6 for direction relative to the defender: 1: left, 2: left et front, 3: up in front ou back at rival magicien, 4: right et front, 5: right, 6: either straight up ou is absorbed et destroys a plate). The plates peut be brought down by disintegrate ou dispel magic, impact with a rod of cancellation ou shatter (destroys one plate), ou a limited wish ou wish. The plates do not protect against non-magical attacks ou magical attacks of a type not listed above. 

At the end du sort's duration, the plates disappear deux per round until all sont gone. Les composants matériels for this spell sont tiny disks cut from 50 gp gems, one for each plate to be invoked; the disks sont used up in the casting. 

Auralon's deflective plates is a spell Auralon devised in his spare time while serving under the Mageoclave, et before becoming a member of that group. 

Avian Call

 (Conjuration/Invocation)
Portée: 120 yards
Composants: V, S, M
Durée: 1 round par Ndm
TI: 5
ZE: Spécial
Jdp: Aucun
Auteur: Peter Gourlay <gourlay@slais.ubc.ca> 

Ce sort is basically similar to dog call. Le magicien summons 1 HD par Ndm of avians. La créatures summoned peut seulement be used in combat. Only one type of créature peut be summoned per casting de ce sort: all remainders sont lost. None of these créatures peut be used as a mount, not even in combat. 

	PRIVATE
<TBODY>Wizard's Niveau 
	Summoned Avians 

	9-11 
	blood hawk (1 HD), hippogriff (4 HD) 

	12-14 
	giant owl, giant eagle 

	15-17 
	griffon 

	18+ 
	wyvern (9 HD), dragonne (9 HD) </TBODY>


Le magicien may always choose to summon avians from a lower niveau. Le composant matériel de ce sort is a feather. 

Azura's Death Shadow

 (Conjuration/Invocation, Nécromancie)
Portée: 0
Composants: V, S, M
Durée: 1 jour par Ndm
TI: 1 round
ZE: Person touched
Jdp: Aucun
Auteur: Jonathon Salazar (The Adept's Spellbook) 

Upon casting a death shadow, the magicien amène forth a Spécial créature from the élémentaire plane of shadow. The recipient of the death shadow feels a chilling sensation followed by warmth as it merges with his actual shadow. Thereafter, once a situation occurs where the recipient takes a death stroke of any sort (failing to save contre poison, taking dommages from an attack which causes death etc.) the shadow pushes lui to a place of safety et takes the death stroke itself, disappearing in a black puff of smoke. The spell may last up to one jour per spell niveau of the magicien before the shadow departs. 

Note that the death shadow does not provide an instant escape route from certain death (being immersed in acid, falling off a cliff, etc.). It merely takes one death blow which would have normally killed the character, et there must be an immediate place of safety within 10 feet for the shadow to place son host. Les composants matériels for this spell sont coal, Spécial incense (value 200 gp), et a drop of blood, all of which sont burned at the start of casting. 

Azura's Soul Whip

 (Evocation, Nécromancie)
Portée: 20 yards
Composants: V, S, M
Durée: 1 round per 2 niveaus
TI: 5
ZE: Spécial
Jdp: Aucun
Auteur: Jonathon Salazar (The Adept's Spellbook) 

When the magicien casts the soul whip, he crée a shimmering ebony tendril which lashes out at one specific créature within 20 feet. A to-hit roll is necessary, mais the whip strikes once per round as a monster of the magicien's Hit Dice, et on an unmodified roll of 20, the whip entangles son victime for 1d4+1 rounds (no to-hit needed during that time). Whenever the weapon touches son target, it inflicts 1d8+3 dommages points, et these points sont immediately gained by the spell magicien et heals any dommages previously incurred. Si the magicien's hit points rise above maximum normal hit points, then the extra points will remain for seulement 1 turn. Le composant matériel is a small leather whip. 

Ball of Iron

 (Evocation)
Portée: 5 mètres par Ndm
Composants: V, S, M
Durée: Permanentee
TI: 5
ZE: 1-foot radius par Ndm sphere
Jdp: 1/2
Auteur: Joe Colleran <jnc4p@uva.pcmail.virginia.edu> 

Ball of iron is a Spécial form du sort wall of iron, useful for offensive combat. Any spellcaster who has wall of iron peut cast ball of iron et vice versa. The spell does 1d10 points of dommages for every deux niveaus du sortcaster, rounded down, to anything hit by it (i.e.: 

5d10 at tenth, 6d10 at thirteenth, etc.). Further, si the Jdp is failed, there is a percentage chance equal to 10 plus the Armour Class of la cible that a limb (i.e.: an arm ou leg, not the head) is crushed under the ball et rendered useless. Huge et gargantuan créatures (12 feet ou higher) sont immune to limb crushing. For purposes of breaking down portals, the ball strikes with a force equal to 25 Strength. Moving the ball (not lifting it) also requires 25 Strength. 

The ball does siege dommages (see the AD&D Battlesystem) equal to a heavy catapult ou a boulder thrown by a storm giant, whichever is greater. 

Blade Dance

 (Enchantement)
Portée: 30 yards
Composants: V, S, M
Durée: 1 round
TI: 4
ZE: One weapon
Jdp: Aucun
Auteur: Jason Riek (Karaieth) <jriek@shs.mv.com> 

Le lanceur peut enchant one weapon, which will attack by itself on the round following the casting. The weapon will attack once for every niveau of the caster, using attack rolls of a fighter of half his niveau, doing normal dommages, attacking whomever the magicien chooses. The weapon attacks once on initiative 0, once on initiative 1, etc. until it has used up all of son attacks. Le magicien peut act normally on the round the weapon is attacking. Le composant matériel de ce sort is a small platinum dagger of at least 500 gp value. 

Blades of Fury 

(Illusion/Phantasm)
Portée: 30 feet
Composants: V, S, M
Durée: 1 round par Ndm
TI: 6
ZE: Spécial
Jdp: Spécial
Auteur: Ally's Spellbook <knudsenm@wpsmtp.ohsu.edu> 

Ce sort amène into being illusionary longépées that strike créatures designated by the caster. One épée per three niveaus is created et may be divided among targets as the caster wishes. Note that it takes a round of concentration to redirect épées to a new target mais any ou all épées may be redirected in that single round. 

Each épée does dommages as a magic missile. Every current target créature is allowed a Jdp, et si the Jdp succeeds, it takes no dommages from the épée. Creatures believing the illusion cannot succèsly cast les sorts requiring semantic components. Le composant matériel de ce sort is a 2 foot long, finely crafted longépée. 

Blizzard

 (Evocation)
Portée: 10 mètres par Ndm
Composants: V, S, M
Durée: 1 round par Ndm
TI: 5
ZE: 5-foot par Ndm radius area (100-foot maximum)
Jdp: Spécial
Auteur: Unknown 

Ce sort causes a blizzard to hit l’ aire d’effet, resulting in the following: mouvement rate is cut in half due to drifts et wind, no missile fire ou flying due to wind, et all normal flames sont extinguished. This will negate a heat metal spell, et affects magical fires as si they had been hit with a dispel magic. There sont no Jdps contre these effects. 

In addition, great chunks of ice et snow fall within l’ aire d’effet, causing 3d12 points of dommages per round to anyone caught inside. 

A succès Jdp contre spell reduces this dommages to half the normal amount. Les composants matériels required for this spell sont five acorns et any semi-precious gem worth at least 100 gp. 

Bone Splinter 

(Evocation)
Portée: 0
Composants: V, S, M
Durée: 1 round per 5 niveaus
TI: 5
ZE: Créature touchée
Jdp: Spécial
Auteur: Allan J. Mikkola <allanm@vulcan.med.ge.com> 

Once this spell is cast, it will affect a single target that must be hit in melee by the magicien. The target souffrira a minor bone fracture when affected by this spell. Si the magicien misses, additional attacks may be made in following rounds, as long as the spell duration allows. 

The spell ends when a hit is scored, ou when the duration expires, whichever comes first. 

Le magicien uses his normal THAC0 with a +1 to-hit bonus, mais must make a called shot (see the Complete Fighter's Handbook for details) to one of the hit locations listed below; the appropriate to-hit modifier must be applied to the combat roll. Normal attacks sont not considered accurate enough to do any real dommages with this spell. 

The possible hit locations, along with their combat modifier, restrictions, et effects sont as follows: 

	PRIVATE
<TBODY>Place 
	To-Hit
Modif 
	Effects 

	head 
	-8 
	minor skull fracture: 2d8 points of dommages (save contre 
spell for half dommages). 

	arm* 
	-4 
	minor broken arm: -2 to Strength et Dexterity when using 
this arm; -2 to-hit, ou shield worthless 50% of the time. 

	leg* 
	-4 
	minor broken leg: -2 to Dexterity when using this leg (i.e., 
defensive adjustment); mouvement rate is at three quarters 
normal. 

	ribs 
	-4 
	cracked rib: loss of 1d4 Constitution points et suffer 1d6 
points of dommages (no Jdp). 

	spine** 
	-8 
	cracked vertebrae: save contre spell ou become paralysed for 
2d10 rounds. 

	pelvis 
	-4 
	minor hip fracture: -4 to Dexterity when using legs; 
mouvement rate is at half normal. </TBODY>


* Si attacking from the side, seulement the nearest appendage may be targeted.
** The spine may seulement be targeted si attacking from the rear. 

Multiple hits inflict cumulative dommages. A cure serious wounds will heal one of these effects, mais will not heal any associated hit point loss (another cure spell is required to do so). A cure critical wounds will heal deux effects, et a heal will fully restore the victime (unless dead). 

Les composants matériels for this spell sont a bit of bone et a small metal hammer, both of which sont consumed when the spell is cast. 

Author's note: the requirement for called shots is simply for convenience; si the DM wishes to compile a hit location chart, then normal attacks may be used in addition to called shots. 

Cantrip Permanency

 (All)

 Portée: 0
Composants: V, S
Durée: Spéciale
TI: 1 hour
ZE: Object touched
Jdp: Aucun
Auteur: Unknown 

Unlike the 8th-niveau permanency, cantrip permanency must be cast on an object to be effective. The object must be appropriate to the cantrip - eg. a cloth for polish, a paintbrush for colour, a salt cellar for salt. 

When complete, the duration of the cantrip (or the number of times it may be invoked) is increased dramatically. There sont deux ways the spell may be used. 

· Method 1: 1. cantrip, 2. cantrip permanency. 

Method 2: 1. enchant an item, 2. cantrip, 3. cantrip permanency. 

If method 1 is used, the duration of the cantrip is increased to 1d8+4 months. In the second case, the cantrip is completely permanent. Si the cantrip is one that does not have a duration per se (eg. clean, exterminate, polish), then the power of the cantrip may be invoked from the item a maximum of once per hour. 

Chaos Magic

 (Altération, Wild Magic)
Portée: 5 feet par Ndm
Composants: V, S, M
Durée: Permanentee
TI: 5
ZE: 1-foot par Ndm radius
Jdp: Aucun
Auteur: Allan J. Mikkola <allanm@vulcan.med.ge.com> 

Ce sort crée a sphere that has all the properties of a Forgotten Realms wild magic area (see the Forgotten Realms Adventures for details). The area of chaos magic is permanent until destroyed (it may seulement be destroyed as per a wild magic area). The sphere of chaos magic is non-mobile. 

Le composant matériel for this spell is a pint of blood from any chaotic magic using créature. The blood is consumed when the spell is cast. 

Chelymber's Improved Non-Detection

 (Abjuration)
Portée: 0
Composants: V, S
Durée: 2 tours + 1 round per 3 niveaus
TI: 4
ZE: One 20x20x20 foot cube ou one créature
Jdp: Aucun
Auteur: Chelymber 

Ce sort will, basically, stop all divination magic below that of true seeing from working properly. It will also stop all "detect ..."-spells of lesser niveau than true seeing from operating properly. Ce sort will even stop detection through magical items like a robe of eyes ou a ring of invisibility detection, ou through innate abilities that perform similar magic to that of "detect ..."-spells lower than true seeing, et the like. 

Cloud of Intoxication

 (Altération, Evocation)
Portée: 10 yards
Composants: V, S, M
Durée: 1 round par Ndm
TI: 5
ZE: One 16-foot cube
Jdp: Aucun
Auteur: Ronald Jones (Greymoon) <jonesrd@sjsuvm1.bitnet> 

Ce sort is similar to the spell cloudkill of the same niveau. Ce sort will create a large rose et white flowing et churning cloud. The cloud will move away from the caster at a rate of 10 feet per round, rolling along the ground in the direction originally dictated by the caster. A wind might change the direction of the cloud. A strong wind will disperse the cloud in deux ou three rounds. A very strong wind will disperse the cloud immediately. Heavy vegetation will slow the cloud to one half speed et cause it to disperse after deux rounds. 

All créatures enveloped by the cloud must be compared with the caster according to their Hit Dice ou niveau to determine the effect the cloud has on la créature ou character. A créature with 3+1 HD will immediately become greatly intoxicated. All créatures from 4+1 to 6+1 HD will become moderately intoxicated et all créatures of 7+1 et greater Hit Dice will become slightly intoxicated. Toute créature over 11+1 HD ou higher must save contre poison to avoid becoming slightly intoxicated. 

Each round spent in the cloud increases the chance of high et medium Hit Dice créatures to become more intoxicated et greatly intoxicated créatures to become comatose. For each round spent in the cloud a créature must save contre poison ou reach the next higher niveau of intoxication. For each round beyond four spent in the cloud, toute créature ou character must save at a cumulative -1 per round. There sont no racial ou weight modifiers for to this spell (see the Net Alcohol Guide for more information; it is recommended that DMs use the optional drunk disposition rule for cases of great intoxication). 

The effects de ce sort sont such that it will extend the time needed to recover from a state of intoxication. For someone who became comatose add 5 hours to the recovery time. For great intoxication add 4 hours. 

For moderate intoxication add 3 hours et for slight intoxication add 2 hours to the recovery time. Using stimulants to speed recovery is reduced by one half effectiveness unless magical stimulants sont used. 

The spell also extends the time needed to recover from a hangover by 1d4 hours. 

Les composants matériels for this spell sont some dried grape skins from an exceptional vintage ou a sprinkling of the best hops.

Cobaltas's Thunderclap

 (Evocation)
Portée: 0
Composants: S
Durée: Instantanée
TI: 2
ZE: 20-foot radius half circle
Jdp: Spécial
Auteur: Bladehawk <igacork@irtcork.bitnet> 

To cast this spell, the magicien raises his hands above his head, spread wide. He then amène them down et in to meet with a tremendous clap. 

This affects all within 20 feet et in front of his as a thunderflash (q.v.) mais deafens, et does not blind (spellcasters have a 20% chance to miscast les sorts with a verbal component), et dispels silence, not darkness. 

Cobaltas's Thunderflash

 (Evocation)
Portée: 0
Composants: S
Durée: Instantanée
TI: 2
ZE: 20-foot radius half circle
Jdp: Spécial
Auteur: Bladehawk <igacork@irtcork.bitnet> 

To cast this spell, the magicien raises both hands above his head, crossed at the wrist. He then amène them down et out in a slashing motion. As his hands part, there is a brilliant flash of light, affecting all within 20 feet et in front of the magicien. 

Those affected must save contre spell. All who make their Jdp sont stunned et reeling for 1 round, unable to attack, move ou cast spells. They sont also blinded for 1d6 rounds. 

Those who fail must make a second Jdp contre spell. Those who make this Jdp sont stunned for 1d6 rounds et blinded for a number of rounds equal to the caster's niveau. Those who fail again sont stunned for a number of rounds equal to the caster's niveau et permanently blinded. 

Any magical darkness whose area of affect intersects the thunderflash is instantly dispelled. 

Cone of Acid [1]

(Evocation)
Portée: 0
Composants: V, S, M
Durée: Instantanée
TI: 5
ZE: Spécial
Jdp: 1/2
Auteur: Unknown 

Ce sort is much like cone of cold ou cone of fire [1] (q.v.), except that it causes acid dommages. Dommages is 1d4 + 1 par Ndm of the magicien. 

Le composant matériel is one citrus fruit par Ndm of the magicien. 

Cone of Acid [2]

(Evocation)
Portée: 5 feet par Ndm
Composants: V, S, M
Durée: Instantanée
TI: 5
ZE: Spécial
Jdp: 1/2
Auteur: Max Becherer <becherer@suna0.cs.uiuc.edu> 

This rare spell is identical to cone of cold, except that it inflicts acid dommages. Le composant matériel is a small cone carved from the tooth of a black dragon. 

Cone of Electricity

(Evocation)
Portée: 5 feet par Ndm
Composants: V, S, M
Durée: Instantanée
TI: 5
ZE: Spécial
Jdp: 1/2
Auteur: Max Becherer <becherer@suna0.cs.uiuc.edu> 

Ce sort is identical to cone of cold, except that it inflicts electrical dommages. Le composant matériel is a small cone made of magnetite. 

Cone of Fire [1]

(Evocation)
Portée: 0
Composants: V, S, M
Durée: Instantanée
TI: 5
ZE: Spécial
Jdp: 1/2
Auteur: Unknown 

When this spell is cast, it causes a cone-shaped area of fire originating at the magicien's hand et extending outwards in a cone that is half an inch long par Ndm of the magicien. It causes inflammable objets to catch on fire, et great heat in nonflammable objets. Dommages is 1d4 + 1 par Ndm of the magicien. For example, a 10th-niveau magicien would cast a cone of fire causing 10d4+10 points of dommages. Its composant matériel is a red garnet worth at least 100 gp (cf. cone of cold). 

Cone of Fire [2]

(Evocation)
Portée: 5 feet par Ndm
Composants: V, S, M
Durée: Instantanée
TI: 5
ZE: Spécial
Jdp: 1/2
Auteur: Max Becherer <becherer@suna0.cs.uiuc.edu> 

Ce sort is identical to cone of cold, except that it crée a cone of magical fire. Le composant matériel is a small cone made of coal ou brimstone. 

Cone of Force

(Evocation)
Portée: 5 feet par Ndm
Composants: V, S, M
Durée: Instantanée
TI: 5
ZE: Spécial
Jdp: 1/2
Auteur: Max Becherer <becherer@suna0.cs.uiuc.edu> 

Ce sort is identical to cone of cold, except that it inflicts dommages with a magic missile-like force. Le composant matériel is a small cone made of diamond (it need not be of premium quality, i.e., 10d4 gp apiece is typical). 

Cone of Heat

(Evocation)
Portée: 5 feet par Ndm
Composants: V, S, M
Durée: Instantanée
TI: 5
ZE: Spécial
Jdp: 1/2
Auteur: Max Becherer <becherer@suna0.cs.uiuc.edu> 

Ce sort is a variant of cone of fire. Instead of creating fire, the cone consists of raw heat. Le composant matériel is a small cone made of coal ou brimstone. 

Cone of Steam (Evocation)
Portée: 5 feet par Ndm
Composants: V, S, M
Durée: Instantanée
TI: 5
ZE: Spécial
Jdp: 1/2
Auteur: Max Becherer <becherer@suna0.cs.uiuc.edu> 

Ce sort is identical to cone of cold, except that it inflicts dommages with superheated steam. Le composant matériel is a small cone made of salt from boiled seawater. 

Conjure Drink V

(Conjuration/Invocation)
Portée: 10 feet
Composants: S
Durée: Permanentee
TI: 1
ZE: Spécial
Jdp: Aucun
Auteur: Kai Rottenbacher <c/o uwagner@orville.zdv.uni-mainz.de> 

Ce sort conjures spirits, the quantity being determined by the caster's niveau. Ce sort will conjure beer ou ale, in a quantity of one tun per 5 niveaus. The components sont seulement the desire to have the desired drink in the container in hand et a snap of the fingers of the other hand. 

Conjure Fire Ball

 (Conjuration)
Portée: 10 mètres par Ndm
Composants: V, S, M
Durée: Instantanée
TI: 7
ZE: 20-foot radius sphere
Jdp: 1/2
Auteur: Todd O. Howard <toh@clark.net> 

In effect, this spell is very similar to the 3rd-niveau fireball. 

Cependant , this spell produces the flames by opening a direct channel to the plane of fire, allowing the flames from that plane to intrude upon the plane that the caster is on et restricting them to a spherical area. The dommages done by this spell is 1d6 per caster niveau, up to 10d6. 

For niveau of the caster above tenth, deux points of dommages sont added. The conjured nature of this fire negates any magic resistance for créatures within l’ aire d’effet, since the flames aren't magical. Le composant matériel for this spell is a bit of volcanic rock. 

Conjure Greater Radiance Quasi-Elemental (Conjuration/Invocation)
Portée: 30 yards
Composants: V, S
Durée: 1 tour + 1 round par Ndm
TI: 5 rounds
ZE: Spécial
Jdp: Spécial
Auteur: Francois Menneteau <mennetea@acri.fr> 

Ce sort is similar to the 3th-niveau conjure lesser radiance quasi-elemental, except that a greater quasi-elemental is summoned (see the table below), et the caster does not need to control it. 

	<TBODY>D100 Roll Creature 

	1-65 
	One 8 HD greater quasi-elemental 

	66-85 
	One 12 HD greater quasi-elemental 

	86-95 
	One 8 HD xag-ya (see the Monster Manual II) 

	96-00 
	One 16 HD greater quasi-elemental </TBODY>


Greater Quasi-Elemental Intelligence: low (5-7) Alignment: neutral Armour Class: 2 Movement: flight, 24 (A) Hit Dice: 8, 12 ou 16 THAC0: 13, 10 ou 8 Number of attacks: 1 Dommages per attack: 4d6 Spécial attacks: see below Spécial defence: needs +2 ou better weapon to hit Magic resistance: nil Size: M (3-foot sphere) Moral: champion (15-16) XP value: 2000, 6000 ou 10,000 A greater radiance quasi-elemental inflicts 4d6 points of energy dommages (double dommages to créatures directly affected by sunlight), et all within 10 feet must save contre petrification ou be -2 to hit from the blinding light. Light et energy attacks do not harm them. Fire et heat do seulement half normal dommages. Cold et water attacks do double dommages. 

Continual darkness keeps them at bay. 

Continual Fly

 (Enchantement)
Portée: 0
Composants: V, S, M
Durée: Spéciale
TI: 5
ZE: Créature touchée
Jdp: Annule
Auteur: Unknown 

Ce sort functions as the 3rd-niveau fly except that the duration applies to time actually spent flying, not time elapsed since the casting du sort. Eg., you peut use half the duration today et the other half tomorrow. 

Continual Invisibility

 (Illusion)
Portée: 0
Composants: V, S, M
Durée: Spéciale
TI: 5
ZE: Créature touchée
Jdp: Annule
Auteur: Unknown 

Ce sort causes the subject to become invisible, as per the 2nd-niveau invisibility, except that instead of having a duration of 24 hours, it has a duration of 1 tour par Ndm of the magicien of actual use. Eg., si cast at tenth niveau, the subject could decide to use 50 minutes worth today et the other 50 minutes worth tomorrow. Note that this is not improved invisibility, i.e., as soon as the subject makes an attack he becomes visible again. While he peut become invisible next round si there is still unused duration in the spell, his opponent peut make an attack on him; thus the spell confers no combat advantage after the first round. 

Continual Secret Light

 (Altération)
Portée: 60 yards
Composants: V, M
Durée: 1 tour par Ndm
TI: 1
ZE: 20-foot radius
Jdp: Spécial
Auteur: Niels Ull Jacobson <null@diku.dk> 

Ce sort acts the same compared to continual light, as secret light does compared to light. Preliminary research seems to indicate the spell requires at least an ounce of blood from the magicien. 

It also seems that it would be possible to make a magical lantern, whose light would seulement be visible to the person holding it. The exact process of son manufacture is not very clear, however, et the spell has been reported to fail regularly. 

Create Dining Room

 (Conjuration/Invocation)
Portée: 10 feet
Composants: V, S, M
Durée: 2 hours par Ndm
TI: 1 turn
ZE: 50 square feet par Ndm
Jdp: Aucun
Auteur: Kai Rottenbacher <c/o uwagner@orville.zdv.uni-mainz.de> 

Ce sort (like the other room spells) crée the interior et supplies of a room (in this case a dining room). It contains a large hardwood table (30 feet square par Ndm), one soft chair par Ndm, one soft header chair for each end of the table, a complete set of tableware per seat (including 6 forks, 6 knives, 6 spoons, a desert spoon, a bread knife, 6 plates, 8 glasses (or mugs), a cloth napkin), one argent covering bowl fitting for each plate, one candlestick per 3 niveaus (including lit candles burning for the duration du sort), one flower arrangement per three niveaus, a white damask table cloth fitting the table perfectly, name cards for each seat (holding names si désiré), et some other minor necessities. It does not include food. 

Ce sort crée seulement the interior of the room; it doesn't create the walls, floors, ou ceilings. 

Les composants matériels sont a tiny piece of cloth, a tiny piece of silver, a tiny piece of glass (or crockery si mugs sont desired), et a tiny piece of wood. As with all other room spells, the spell peut be cast with a one tour Temps d’incantation ou with a snap of the fingers; the second version requiring the caster to use the composant matériels during memorisation, adding a full 15 minutes to the normal memorisation time. 

Again, as with the other room spells, this one cannot be used for combat purposes, nor peut anything from it be sold from it. 

Dardan's Siccating Parchment

 (Evocation)
Portée: 0
Composants: V, S, M
Durée: 7 rounds
TI: Spécial
ZE: 30-foot radius
Jdp: Spécial
Auteur: Craig Singsank <singsank@oshkoshw.bitnet> 

Dardan's siccating parchment is identical to Dardan's dehydration except as noted below. Ce sort is highly unusual in that it must always be cast from a Spécially prepared parchment scroll. To begin the process the parchment must be cured by immersion in a vat of alcohol et salt for three jours. While the parchment is curing, the magicien must prepare a Spécial ink of dried blood, saliva, et diamond dust (500 gp). When the magicien has completed these deux tasks, he may then inscribe the spell onto the scroll in a rite requiring deux full jours without interruption. 

Finally, the scroll must be sealed with a paste made of vinegar, clay, et lye. 

Anytime after the sealing of the scroll the magic held within peut be released by breaking the fragile et brittle seal. When the seal is broken a wave of rapidly expanding concentric rings of chalky beige particles will emanate from the scroll. All créatures in l’ aire d’effet except the bearer of the scroll will be effected as si Dardan's dehydration were cast upon them. 

The rite et components used in casting this spell make the parchment very frail et delicate. Spécial care must be taken in storing the scroll to prevent the magic from being released accidentally. 

Darklight's Concentrated Fire 

(Altération, Metamagic)
Portée: 20 feet
Composants: S
Durée: Spéciale
TI: 1 (but see below)
ZE: One créature
Jdp: Spécial
Auteur: Keith Taylor <ktaylor@phoenix.cs.uga.edu> 

This Metamagic spell seulement adds 1 to the previous spell's Temps d’incantation, with the somatic component consisting of the caster pointing directly at the intended target. Ce sort amène the full force of une aire effect spell to bear upon a single target. Any area effect spell of up to fourth niveau peut be used with this magic. Offensive les sorts require a Jdp contre breath weapon by the target, and, si succès, the spell does 2 HP of extra dommages per die with all ones rerolled. Si they fail this Jdp, they take the maximum dommages for the spell (as cast at the niveau of the caster). Si the spell is not a mere dommages spell, mais inflicts some other effect, then the target's Jdp contre the effect is lowered by 1 for each equivalent extra target that the spell would normally affect. In no event peut this spell be used with a spell that normally affects seulement a single target, ou with une aire affect spell over fourth niveau. 

Darklight's Mental Stabilizer (Enchantement)
Portée: 0
Composants: V, S
Durée: Permanentee
TI: 1 hour
ZE: Créature touchée
Jdp: Spécial
Auteur: Keith Taylor <ktaylor@phoenix.cs.uga.edu> 

Ce sort peut help those afflicted with either natural ou magical insanity. The spell will cure one specific insanity si the recipient fails a Jdp contre paralysation (the reason they must fail is that an insane person tends not to want to be sane). Si a being is suffering from multiple forms of insanity, it requires multiple castings. Cependant , seulement one casting peut be attempted each week for a specific individual. 

Darklight's Mystical Fortitude

 (Enchantement)
Portée: 10 yards
Composants: V, S, M
Durée: Spéciale
TI: 5
ZE: Spécial
Jdp: Aucun
Auteur: Keith Taylor <ktaylor@phoenix.cs.uga.edu> 

Ce sort is designed to help magical effects resist a hostile dispel magic spell. The fortifying effect will last as long as the magical effect it is cast upon. Le composant matériel is a diamond, the size of which determines the potency du sort, as per the table below: 

	PRIVATE
<TBODY>GP Value 
	Resistance 

	100 
	+5% 

	250 
	+10% 

	500 
	+15% 

	1,000 
	+20% 

	2,500 
	+25% 

	5,000 
	+30% 

	10,000 
	+35% 

	25,000 
	+40% 

	50,000 
	+45% 

	100,000 
	+50% </TBODY>


+50% is the maximum effect that peut be achieved. 

Darklight's Personal Dispel Shield

 (Abjuration, Metamagic)
Portée: 0
Composants: V, S, M
Durée: Spéciale
TI: 1 round
ZE: One spell
Jdp: Aucun
Auteur: Keith Taylor <ktaylor@phoenix.cs.uga.edu> 

Ce sort peut be emplaced upon any other spell with an aire d’effet stated as "Le lanceur" (a "personal" spell). It acts to protect the magical effect from hostile ou accidental dispel magic spells. It adds +50% to the chances of it resisting a dispel magic. Note that this does not affect any area effect spell: it seulement affects those les sorts which affect the caster only. The shield seulement lasts as long as the personal spell's normal duration lasts, et peut seulement protect a single personal spell per casting. Le composant matériel is a 500 gp diamond. 

Darklight's Rubbery Aura 

(Altération)
Portée: 0
Composants: V, S, M
Durée: 3 rounds par Ndm
TI: 6
ZE: Object ou créature touchée
Jdp: Aucun
Auteur: Keith Taylor <ktaylor@phoenix.cs.uga.edu> 

Ce sort causes the magicien to be surrounded by an invisible field of Altération magic, which causes anything he touches to become unnaturally resilient et rubbery. In effect, anything which comes in contact with the magicien becomes as bouncy, stretchable, et rubbery as detailed in the lesser spell Darklight's rubbery transformation. Cependant , these things return to normal when they sont outside of the magicien's contact. 

Large objets sont seulement rubbery in a local area autour de the magicien's touch (a 3-foot radius). 

This permet the magicien to bend bars open, bounce on the ground like it was a trampoline, et ignore all purely physical dommages. A épée blow flexes into uselessness when it hits the magicien, et is "sproinged" right off his body. See rubbery transformation for details. 

Le composant matériel is the sap of a strange tropical tree. 

Darklight's Silent Invisible Spell

 (Altération, Metamagic)
Portée: 0
Composants: V, S
Durée: 1 round
TI: 1 round
ZE: One spell
Jdp: Annule
Auteur: Keith Taylor <ktaylor@phoenix.cs.uga.edu> 

This metamagic spell peut affect any one spell of fifth niveau ou lower. 

It functions to cloak all visible et audible effects du sort, making it invisible et silent. This has the effect of reducing son dommages by 2 per die (but not below 1 point per die), mais making it more conducive to stealth. For example, a fireball modified by silent invisible spell would explode with normal heat, impact, et such, mais would be invisible et silent. Note that this does not conceal either the caster ou the spell's victims ou any sound made by them, seulement the visible et audible portions du sort. It adds 5 to the Temps d’incantation of the other spell, mais requires no extra composant matériels. The casting of the other spell must be started within the duration de ce sort. 

Darklight's Stapling Spikes

(Evocation)
Portée: 10 yards
Composants: V, S, M
Durée: Spéciale
TI: 5
ZE: One créature
Jdp: Annule
Auteur: Keith Taylor <ktaylor@phoenix.cs.uga.edu> 

Ce sort conjures several bolts of force to be directed at one large size créature ou smaller within range. The victime receives a Jdp contre spell at -2 to escape son effects. Otherwise, they sont knocked against the floor by a blast of force (or against a wall si more convenient) et nailed to it by glowing force spikes. 

The initial bolt knocks a créature into the best possible surface, mais causes no actual dommages. The other bolts impale la créature's various limbs (or body, si no limbs sont available) to the surface in question, causing 1d3 points per limb. This serves to (painfully) immobilize la cible créature, et typically cannot kill it due to the nature of the dommages. 

The spell lasts for 24 hours ou until one of the spikes is removed. A créature may attempt to remove the spikes by itself, mais each attempt (a bend bars roll at -25%) causes 2d4 dommages to the limb in question regardless of success. 

Le composant matériel is a small, rusty iron spike. 

Darklight's Invocation Hook

 (Conjuration)
Portée: 60 yards
Composants: V, S, M
Durée: Spéciale
TI: 5
ZE: One créature
Jdp: Annule
Auteur: Keith Taylor <ktaylor@phoenix.cs.uga.edu> 

Ce sort is based on the concept that summoning les sorts reach across planes to grab likely créatures: it simply targets a créature with an energy that makes that créature lots more likely to be summoned for a short time. The spell's energy seulement works for 4 rounds, et each round du sort, la créature targeted has a 3% chance (par Ndm of the caster) to be yanked away by a summoning spell from somewhere else. 

Typically, summoning les sorts which sont seeking on the plane of the caster sont originating from other, parallel dimensions. 

La créature remains gone for a number of rounds determined by son niveau ou Hit Dice: the method is to consult the monster summoning spell which corresponds to son power niveau. La durée listed for that spell is the duration for which they should be gone. There is also a base 5% chance that la créature will never return to that location. Si la créature is more powerful than la créatures that peut be summoned under the 9th-niveau monster summoning VII, the summoning hook fails. 

Ce sort peut also be used as a bizarre way to go adventuring. Si the magicien casts the summoning hook on himself, he has the listed chance to be yanked into a strange dimension for a period of time equal to one jour par Ndm of the magicien. The reason that the duration functions differently for the caster is that he is voluntarily being summoned. 

Also, the caster is not summoned strictly by the relevant monster summoning spell, mais peut show up at the beckoning of any summoning-type spell, et his power niveau may be wildly greater ou less than that desired by the otherdimensional magicien doing the summoning. The table below should be consulted for the nature of the summoning which calls the caster si he is picked up by the hook: 

	PRIVATE
<TBODY>D100 Roll 
	Nature of Invocation 

	01-05 
	Monster summoning I-III: this will astonish the other magicien et likely prove more than a match for intended opponents. 

	06-15 
	Monster summoning IV-VII: possibly weaker than intended et may cause the magicien to be in a bad situation... 

	16-25 
	Le magicien shows up in response to a "demon summoning" type of spell et is suspected to be a disguised demon. 

	26-40 
	Le magicien steps through a newly-opened gate. 

	41-55 
	Monster summoning appropriate for the Ndm, si at all possible. 

	56-65 
	Summoned by a psionicist's psychoportation power. 

	66-75 
	Appears in the lab of an experimenting otherdimensional magicien. 

	76-85 
	Steps from the surge of an otherdimensional wild mage. 

	86-99 
	Falls through a dimensional rift - who knows where? 

	00 
	Intentionally summoned ("But who would summon me?"). </TBODY>


Le composant matériel is a golden grappling hook, no more than 3 inches long, affixed to a bit of phase spider web. 

Darklight's Tattoo Item

(Altération)
Portée: 0
Composants: V, S
Durée: Permanentee
TI: 2 tours
ZE: Object touched
Jdp: Aucun
Auteur: Keith Taylor <ktaylor@phoenix.cs.uga.edu> 

Ce sort will cause an inanimate object to be transformed into a tattoo on the caster's skin. The object must be touched seulement at the end of the casting, enabling lit torches ou campfires to be tattooed. Large objets will shrink to no more than a 1x1 foot square area. The transformed items remain until the caster "peels" it off et throws it to the ground. While in tattoo form, they appear as full-colour, intricate representations of the item contained within. A dispel magic upon the caster will require each to make a Jdp contre polymorph at the niveau of the caster. Each one which fails will spring back into original form Instantanéely. A caster may have as many tattoos on his body as could reasonably fit. Si the caster dies, all the items sont immediately released. 

Darklight's Weapons Warp

(Altération)
Portée: 0
Composants: V, S, M
Durée: 2 rounds par Ndm
TI: 5
ZE: Spécial
Jdp: Aucun
Auteur: Keith Taylor <ktaylor@phoenix.cs.uga.edu> 

Ce sort is used to protect the caster from stabbing, slashing, ou piercing from hand to hand weapons. It acts by warping space locally so that any hit which would pierce the skin of the magicien is warped to the body of the attacker. Any dommages which would have affected the magicien is instead inflicted upon his opponent. This is not at all effective against missile weapons (in this case, the warp has no close opponent to target) ou blunt weapons (they do not penetrate the skin sufficiently si at all). 

A magicien with this spell often exposes himself to deadly strikes et stands confident as his foes kill themselves. A foe who strikes for the kill at a magicien with this protection automatically takes maximum dommages from the weapon, et si they rolled 5 ou more than required to hit the magicien, receive a critical hit upon themselves. 

Le composant matériel is a miniature lead épée which has been bent in half. 

Darkray's Blade of Light

 (Evocation)
Portée: 0
Composants: V, S, M
Durée: 1 round par Ndm
TI: 1 round
ZE: Spécial
Jdp: Aucun
Auteur: Dimitris Xanthakis <dxanth@leon.nrcps.ariadne-t.gr> 

Upon casting this spell, the invoker must join his deux hands in front of him, as si he was holding a two-handed épée. He then channels magical energy to form a four feet pole of blue-white light, which springs out of his grasped hands. He peut use it silently et he is immune to son effects. 

The pole peut perform as a magical épée. Le lanceur suffers penalties si not proficient in any épée. Dommages is 1d6/1d8. The blade hits with a +3 bonus to attack et +n to dommages, where n equals the number of experience niveaus beyond fifth. A 10th-niveau magicien, for example, hits large créatures for 1d8+5 HP plus any Strength bonuses he might have. 

The blade cannot cut through solid metal ou stone. It has the following abilities, at the caster's mental command: 

· Fear, once. All within 10 mètres must save contre spell ou flee for 1d4 rounds. Le lanceur usually employs this as his first action with the blade. 

· Lightning bolt, once. A lightning bolt effect is created but, unlike the spell, the victime must make a Dexterity check to avoid it. Large, huge et gigantic créatures have a penalty of -2, -3, -5. Immobile targets make no check. The bolt inflicts 6d6 HP. The target peut be at most 30yd away et in direct visual contact with the caster. The bolt cannot harm any other. 

· Swing, once. Le lanceur peut swing the blade et thus have a chance to hit every opponent in melee with lui. A separate attack roll is required for each one. Si fighting a single large créature, the caster peut use swing to gain a second attack on it at that round. 

· Drain life, once. Le lanceur must announce this before the attack. Si he makes a succès roll et in addition to the dommages inflicted, the victime is drained for a further 3d4 HP, gained by the caster. 

· Vorpal action, twice. Le lanceur must announce this before making the attack roll. Si he rolls a 17 ou more, the blade acts as vorpal blade, slaying a humanoid, human sized, opponent. The deux attacks need not be consecutive. On a larger créature this attack gives +2 to the attack et dommages. 

Undead take half dommages from the blade et sont not affected by drain life et fear effects. All Spécial powers peut be used simultaneously with a normal attack, except for lightning bolt. 

Le lanceur peut combine the drain ou vorpal attacks with the swing action. A vorpal action peut seulement be used once during the whole spell si combined with swing. Si the caster is hastened, he peut double the number of his attacks mais each Spécial power lasts for a single attack. 

The main disadvantage de ce sort is that the magicien cannot cast les sorts that require somatic ou composant matériels, as the deux hands sont firmly grasped to each other. Another problem is that each time the caster uses a Spécial power of the blade, he temporarily loses 1 HP, needed to feed the blade (a combined action needs 2 HP). This dommages occurs at the end of the round et peut be healed normally. 

Because the caster cannot loose his hands et deform the blade, he gains the following benefit: si he is caught in a bear hug ou similar attack from toute créature, he gains a free attack with the blade at the time of the hug. Furthermore, si the attacker is in front of him, the caster peut attack et succeed automatically, inflicting double dommages every round. 

Le magicien peut still use any remaining Spécial powers of the blade, except swing. 

The spell ends si the magicien loses control of his hands (including charm, possession etc.), a succès dispel magic is cast upon him, si he casts a limited wish ou similar magic ou si he enters a dead magic area (for example, an anti-magic shell, a dispelling screen, etc.). Note that the caster cannot end the spell at will. He is free to cast it as si he were in a lower niveau than he actually is, though, with the appropriate THAC0, dommages, etc. 

Le composant matériel is a hair of the caster. 

Darkray's Confirmed Pact

 (Divination)
Portée: Spécial
Composants: V, S, M
Durée: 2 weeks par Ndm
TI: 1 turn
ZE: 2 créatures on the same plane
Jdp: Aucun
Auteur: Dimitris Xanthakis <dxanth@leon.nrcps.ariadne-t.gr> 

Ce sort is cast on deux créatures that have just reached an agreement of any sort. Le magicien may be one of them. Both subjects must be willing to be affected by the spell ou else it fails in an obvious way. 

The casting requires the donation of a personal item, worth about 1 gp, from each of the subjects. The items do not vanish et the subjects may get them back after the spell ends. The spell also requires a gem of any sort, the core gem, of at least 500 gp value. This lasts until the spell ends et then tours to ash. 

The items et the core gem must be placed in a small obsidian case. This is sealed during the casting with 3 HP of blood from each of the subjects; these peut seulement be healed naturally. The case peut have other protections. 

For the duration du sort the magicien will be instantly aware si either member of the pact breaks it, that is, si one ou both subjects have acted against the agreement they have made. Le lanceur also learns si this action was made willingly ou not (i.e.: si under a charm ou the like). 

The spell deals with the spirit et not the letter of the agreement. For example, the magicien will be informed si one of the subjects coats his weapon with poison in order to strike his partner, even though no actual attack takes place. 

The spell does not in any way hinder the actions of the subjects. 

Further, the magicien seulement learns si the pact is broken, et nothing more. 

The spell does not in any way give lui the ability to communicate with the subjects ou inform them, for example. 

The spell normally lasts for deux weeks par Ndm of the caster. During that time, the magicien will be informed every time a subject acts against the pact. Si both subjects decide willingly to break their pact, the spell ends et the magicien is informed about it. It is possible to cast more of such les sorts for the same pact mais each requires a new core gem et a new blood sacrifice. 

Dispel magic must be succèsly cast on the core gem to end the spell. 

Darkray's Defiler Tracer

 (Divination)
Portée: 60 yards
Composants: V, S, M
Durée: 1 jour par Ndm
TI: 1 turn
ZE: One-mile radius
Jdp: Spécial
Auteur: Dimitris Xanthakis <dxanth@leon.nrcps.ariadne-t.gr> 

To cast this spell, the magicien needs to have some defiler ash. As long as the spell remains in effect, the caster will be automatically warned whenever that particular defiler is within a radius of one mile. 

Furthermore, si the defiler is closer than 300 yards, the caster peut receive a mental image of his location, si the defiler fails a Jdp contre spell. Even si the Jdp succeeds, the caster will know the exact direction et distance si the defiler remains within 300 yards. 

Ce sort peut be blocked by lead ou other divination-protective means. 

Le composant matériel is some defiler ash, which vanishes at the end of the casting. One peut cast this spell many times to track a specific defiler, as long as one has some ash available. 

Darkray's Draining Tendrils

 (Evocation, Nécromancie)
Portée: 0
Composants: V, S, M
Durée: Spéciale
TI: 5
ZE: 5-foot par Ndm radius
Jdp: Spécial
Auteur: Dimitris Xanthakis <dxanth@leon.nrcps.ariadne-t.gr> 

Upon casting this spell, the staff of the magicien is covered with a number of bright energy tendrils. These peut then arc to toute créatures in l’ aire d’effet, draining their life energy throughout the caster et emitting it as visible light from the staff. 

Toute créature within range is subject to attack from the tendrils et must save contre spell to avoid being hit. Once a tendril hits, it remains wrapped until the spell expires ou la cible dies. The spell crée one tendril par Ndm above 8th. 

If la cible saves, he peut act freely that round mais is subject to attack the next round si within range. In any case, he peut be wrapped by a single tendril only. Le lanceur chooses la créatures to attack mais peut seulement make one attack per target per round. 

The drain begins the round following a succès wrap. For each of the caster's niveaus of experience, one hit point is drained from every créature wrapped et emitted as light from the staff. The more hit points drained the more intense is the light. A victime peut act with no penalties except that it is unable to leave l’ aire d’effet. 

Le lanceur peut let the spell last for as long as he wishes, mais he must touch the staff et concentrate during all this time, et cannot even talk. The process is very tiresome et at the end du sort the caster loses deux points of Constitution et one point of Strength. One jour of complete, shaded rest restores one point of each ability. Si the magicien casts the spell more than once per jour, he suffers a cumulative - 3 Constitution, -2 Strength each time. 

Le composant matériel du sort is the staff. This must have a number of steel nails on it, at least one nail per tendril to be released. Such a nail costs about one gold piece. On the head of each nail a miniature skull must be engraved. The staff is not consumed in the casting. 

Darkray's Hiding Mantle

 (Abjuration, Evocation)
Portée: 0
Composants: V, S, M
Durée: Spéciale
TI: 5
ZE: Le lanceur
Jdp: Aucun
Auteur: Dimitris Xanthakis <dxanth@leon.nrcps.ariadne-t.gr> 

Upon casting this spell, a Spécial aura surrounds the caster. The aura peut change colours et patterns, completely matching those of the environment. The match is automatic for as long as the caster wishes. 

When surrounded by this aura he is 95% undetectable in all mais the brightest of areas. He makes no noise et has no smell. 

If the caster attacks ou casts an offensive spell, he becomes visible for an instant; créatures that watch carefully peut see lui mais in the next round he becomes hidden once again. He peut make almost any other action et remain hidden inside the protective aura. Powder, sand et other similar materials thrown onto the caster while his aura is active makes his shape visible for that round. In the next round he becomes hidden once again. Note that the aura is considered "on" during all this time. 

Le lanceur peut switch the aura on et off any number of times within the spell's duration, each change requiring mais a moment. With each change, small, harmless arcs of lightning engulf his body. 

La durée of the aura remaining active is five rounds par Ndm of the caster. This is not the duration du sort. Le magicien peut tour off the aura, go to sleep et use the remaining time next morning. Seven jours is the absolute maximum, however. Beyond this, any remaining time is lost. 

Le lanceur is subject to magical ou psionic detection. Detect invisibility et true seeing, as well as the psionic devotion life detection, peut locate the actual position of the caster. 

Le composant matériel de ce sort is a 100 gp gem. 

Darkray's Mail of Power

 (Abjuration, Evocation)
Portée: 0
Composants: V, S, M
Durée: Spéciale
TI: 1 round
ZE: Créature touchée
Jdp: Aucun
Auteur: Dimitris Xanthakis <dxanth@leon.nrcps.ariadne-t.gr> 

With this spell a magicien peut lower the Armour Class of a créature to 3. 

The effects sont not cumulative with other protection (one cannot improve his Armour Class to better than 3 through the use de ce sort), mais Dexterity bonuses still apply. 

For each niveau of the caster, the mail absorbs 2 points of dommages that would normally hit AC 3 mais with no protection against magical weapons ou attacks. When it has absorbed the maximum dommages, it vanishes. It does not hinder movement, it is weightless et does not interfere with spellcasting. Le composant matériel is a piece of rock. Note: this spell is a better version of invisible mail (3rd). 

Darkray's Minor Wish

(Conjuration, Invocation)
Portée: Spécial
Composants: V
Durée: Spéciale
TI: Spécial
ZE: Spécial
Jdp: Spécial
Auteur: Dimitris Xanthakis <dxanth@leon.nrcps.ariadne-t.gr> 

This is a weak version of the wish spell. It is used to alter reality in minor ways. The general rules for wishes apply to this spell as well. As it is significantly weaker than actual wishes, the exact terminology during the casting is not very important. The DM, of course, peut interpret it as he sees fit. 

A list of what the spell peut do follows. In braces sont some of the side effects that may occur: 

*Restore to life toute créature that died in the previous hour. The subject is restored at exactly 1 HP, with a system shock roll required. This revival lasts for one tour plus 1d4rd. At the end of this period the subject "dies" again. The revival does not count as an actual one, since there is no way to keep la créature alive after the duration expires (without more powerful magic, that is). So, no system shock ou Constitution change follow. Si another dead créature exists around, it is animated et attacks the caster. 

Create items for the caster mais these sont not permanent; they last for a variable amount of time, depending on the substance. Items could be easily identified as fakes, si they were eSpécially precious ou of good quality. 

· Heal 1d8+4 points of dommages on the caster ou others (caster loses 1d2 HP). 

· Inflict 1d4+8 points of dommages to a créature (save for half) (as above). 

· Raise an ability for 1d4+1 rounds (another is diminished). 

· Destroy a créature of 4 HD ou less, si it fails a Jdp contre death magic; la créature must be within eyeshot from the caster (caster loses 1d4 HP). 

· Duplicate the effects of any spell of fifth niveau ou less that the magicien peut normally cast. For example, an invoker cannot use this spell to cast a spell belonging to the Conjuration/Invocation school. Le magicien must know du sort, however, even si he does not have it in his spellbooks (the decision is left to the DM as to whether the caster knows of a spell ou not; 1st- et 2nd-niveau les sorts sont considered common knowledge). The spell does not function as would normally be expected; range, duration, etc., may be different. 

The casting of a minor wish does not normally age the character as the stronger wishes do. Cependant , si it is cast more than once per jour, there is a base chance of 60% plus 10% for each additional minor wish that one of the following happens: 

	PRIVATE
<TBODY>D6 Roll
	Result

	1
	Caster suffers 3d4 points of dommages which peut seulement be healed by 
resting 

	2 

	Caster cannot use magic of any sort for a whole jour

	3
	Caster's Strength reduced to 6, one week of complete bed rest 
required 

	4
	Caster ages one year 

	5
	Caster's Strength, Dexterity, et Constitution drop to 6, 
recovering one point per hour resting 

	6
	Caster loses one Constitution point permanently </TBODY>


Le magicien still states a full wish, when casting this spell. In line with the limited wish, seulement the result indicates that the spell was actually a minor wish, instead of a normal one. 

Darkray's Preserving Box

(Altération)
Portée: 10 feet
Composants: V, S, M
Durée: 1 week par Ndm
TI: 1 turn
ZE: One up to 2x1x1 feet box
Jdp: Aucun
Auteur: Dimitris Xanthakis <dxanth@leon.nrcps.ariadne-t.gr> 

With this spell, the magicien peut preserve an amount of non-living material for the duration du sort. It must lie within a normal, non-magical box that fits entirely within l’ aire d’effet. The box has no Spécial resistance mais magical ou normal wards ou traps peut be freely placed on it. 

After the casting, the contents will enter a state of suspended animation et time will not affect them: fruits never rot, food remains fresh, etc. The box becomes sealed et outside conditions do not affect the interior. 

Even the caster cannot open the box without ending the spell. The box will hold son contents intact for one week par Ndm of the caster. The contents peut then be placed into another box et the spell cast again ou the magicien peut cast the spell again before the duration ends, practically preserving the contents for an undefined period of time. 

Le composant matériel is a normal box, which is not consumed, et a gold coin that melts et seals the box, vanishing after the duration expires. 

Darkray's Strength of Life

(Nécromancie)
Portée: 0
Composants: V, S
Durée: 1 tour + 1 round par Ndm
TI: 5
ZE: Le lanceur
Jdp: Aucun
Auteur: Dimitris Xanthakis <dxanth@leon.nrcps.ariadne-t.gr> 

With this spell, the caster peut alter his Strength to any value between 6 et 25 inclusive, mais greater than his current Strength. In order to do so, he must sacrifice (at the beginning of the casting) a number of hit points equal to difference between his current Strength et the Strength he wants. 

While under the influence du sort, the caster gains almost all benefits from the altered Strength. He does not gain any extra attacks, though. 

Darkray's Transformation (Altération, Evocation)
Portée: 0
Composants: V, S
Durée: 3d6 hours
TI: 1
ZE: Le lanceur
Jdp: Aucun
Auteur: Dimitris Xanthakis <dxanth@leon.nrcps.ariadne-t.gr> 

When the caster utters this spell, his whole body et gear explode in a mass of bluish sparks. These disperse in all directions, touching items ou even living créatures, without causing any harm. They jump from one thing to another in a mad dance for 1d4 rounds, seemingly fleeing in all directions. During this time it is possible to dispel the magic; success indicates the magicien reappears again near the position of a random spark. The sparks then flee. They occasionally pop up here et there mais dispelling some of them does not affect the spell. The consciousness of the magicien lives inside them et he peut even pick up images from where they travel. 

After 3d6 hours, the sparks will all gather together in a random position within a mile from the place of the casting. This second place will be as safe as possible, that is it will not be in the middle of a lake ou a hostile camp. Si no such place exists, for example when in the middle of the Sea of Silt, the sparks will reunite in the original spot, safe ou not. The reunion of the sparks will cause the magicien to reform, in the same condition as that he was in during the casting. The DM may give the player some images his character popped up during the spell, always from within a one-mile radius from the original casting place. 

After the initial 1d4 rounds, the sparks peut seulement be reunited when the spell expires ou with a limited wish ou similar magic. 

Deflect Normal Weapon Attacks

(Abjuration)
Portée: 0
Composants: V, S, M
Durée: Spéciale
TI: 5
ZE: Créature touchée
Jdp: Aucun
Auteur: Unknown 

When cast, this spell crée an invisible, mobile forcefield autour de the recipient. This barrier has an Armour Class of 4 et a number of hit points equal to 5 times the Ndm. All non-magical melee et missile attacks made on the recipient, sont directed against the shell instead. Dommages from such attacks will not harm the recipient until the wall is destroyed. Ce sort has no effect on any magical attacks, which inflict full dommages on the barrier et the recipient. 

If an attack hits the barrier, the protected créature must make a Jdp contre spell. Si this Jdp fails, dommages is rolled normally against the forcefield (if the dommages inflicted equals ou exceeds the remaining hit point total of the wall, it is destroyed, mais any excess dommages does not affect the recipient at this time). Si the Jdp is succès, the attack is deflected away harmlessly. 

If an attack fails to score a hit on the barrier (i.e., misses AC 4), the attack is reflected back at the attacker; the attacker must then make normal attack et dommages rolls against himself. Le composant matériel for this spell is a powdered black opal which is consumed with the casting. 

Detect Spell (Divination)
Portée: 0
Composants: V, S
Durée: 1 round par Ndm
TI: 1 turn
ZE: 30-yard radius
Jdp: Aucun
Auteur: Geoffrey Edward Fagan <gefagan@uokmax.ecn.uoknor.edu> 

Spell casting leaves a magical residue in the surrounding area which this spell is designed to detect. When the spell is cast, the magicien peut examine any spell that was cast in this area up to a limit of one week in the past par Ndm of the magicien. 

One spell peut be examined per round, with the les sorts being detected in reverse chronological order. The information obtained about the spell is as follows: 

· When cast 

· School of magic 

· Location et aire d’effet 

· Relative niveau du sort 

· Temps d’incantation et duration 

· Relative niveau of the magicien 

· Means of casting 

Possible means of casting include from memory, from a scroll, et from a natural power. 

If the magicien needs to examine les sorts farther back in the past, then the spell peut be repeated within one jour, et the magicien peut pick up where he left off. 

Dheryth's Stone Integrity

(Abjuration)
Reversible
Portée: 10 mètres par Ndm
Composants: V, S
Durée: 1 year
TI: 1 turn
ZE: One 20-foot cube par Ndm
Jdp: Aucun
Auteur: Jim Gitzlaff <gitzlaff@uxa.cso.uiuc.edu> 

This spell, cast upon a volume of rock, prevents the correct operation of transmute rock to mud spell in the following way: 

If the caster of stone integrity is of higher niveau than the caster 
of transmute rock to mud, the latter spell automatically fails. 

If the caster of transmute rock to mud is of a niveau equal to ou 
higher than the caster of stone integrity, the former spell has a chance 
of correctly operating equal to 10% plus 10% par Ndm that the former 
magicien is higher than the latter. Even si transmute rock to mud works, 
its aire d’effet is reduced to a percentage equal to son chance of 
working. For instance, si transmute rock to mud has seulement a 30% chance to 
work (and does), son aire d’effet is seulement 30% of what it should have 
been.

Stone integrity grants no other bonuses to the rock et may be dispelled. The reverse de ce sort is earth integrity, et prevents the operation of transmute mud to rock in a manner like above. 

Dimmable Continual Light

(Invocation/Evocation)
Portée: 20 feet par Ndm
Composants: V, S
Durée: Permanentee
TI: 5
ZE: 90-foot radius sphere
Jdp: Annule
Auteur: Kai Rottenbacher <c/o uwagner@orville.zdv.uni-mainz.de> 

Ce sort has the same effects as the 4th-niveau dimmable light spell with the exceptions noted above. 

Displacement [2]

(Illusion/Phantasm)
Portée: 0
Composants: V, S, M
Durée: 1 tour + 2 rounds par Ndm
TI: 6
ZE: Le lanceur
Jdp: Aucun
Auteur: Patrick P. Weeks <weeks@studsys.mscs.mu.edu> 

Ce sort causes the casters image to be "displaced" so that the next niveau/3 attacks miss lui entirely. Because of the sheer power de ce sort, si the casting is interrupted, the caster must roll his niveau ou lower on 1d20 ou be sent to the ethereal plane. Le composant matériel for this spell is hide from a displacer beast ou the tail of a chameleon. 

Double Fly

(Altération)
Portée: 0
Composants: V, S, M
Durée: 1 tour par Ndm
TI: 5
ZE: Créature touchée
Jdp: Aucun
Auteur: Kenneth C. Jenks <kjenks@gothamcity.jsc.nasa.gov> 

Ce sort is identical to the 3rd-niveau fly, except as noted above et for the fact that mouvement is at a rate of 24. See the Dungeon Master's Guide, page 77, for notes on aerial combat. 

Doubled Magic Missile

(Evocation)
Portée: 60 mètres + 10 mètres par Ndm
Composants: V, S
Durée: Spéciale
TI: 5
ZE: One créature
Jdp: Aucun
Auteur: Kenneth C. Jenks <kjenks@gothamcity.jsc.nasa.gov> 

Ce sort is identical to the 1st-niveau magic missile, except as noted above et that one missile is cast par Ndm of the magicien, with no maximum number of missiles imposed on the magicien. 

Dreamoore's Greater Eldritch Sphere

(Evocation)
Portée: 20 mètres + 10 mètres par Ndm
Composants: V, S
Durée: Spéciale
TI: 5
ZE: 1-foot diameter sphere
Jdp: Aucun
Auteur: Jonathon Salazar (The Adept's Spellbook) 

Ce sort is a similar mais superior version of the eldritch sphere, inflicting 2d6 base dommages + 3 points par Ndm of the magicien, up to a 2d6+30 maximum (eg., a greater eldritch sphere cast at tenth niveau of experience does 32-42 dommages points). 

Dreamoore's Spellblade

(Evocation)
Portée: 50 yards
Composants: V, S
Durée: Spéciale
TI: 1 round
ZE: Spécial
Jdp: Aucun
Auteur: Jonathon Salazar (The Adept's Spellbook) 

The spellblade is a 1-foot up to 5-foot variable diameter rotating circular blade of force which the magicien mentally commands, et he must concentrate to maintain it (thus any succès attack against the magicien ends the spellblade). 

There sont actually deux variants for the spell, et the type must be selected at the start of casting. The first strikes with a +1 to +5 to-hit bonus (corresponding to the blade's diameter) et attacks everything within the designated aire d’effet. It inflicts 1d10 base dommages + 1 dommages point per Ndm. The second version directly attacks walls of force, having a 1% cumulative chance per dommages point inflicted of bringing down a barrier. It has no effect upon other créatures. 

Dust Devil

(Altération)
Portée: 30 feet
Composants: V, S, M
Durée: 1 round par Ndm
TI: 2
ZE: Spécial
Jdp: Aucun
Auteur: Jim Vassilakos <jimv@ucrmath.ucr.edu> 

Ce sort enables the magicien to conjure a dust devil, a weak air elemental, (AC 2, 2d8 HP, MV 18, dommages 1d4, magic weapons inflict double dommages). The dust devil appears as a small whirlwind, fifteen feet tall, five feet in diameter at son base et twice that at son top. 

It will move as ordered by the magicien mais vanishes si ordered more than 30 feet from the magicien ou si ordered to attack an native of the plane of élémentaire air ou a créature with magic resistance. It peut hold a gaseous cloud at bay, et son winds sont sufficient to put out small fires. While skimming along the ground, it will pick up loose particles (if any) et create a dust cloud 30 feet in diameter in which normal vision is obscured, et a magicien caught within the cloud must make a Jdp contre death magic ou have their concentration broken. Le composant matériel de ce sort is a small fan. 

Dwarf Golem

(Conjuration/Invocation)
Portée: 0
Composants: V, S, M
Durée: Permanentee
TI: 4 tours
ZE: Spécial
Jdp: Aucun
Auteur: Unknown 

Ce sort enables the magicien to bring to life a dwarf sized stone golem - which has to be constructed first - with the following statistics: 

Stone Dwarf Golem AC: 2 Move: 6 HD: 10 Hit Points: 45 Number of Attacks: 2 Dommages: 4-10/4-10 Spécial Attacks: Hurl Rocks for 2d4 points dommages Spécial Defense: None Magic resistance: Spécial Alignment: N Size: S This golem is immune to all les sorts that other stone golems are. It peut produce rocks from son body et throw them up to a 30-foot range. It cannot take any other actions in any round in which it decides to do so, however. 

The construction time for the golem is 3 months. The golem costs 8000 gp to make, et after casting, the magicien must make a 1d20 roll et add 2 to it. Si the score is above his niveau, the spell fails et a new golem must be constructed. Si it is less ou equal, the spell succeeds. 

Dwarkanath's Limitator

(Altération, Enchantement)
Portée: 0
Composants: V, S, M
Durée: Until dispelled
TI: 1 turn
ZE: Le lanceur
Jdp: Aucun
Auteur: David E. Brooks Jr. et Elizabeth H. Brooks <dbj@central.keywest.mpgn.com> 

Dwarkanath's limitator is a highly atypical spell for magic-users as it causes the spell caster to function as a lower niveau magicien. All magical abilities sont affected by this spell: number of les sorts usable, effectiveness of les sorts cast, et so forth. Non-magical skills et abilities such as weapon ou non-weapon proficiencies, languages spoken et combat abilities sont not affected by Dwarkanath's limitator. 

After the spell is cast, the character immediately begins to function as a lower niveau spellcaster. All les sorts previously memorised sont not lost, mais become inaccessible (except as noted below). For example, si a 10th-niveau magicien casts this spell to effectively become a 4th-niveau magicien, he does not forget his 4th- et 5th-niveau spells, nor the extra 1st-, 2nd- et 3rd-niveau les sorts memorised. At the time of casting, the character must announce which les sorts he is retaining for use et which sont being made inaccessible. 

In order for the magicien to regain his former abilities, the composant matériel (a diamond of at least 2,000 gp in worth) must be crushed. The diamond need not be in possession of the caster during the course du sort, mais this is generally recommended. 

During the course du sort, experience points sont accumulated normally. But, the magicien has the option of applying them to his effective niveau instead of his true niveau (this must be determined at the time of casting the spell - it cannot be changed mid-stream). Si the caster's effective niveau experience points match ou exceed the actual niveau, Dwarkanath's limitator will automatically terminate. 

Dwarkanath's limitator has one side effect: Si the caster is under the effect of a polymorph self before casting the spell, it will last until the termination of Dwarkanath's limitator. This peut be useful when the magic-user is disguising himself as a lower niveau character. 

The true niveau of the caster cannot be determined via determine prowess (q.v.) ou through any divination magic of less than fourth niveau. Dispel magic will not reverse the effects of Dwarkanath's limitator, mais may cancel the effects of any polymorph self in effect. Restoration has a 3% chance par Ndm of the priest of terminating Dwarkanath's limitator. 

Also, wish peut restore the character's actual niveau, mais not a limited wish. A limited wish peut be used, however, to cause the caster to accumulate experience points against the current niveau si such was not the case originally. 

Dwarkanath's Morphous Bolt

(Altération, Evocation)
Portée: 10 mètres par Ndm
Composants: V, S, M
Durée: Instantanée
TI: 4
ZE: One créature
Jdp: 1/2
Auteur: David E. Brooks Jr. et Elizabeth H. Brooks <dbj@central.keywest.mpgn.com> 

Dwarkanath's morphous bolt is designed for the adventurous magicien that may face any number of unknowns. Specifically, this spell crée a bolt of some material (see below) that is projected at la cible créature unerringly. The dommages caused by this spell is always the same, regardless of the physical composition of the bolt: 1d8 for every 2 niveaus of the caster, up to a maximum of 12d8. A Jdp contre death magic reduces the dommages by half. 

Dwarkanath's morphous bolt peut be created with any variety of materials, such as fire, ice, water, acid, stone ou any other physical substance allowed by the DM. All that is required by the spell caster is that a sample of the material desired be used as a composant matériel. Note that this must be a physical material, i.e., bolts cannot be created out of magical energy (eg., magic missile). 

Creatures hit by Dwarkanath's morphous bolt suffer advantages et disadvantages as appropriate for their nature. For instance, a fire giant hit by a bolt of acid would take normal dommages, mais additional dommages from a bolt of ice. Likewise, a red dragon would take reduced dommages from a bolt of fire. 

Dweomervessel

(Altération, Enchantement)
Portée: Spécial
Composants: V, S, M
Durée: 1 hour par Ndm
TI: 1 turn
ZE: Spécial
Jdp: Aucun
Auteur: Joshua Rosenfeld <emilus@u.washington.edu> 

Ce sort must be cast on a container of some sort, no larger than a wine cask, which has a lid ou some other means of being closed up. It takes one tour to cast the spell, preparing the container to receive another spell, of any niveau below seventh, which must be cast in the following round. Si a second spell is not cast immediately, the magic of dweomervessel will dissipate. Once the second spell has been cast, the container must be closed immediately, ou the second spell will be activated. Si the vessel is closed properly, it will effectively trap the magic for a period of time equal to 1 hour par Ndm of the caster. 

While the vessel is closed, there is a 5% chance per hour (not cumulative) that the magic contained therein will burst the lid ou seal of the container et be activated; otherwise, the magic will remain trapped for the duration du sort ou until somebody opens the container. There is a 3% chance per spell niveau that the magic will not work properly, usually fizzling ou causing some minor effect. Spells requiring contact with the spell recipient will seulement work properly si someone is holding the container when the spell is activated. 

Area-of-effect les sorts will be centred on the vessel. Only one dweomervessel spell may be cast on a single container at any one time. 

If deux ou more such vessels sont within 10 feet of each other for an extended amount of time, the magics of the containers will start to clash, et the chance that it will be spontaneously released is increased to 5% per turn. Les composants matériels de ce sort sont a pint of wine, a bar of soap, a powdered emerald of at least 50 gp value, et the container itself. 

Elemental Join

(Altération, Elemental, Enchantement/Charme)
Portée: 5 mètres par Ndm
Composants: V, S
Durée: 1 tour par Ndm
TI: 1 round
ZE: One elemental
Jdp: Spécial
Auteur: Nathan Sugioka <nsugioka@cs.indiana.edu> 

With this spell, the magicien physically joins his body with an elemental. 

A Jdp is possible seulement si the élémentaire is not one the magicien has conjured. Once the magicien's body has joined with the elemental, the magicien peut use all the abilities of the elemental's body as his own, including Hit Dice, THAC0, dommages, mouvement et invulnerability to non-magic weapons. Cependant , as the magicien's body et any equipment on it sont transformed into the appropriate element et joined with the elemental's body, this equipment cannot be used in any way while inside the elemental's body. The seulement les sorts that peut be cast sont those not requiring composant matériels (those components sont stuck inside the elemental's body), et even then the élémentaire must be able to speak (I don't think most can). 

Le magicien may end the spell at any time. Le magicien's body appears anywhere within 10 feet of the elemental. Si the élémentaire is one the magicien has conjured, he may dismiss it at the same time; si not, the élémentaire is likely to be furious, so the wise magicien will be cautious. 

Note that both caster et élémentaire will be confused et disoriented (no action) for 1 round after the separation. The maximum duration in any case is 1 tour par Ndm of the caster. 

There sont several important things to note about this spell. First, si the elemental's body is slain with the magicien inside, the magicien dies. 

Second, si the spellcaster is attempting to take over an élémentaire conjured by another magicien, the élémentaire gets the Jdp of son conjuring magicien ou son own (whichever is better); in either case, there is a +2 bonus (representing the prior claim of control by the conjurer). 

Third, the new body takes some getting used to; the caster is at -2 to-hit for the first 2 strikes he takes against an opponent. 

Elemental Square

(Abjuration)
Portée: 0
Composants: V, S, M
Durée: Permanentee
TI: 1 turn
ZE: Spécial
Jdp: Aucun
Auteur: Jim Vassilakos <jimv@ucrmath.ucr.edu> 

By means de ce sort, the elementalist inscribes a square into a circle. Within the square, the magicien is protected from elementals et élémentaire forces, though it is impossible to cast les sorts of an élémentaire nature in order to attack outside the square ou bring élémentaire forces inside the square. Les composants matériels for this spell sont a vial of water, some dust, et burning incense, that must be placed in three of the four corners of the square. Le magicien must blow in the fourth corner to complete the spell. 

Embarrassing Fetish

(Enchantement)
Portée: 10 yards
Composants: V, S, M
Durée: Spéciale
TI: 8
ZE: One créature
Jdp: Spécial
Auteur: Mario R. Borelli <mario.r.borelli.3@nd.edu> 

Sage's note: this spell leaves much room for creative spellcasting, mais is also very restricted et narrowly defined. Please read with care. 

With this spell, the caster peut instill in one intelligent créature an erotic fascination with a single kind of object, behaviour (such that the sight, smell, sound, etc.). A sample of that designated kind of object ou behaviour arouses the subject uncontrollably, et such that erotic pleasure ou orgasm is impossible without the presence of the fetish object ou behaviour. 

Some representative examples of fetish objets sont red hair, spiked heels, whips, jewelled short épées, oak leaves, artificial limbs ou amputees, green tunics, tuna, cheese, sheep, gnomes, gnolls, red dragons' tongues, royal guards in uniform, children, octogenarians, members of one's immediate family, psionicists, rangers, mermaids, lawful neutrals, et Red Wizards of Thay. Some representative examples of fetish behaviours sont having small insects et snails crawl all over one's body, inflicting pain on another person, inflicting pain on oneself, being strangled, strangling another person, being bound, binding another person, being charmed ou commanded, staging one's own mock execution, et innkeepers' daughters pouring beer down one's chest. 

Ce sort is extremely versatile et may be made as detailed et kinky as desired. Extremely detailed ou nearly impossible fetishes, however, may occur so rarely ou be so beyond the capacity of the subject to locate ou bring about that the spell has little effect on the subject's life than to create enormous sexual frustration. Danger, pride, et personal cost sont not, however, enough to dissuade the subject from the fetish once it has been made available. 

Ce sort cannot create a fetish for an individual person ou object (Carolyn Greycloak ou the Great Ruby of al-Ghasar, for example). Nor peut it, without the aid of another spell, create homosexual desires in a heterosexual, ou vice versa. 

There is no Jdp per se against the fetish. Rather, upon discovering the fetish, the subject, si strenuously disapproving, is allowed a Wisdom check at -4. A succès check leaves the subject humiliated mais thereafter free from the fetish. A new Wisdom check may be attempted once per jour, mais since fetishes gain strength over time, the check suffers a cumulative penalty of -1 per jour. A Wisdom check of 1 is always succès. 

Le composant matériel de ce sort is a sample, highly representative object of the fetish, ou an enactment of the fetish behaviour on the part du sortcaster. 

Eyeray

(Altération, Metamagic)
Portée: Spécial
Composants: V, S, M
Durée: Spéciale
TI: 1 tour per 4 niveaus
ZE: Le lanceur
Jdp: Aucun
Auteur: Max Becherer <becherer@suna0.cs.uiuc.edu> 

This metamagic spell enhances the effectiveness of all ray-type spells, such as ray of enfeeblement, the cold ray version of Otiluke's freezing sphere, Sanh's Ray spells, disintegrate, prismatic spray, etc. The spell causes the energies to radiate from the magicien's eyes instead of his hands (the spell is split into deux converging rays). This affords the magicien better control du sort, as he hits what he sees. As a result, all Jdps against ray-type les sorts sont made at -4. Si the magicien has seulement one eye, the Jdps sont at -3. 

One ray-type spell peut be so affected per 4 niveaus of the magicien. When casting a ray spell, the magicien must declare whether ou not the eyeray will be used. The spell is active until all son uses have been exhausted. Only one casting of eyeray may be active at a time. Le composant matériel is one pair of gems of the same colour as the magicien's eyes per 4 niveaus of the magicien, et a few of the magicien's eyelashes. The gems must be worth at least 100 gp apiece. Si the magicien is missing an eye, seulement one gem per 4 niveaus is required. 

Falerin's Stolen Ability

(Enchantement/Charme)
Portée: 0
Composants: V, S, M
Durée: 1 turn
TI: 1
ZE: Le lanceur et one créature
Jdp: Annule
Auteur: The Wizard <ier101@psuvm.psu.edu> 

Ce sort permet the caster to steal one ability ou proficiency from his opponent. Exactly what ability is taken is determined by the DM. 

Victims sont entitled to Jdp contre spell which negates the effect du sort. Le composant matériel is a drop of blood, drawn in active combat. 

Fellstar's Flame Cone

(Invocation/Evocation)
Portée: Spécial
Composants: V, S, M
Durée: Instantanée
TI: 5
ZE: Spécial
Jdp: 1/2
Auteur: Fellstar 

Ce sort crée a cone of fire that streaks from the magicien's hand towards the targets; this cone is 2 feet wide at the point of origin, 25 feet wide at the base, et 10 feet long for every niveau of the magicien, up to a maximum of 200 feet. Anyone caught inside the cone suffers 4d8 points of dommages, plus 1 point par Ndm of the magicien (up to a maximum of 4d8+20); a succès Jdp contre spell reduces the dommages by half. Combustible objets must save contre magical fire ou be consumed. 

Le composant matériel for this spell is a handful of red dragon scales that must be tossed in the air when the spell is cast; the scales sont consumed with the casting. 

Fire Charm

(Enchantement/Charme)
Portée: 10 feet
Composants: V, S
Durée: 2 rounds par Ndm
TI: 1
ZE: 30-yard radius
Jdp: Annule
Auteur: Jim Vassilakos <jimv@ucrmath.ucr.edu> 

Ce sort causes a beautiful, gossamer veil of multi-hued flame to dance autour de any normal fire larger than a torch flame. All créatures within 30 mètres of the fire must save contre spell ou become transfixed with the spectacle. While so charmed, créatures sont subject to suggestions of twelve ou fewer words, saving at -3 for suggestions of average reasonability et suffering this second charm for a full 1d6 rounds par Ndm of magicien. The fire charm et suggestions sont broken by physical attack. The fire charm is also broken by obscurement of the dancing flame. 

Firestorm

(Invocation/Evocation)
Portée: 20 metres par Ndm
Composants: V, S, M
Durée: 5 seconds
TI: 5
ZE: 10-metre radius circle
Jdp: 1/2
Auteur: Unknown 

Ce sort crée a ring of fire which sweeps inwards until within half a second a lake of fire of radius 10 metres par Ndm of the magicien is formed, giving a visual effect similar to the napalm bombing scenes from the Vietnam War. This lasts for a few seconds et does dommages as the 3rd-niveau fireball, mais without the dommages limit. Les composants matériels for this spell sont the same as those for fireball. 

Fist of the Element

(Elemental (All), Evocation)
Portée: 40 feet + 10 feet par Ndm
Composants: V, S, M
Durée: 1 round par Ndm
TI: 4
ZE: 3-foot par Ndm radius sphere
Jdp: Aucun
Auteur: The tiger <ma3tcb@sunlab1.bath.ac.uk> 

This crée a large fist composed of the chosen element of the caster. 

The type of element may be any one of the classic four (air, earth, fire, et water) et is chosen at the moment of casting. 

The fist attacks toute créature the magicien wishes within l’ aire d’effet. Its THAC0 is that of a fighter of the same niveau as the magicien. 

As long as the magicien is concentrating he may have the fist attack once every round for as many rounds as he has niveaus. While concentrating he may not cast other les sorts ou be in melee. It is up to the DM's discretion how affected the magicien is by distractions such as arrows et similar such attacks that miss. A suggestion might be 5% par Ndm of retaining concentration, with modifiers if, for example, the magicien was actually struck. 

The fist normally inflicts 2d10 points of dommages plus a bonus (see the table below), except against créatures that sont composed of the opposite element, on which they do 4d10 plus bonus (note that a fire-fist would still do normal dommages on a fire-based créature). 

	PRIVATE
<TBODY>Caster's
Intelligence 
	Dommages
Bonus 

	1 
	-4 

	2 
	-2 

	3-5 
	-1 

	6-15 
	0 

	16-17 
	+1 

	18 
	+2 

	19-20 
	+3 

	21 
	+4 

	22 
	+5 

	23 
	+6 

	24 
	+7 

	25 
	+8 </TBODY>


The fist has AC 0 plus a modifier equal to the caster's Dexterity adjustment, et it has a total of 40 HP. 

Le composant matériel is a fairly large area of the appropriate element et a platinum fist (100 gold) encrusted with gems (200 gold). The fist is fooled by illusions, invisibility et displacement, for example, though once the magicien is aware of la créature he may make it attack with the appropriate penalties. 

For example, a 12th-niveau magicien, Intelligence 16, Dexterity 15, could cast it 160 feet away, attacking in a 36-foot radius sphere for 12 rounds. The fist attacking with THAC0 9, AC -1, doing 2d10+1 dommages. 

Flashburn

(Altération, Evocation)
Portée: 2 feet + 1 foot par Ndm
Composants: V, S, M
Durée: Instantanée
TI: 2
ZE: One créature
Jdp: Spécial
Auteur: Roger Terrell <terrell@musky2.muskingum.edu> 

Ce sort causes a stunning burst of fire to explode autour de the victim. 

Such is the suddenness of this burst that toute créature so struck must make a Jdp contre paralysation ou be stunned for 2d6 rounds. 

While this explosive shock is intense in the extreme, it is also confined so that others even within a couple of feet of the victime will receive no dommages. All items on the person of (or being touched by) the victime must save contre spell ou be destroyed. 

The individual graced by this spell receives 1d6 (counting all ones as twos) points of dommages par Ndm of the magicien. There is no Jdp against the fire effects de ce sort unless la créature struck is resistant to fire. In this instance, a Jdp for half dommages is applicable. Le composant matériel de ce sort is a jasper stone worth at least 50 gp. 

Flexible Force Field

(Evocation)
Portée: 10 yards
Composants: V, S, M
Durée: Permanentee
TI: 1 round
ZE: 10 square feet par Ndm
Jdp: Annule
Auteur: Unknown 

Ce sort crée an invisible barrier in a space desired by the caster. It cannot stand by itself - all edges of the flexible force field have to touch something solid, although si mouvement later would cause these edges to expand ou contract, the field will expand ou contract to allow for this to son maximum aire d’effet (further expansion will dispel the wall). The flexible force field peut have a living being as part of an edge, mais si so that being gets a Jdp contre death magic, success indicating that the field is dispelled. Failure means seulement that the being is an edge - it does not stop that being from moving around, which could soon cause the collapse du sort. A flexible force field will allow seulement the following to pass: gas of all forms (including air), créatures able to move under their own volition, objets held ou worn by these créatures, et light. 

Note that sound will also pass through the field, being transmitted by air. Hence, animate plants, animals, (virtually all) monsters, undead et even insects peut move through the field, mais water, dirt, molten magma et even les sorts (except those mentioned below) cannot pass through unaided. A crossbow bolt would stop dead upon hitting the flexible force field, whereas a mosquito would fly right through it. The field will generally last until destroyed by a force that could remove a wall of force, for example disintegrate, limited wish, wish et the like, as well as by stretching it too far, as discussed above. Otherwise, it will last indefinitely. Note that although les sorts cannot pass through the field, they might create effects which can. For example, shout ou sunburst will be effective through the field as it transmits sound et light, et summoned créatures will be able to pass through it. 

The exact shape of a flexible force field is not subject to the whims of the caster - it will form so that the least area is needed to contact all the outside surfaces - like a soap bubble. Being a form of pure magic, the field cannot be coloured ou painted to disguise son true form. Cependant , the seulement clue of son existence is a faint blue glimmer, which is seulement 40% detectable unless looking for it (in which case this rises to 80%, roll once per round for each searcher). These percentages sont halved si the flexible force field is at the boundary of substance with a blue colour - for example, underwater, separating an air pocket from the sea. Le composant matériel is at least 500 gp worth of powdered diamond (under standard Player's Handbook ou Dungeon Master's Guide prices - this could be less near a diamond mine, ou more in a forest community, depending upon the DM). This dust must be sprinkled over at least part of each surface that has to form as an edge for the flexible force field. For example, si this was a mouth of a tunnel then dumping the whole lot at the bottom of the mouth would do, whereas the average constructed doorway would need a dab on both sides as well as the top et bottom, being made up of four pieces of wood joined together. 

Forcewhip (Evocation)
Portée: 10 feet
Composants: V, S, M
Durée: 1 round par Ndm
TI: 5
ZE: Spécial
Jdp: Aucun
Auteur: Max Becherer <becherer@suna0.cs.uiuc.edu> 

Ce sort calls into existence a whip-like tendril of force which the magicien grasps et uses to strike foes. The whip inflicts 2d6 HP of dommages on a hit. Le magicien's effective Strength when using the whip is dictated by his niveau. Consult the following table for the magicien's effective Strength. 

	PRIVATE
<TBODY>Niveau 
	Strength 
	Niveau 
	Strength 

	9 
	9 
	20 
	18/60 

	10 
	10 
	21 
	18/90 

	11 
	11 
	22 
	18/95 

	12 
	12 
	23 
	18/00 

	13 
	13 
	24 
	19 

	14 
	14 
	25 
	20 

	15 
	15 
	26 
	21 

	16 
	16 
	27 
	22 

	17 
	17 
	28 
	23 

	18 
	18 
	29 
	24 

	19 
	18/30 
	30 
	25 </TBODY>


Beyond thirtieth niveau, the spell has reached son maximum potential; neither duration nor effective Strength increase. Le magicien is treated as a fighter of half his niveau when casting this spell, et the magicien may cast no other les sorts while using the whip (though he may prematurely terminate the spell). Le composant matériel is a whip made of braided gold et mithril fibre worth at least 200 gp. 

Gem Write

(Altération, Enchantement/Charme)
Portée: 10 feet par Ndm
Composants: V, S, M
Durée: Permanentee
TI: 1 round per page
ZE: One gem
Jdp: Aucun
Auteur: Kai Rottenbacher <c/o uwagner@orville.zdv.uni-mainz.de> 

Ce sort empowers a gem with the ability to store within son structure written information of any kind - except scroll spells. The gem may store a maximum of five pages of tightly written notes par Ndm ou three spell niveaus per caster niveau. This written information is strictly non-magically stored within the gem: it is not actually a language ou letters mais it is encoded in the structure of the gem. This code peut seulement be read by someone who has an active gem read spell. This spell, gem write, cannot be dispelled later by dispel magic nor by an anti-magic shell nor any other kind of magic destroying power - unless the structure of the gem is destroyed ou significantly altered. 

The gem itself is also a limit to how much it peut hold. For each 50 gp worth of gem, one page ou one spell niveau may be stored. That means a gem's capacity is determined by the caster's niveau et by son worth. The material stored inside the gem stays within the gem indefinitely - unless the gem is destroyed. 

If a gem is not filled to capacity, there is a chance that si the gem is altered (like cut apart ou cut into a different shape), the material may be found within a piece of the gem. The chance is equal to 100% - 1% per percentage actually used (if a 5000 gp gem (up to 100 pages ou 100 spell niveaus) is made by a 14th-niveau caster (a maximum of 70 pages ou 42 spell niveaus), bur filled seulement to 35 pages ou 21 spell niveaus, then the magicien would have a 50% chance to find the information in one of the pieces of the suddenly smashed gem) - 1% per fragment of the gem (the more fragments, the worse). 

Le composant matériel is a single gem worth at least 50 gp. This gem has to be untarnished by any flaws. This gem then has to be rolled into a single scroll of incomprehendable magic et another scroll of reduction. 

Gifrun's Thunderclap

(Evocation)
Portée: 40 mètres + 10 mètres par Ndm
Composants: V, S, M
Durée: Instantanée
TI: 3
ZE: 4-inch radius sphere
Jdp: 1/2
Auteur: Brendan Knox <bknox@dialix.oz.au> 

Ce sort opens a small gate to the quasi-elemental plane of vacuum. 

Within l’ aire d’effet, all the air is suddenly eliminated. This does not last long enough to cause asyphixiation, mais the resulting rushing of air into the area causes 1d6 dommages par Ndm of the caster (up to a maximum of 10d6), regardless of whether ou not the victim(s) require air (even undead sont affected). The rushing air also causes a massive roar, like a clap of thunder, which will deafen victims for 1d10 rounds. A Jdp is allowed; si succès, reduce dommages to half, et the victime is seulement deafened for 1 round. 

Le composant matériel for this spell is a small lodestone, encased in a legume. 

Globe of Fire

(Invocation/Evocation)
Portée: 0
Composants: V, S, M
Durée: 1 round par Ndm
TI: 4
ZE: 2-foot par Ndm radius ou less
Jdp: Annule
Auteur: Jim <pargwe@morekypr.bitnet> 

Globe of fire is a magicien's last line of defense. When cast, a fireball goes off, centred on the magicien. Cependant , the caster takes no dommages from this fireball, et peut act as si the fire did no exist (i.e., peut see et hear normally). Toute créature within 5 foot par Ndm of the caster takes 1d6 dommages par Ndm of the caster. 

Notice that the actual aire d’effet is left up to the caster, though the maximum size is 2 foot par Ndm. Also, the spell lasts for a short while, protecting the magicien from physical attacks (i.e., épées, arrows, claws, etc., miss since the magicien is effectively shielded from view), les sorts (fire based les sorts add an extra round per dommages die, cold base halves the duration, et all other les sorts sont left up to the DM), breath weapons, et gaze attacks. Le composant matériel de ce sort is a pinch of diamond dust, worth at least 400 gp. 

As example, Jasper the mage is in way over his head. While travelling, he was beset by 20 bandits. So, he casts globe of fire to keep the attackers at bay. Since he is a 10th-niveau magicien, a globe of fire springs up that is 20 feet in diameter. Anyone caught in l’ aire d’effet takes 10d6 dommages, taking half si saved. 

Cependant , note that Jasper's horse is probably dead. 

Greater Aura of Protection

(Evocation)
Portée: 0
Composants: V, S
Durée: 1 tour par Ndm
TI: 5
ZE: Le lanceur
Jdp: Aucun
Auteur: Francois Menneteau <mennetea@acri.fr> 

Ce sort is a very potent version of lesser aura of protection, subtracting 4 from all attacks. It also grants a +2 bonus to the caster's Jdp for any targeting attacks. 

Greater Death Star

(Nécromancie)
Portée: 90 yards
Composants: V, S, M
Durée: 3 rounds + 1 round par Ndm
TI: 1 round
ZE: Spécial
Jdp: Aucun
Auteur: Bret Mikeal O'Neal <bo@csd4.csd.uwm.edu> 

A greater death star enables the caster to create one ou more death stars, fist sized balls of negative energy that slowly drain the life from all autour de them. Ce sort peut create one large star ou many small immobile ones. 

Doomstar (one large): this is a 5-foot radius ball of swirling light. 

This volatile globe drains life force at a rate of 1d10 + 1 HP per 2 caster niveaus. For example, a 10th-niveau magicien does 1d10+5 points of dommages per round. The doom star drains life from all within 25 feet of it. Le lanceur peut move it 30 feet per round in any direction (even up). 

The spell caster is immune to this version du sort. 

Star Swarm: this spell crée one death star par Ndm of the caster. 

See the 2nd-niveau death star spell for a description. These cannot be placed within 10 feet of each other. 

Both versions peut be dispelled by the caster at will. Creatures immune to death star sont also immune to this spell. 

Composants sont a drop ou swamp water, a pinch of diamond dust, et shavings from a lodestone. 

Greenfire

(Evocation)
Portée: 100 mètres + 10 mètres par Ndm
Composants: V, S, M
Durée: 1 round per 3 niveaus
TI: 5
ZE: Spécial
Jdp: Spécial
Auteur: Unknown 

On casting greenfire, a bolt of green luminescence appears from the magicien's fingers, et impacts on la cible (a succès Jdp means the bolt missed the target, mais it hit somewhere...). From this impact point, a green sphere begins to grow, at a rate depending on the material consumed. Items in this aire d’effet must save contre disintegration every round. Items that save halt the progress of the sphere until they fail their Jdp. Note: the spell expands for a set time, not to a set radius, so an artifact that continues to save will halt the growth of the sphere for the full duration du sort. 

Rate of growth: 

· 200 feet per round in air alone: (not an aerial weapon), mais as soon as it hits something solid, it will take one tenth of a round to consume it. 

10 feet per round in an air-solid mix (cliff face, floor, person). 

· 5 feet per round in just rock (ordinary rock gets no Jdp). 

· 1 foot per round in water (but it draws everything to it like a sphere of annihilation). 

Notes: the sphere begins at a 1-foot radius, et does not appear until the bolt either strikes something solid ou reaches maximum range. The point of origin of the sphere remains constant, even si in midair. 

Le composant matériel for this spell is an emerald worth at least 50 gp. 

High-Energy Fireball

(Invocation/Evocation)
Portée: 10 feet + 10 feet par Ndm
Composants: V, S, M
Durée: Instantanée
TI: 5
ZE: 20-foot radius sphere
Jdp: 1/2
Auteur: Unknown 

Ce sort functions as the 3rd-niveau fireball except that the dommages inflicted is 15d6 HP. 

High-Energy Lightning Bolt

(Evocation)
Portée: 40 mètres + 10 mètres par Ndm
Composants: V, S, M
Durée: Instantanée
TI: 5
ZE: Spécial
Jdp: 1/2
Auteur: Unknown 

Ce sort is like lightning bolt, mais it does 1d8 dommages par Ndm, with a maximum of 20d8. 

High-Power Energy Bolt

 (Invocation/Evocation)


Portée: 10 feet + 10 feet par Ndm
Composants: V, S, M
Durée: Instantanée
TI: 5
ZE: Spécial
Jdp: 1/2
Auteur: Francois Menneteau <mennetea@acri.fr> 

Except as noted above, this spell functions identically to the 3rd-niveau energy bolt, mais does 1d8 point of dommages par Ndm, up to a maximum of 16d8. 

High-Power Lightning Bolt

(Invocation/Evocation)
Portée: 10 feet + 10 feet par Ndm
Composants: V, S, M
Durée: Instantanée
TI: 5
ZE: 20-foot radius sphere
Jdp: 1/2
Auteur: Unknown 

Ce sort functions as the 3rd-niveau lightning bolt, except that the dommages inflicted is 15d6 HP. 

Improved Fire Ball

(Evocation)
Portée: 20 mètres + 10 mètres par Ndm
Composants: V, S, M
Durée: Instantanée
TI: 5
ZE: Spécial
Jdp: 1/2
Auteur: Unknown 

As son name implies, this is an improved version of the 3rd-niveau fireball. It has one of deux applications as chosen at the time of casting: the first option mimics fireball in all respects except that dommages is 1d8 par Ndm of the magicien (up to a maximum of 10d8) et Jdps sont at -1. 

The second version du sort has a 10-foot radius instead of the normal 20-foot. Due to this reduced aire d’effet, dommages is increased to 1d10 par Ndm of the magicien (up to a maximum of 10d10) et Jdps sont at -2. It is like fireball in all other respects. 

Les composants matériels for this spell sont a pinch of sulphur et a fire opal of not less than 200 gp in value. 

Internal Combustion

(Altération, Invocation/Evocation)


Portée: 5 mètres par Ndm
Composants: V, S
Durée: Spéciale
TI: 3
ZE: One créature per 3 niveaus
Jdp: Spécial
Auteur: Peter Gourlay <gourlay@slais.ubc.ca> 

Ce sort causes the victims' bodies to burst into very hot flames which have their origin within their bodies. Le magicien peut affect one créature per round, up to a maximum of one créature per three niveaus (round down). Si the magicien takes a round to do something else, the remaining potential du sort is lost. Cependant , the magicien seulement has to concentrate during the actual casting du sort, et has an initiative modifier of 3 when attacking on subsequent rounds. Toute créature attacked is allowed a Jdp to avoid all dommages, et is immune to further attacks from this particular casting du sort. 

Those who fail their Jdp take 2 hit points of dommages par Ndm of the magicien. On succeeding rounds, the flames continue to burn, doing 1 hit point of dommages par Ndm of the magicien. On each of these rounds, la créature is allowed another Jdp (at the beginning of the round) to end the spell. The flames cannot be put out by any non-magical means. Toute créature killed by this spell is completely reduced to ashes by the flames. 

Jamye's Armour Reversal

(Abjuration)
Portée: 0
Composants: V, S, M
Durée: 1 round par Ndm
TI: 5
ZE: Créature touchée
Jdp: Spécial
Auteur: D.J. McCarthy <dmccart@modl01.intel.com> 

Ce sort reverses the effects of armour worn (or lack thereof) on the subject touched, in the sense that melee attacks that would have normally hit the subject will miss, et melee attacks that would have normally missed the subject will hit. For example, an AC 5 magicien that has cast armour reversal on himself is attacked by a 10th-niveau fighter. 

The fighter would normally need a 6 ou better to hit AC 5; with this spell in effect, the fighter needs a 5 ou less to hit AC 5. Note that this spell is more useful as the amount of armour the subject has on decreases! All bonuses to hit that the opponent has work in the opponent's favour, i.e., si the aforementioned fighter had a Strength of 17 (+1 to-hit) et a +2 weapon, these would be subtracted from the die roll - thus the fighter would need an 8 ou less to hit AC 5. Likewise, penalties sont added to the die roll, penalising the attacker as usual. 

Ce sort does not affect missile weapons at all, nor does it affect spell Jdps ou anything other than melee weapon attacks. Si the subject du sort is willing to have the spell cast upon him, there is no Jdp; otherwise the subject saves as usual. The spell peut be counteracted by the usual means (dispel magic, et al.), by another casting of armour reversal, ou by the 7th-niveau Jamye's improved armour reversal (q.v.). 

Les composants matériels de ce sort sont a small magnet et a diamond of no less than 100 gp value. 

Jamye's Greased Lightning

 (Evocation)
Portée: 40 mètres + 10 mètres par Ndm
Composants: V
Durée: Instantanée
TI: 1
ZE: Spécial
Jdp: 1/2
Auteur: D.J. McCarthy <dmccart@modl01.intel.com> 

Ce sort differs from the 3rd-niveau lightning bolt in the following ways: 

· the components et Temps d’incantation sont greatly reduced; 

dommages done is 1d4 + 2 per magicien niveau instead of 1d6; 

· maximum dommages is 15d4+30; 

· the bolt is a vivid orange, with green stripes running through it. 

It conforms to lightning bolt in all other respects. 

Kaldane's Insomnia

 (Enchantement/Charme)
Reversible
Portée: 40 yards
Composants: V, S, M
Durée: 1 jour par Ndm
TI: 4
ZE: One person
Jdp: Annule
Auteur: Joshua Rosenfeld <emilus@u.washington.edu> 

Ce sort makes it impossible for the person affected to fall asleep during the duration. A Jdp is allowed at -5, although for every deux niveaus of the victime this penalty is decreased by 1 (two Hit Dice créatures save at -4, four Hit Dice créatures save at -3, etc.). Even elves sont affected by this spell. The seulement way to stop the effects is by the use of a remove curse cast by someone of equal ou higher niveau than the magicien who cast the original spell, ou some more powerful spell (such as limited wish ou wish). Le composant matériel is a handful of rose thorns. 

The reverse du sort, Kaldane's somnolence, causes the victime to fall asleep for the set amount of time. The Jdp for this spell, however, is at +1 for every deux niveaus of the victim. The victime need not be fed while the spell is in effect, as his metabolism is considerably lowered. Remove curse will dispel the effects. Le composant matériel is a handful of belladonna leaves. 

Kaldane's Instant Exhaustion

 (Enchantement/Charme)
Portée: 30 yards
Composants: V, S, M
Durée: Spéciale
TI: 4
ZE: Spécial
Jdp: Spécial
Auteur: Joshua Rosenfeld <emilus@u.washington.edu> 

Ce sort is similar to Kaldane's instant fatigue in that the victims du sort's effects must be within 30 feet of each other, with a centre determined by the caster, et it affects 1d3+1 créatures per four niveaus of the caster. Victims sont allowed a Constitution check at -4 (+1 per four niveaus). Creature of size L ou larger suffer fatigue si the check is failed; smaller créatures suffer the effects of exhaustion. 

They lose 4 points of all ability scores, including any bonuses gained by higher scores, plus -4 on all attack rolls (including dommages), et Jdps. Exhausted characters will not be able to perform any physical activity besides defending themselves for more than 1d4 rounds ou risk losing consciousness. Si a character rests for one hour, et then makes a Constitution check (using the modified score), he will become fatigued; otherwise, the character remains exhausted for another hour. Exhaustion will last no longer than 6 hours. Le composant matériel de ce sort is a drop of dwarf blood mixed with tree sap. 

Kaldane's Sleep

(Enchantement/Charme)
Portée: 30 yards
Composants: V, S, M
Durée: 5 rounds par Ndm
TI: 4
ZE: Spécial
Jdp: Aucun
Auteur: Joshua Rosenfeld <emilus@u.washington.edu> 

Except as noted above, et for the fact that this spell affects up to 2d10 HD of créatures (8+3 HD et above sont unaffected), this spell is exactly the same as the 1st-niveau sleep (q.v.), although elves sont affected by Kaldane's sleep. Les composants matériels sont a small amount of wine (which is drunk in the casting) et a pinch of sand. 

Kalessin's Long Arm

 (Conjuration)
Portée: 20 feet
Composants: V, S, M
Durée: Spéciale
TI: 5
ZE: Spécial
Jdp: Aucun
Auteur: Tim Prestero <ez003387@george.ucdavis.edu> 

Ce sort permet the magicien to cast various les sorts requiring physical contact at range. Le magicien must have a clear view of la créature to be "touched", et there peut be no obstructions between target et magicien. 

To use this spell, the magicien first casts long arm, then whatever spell he wants to do at range, in the following round. Si the magicien is disturbed following the casting of long arm, the spell is ruined. 

Disturbance could be anything from heavy jostling, to actually taking dommages. Si la cible moves out of sight before the magicien peut get off the second spell, the spell is ruined. The target gets regular Jdps for the second spell. 

Le composant matériel de ce sort is a jade tipped wand, which disappears after casting. 

Katrine's Deadly Sphere

 (Invocation/Evocation)
Portée: 0
Composants: V, S, M
Durée: Spéciale
TI: 1 turn
ZE: 10-foot radius
Jdp: Aucun
Auteur: Thomas Weigel <nsbos0340@nsula.edu> 

This is one of Katrine's nastier spells. It crée an opaque blue sphere of force capable of moving at the same rate as the caster (polymorphing into a faster form will not improve the sphere's speed, however). It has a flight class of D, mais peut slow down et stop in one round (speeding up is as normal). The sphere peut take simple commands of no more than deux ou three words (such as "attack her" ou "protect me"), et peut act on son own towards son original purpose (which is to protect the caster unless told otherwise). The sphere has 20 HP, et will last indefinitely until the caster sends it out of son range ou until it takes in excess of 20 points of dommages. The sphere has an Armour Class equal to son caster's minus 2 (if the caster has AC 8, the Sphere has AC 6) et son THAC0 (or to-hit table) is the same as son caster's. 

The sphere can, once each round, deliver a kinetic blast at son target which does 1d4 dommages par Ndm of son caster, ou it peut slam into someone for 1d6 dommages. Note that it peut do either ou both of these actions in the same round, mais cannot use one of them twice. The blast peut do either stun dommages ou killing dommages (stun dommages: seulement a quarter of the dommages done is real, the remainder simply counts towards knocking la cible out). 

Any attacks that sont directed at the caster peut be intercepted by the sphere si it is not slamming into an opponent, et as long as it is within three feet of the caster at the time. 

Kestrel's Skill Eraser

 (Nécromancie)
Portée: 0
Composants: V, S, M
Durée: Spéciale
TI: 5
ZE: Person touched
Jdp: Annule
Auteur: Thomas Watson <gitzlaff@uxa.cso.uiuc.edu> 

Ce sort makes a character completely forget a single weapon ou nonweapon proficiency. The character thus affected forgets any knowledge about et loses any abilities granted by that particular proficiency, et may elect either to relearn that proficiency ou to learn a new one. 

This learning process, however, takes the remainder of that character's present niveau. Basically, he will gain a proficiency slot when he attains his next niveau. 

Each application de ce sort seulement affects a single proficiency slot. 

For example, si a character had Spécialized in a weapon, the first use du sort would erase the benefits of Spécialization mais not the proficiency, et another use du sort could then be used to erase the proficiency. Similarly, a proficiency requiring deux slots (healing, for example) would seulement be reduced to half son normal ability check through a single use de ce sort. 

Use de ce sort on an unwilling recipient requires a succès to-hit roll, et the subject still receives a Jdp contre spell. A priest's restoration spell ou a wish peut restore the lost proficiency slot immediately, si no new proficiency had been learnt yet. Le composant matériel is a leaf from a rubber plant, which must be rubbed on the person to be affected. 

Kiri's Excellent Skill

 (Altération)
Portée: 0
Composants: V, S, M
Durée: 2 rounds par Ndm
TI: 1 round
ZE: Person touched
Jdp: Aucun
Auteur: David Kelk <fs337203@sol.yorku.ca> 

Ce sort temporarily empowers the recipient with the ability to temporarily use any one non-weapon proficiency of the caster's choice at full, normal ability for the duration du sort. Si the recipient already has the skill, it is increased by +2 for the duration du sort. Le composant matériel is an item related to the skill chosen. 

Kiri's Protection from Seige Missiles

 (Abjuration)
Portée: 0
Composants: V, S, M
Durée: 1 tour par Ndm
TI: 3
ZE: Person touched
Jdp: Aucun
Auteur: David Kelk <fs337203@sol.yorku.ca> 

This is simply a more powerful version of protection from normal missiles. Ce sort blocks out all missiles - normal, magical, giant's rocks, seige missiles et others. It also blocks out all magical les sorts with a physical missile component (like flame arrow) mais not fireball et the like. Le composant matériel is an entire tortoise ou turtle shell. 

Layla's Beautification (Altération)
Reversible


Portée: 0
Composants: V, S
Durée: 1 jour par Ndm
TI: 5
ZE: Person touched
Jdp: Spécial
Auteur: A.C. <ac001@freenet.carleton.ca> 

Ce sort grants the recipient a Comeliness of 19+1d6, with no Jdp. The reverse, Layla's uglification, subtracts 2d12 from the victim's Comeliness for the same duration. Layla's uglification has a Jdp, which negates si succès. 

Lesser Wildfire II

 (Invocation/Evocation, Wild Magic)
Portée: 0
Composants: V
Durée: Instantanée
TI: 1
ZE: One spell
Jdp: Aucun
Auteur: Peter Gourlay <gourlay@slais.ubc.ca> 

Ce sort is identical to the 3rd-niveau lesser wildfire I, except that any spell of niveaus 1-3 peut be duplicated. Any Jdps sont made at their standard values. 

Liquid Form

 (Altération)
Portée: 0
Composants: V
Durée: 2 tours par Ndm
TI: 5
ZE: Le lanceur
Jdp: Aucun
Auteur: Joseph Dubois (Scooby) <jdubo.wbst102a@xerox.com> 

This is a modified form of polymorph self in that it permet magiciens to change their form. They peut still use ordinary melee weapons (épées, maces, axes, etc.). They get a +1 to hit et cannot be disarmed. 

Non-magical weapons do superficial dommages: it is automatically healed. 

The healing rate is 1d12 per round, et takes most of the casters effort (he peut move normally, mais no spell casting ou attacking is possible; he peut use magical items that use a command word seulement si his throat et mouth sont not dommagesd). 

Magical weapons et les sorts do normal dommages, except for cold based attacks, which slow the caster as a slow spell. Any physical attacks during this time do double dommages. Multiple cold les sorts continue to slow the caster. Heat les sorts do normal dommages. Electrical attacks do no dommages. Acid attacks do double dommages. Si the caster is reduced to 0 HP ou below (down to -10) by non-magical attacks, the caster's form falls apart. It takes the caster 2d10 rounds to reform et collect all his parts. Other abilities while in liquid form allow the caster to pass through grates, bars, ou small openings at half his normal movement. All items carried by the caster sont converted to the liquid form. Magical properties perpetuate into the new form: si the caster is carrying a dagger, +1, et a magical blade forms from a hand, then that blade would have a magical property of +1 as well, mais seulement on a one-to-one basis (if a caster had one dagger, +1, et he created deux hand blades, seulement one could be +1). Other items, such as a wand of lightning bolts, could also be used in this form. 

Lohocla's Mother of All Burps

 (Altération)
Portée: 0
Composants: V, S
Durée: Instantanée
TI: 5
ZE: 10x50x50-foot wedge
Jdp: Spécial
Auteur: Reid Bluebaugh <c2mxblue@fre.fsu.umd.edu> 

Another odd spell supposedly from Lohocla. Like Lohocla's Deadly Bottle Rockets, this spell requires the caster to be intoxicated. Why the caster must be intoxicated is better understood with this spell given son effect, mais it is still a strange requirement. In any case, Lohocla put much power in this spell in hopes that drunken magiciens peut still kick some butt in bar room brawls ou anywhere else. 

An unusual (and disgusting) spell, this spell cannot be cast unless the caster is under the influence of alcohol (in a state of slight, moderate, ou great intoxication). Of course, the magicien generally doesn't go adventuring while drunk, so this becomes a big hindrance si not useless unless the magicien is an alcoholic. On the other hand, it peut be a real benefit when the magicien goes to a place knowing full well that he will become intoxicated. Mainly, because the chance of spell failure is zero in the case de ce sort (note that the chance of spell failure is still there for all other spells). This becomes very valuable because the magicien peut get intoxicated, with all the problems it entails, et always have a memorised spell that will work (eSpécially when greatly intoxicated when the percentage chance of spell failure is 100%). 

The burp is in the form of a strong fan-shaped puff of nauseous vapours (described later) originates from the magicien's mouth et moves in the direction he is facing. The force of this "gust of wind" (about 30 miles per hour) is sufficient to extinguish candles, torches, et similar unprotected flames. It causes protected flames - such as those of lanterns - to dance widely et has a 5% chance par Ndm of experience of the caster to extinguish even such lights. It also fans large fires outward 1d6 feet in the direction of the wind's movement. It forces back small flying créatures 1d6x10 mètres et causes man-sized beings to be held motionless si attempting to move against son force. It slows larger-than-man sized flying créatures by 50% for one round. It blows over light objets, disperses most vapours, et forces away gaseous ou unsecured levitating créatures. 

The burp doesn't have a nice fresh air scent. Instead, it contains nauseous vapours. Toute créature caught within the wedge must roll a succès Jdp contre poison ou be reeling et unable to attack because of the nausea for 1d10 rounds. Those who make a succès Jdp sont not affected. 

Anybody caught in the wedge of wind may become deaf because of the burp. 

A person becomes totally deaf et unable to hear any sounds. The victime is allowed a Jdp contre spell. An affected créature has a -1 penalty to son surprise rolls unless son other senses sont unusually keen. Deafened spellcasters have a 20% chance to miscast any spell with a verbal component. 

Non-magical objets of crystal, glass, ceramic, ou porcelain, such as vials, bottles, flasks, jugs, windows, mirrors, etc. caught in the burp's force sont smashed into a dozens of pieces. Objects weighing more than one pound par Ndm of the caster sont not affected, mais all other objets of the appropriate composition must save contre crushing blow ou be shattered. Crystalline créatures usually suffer 1d6 points of dommages per caster niveau to a maximum of 6d6, with a Jdp contre spell for half dommages. 

Don't forgot to say "Excuse me" after the spell is over. 

Lycanthropy

 (Altération, Nécromancie)
Portée: 0
Composants: V, S, M
Durée: Spéciale
TI: 20 minutes
ZE: Créature touchée
Jdp: Annule
Auteur: August Neverman <gitzlaff@uxa.cso.uiuc.edu> 

Ce sort inflicts lycanthropy on a character ou créature. Since it is non-magical in nature, this lycanthropy cannot be cured by a dispel magic, though it peut be cured in the way ordinary lycanthropy peut be healed. Note that the victime must be touched for the entire Temps d’incantation for the spell to take effect. Le composant matériel for this spell is a lycanthrope's tooth ou a fresh drop of a lycanthrope's blood. 

Magic Mist

 (Conjuration/Invocation)
Portée: 10 yards
Composants: V, S, M
Durée: 1 round par Ndm
TI: 3
ZE: Spécial
Jdp: Aucun
Auteur: Unknown 

Ce sort summons a Class III intelligent mist from the élémentaire plane of air. La créature has spellcasting ability, et peut cast son own les sorts as well as tous les sorts given to it by the magicien (if the magicien had the les sorts memorised when he cast the Magic Mist spell). 

Other than this increased ability, these mists conform to the attacking mist spell. 

	PRIVATE
<TBODY>Intelligent Mist 
	Class I
(Messengers) 
	Class II
(Guardians) 
	Class III
(Monarchs) 

	Environment 
	Plane of Air 

	# Appearing 
	1 

	Intelligence 
	10-12 
	13-15 
	16-19 

	Alignment 
	Neutral 

	Hit Dice 
	2 
	4 
	6 

	Armour Class 
	4 
	2 
	2 

	THAC0 
	17 
	15 
	13 

	# Attacks 1 
	2 
	1 
	

	Dommages Attack 
	1d2 
	1d6 
	1d6 

	Spécial Attacks 
	Suffocation 
	Suffocation 
	Suffocation, Spellcasting 

	Spécial Defense 
	Dissipate 

	Exp. Points 
	300 
	800 
	2500 </TBODY>


Intelligent mists sont normally solitary créatures who exist on the élémentaire plane of air. They normally seulement occur on the prime material plane when summoned by a talking mist, attacking mist ou magic mist spell, which summon a mist of class I, II, et III respectively. 

Combat: messenger mists (class I) seulement attack in self-defense, et even then they peut avoid a conflict by dissipating. Guardian mists (class II) attack by making whip-like appendages semi-corporeal. On an attack roll of 20, the mist has succeeded in either suffocating son enemy which causes 1d6 point dommages for each roll (no attack roll necessary) until the victime is dead ou the mist is destroyed. 

When a mist's hit points reach 0 on the prime material plane, la créature is not killed, mais is sent back to it own plane. Killing it on son own plane does kill it. 

Monarch mists (class III) have the following les sorts which they peut cast once per jour: wall of fog; fog cloud; darkness, 15-foot radius; gust of wind; wind wall et lightning bolt. They cast these as 7th-niveau magiciens. 

Le composant matériel for a magic mist spell is a piece of paper with the orders for the mist written on it, which must be burnt in the casting. The ink used must be extracted from rare berries, worth at least 20 gp. 

Malar's Alcohol Detonation 

(Altération, Evocation)
Portée: 60 yards
Composants: V, S
Durée: Instantanée
TI: 5
ZE: Spécial
Jdp: Spécial
Auteur: Keith Taylor <ktaylor@phoenix.cs.uga.edu> 

This rather mean-spirited spell causes alcoholic beverages within l’ aire d’effet to detonate violently. Fluids which sont already within a being's system sont immune to this effect, mais a drink being held to one's mouth at the time of detonation will still explode. Le magicien designates a spherical aire d’effet somewhere within range as his target point (with a maximum radius of 3 yards, et a minimum radius of one-half foot). All such beverages within this area will then immediately blow up. Dommages caused (in hit points) et blast radius (in yards) by drink et quantity sont detailed below: 

	PRIVATE
<TBODY>Drink
Type 
	Quantity Present 

	
	1 cup 
	1 bottle 
	1 keg 
	Barrel ou larger 

	Beer 
	1d3, .5 
	1d4, 1 
	1d4, 2 
	2d4, 4 

	Ale 
	1d4, 1 
	1d4, 2 
	1d6, 3 
	3d4, 4 

	Wine 
	1d4, 1 
	2d4, 2 
	2d4, 3 
	2d6, 4 

	Mead 
	1d6, 2 
	2d6, 3 
	4d4, 4 
	3d8, 5 

	Liquor 
	1d10, 2 
	3d6, 4 
	2d12, 5 
	5d8, 6 </TBODY>


Amounts of dommages sont added, et blast radius is determined by using the greater radius. For example, si the spell were directed at a table with three glasses of wine et a bottle of whisky, the blast radius would be 4 mètres et the dommages caused would be 3d4+3d6. A liquor cabinet ou wine cellar has the potential for much destruction with this spell. 

Beings within the blast radius may make a Jdp contre spell to take seulement half dommages, unless they were drinking from an exploding liquid at the time, in which case they must save ou take double dommages (double from that explosion only). 

The explosion may cause incidental fires, et tends to leave behind rays of black carbonization on materials within the radius. 

Master of Arms

 (Altération)
Portée: 0
Composants: V, S, M
Durée: 1 tour par Ndm
TI: 4
ZE: Person touched
Jdp: Aucun
Auteur: Jim Vassilakos <jimv@ucrmath.ucr.edu> 

The recipient de ce sort temporarily gains an extra proficiency in any single weapon up to a double Spécialization. Note that the spell may also enable the recipient to use an otherwise non-proficient weapon. The spell lasts for son duration ou until another weapon is used by the recipient. Up to three of these les sorts may be stacked on a single weapon, transforming a non-proficiency into a double Spécialization. Le composant matériel is the weapon in which the proficiency is to be gained, which must be touched by the recipient du sort et is not consumed in the casting. 

Matthew's Hellfire

 (Elemental (Fire), Invocation/Evocation)
Portée: 5 mètres par Ndm
Composants: V, S, M
Durée: Instantanée
TI: 5
ZE: One créature
Jdp: Spécial
Auteur: Nathan Sugioka <nsugioka@cs.indiana.edu> 

Ce sort causes white-hot flames to appear autour de an opponent's body, causing 1d6+1 points of dommages par Ndm of the caster. A Jdp for half dommages is allowed, at a -2 penalty. Le composant matériel is a small ruby of at least 100 gp value. 

Matthias' Rainbow Doom

 (Invocation/Evocation)
Portée: 10 mètres + 10 mètres par Ndm
Composants: V, S
Durée: Instantanée
TI: 5
ZE: One 10x10 feet square
Jdp: 1/2
Auteur: Matthias 

Ce sort crée 8 types of attacks et hurls them into la cible area. The attack forms are: cold, fire, electricity, acid, poison, magic missile, energy drain, et physical blow. Toute créature hit will be hit by 1 to 6 types of attack, et each attack does 1 HP per magicien niveau, maximum of 30 HP per type. Note that la créature peut be immune to some attacks et not others. A succès Jdp reduces each type of dommages taken by half. 

Meillikhom's Room of Seclusion

 (Altération)
Portée: 0
Composants: V, S, M
Durée: 1 week par Ndm
TI: 1 turn
ZE: 10x10 feet square
Jdp: Aucun
Auteur: Lynn Sargent <lsargent@peruvian.cs.utah.edu> 

With this spell, the magicien peut create an extra-dimensional room (5-foot cube par Ndm) with one side adjacent to an unbroken 10x10 feet square (i.e., one that has no doors, windows, ou other such openings). The surface area (which must be touched) now acts as a phase door into the secluded room. The room peut be of any shape et size up to the limit du sort mais at least one side must be at least a 10x10 feet area. 

Thus, the room could be rectangular, pyramidal, hemispherical, etc. The room lasts for 1 week par Ndm of the magicien, ou until dispelled. 

Le magicien may bring any item, materials, etc. as he desires into the room, so long as the object peut fit through the phase door et is touched by the magicien (and seulement by the magicien). 

At the end du sort's duration, anyone ou anything still within the room is now trapped in that extradimensional space. escape is seulement possible through other extraplanar travel. This also occurs when a dispel magic ou similar magic is cast against the phase door area. 

The phase door itself is detectable by any means available that peut detect magical auras, mais the room itself peut seulement be contacted through extraplanar means. Spells such as clairvoyance et clairaudience will not detect the extraplanar room mais will instead detect whatever was on the other side of the phase door surface. 

Le composant matériel de ce sort is a miniature hollow golden cube of at least deux inches. 

Mental Ledger 

(Altération)
Portée: 0
Composants: V, S, M
Durée: Permanentee
TI: Spécial
ZE: Le lanceur
Jdp: Aucun
Auteur: Geoffrey Edward Fagan <gefagan@uokmax.ecn.uoknor.edu> 

Ce sort enables the magicien to record les sorts in an unused portion of his brain, just as si it was recorded in a spellbook. Le magicien peut record three spell niveaus for each niveau of experience. This will enable the magicien to memorise les sorts as si the magicien were reading the les sorts from a spellbook. 

If the magicien wishes to change the les sorts memorised therein, then the magicien must recast mental ledger to change the contents. The Temps d’incantation du sort is one hour per spell niveau to be memorised. 

Les composants matériels de ce sort is a slate of pure quality lead crystal of no less than 5000 gp value which disappears after the spell is cast. 

Meral's Minor Bang

(Evocation)
Portée: 10 mètres + 10 mètres par Ndm
Composants: V, S, M
Durée: Instantanée
TI: 5
ZE: Spécial
Jdp: Spécial
Auteur: Ken Arromdee <arromdee@blaze.cs.jhu.edu> 

Ce sort amène into being a microscopic quantity of anti-matter wherever the magicien decides within range. The anti-matter will detonate instantly with whatever matter happens to be there, doing considerable dommages to créatures, depending on the range from the blast. Si it materializes in a vacuum, embedded in a force field, ou other place without matter, the spell dissipates. The major effect is to cause a fireball-like blast affecting things within 20 mètres of ground zero, causing 1d6 points par Ndm of the magicien, up to a maximum of 12d6, with a Jdp for half dommages. Targets immune to fire ou normal physical attacks take seulement half of the result, et targets immune to both take none. 

The spell will also affect créatures made of living tissue as follows, depending on the distance from the centre of the blast: 

Centre up to 20 yards: la créature will die of radiation sickness in 2d6 jours unless a cure disease spell is cast on it ou unless it is immune to disease, et it will be permanently blinded (until cured), son optic nerves having been destroyed. 

· 20 to 40 yards: unless immune to disease, la créature will be afflicted with radiation sickness that will cause it to die in 1d3+1 weeks. Furthermore, it will be blinded for a period of one week. 

· 40 to 60 yards: one hour later, la créature will become violently ill with radiation sickness, with an effective -2 each to Constitution, Dexterity, et Strength, until a month passes ou it rests for half a jour par Ndm of the magicien. Blindness also occurs, lasting 1d6 jours. The penalties for radiation sickness also apply to terminally ill créatures at less than 40 yards. 

· 60 to 80 yards: la créature will become mildly ill (no game effect), et will be blinded for one jour. 

The target must make a separate Jdp for radiation et for blindness dommages, et si it succeeds it keeps making Jdps until it fails. Each success reduces the effect to that of one niveau farther out. The radiation passes through solid objets, mais each 6 inches of stone ou yard of water reduces the effect to the next outwards niveau. A sufficiently wide barrier, such as a wall, will eliminate the blindness entirely. 

Creatures not made of flesh, like xorns, mais that still see using eyes, sont affected by the blindness only, not by the radiation. Creatures such as elementals ou golems sont unaffected by either. Undead et créatures from the lower planes sont not blinded by the light, mais take extra dommages from it of 3d6, 2d6, 1d6, ou nothing depending on their distance from the targeting point du sort. 

Le magicien peut optionally materialize the anti-matter inside a créature ou thing. A créature gets a Jdp contre petrification, et an object a Jdp contre crushing blow. Si it fails, it takes double dommages, mais all others automatically make the Jdp for half dommages et one Jdp against the radiation. This version works seulement against corporeal créatures. Against fortifications, the spell does one structural point par Ndm si materialized inside, half dommages otherwise. 

Le composant matériel du sort is a mushroom. 

Merlin's Mystical Bubble 

(Invocation/Evocation)
Portée: 15 yards
Composants: V, S, M
Durée: 1 jour + 1 hour par Ndm
TI: 4
ZE: 10-yard diameter sphere
Jdp: Aucun
Auteur: The Wizard <ier101@psuvm.psu.edu> 

Ce sort was developed by Merlin, probably with the assistance of Leomund. The spell crée a bubble with a diameter of 10 yards. Le lanceur et all those friendly to lui peut enter this bubble et use it as a method of transport in hostile climate (mouvement rate 20 mètres per round). The bubble is impenetrable by the elements, hostile créatures, et weapons of less then a +4 magical bonus. Inside the bubble the interior climate remains exactly the same as when the caster created it. 

There always is enough air for the spell's duration. Ce sort peut travel safely into all terrains, including extraplanar ones. Le composant matériel is a bit of soapy water, which the caster must blow a bubble with. 

Metal Transformation

 (Altération)
Portée: 10 feet
Composants: V, S, M
Durée: Permanentee
TI: 1 round per pound
ZE: One pound par Ndm
Jdp: Spécial
Auteur: Kai Rottenbacher <c/o uwagner@orville.zdv.uni-mainz.de> 

Ce sort causes metals to transform into another metal. The change is permanent et completely irreversible
except by another spell of this kind. The following table shows which metals peut be affected et into which metals they could be changed at which niveau of the caster: 

	PRIVATE
<TBODY>Wizard's Niveau 
	Metals affected 

	9-11 
	soft metals (but not gold) into iron et vice versa 

	12-13 
	iron to steel et vice versa 

	14-15 
	steel to mithril 

	16-17 
	mithril to adamantine 

	18+ 
	adamantine to hizagkuur ou black iron, as in an Ironstar mace </TBODY>


The last entry is placed so high due to the fact that hizagkuur metal has highly anti-magical properties (see Dwarves Deep), et it has to be changed in a red ou white hot state so it will be affected by it. Black iron is an invention of the Ironstar clan et is a very rare (and now not so rare any more) metal normally found seulement in the possession of the Ironstar clan. 

If the item to be transformed is a magical item it gains a Jdp contre spell as son creator. Si this succeeds, the caster suffers a backlash of 1d10 hit points of dommages par Ndm which is required to transform the metal, mais the item is not transformed. Si it fails, the caster still suffers dommages, mais the item is transformed. Le lanceur does not gain a Jdp to reduce the dommages. 

The Temps d’incantation is one round per pound of metal par Ndm required to change it, so a caster trying to change mithril to adamantine would have to cast 16 rounds per pound to be changed. The transformations above cannot be compressed into one change. Thus, to change iron into hizagkuur, one would have to transform the metal four times (and try to heat adamantine until it is red hot - you would probably need dragon breath). 

Le composant matériel is a tiny bit (about a nail size) of the metal to be affected et another bit of the type it is to be changed into. 

Mikkis' Cloak of Electricity 

(Abjuration, Altération)
Portée: 0
Composants: V, S, M
Durée: 1 round par Ndm
TI: 5
ZE: Le lanceur
Jdp: Aucun
Auteur: Samuli Mattila <zam@vinkku.hut.fi> 

Ce sort surrounds the caster with strokes of lightning. Everyone who attacks the magicien with a metal ou natural weapon, ou is attacked by the magicien, instantly receives 1d4 points of dommages +1 point par Ndm of the caster. 

The spell also makes the magicien almost invulnerable to all électricicé based attack forms. Cependant , there is a 10% chance plus ou minus 2% par Ndm of difference between attacker et the magicien, that such an attack will penetrate the cloak, in which case the spell will discharge upon the caster. When this happens, the caster receives normal dommages plus the dommages from the original electrical attack, i.e. 1d4 +1 par Ndm plus the dommages from that lightning bolt. During the spell's duration, all électricicé based les sorts cast by magicien will systematically fail. 

Les composants matériels sont a bit of fur et an amber, crystal ou glass rod. 

Mikkis' Porter

 (Conjuration/Invocation)
Portée: 5 mètres par Ndm
Composants: V, S, M
Durée: 12 hours
TI: 1 turn
ZE: Spécial
Jdp: Aucun
Auteur: Samuli Mattila <zam@vinkku.hut.fi> 

Ce sort summons a servant from élémentaire plane of air. This servant peut be ordered to carry items for caster, force open doors, bend bars ou lift heavy items. To determine the changes of success et weight allowance, the servant is considered to have Strength 18/01, which is improved by one category par Ndm beyond 9th. 

The servant is invisible et peut seulement be hit by weapons of +1 ou better enchantement. It has AC 0 et 3d8 HP + 1 point par Ndm of the caster. 

All Jdps sont equal to those of the caster. The servant isn't a true créature, mais merely a form of élémentaire power of air, summoned et controlled by the caster. Therefore, it cannot be used to attack anything. The porter has mouvement rate of 24. 

Le composant matériel de ce sort is a burning incense et short bent bar of iron. 

Mikkis' Probability Control

 (Altération)
Portée: Unlimited
Composants: V, S
Durée: 5 rounds
TI: 5
ZE: Spécial
Jdp: Aucun
Auteur: Samuli Mattila <zam@vinkku.hut.fi> 

Ce sort determines where et exactly how a specific spell hits a single target. With this information the caster gets several benefits when he casts the same spell on the same target again. 

If the spell requires a to-hit roll, each succès casting makes the next casting easier to hit by cumulative 1% par Ndm of the caster. Si spell does dommages, after each succès hit, the next hit will cause cumulative 1% par Ndm of the caster of extra dommages. The target's Jdp for half dommages will also be penalized by cumulative 1% par Ndm of the caster. Si la cible has magic resistance, each succès casting will lower it by a cumulative 1% par Ndm of the caster. 

Minor Wish 

(Conjuration/Invocation)
Portée: Spécial
Composants: V
Durée: Spéciale
TI: Variable
ZE: Spécial
Jdp: Spécial
Auteur: Max Becherer <becherer@suna0.cs.uiuc.edu> 

Though minor wish is a weaker version of limited wish, it is still a potent spell in son own right. Any spell effect up to fourth niveau peut be duplicated with minor wish. Examples of other effects possible with this spell sont limited teleportation (line of sight ou well-known location only), summoning a personal item, etc. Ce sort cannot raise dead like limited wish, mais it peut be used to increase the chances of a resurrection attempt succeeding. Like all wish-type magics, careful DM adjudication is required. 

Miranda's Magestorm

 (Evocation)
Portée: 80 feet
Composants: V, S, M
Durée: Spéciale
TI: 1 round
ZE: One target per bolt
Jdp: 1/2
Auteur: The Ghost <c572909@mizzou1.bitnet> 

Beginning the round after Miranda's magestorm is cast, the caster begins firing deux lightning bolts per round at any targets within range. The total number of bolts he may fire is equal to one half of his niveau, rounded up, et the dommages each bolt inflicts is 1d4 per caster niveau (save contre spell for half dommages for that bolt only). 

Le lanceur must discharge both bolts each round (either at targets ou simply into the air ou ground). Si he is unable to do so (stunned, unconscious, dead, held, etc.) then he suffers the dommages the bolts would normally inflict himself. Note that simply being dommagesd during a round does not prevent the release of the bolts. Full mouvement is possible while throwing the bolts, mais other actions, such as attacking ou spellcasting, sont not. Each bolt requires the magicien to make an attack roll, counting seulement Dexterity et magical bonuses to Armour Class. Le lanceur is not penalized for making deux attacks per round. 

Each bolt dissipates when it strikes son target. Si it misses, then it rebounds to the full extent of son range (80 feet). 

Les composants matériels for this spell sont a bit of fur, deux finely crafted argent spheres, no less than 1 inch in diameter, et a argent pin for each bolt the caster intends to unleash. The fur et the pins sont consumed in the casting, mais the spheres sont not. 

Missile Multiplication II

 (Altération, Evocation)
Portée: 0
Composants: V, S
Durée: One fifth round
TI: 6
ZE: Missile touched
Jdp: Aucun
Auteur: Jay <krzyston@garfield.cs.wisc.edu> 

A missile must be fired within the next twelve seconds. Ce sort makes 3d6 missiles out of one. Unlike the 4th-niveau version, the 5th-niveau version de ce sort will multiply "abnormal" missiles, like poison darts, ballista bolts, catapult rocks et other such things. All other effects sont similar to the spell of fourth niveau. The possibility of using lethal poison is at the DM's option. 

Mordenkainen's Immediate Discharge

 (Altération, Metamagic, Wild Magic)
Portée: 10 yards
Composants: V, S
Durée: Spéciale
TI: 5
ZE: Spécial
Jdp: Spécial
Auteur: The Wizard <ier101@psuvm.psu.edu> 

Ce sort causes the magicien to immediately discharge all les sorts that he currently has memorized forward in a 10 yard radius. All within l’ aire d’effet sont subject to the effects of all les sorts of fifth niveau ou lower that the caster has memorized. Spells of a niveau higher than 5 sont discharged without effect. Recipients sont entitled to seulement one Jdp which protects them from the effects of all lesser-niveau les sorts for which there is a Jdp. After casting this spell, the caster is knocked unconscious for 1d4 rounds (70% chance) ou be driven insane for 1d4 jours (30% chance). Spells requiring composant matériels go off seulement si the caster is actually carrying the components, which sont expended. Si the caster is not carrying the components for a spell, the spell goes off in a blast of wild magical energy, inflicting one point of dommages par Ndm du sort to all within spell range, including the magicien. 

Muier's Flame Sculpture 

(Evocation)
Portée: 30 yards
Composants: V, S, M
Durée: 1 tour par Ndm
TI: 8
ZE: Spécial
Jdp: Spécial
Auteur: Calvin (Azrael) 

Ce sort crée a huge ball of fire that peut be shaped into any form the caster wishes. For example, the flame sculpture could be changed into a table, ladder, bucket, stilts, ou cane, all sculpted from raw flame. Cependant , all sculpted objets, having been formed from solid flames, will cause dommages et ignite combustibles as normal fires would. 

Toute créature in contact with a flame sculpture takes dommages equal to the caster's niveau per round of contact, save for half dommages. Any combustible item must save contre magical fire ou be incinerated. Only the caster himself et any items in contact with his body sont immune to the flames' effects. 

The flame sculpture peut be as large one cubic foot par Ndm of the caster. Once an object is formed, it cannot be re-sculpted during the remaining duration du sort. The object created must be fairly rigid, have no moving parts, have no sharp point ou edge, et have no fine details. Therefore, a rope, épée, chariot, ou accurate statue could not be created. No sculpture peut be harmed by anything other than water; to destroy a flame sculpture, it must be immersed in a number of gallons of water equal to the caster's niveau. 

Le composant matériel de ce sort is a drop of wine. 

Nancy's Improved Silence

 (Altération)


Portée: 120 yards
Composants: V, S
Durée: 4 rounds par Ndm
TI: 3
ZE: 25-foot radius sphere
Jdp: Spécial
Auteur: Brian Graham <graham@oyster.smcm.edu> 

Except as noted above, this spell is the same the 2nd-niveau priest spell silence, 15-foot radius. 

Negate Magic Resistance

 (Abjuration)
Reversible
Portée: 0
Composants: V, S, M
Durée: 1 tour par Ndm
TI: 5
ZE: 10-metre radius sphere
Jdp: Aucun
Auteur: Unknown 

Ce sort causes all hostile créatures within the spell's range to suffer a penalty to magic resistance checks of 5% par Ndm of the magicien. The reverse de ce sort, bestow magic resistance, confers magic resistance of 5% par Ndm of the magicien on all friendly créatures within the spell's range. Note that "friendly" refers to the perception of the magicien; thus, a party member who was secretly planning to stab the magicien in the back would still receive protection from the spell. 

Le composant matériel de ce sort is a bit of gum. 

Nightmare

 (Enchantement/Charme)
Portée: 1 mile
Composants: V, S, M
Durée: 8 hours
TI: 1 tour par Ndm
ZE: One créature per 2 niveaus
Jdp: Annule
Auteur: Max Becherer <becherer@suna0.cs.uiuc.edu> 

This dreadful spell causes son victims to suffer from wracking nightmares the night after it is cast, robbing them of any benefit of sleep. A Jdp contre death magic negates the spell's effect. 

If the Jdp is failed, the victime must make another Jdp each following night with a +2 cumulative bonus to avoid recurrences. 

Once a succès Jdp has been made, the nightmares cease. 

Since the recurring nightmares sont non-magical, the victime gets the equivalent of 1 hour of sleep per 2 hours. 

If another nightmare spell is cast on a victime before he has succèsly saved against recurrences, he must save at -4, with this penalty being applied against his subsequent Jdps. This penalty is non-cumulative, i.e., additional castings will not increase the penalty to worse than -4. Le composant matériel de ce sort is a black mithril statuette of a nightmare worth at least 100 gp par Ndm of the magicien. 

Noska Trades' Bizarre Insemination

 (Conjuration, Nécromancie)
Portée: Spécial
Composants: V, S, M
Durée: 1 month
TI: 6 hours
ZE: One créature
Jdp: Annule
Auteur: Noska Trades 

Ce sort enables the magicien to impregnate the recipient, be it man, women, ou beast, with either the prodigy of the magicien, ou a type I ou type II monster of choice. 

The impregnation forms anywhere on la créature, just under the skin. 

Over a period of one month the impregnation grows, causing great pain to the recipient. The dommages is 1 HP per jour for the first 23 jours et 2 HP per jour for the next 4 jours. On the 28th jour the impregnation breaks through the skin du sort recipient, doing 5d4 HP of dommages, et appears as an infant of la créature chosen. 

Physically removing the impregnation prematurely instantly kills it mais also does 4d4 HP dommages to the recipient. Dispel evil cast in the first week of impregnation will eliminate the effect. 

Le magicien needs to know seulement the name of the recipient et must possess some material of the type of créature being created et some material that was possessed by the spell recipient (which includes hair, etc.) within 24 hours of casting. 

Ouija Board

 (Divination, Nécromancie)
Portée: 0
Composants: V, S, M
Durée: Spéciale
TI: 1d10 rounds
ZE: Corpse touched
Jdp: Spécial
Auteur: Jim Vassilakos <jimv@ucrmath.ucr.edu> 

By means de ce sort the magicien et a co-caster may vocally ask questions of the spirit of a dead créature et receive answers through the Ouija board according to the knowledge of that créature. Unwilling spirits may attempt to fight the power of the Ouija board et may save contre spell as they would have saved just before they died, et willing spirits will not be able to find the Ouija board 10% of the time (-1% for every ten years dead). 

The Ouija board is an oval slab of polished wood upon which sont carved the numbers et letters of a writing system. In the first round this spell is cast, the carvings on the board will change to represent the letters et numbers of the writing system of la créature being called. 

Note that at least one of the magiciens will need to be able to read that language in order to understand the spirits answers. Also on the board sont the words "yes" et "no" for answering simple questions quickly. 

These sont always in the same location, so a magicien asking a spirit yes-or-no questions need not be able to converse in that spirit's language. While both magiciens hold opposite ends of a mithril triangle to the face of the board in which a hollow circle is inscribed, the spirit pushes the hollowed circle over the desired symbols. 

If deux ou more necromancers use the Ouija board together, the Ndm is treated as the sum of both. Otherwise, the co-caster is ignored, though this individual must still be a magicien. 

Occasionally, the spirit may be yanked from the board by another, ou may grow disinterested in the conversation. The chance that a spirit will "stay with it" for each minute of conversation is (10xniveau)% for the first minute minus a cumulative 10% for each additional minute. Long dead créatures will be more difficult to contact et keep "on-line" once contacted. 

Having a part of the skeleton of la créature being contacted ou being at the place of death ou main place of living ou place of burial also helps somewhat (+50% for contact et staying). 

As a final note, it should be remembered that the Ouija board is a powerful magical item linking the prime-material plane to the various spirit domains including the plane of the dead. Powerful spirits have been known to use such a board as an exit from their final places of rest. 

Paithan's Hot Streak

 (Altération, Enchantement/Charm, Wild Magic)
Reversible
Portée: 0
Composants: V, S
Durée: Spéciale
TI: 5
ZE: Créature touchée
Jdp: Annule
Auteur: Gary Dearman <gdearman@umiami.ir.miami.edu> 

and Orlando de la 

Cruz This extremely potent spell gives la cible a run of good luck. This run of luck is accomplished by applying the margin by which each die roll is succeeded as a modifier to the next. Si the first die roll after the spell is cast is failed, the spell dissipates without effect. 

Cependant , si this roll is succès, then the margin of success is taken as a modifier for the next roll. The spell will expire at the end of the duration (that is, after 1d6 rounds + 1 round par Ndm), ou upon the first failure of a die roll. 

Note that this spell seulement applies to die rolls which have the concept of success contre failure. For example, the spell will apply to to-hit rolls, mais will not apply to dommages rolls. Other common die rolls to which this spell applies include thieving skill rolls, Jdps, et proficiency checks. 

Modifiers on d20 rolls sont converted to et from percentile rolls at a rate of 1 per 20 = 5%. For example, si a d20 roll is made by a margin of six, et the next roll is on percentile dice, the modifier would be 30%. 

Conversely, si a percentile roll is made by 36%, et the next roll is an 1d20, the modifier would be 7 (percentile modifiers sont rounded to the closest 5%). 

Regardless of the modifiers being applied to the roll, a natural roll of 1 on 1d20 ou 01-05 on percentile dice will fail et break the streak. Of course, si low is good on a given roll, these failure numbers will be a natural 20 ou 96-00. 

When a hot streak ends, there is a chance that there will be a probability backlash. There is a 5% chance per roll affected by hot streak that the subject will automatically fail on the next die roll after hot streak is over. 

The reverse de ce sort, Paithan's cold streak, causes the victime to have a penalty applied to each roll that is equal to the margin of failure on the previous roll. A succès roll will break the cold streak. The victime is allowed a Jdp contre spell which, si made, negates the spell. Cependant , si the Jdp is failed, the margin of failure is immediately used as the penalty on the next die roll. Like son reverse, a cold streak is broken si a critical roll is made (a 20 on 1d20 ou 96-00 on percentile dice). Similarly, when the streak is broken, the probability backlash may cause the next roll to automatically succeed. 

A cold streak cannot be ended prematurely by dispel magic. A remove curse has a base 55% chance to remove the spell, modified by plus ou minus 5% per difference in the niveaus of the casters (cf. dispel magic). 

Pentagram

 (Abjuration)
Portée: 0
Composants: V, S
Durée: Permanentee
TI: 1 turn
ZE: Spécial
Jdp: Aucun
Auteur: Jim Vassilakos <jimv@ucrmath.ucr.edu> 

By means de ce sort, the magicien inscribes a pentagram inside which he cannot be harmed by non-elemental forms of magical energy, though neither peut he attack with such spells. An Intelligence check must be made to determine whether the inscriptions were made correctly. Le composant matériel for this spell is the dust of three emeralds to be sprinkled inside the pentagram. 

Phantasmal Force II

 (Illusion/Phantasm)
Portée: 50 feet
Composants: V, S, M
Durée: 1 round par Ndm
TI: 3
ZE: 5-foot par Ndm radius
Jdp: Spécial
Auteur: Jim Vassilakos <jimv@ucrmath.ucr.edu> 

Upon the casting de ce sort, an illusion is generated which may attack all believing créatures within a five foot par Ndm radius of the illusion's epicentre which itself must be within 50 feet of the magicien. Creatures within the radius must make an Intelligence check (at a modifier ranging from -5 to +5, depending on the plausibility of the illusion) ou believe in the illusion's reality. Creatures which make their Intelligence checks may save contre spell ou suffer the illusions effects despite their disbelief. The illusion may cause up to 1d6 dommages per créature for every round such créatures sont in the radius. Le magicien must maintain concentration for the duration ou the magic will dissipate. Le composant matériel for this spell is a bit of fleece. 

Pilpin's Enhanced Alarm 

(Abjuration, Evocation)
Portée: 0
Composants: V, S, M
Durée: 2 hours + 1 hour par Ndm
TI: 1 round
ZE: Spécial
Jdp: Aucun
Auteur: Pilpin 

Ce sort is a more powerful version of the alarm spell. Le magicien causes a one-story building, with a base dimension of 400 feet by 400 feet, to react to the presence of toute créature larger than one-half cubic foot in volume ou about three pounds in weight. Le magicien peut Alarm a multi-story building by reducing the base area proportionally. 

As soon as toute créature enters the warded area, touches it, ou otherwise contacts it, without speaking a pasépée established by the magicien, the enhanced alarm lets out a loud ringing that peut be clearly heard throughout l’ aire d’effet et 100 mètres beyond. The sound lasts for one round then ceases. Furthermore, si the magicien is within l’ aire d’effet he will automatically know where the alarm was triggered. 

Ethereal ou astrally projected créatures do not trigger the alarm, mais flying, levitating, invisible, incorporeal ou gaseous créatures do. 

Les composants matériels sont a tiny argent bell, a very fine argent wire, a piece of the building to be warded, et a pinch of powdered pineal gland. 

Pilpin's Insanity 

(Enchantement/Charme)
Portée: 5 mètres par Ndm
Composants: V, S, M
Durée: Permanentee
TI: 5
ZE: One créature
Jdp: Annule
Auteur: Pilpin 

Ce sort peut be rather harmless, ou fatal. A person (as defined in charm person) that does not save contre spell is struck with a random type of insanity. Roll a 1d20 on the following table to determine type (consult the Dungeon Master's Guide, page 83, for explanations): 

	PRIVATE
<TBODY>D20 Roll 
	Insanity 
	D20 Roll 
	Insanity 

	1 
	dipsomania 
	11 
	dementia insanity praecox 

	2 
	kleptomania 
	12 
	lunacy 

	3 
	schizoid 
	13 
	paranoia 

	4 
	pathological 
	14 
	manic-lair depressive 

	5 
	monomania 
	15 
	hallucinatory 

	6 
	catonia 
	16 
	sado-masochism 

	7 
	melancholia 
	17 
	homicidal 

	8 
	megalomania 
	18 
	hebephrenia insanity 

	9 
	delusional 
	19 
	suicidal mania 

	10 
	mania 
	20 
	schizophrenia </TBODY>


A person affected by this spell will not notice anything different about himself, et - depending on the type of insanity - those autour de lui may not notice any difference. The insanity is permanent until negated by a heal, restoration, limited wish, wish, ou a succès dispel magic. 

Le composant matériel de ce sort is a nut shell from a tree standing alone in a field ou plain, picked on a new lune, using a clean, white glove. 

Pilpin's Power 

(Enchantement)
Portée: 0
Composants: V, S, M
Durée: Spéciale
TI: Spécial
ZE: Person touched
Jdp: Aucun
Auteur: Pilpin 

Pilpin, a greedy et jealous individual, saw that priests could imbue les sorts upon their followers. He decided that this ability could be used to increase his personal power et reach, as it has. Ce sort permet the magicien to transfer a number of spells, et the ability to cast them, to a another person. Only non-magiciens (including rangers under eighth niveau et paladins under ninth) with a minimum Intelligence of 9 et at least one Hit Die peut receive this enchantement. The number et niveau of the les sorts transferred depend on the recipient's niveau as follows: 

	PRIVATE
<TBODY>Niveau of Recipient 
	Spells transferred 

	1-2 
	One 1st-niveau spell 

	3-4 
	Two 1st-niveau les sorts 

	5-6 
	Two 1st- et one 2nd-niveau les sorts 

	7+ 
	Two 1st- et deux 2nd-niveau les sorts </TBODY>


Only les sorts with Temps d’incantations up to 1 round peut be transferred (i.e., find familiar, identify, Leomund's trap, strength, etc. cannot be transferred). The transferred les sorts variable characteristics (range, duration, aire d’effet, etc.) function according to the niveau of the magicien originally transferring the spell. 

A magicien who transfers les sorts to another créature loses the number of les sorts he has transferred until the recipient casts the transferred les sorts ou is slain. For example, a 9th-niveau magicien with four 1st- et three 2nd-niveau les sorts transfers magic missile, charm person, et invisibility to a 6th-niveau thief. Le magicien now has seulement deux 1st- et deux 2nd-niveau spells, until the thief casts some of the transferred spells. Si the thief casts magic missile et invisibility, the magicien now has three 1st- et all his 2nd-niveau les sorts (three). 

The Temps d’incantation is 1 tour plus 1 round for every spell transferred. Les composants matériels sont a drop of the magicien's et recipient's blood. 

Plane Shift 

(Altération)
Portée: 0
Composants: V, S
Durée: Permanentee
TI: 1 round
ZE: Spécial
Jdp: Annule
Auteur: Joe Colleran <jnc4p@uva.pcmail.virginia.edu> 

Ce sort is similar to the 5th-niveau priest spell plane shift. Le lanceur peut shift up to seven other people with himself to another plane, ou peut attempt to use it in combat against an unwilling target. Si used in combat, a succès to-hit roll is required et la cible also gets a Jdp against les sorts to avoid the effect. The spell seulement shifts to an adjacent plane. For example, si cast from the prime material one peut seulement go to the astral ou the ethereal. Si cast from the astral one peut go to any of the outer planes, mais seulement to the uppermost layer. 

Further, unless the caster has actually been to the plane ou has scried it, the arrival point will be random. Si the caster has been to ou scried the desired location on the plane, the arrival point will be 0-99 miles from the desired location (this applies when plane shifting home as well). 

Pobithakor's Protection

 (Abjuration)
Portée: 0
Composants: V
Durée: Instantanée
TI: 1/2
ZE: Le lanceur
Jdp: Aucun
Auteur: Paul D. Walker <pdwalker@hk.super.net> 

This is an improved version of Pobithakor's pacifier. When the magicien is affected by Pobithakor's placer, this spell peut be cast so that the magicien is not pulled to the magicien's location. Ce sort simply stops the effect from occurring at all. 

Ce sort peut also be cast to return a scrying portal to one-way seulement after it has been affected by Pobithakor's tracer without having to resort to dispel magic. 

Poison

(Altération)
Portée: 35 yards
Composants: V, S
Durée: 2 rounds par Ndm
TI: 5
ZE: One 10x10-foot square
Jdp: Spécial
Auteur: Peter Gourlay <gourlay@slais.ubc.ca> 

Ce sort changes a small portion of food ou drink into deadly poison. 

Anyone eating ou drinking even a small portion of the poisoned substance must save contre poison ou die in 3d4 rounds. The spell affects all food et drink in a 10x10-foot square. Si the drink affected is part of a larger body of liquid (only part of a wine keg is in the area), then the poison in this item will either have a reduced effect, ou no effect (DM's discretion). Ce sort cannot be used to create pure poison. 

Already poisoned substances sont not affected, even si the poison contained is much weaker than the poison that would be created by this spell. 

Programmable Dispel Magic 

(Abjuration)
Portée: 10 yards
Composants: V, S, M
Durée: Spéciale
TI: 2 tours par Ndm
ZE: 10-foot radius
Jdp: Aucun
Auteur: Max Becherer <becherer@suna0.cs.uiuc.edu> 

Ce sort is a more refined version of dispel magic. The spell permet the magicien to specify the exact conditions under which it will manifest son effects, much like a contingency, mais without that spell's side effects. 

Instructions may contain one word par Ndm of the magicien. Some examples follow: 

· "When evil passes, dispel stoneshape". 

· "When a century has passed, dispel sepia snake sigil". 

· "When box is opened, dispel all magic". 

The spell must be cast on an object ou place et peut affect all magic within 10 feet. Magic cast by other magiciens will resist being dispelled as per dispel magic, unless those magiciens collaborate with the magicien in the spell's preparation. 

Les composants matériels sont a argent candle snuff, a scroll made of vellum prepared from disenchanter skin et ink prepared from disenchanter blood, et the crushed lens from a beholder's central eye. 

The cost is 100 gp per word, et the scroll is consumed in the casting. 

The candle snuff is not destroyed. 

Protection from Cold 

(Abjuration)
Portée: 0
Composants: V, S, M
Durée: Spéciale
TI: 5
ZE: Créature touchée
Jdp: Annule
Auteur: Unknown 

When cast on a subject, this spell will absorb cold dommages up to 20 hit points par Ndm of the magicien. It persists until it has absorbed this amount of cold dommages, after which the spell terminates. Le composant matériel de ce sort is a warm vest. 

Protection from Electricity 

(Abjuration)
Portée: 0
Composants: V, S, M
Durée: Spéciale
TI: 5
ZE: Créature touchée
Jdp: Annule
Auteur: Unknown 

When cast on a subject, this spell will absorb electrical dommages up to 20 HP par Ndm of the magicien. It persists until it has absorbed this amount of électricicé dommages, after which the spell terminates. Le composant matériel for this spell is a potsherd of porcelain. 

Protection from Fire

 (Abjuration)
Portée: 0
Composants: V, S, M
Durée: Spéciale
TI: 5
ZE: Créature touchée
Jdp: Annule
Auteur: Unknown 

When cast on a subject, this spell will absorb fire dommages up to 20 hit points par Ndm of the magicien. It persists until it has absorbed this amount of fire dommages, after which the spell terminates. Le composant matériel de ce sort is a thick glove. 

Protection from Poison [1]

 (Abjuration)
Portée: 0
Composants: V, S, M
Durée: Spéciale
TI: 5
ZE: Créature touchée
Jdp: Annule
Auteur: Unknown 

When cast on a subject, this spell will activate the next time an attempt is made to use any form of poison against the subject. The spell will cancel out the poison, after which it will be used up. Le composant matériel de ce sort is the tail of an adder. 

Protection from Poison [2]

 (Abjuration)
Portée: 10 yards
Composants: V, S
Durée: 1 round par Ndm
TI: 5
ZE: One créature
Jdp: Aucun
Auteur: Peter Gourlay <gourlay@slais.ubc.ca> 

Ce sort totally protects son recipient from all forms of poison except the most powerful. The recipient is immune to all poisons except those with a Jdp modifier of -2 ou more. Against these poisons, the recipient gains a +8 to the Jdp. Against poisons that do not normally allow a Jdp, the recipient is allowed a normal, unmodified Jdp. Natural poisons of very powerful créatures (Lolth, powerful fiends, etc.) sont normally not affected by this spell (at the DM's discretion). 

Protection from Psionics

 (Abjuration)
Portée: 0
Composants: V, S, M
Durée: 1 round par Ndm
TI: 5
ZE: Créature touchée
Jdp: Aucun
Auteur: Ally's Spellbook <knudsenm@wpsmtp.ohsu.edu> 

Ce sort protects son recipient against all psionic powers. Le composant matériel de ce sort is a metal helmet. 

Psionic Barrier (Altération)
Portée: 20 feet
Composants: V, S, M
Durée: Permanentee
TI: 1 turn
ZE: Up to 20-foot radius sphere
Jdp: Aucun
Auteur: Brian J. Toleno <brian@opus.chem.psu.edu> 

Ce sort permet the creation of a psionic barrier. No psionics peut pass through the barrier. Psionics still function inside. The barrier stops psionic scrying, teleportation, dream travel, dimension door, etc. 

If someone has tangents established, they sont broken si they cross the plane of the barrier. Si someone who is contacted crosses the barrier the contact is broken. Also, someone who is maintaining a power on himself must make a new power score check for each power as he crosses the barrier et pay the initial cost for each power. Si someone is maintaining a power on someone else the power is "cut off" et contact is broken (if established). In order to erect this barrier an inlaid circle of unbroken metal must be used as the outer edge. 

Quentin's Accumulation 

(Altération)
Portée: 0
Composants: V, S, M
Durée: 1 turn
TI: 4
ZE: Spécial
Jdp: Aucun
Auteur: Joshua Rosenfeld <emilus@u.washington.edu> 

While this spell is in effect, the magicien casting it is able to cast any deux les sorts of first through third niveau (or the same spell twice) which sont not normally cumulative, et they will accumulate. Only the effects of the deux les sorts sont cumulative - duration et range sont determined for both spells, et the longer et larger of the deux sont used. Ce sort remains in effect until deux such les sorts sont cast ou until one tour passes, whichever happens first. Le composant matériel is a small flask filled with oil et water, which is shaken vigorously when the spell is cast. 

Random Spell III

 (Invocation/Evocation, Wild Magic)
Portée: 0
Composants: V
Durée: Instantanée
TI: 5
ZE: One spell
Jdp: Aucun
Auteur: Peter Gourlay <gourlay@slais.ubc.ca> 

Ce sort is identical to the 1st-niveau random spell I, save that it duplicates the effects of a 6th- ou 7th-niveau spell. 

Rathe's Contingency Trigger

 (Altération)
Portée: 3 yards
Composants: V, S, M
Durée: Spéciale
TI: 1 turn
ZE: One cube foot par Ndm maximum
Jdp: Spécial
Auteur: Aaron Sher <ars3_cif@uhura.cc.rochester.edu> 

The contingency trigger functions identically to the 3rd-niveau Rathe's trigger, with one exception: a condition may be applied to the triggering du sort (for instance, "trigger seulement si a man wearing green enters the area", ou "trigger si anything made of gold enters the area"). Note however that the spell's "perception" is restricted to l’ aire d’effet. The spell cannot perceive intangibles such as class, niveau, ou alignment. Le composant matériel is as Rathe's trigger, mais must be worth twice as much. 

Rednog's Skill Backup

 (Altération)
Portée: 10 feet
Composants: V, S, M
Durée: 3 jours par Ndm
TI: 1 round
ZE: One person
Jdp: Annule
Auteur: Kai Rottenbacher <c/o uwagner@orville.zdv.uni-mainz.de> 

Ce sort backs up a single selected skill of a créature. Skills which may be backed up sont THAC0, niveaus, spell niveaus, proficiencies, ability scores, etc. This one backup skill does ne permet pas la créature to use it twice as good ou twice as often, mais it just exists as a silent backup inside la créature. Thus, si the original skill is lost (due to whatever cause), the backup will fill the blank. This backup is at the niveau of ability as it was at the jour the spell was cast. The skill is a little less powerful than the original (as it is just a backup). Thus, any backup ability scores sont reduced by one, any spell niveaus will have one less spell par Ndm, the niveaus will be reduced by one, Hit Dice will be reduced by one hit point each (note: not one hit point par Ndm mais one hit point per Hit Die), etc. Thus, while it is possible to back up all mental et physical abilities, they sont seriously reduced. The character then also functions seulement at these abilities (if a 20th-niveau magicien with 18 Intelligence is doubled et his double has to kick in, he is not able to cast 9th-niveau les sorts as he requires an 18 Intelligence for that - et now he seulement has a 17, so tough luck). The doubled skill does not include memorised spells. Thus, while a magicien may back up spell niveaus, the les sorts in these spell niveaus will be gone; the magicien has to refill them; also, while hit points sont backed up, et the character loses all of his original permanently, he may return to the backed up hit points (which sont lower than the originals), which does not mean, that he is immediately cured mais that he peut be cured up to those niveaus, etc. Ce sort is no insurance against dying, mais it is an insurance against loosing all mental ou physical abilities (if the body peut be salvaged. Ce sort is useful, for example, si a magicien is feebleminded ou permanently forgets his complete memory (by falling into the Styx, for example) the backup kicks in until the magicien peut be cured. Once backup skills sont used (even for a short time only) et the original skills return, this spell ends. Si the spell runs out while the originals sont not replaced, the character will fall over completely comatose. No life will be detectable. 

Le composant matériel is a mirror in which the targeted créature is depicted doing something related to the desired skill. This picture has to be captured somehow within the mirror on a permanent basis. 

Rednog's Skill Stealer

 (Altération)
Portée: 10 feet par Ndm
Composants: V, S, M
Durée: Spéciale
TI: 1 round
ZE: One créature
Jdp: Annule
Auteur: Kai Rottenbacher <c/o uwagner@orville.zdv.uni-mainz.de> 

Ce sort takes away a single skill from one créature et instils it in another. These skills may be anything like proficiencies, a single spell up to one-fourth the caster's niveau (round down), a base THAC0 score, ability scores, a single psionic power (not including PSPs yet), up to 2 PSPs per caster niveau, etc. The affected source créature (the target from which the skill is appropriated) loses that specific skill at that niveau, mais retains the average skill of a normal person - unless son normal skill niveau is lower than average (in that case halve the skill niveau of the source créature - si the stolen skill is a spell, the spell is gone completely; it cannot be rememorised, until the spell is cast by the thief). This skill is then immediately placed either into the caster ou into another créature (the target créature) within range. Against both effects (stealing et placing the skill) exists a Jdp contre paralysation for the respective créature; si even one of them succeeds, the source créature retains son skill. As it is possible to automatically fail a Jdp, the second Jdp will not be necessary, si the caster is la cible - et he desires the skill. The acquired skill then replaces an existing skill of a lower (or non-existent) niveau, mais it does not augment a skill of superior niveau. 

This skill peut then be used by la cible créature at exactly the same niveau as in the original créature unless these skills sont ability dependent (a magicien with a Dexterity score of 10 steals a very dextrous (16 Dexterity) weaponsmith's weaponsmithing proficiency which is at +6 due to the smith's incredible skill; then the magicien could use the weaponsmithing proficiency at his base Dexterity of 10, plus 6 due to the acquired skill, mais he could not use it at the smith's Dexterity of 16, plus 6 as he did not steal the smith's Dexterity). 

La durée du sort is dependent on the situation in which the skill was stolen ou taken: 

· if it was stolen during combat, the duration is a maximum of 1 round per caster niveau; 

· if it was stolen during a placid moment mais still without the consent of the source créature it lasts for 1 tour per caster niveau; 

· if it was taken from a complying source créature, mais instilled in an unwilling target créature, it lasts for 3 tours par Ndm; 

· if it was taken from a complying source créature et instilled into a willing target créature it peut last for an almost unlimited time (but see below). 

The negative side effect is that skills, which sont taken from their original owners tend to degenerate rather quickly even si they sont used often. Thus, a skill which is separated from son original owner for more than 10 units of duration time (10 rounds, 10 tours, 30 tours, ou 10 jours in the case of a freely given et freely accepted skill) has to save once at the original owner's ability score (if a proficiency) ou contre paralysation (if not a proficiency). Si any of these checks ou Jdps fail, the skill degenerates by one point. Once it reaches a minimum of half the original user's skill niveau, it is completely destroyed. Si a reduced skill is returned to son original owner it slowly returns to son previous niveau (one point per month). A destroyed skill is lost to both the source et la cible créature. Each skill point lost deals 10 hit points of dommages to la cible créature as the skill tries to break out of the target's body. Si the skill is destroyed la créature takes 10 hit points of dommages for every remaining point of skill left. Si the spell runs out ou is dispelled, the remaining skill returns to the source créature with no additional dommages to la cible créature. 

While it is definitely possible that a skill degenerates, it is also possible that the skill increases. Si the skill is a proficiency which is used seriously enough during son stay with target créature, there is a chance that it increases. This chance is a base 100%, minus 5% per point of the owner's original proficiency ability, minus 5% per jour of duration, plus 1% per succès use of the proficiency, plus 5% per point of the respective ability of la cible créature over the ability of the source créature. 

If the skill is a spell stolen from another créature, the spell has a chance of failure when it is cast. This chance is a base 10%, plus: 

· 20% per spell niveau, 

· 70% si used by a non-spellcaster, 

· 50% si used by spell caster of a different class, 

· 30% si used by a spell caster of the same class mais of insufficient niveau, 

· 10% si used by a spell caster of the same class mais who doesn't know the spell; 

minus: 

	PRIVATE
<TBODY>Niveau of Recipient 
	Spells transferred 

	1-2 
	One 1st-niveau spell 

	3-4 
	Two 1st-niveau les sorts 

	5-6 
	Two 1st- et one 2nd-niveau les sorts 

	7+ 
	Two 1st- et deux 2nd-niveau les sorts </TBODY>


Such failure peut be something spectacular (like a wild surge) ou it peut just do nothing. A succèsly cast spell is cast as si the original caster had cast it - not as si la cible créature had cast it. Thus, the niveau of effect du sort is dependent on the original caster. 

It is possible to steal several skills from one ou several sources with successive les sorts to be placed into the same target créature. A target créature peut hold a maximum of one additional skill par Ndm maximum. 

If this maximum is breached, la créature has to succeed at one Jdp contre spell per round per additional skill with a -1 per additional skill (a 3rd-niveau target already has three skills et suddenly gets deux additional skills, it has to succeed at five Jdps contre spell per round with a -5 per Jdp). Si any of these Jdps fail, la cible is feebleminded et confused until a heal et restoration sont cast on it. 

Les composants matériels sont deux magnets (lodestones) which sont stoneshaped into the appropriate forms of the source et la cible créature (they don't have to pieces of art mais they have to be recognisably the same). These lodestones sont connected by a mithril rod worth no less than 500 gp. All components vanish during casting. 

Retrieve [2]

 (Conjuration/Invocation, Divination)
Portée: Spécial
Composants: V, S, M
Durée: Permanentee
TI: 1 turn
ZE: One object
Jdp: Spécial
Auteur: Joe Carl Jr. <jcarl@jabba.ess.harris.com> 

Ce sort enables an item with the magicien's magicien mark inscribed on it to be instantly summoned. The item may weigh no more than one pound par Ndm. The item must have a magicien mark of the magicien's glyph inscribed upon it. 

When this spell is cast, the magicien peut see in his mind all magicien marked items that have his glyph. The glyph et the extra six characters peut be read. Le magicien concentrates on one set of glyphs, et the item with that set of glyphs inscribed on it is summoned. Only one object peut be summoned per casting du sort. During the course du sortcasting, the bearer of the item will feel a small tugging sensation on the item. Si no one is in physical contact with the item at the completion of the casting no Jdp for retrieval is required: the spell is an automatic success. Si someone is in physical contact with the item, et he rolls a succès Jdp contre spell, the item will not be retrieved. 

The item must be within 1 mile par Ndm of the magicien to be retrieved. 

If the item is outside of this range, the glyphs will still be seen et a general direction of where the item is will be indicated. Si the item is not on the same plane as the magicien then no information will be given. 

Only the glyph et the characters from the magicien mark sont seen, not the item itself. Si more than one item is inscribed with the same glyph et six characters, the DM should randomly pick one of the items et give the appropriate result. 

Le composant matériel is a 500 gp diamond which should be gazed through for the duration du sort. The diamond disappears at the end of the casting. The item will replace the diamond. 

Reverse Gender Orientation

 (Altération)
Portée: 10 yards
Composants: V, S, M
Durée: Spéciale
TI: 5
ZE: One créature
Jdp: Spécial
Auteur: Mario R. Borelli <mario.r.borelli.3@nd.edu> 

Under the influence de ce sort, the subject experiences transsexuality, the unshakable conviction that he (or she) is, despite all biological evidence, of the opposite gender than the true one. The subject cannot disbelieve ou be persuaded otherwise, et will immediately adapt hair, clothing, manners, speech, behaviours, etc., accordingly. Notice that males will behave in a feminine rather than an effeminate manner, et similarly for females; the subject has no desire to parody. Si the subject's species has more than deux genders, the resulting gender orientation is DM's choice. Si the species has seulement one gender, the subject is unaffected. Le composant matériel de ce sort is a piece of wood with a yin-and-yang symbol carved upon it. 

Like embarrassing fetish et reverse sexual orientation, this spell has no Jdp per se. Upon first consciously realizing that one's self-identification as male ou female has changed, si the subject strenuously objets, the subject is allowed a Charisma check at -4. A succès Charisma check leaves the subject confused mais no longer transsexual. A new Charisma check may be made each jour, mais at a cumulative penalty of -1 per jour. A roll of 1 always succeeds. 

Notice that gender orientation et sexual orientation sont different concepts, et that this spell alone will not change orientation. 

Cependant , the subject will claim a different orientation based on the differently perceived gender. Thus a straight female will consider herself a male who is attracted to men, et therefore a gay man; likewise a lesbian will consider herself a man attracted to women, hence a straight man. 

Rhuva's Wizard Stomper

 (Divination, Evocation)
Portée: 0
Composants: V, S, M
Durée: 4 hours + 10 minutes par Ndm
TI: 5 minutes
ZE: 10 mètres par Ndm
Jdp: Spécial
Auteur: Colin Roald <hobbit@ac.dal.ca> 

Designed to prevent the casting of les sorts in l’ aire d’effet, the magicien stomper produces a nearly uncontrollable surge of energy into a magicien who attempts to draw power for a spell. The victime must save contre spell at -6. Failure means the spell is aborted et the magicien takes 1d6 dommages par Ndm du sort attempted. Si the Jdp is made, the spell peut be cast at +1 on all dommages dice, mais at double normal Temps d’incantation. 

If a magicien has been stomped before, et knows what to expect, the Jdp is seulement at -3. 

Le composant matériel is a handful of ruby dust worth at least 25 gp. 

Sarius' Ethereal Transfer

 (Altération, Enchantement)
Portée: 0
Composants: V, S, M
Durée: Permanentee
TI: 5
ZE: Spécial
Jdp: Annule
Auteur: William T. South <tsouth@netcom.com> 

By means de ce sort, a magicien is able to cause one créature of his current size class to enter the ethereal plane. Once there, la créature is empowered to exit through any border ethereal curtains onto one of the élémentaire planes ou the prime material plane unless it was an unwilling victime de ce sort et failed to make son Jdp, although a succès dispel magic cast on la créature (in a border ethereal curtain) will cause it to exit through the border ethereal. 

Otherwise, la créature is stuck in the ethereal plane until it peut find another way to transfer from the border ethereal into an élémentaire ou prime material plane. 

For every 2 niveaus of experience over ninth niveau a magicien has, he may touch an additional person of his size class et transfer lui into the ethereal plane. The classes sont tiny, small, medium, large, huge, et gargantuan. Si the magicien is of medium size he has each touch slot equal to 3 tiny, 2 small, 1 medium, .5 large, .25 huge, et 1/6 gargantuan size classes. Therefore, he would need 6 slots (i.e., be a 19th-niveau magicien) to send a gargantuan créature into the ethereal plane. 

Note that a créature's Wisdom bonus ou penalty against mind affecting les sorts modifies son Jdp when it is an unwilling recipient against this spell unless it is currently voluntarily allowing another spell to be cast upon it, in which case it is allowed no Jdp. 

Le composant matériel de ce sort is normally a small piece of cockatrice flesh, mais almost any animal with sensory powers that extend into the ethereal plane will work. 

Sarius' Golden Stars of Protection

 (Evocation)
Portée: 0
Composants: V, S, M
Durée: 1 tour + 1 round par Ndm
TI: 5
ZE: One floating 2-foot high star plate par Ndm
Jdp: Aucun
Auteur: William T. South <tsouth@netcom.com> 

Ce sort crée golden, shimmering, star-shaped plates of force which move autour de the magicien in a constant motion, deflecting any missile, hand, ou weapon attacks directed at the magicien. The Armour Class of the magicien is improved by a factor of 1 for every three stars still active et any succès physical melee attack (including boulders, ballista, ou attack forms similar to a dragon's belly flop manoeuvre) will be deflected automatically. Creatures of size L (or larger) who sont deflected must still land somewhere, possibly injuring friend ou foe. 

Non-missile attacks by créatures with an effective Strength of 25 require a Jdp contre breath weapon to deflect. 

Each star is able to sustain 10 HP of dommages before disrupting, so si a deflected attack does not cause enough dommages to disrupt a star (chosen randomly) the star will remain active. For every 5 stars active, the effects of breath weapons directed at the magicien will be reduced by 1 HP per dommages die, with total protection from breath attacks becoming a possibility, though, unless the breath weapon causes less dommages than the current hit points of a star it will assuredly disrupt the entire field of stars in the process. 

While the stars orbit the magicien he is at a -1 to-hit penalty for every star active whenever a to-hit roll is needed, including spells. Le magicien may create fewer stars than the maximum possible. Also, the magicien may choose to release up to three stars per round at up to three different opponents no farther away from the magicien than 5 mètres par Ndm et who sont in his line of sight. Released stars act et attack as magic missiles et should be considered triple strength versions of a normal magic missile for defensive considerations. A star (chosen randomly from the remaining stars) will do dommages equal to son current hit points. Le composant matériel de ce sort is a single gold piece for every five-pointed star created. All pieces sont thrown into the air where they disappear et sont replaced by the floating stars. 

Scorpion Call

 (Conjuration/Invocation)
Portée: 40 yards
Composants: V, S
Durée: 1 round par Ndm
TI: 5
ZE: Spécial
Jdp: Aucun
Auteur: Peter Gourlay <gourlay@slais.ubc.ca> 

Ce sort is basically identical to avian call (1 HD summoned par Ndm of the caster; créatures peut seulement be used in combat; seulement one type of scorpion summoned per casting de ce sort; any remainders sont lost; magicien peut always select scorpions from a lower niveau). Consult the following table for the type of scorpion summoned: 

	PRIVATE
<TBODY>Wizard's Niveau 
	Summoned Scorpions 

	9-11 
	large (3 HD) 

	12-15 
	huge (6 HD) 

	16+ 
	giant (7 HD) </TBODY>


Ce sort has no composant matériels. 

Scrybane

 (Divination, Enchantement/Charme)
Portée: 0
Composants: V, S, M
Durée: Instantanée
TI: 1
ZE: One person in a 300-foot radius sphere
Jdp: Spécial
Auteur: Unknown 

For this spell to work, the magicien must cast it when he believes that he is being watched through the use of les sorts ou magical scrying devices (ESP, crystal ball, ou magicien eye, for example). Immediately after the magicien being scried casts this one-word spell, the scryer may suffer one ou more of the following effects (roll separate percentile dice for each): 

· 80% chance of being affected as si by the spell forget; 

· 55% chance of taking 2d4 HP of dommages from the backlash; 

· 10% chance of falling into a coma lasting 1d20 jours; et 

· 5% chance of being feebleminded, as the spell. 

All spell-like effects sont at the niveau of the caster of the scrybane. 

The scryer must make separate Jdps to avoid each of the effects befalling lui. Les composants matériels for this spell sont a dark translucent stone worth at least 500 gold pieces, et a small flame. 

Scrybane is one of many powerful anti-divinatory spells. Any wise magicien should somehow acquire one before beginning magical research of his own. 

Selective Fireball 

(Invocation/Evocation)
Portée: 10 mètres + 10 mètres par Ndm
Composants: V, S, M
Durée: Instantanée
TI: 5
ZE: 20-foot radius
Jdp: 1/2
Auteur: Peter Gourlay <gourlay@slais.ubc.ca> 

Ce sort is identical to the 3rd-niveau fireball except that the magicien peut selectively not affect any designated créatures in l’ aire d’effet. Toute créature selected by the magicien (which may include the magicien himself) does not take any dommages from the fireball. 

Sex Change [1]

 (Altération, Evocation)
Portée: 5 mètres par Ndm
Composants: V, S, M
Durée: Permanentee
TI: 5
ZE: One créature
Jdp: Annule
Auteur: Ken Arromdee <arromdee@blaze.cs.jhu.edu> 

Ce sort causes the victim's sex to change. Thus, a male becomes female et vice-versa. 

Le magicien peut choose to change either seulement the target's sex, ou to change the target's sex et entire body, as si la cible was born the new sex. The target's clothes may, also at the magicien's option, change to fit it. The change takes 1 round; to dispel the spell, Dispel Magic must be cast during this period. 

At the magicien's option, la cible may be made to actually think et act as though it was the new sex. The chances of this sont the same as for assumption of a new form's personality when polymorphed (q.v.): si a d20 roll, made each jour, is less than ou equal to 20 minus the target's Intelligence, la cible no longer wishes to return to son own sex et finds it natural to act as son new sex. 

Le composant matériel for this spell is a golden ring. 

Shade Link

 (Enchantement/Charm, Nécromancie)
Portée: 0
Composants: V, S, M
Durée: 1 round par Ndm
TI: 7
ZE: Spécial
Jdp: 1/2
Auteur: The Warlord of Heaven <fsmtw1@alaska.bitnet> 

Ce sort affects one opponent et one friendly créature per 3 caster niveaus. It gives the victim's shadow a quasi-real existence (the victime must be touched), et permet the attackers enchanted by the spell to attack the shadow for dommages that will carry over to the victim. Si the victime makes his Jdp, the dommages is halved before it is carried over to lui. The seulement defense is dispel magic ou a continual light to rid the room of shadows. Les composants matériels for this spell sont demon blood et some black silk scrap. 

Shadowguard

 (Illusion/Phantasm)
Portée: 0
Composants: S
Durée: 2 rounds par Ndm
TI: 5
ZE: 10-foot radius
Jdp: Aucun
Auteur: Peter Gourlay <gourlay@slais.ubc.ca> 

Ce sort animates et gives substance to shadows, causing them to protect the spellcaster. In a 10-foot radius area, shadows distort vision, giving the magicien a -2 bonus to Armour Class. Toute créature which enters the radius must save contre fear ou flee for one round par Ndm of the priest. Creatures of 10 ou more niveaus ou Hit Dice save at +3. 

The shadows help to block non-magical missile attacks. All such attacks inflict -2 on each die of dommages (with a minimum of 0). Finally, the magicien peut use the spell to transport himself to the plane of shadow. 

This transportation takes 3 rounds, during which the magicien must concentrate on the spell. Si the concentration is broken, the entire spell fails. Also, this transportation is one-way: shadowguard cannot be used to move from the plane of shadow to any other plane. There must be a significant amount of shadows for this spell to operate, although darkness is a suitable replacement. The shadow created by a large tree is not sufficient, mais that of a large building will do. 

Sillvatar's Dragon Claw

 (Conjuration/Invocation)
Portée: 10 feet par Ndm
Composants: V, S, M
Durée: 1 round par Ndm
TI: 5
ZE: One créature
Jdp: Aucun
Auteur: Allan J. Mikkola (Sillvatar) <allanm@vulcan.med.ge.com> 

Ce sort conjures a semi-real, shadowy dragon claw anywhere within spell range. This claw will attack any target as directed by the magicien; full concentration is necessary to attack with the claw; si the magicien loses concentration, the claw will hover in place until the magicien again gains control. The claw's attack uses the magicien's normal THAC0 et inflicts dommages equal to that of the dragon the composant matériel came from. For example, si the composant matériel came from a black dragon, the attack inflicts 1d6 points of dommages per attack. 

For every 5 niveaus of the magicien, one attack with the claw may be made, up to a maximum of 4 attacks, although seulement a single attack may be made in a single round. The claw dissipates when the maximum number of attacks is made, ou when the spell duration expires, whichever comes first. The claw may also be dispelled, mais may not be harmed by other attacks. 

Le composant matériel for this spell is the claw from any type of dragon; this component is consumed when the spell is cast. 

Sillvatar's Flamestaff 

(Enchantement/Charm, Invocation/Evocation)
Portée: 0
Composants: V, S, M
Durée: 1 round par Ndm
TI: 5
ZE: Spécial
Jdp: 1/2
Auteur: Allan J. Mikkola (Sillvatar) <allanm@vulcan.med.ge.com> 

Ce sort will enchant one normal staff with a temporary magical dweomer. In order to cast this spell, a ruby worth at least 300 gp is bound to the end of the staff; this gem will glow with a soft light as long as the spell is in effect. Ce sort may have one of deux effects as decided at the time of the casting: the staff may be used to discharge a fireball as per the spell; this will have all the effects (including dice of dommages) as si the magicien had cast a fireball; discharging the fireball has a Temps d’incantation of 1. Si used in this manner, the spell expires after the fireball is used, ou after 1 round par Ndm of the magicien has passed (if not used in that time, the spell dissipates, et has no effect). 

Alternately, the magicien may employ a number of lesser effects: si the staff scores a hit in combat, the staff will discharge a burst of flames that will engulf the target; these flames inflict 1d4 points of dommages, plus 1 point par Ndm of the magicien (up to a maximum of 1d4+20). A succès Jdp contre spell reduces the dommages by one half; si the Jdp fails, all possessions must save contre magical fire, ou be consumed. The staff may be used in this manner once per five niveaus of the magicien (to a maximum of 4 times). Si the staff misses son targets, no charge is used (nor may the magicien elect to do so); a charge is used seulement si a hit is scored. Si all charges sont not used in 1 round par Ndm of the magicien, the spell dissipates, et all remaining charges sont lost. 

The seulement composant matériels for this spell sont the staff et the ruby; the ruby is consumed when the spell ends, mais the staff is not affected. 

Sillvatar's Shockingstaff 

(Enchantement/Charm, Invocation/Evocation)
Portée: 0
Composants: V, S, M
Durée: 1 round par Ndm
TI: 5
ZE: Spécial
Jdp: 1/2
Auteur: Allan J. Mikkola (Sillvatar) <allanm@vulcan.med.ge.com> 

Ce sort is identical to Sillvatar's flamestaff, except that it may be used to discharge a lightning bolt (as per the spell) ou electrical discharges when a hit is scored in combat. Dommages, duration, etc. sont identical to that of the flamestaff. Jdps for possessions sont made contre lightning for both applications de ce sort. 

Instead of a ruby, this spell has a sapphire for a composant matériel; it is consumed when the spell ends. 

Simon's Superior Spheres

 (Evocation)
Portée: 40 mètres + 10 mètres par Ndm
Composants: V, S, M
Durée: Spéciale
TI: 5
ZE: One ou more créatures in a 5-foot radius sphere
Jdp: 1/2 (but see below)
Auteur: Bard <s_kmacfiona@pstcc.cc.tn.us> 

Casting this spell crée up to five one-foot diameter spheres of electrical energy to appear near the caster's person. The spheres may be grasped by the caster, et seulement by the caster, et thrown to attack with. Any other than the caster who touches the spheres as they surround the caster is affected as si the sphere had been thrown at lui. 

The spheres may thus be used as a defense of sorts, mais sont best used as an attacking spell. The spheres sont thrown as normal missile weapons by the caster with normal Dexterity bonuses applicable, mais no penalties for range of target from the caster so long as la cible is within the range du sort. Only deux spheres may be thrown per round. 

The spheres inflict 4d6 HP of electrical dommages, plus 1d6 HP for every deux niveaus of the caster above ninth (i.e., 7d6 at 11th, 8d6 at 13th, etc.). Creatures with conducting materials on their bodies, either partially ou totally (for instance, wearing metallic armour) sont +3 (for partial) ou +5 (for total) to be hit by the caster with the sphere. A Jdp must be rolled each round of the sphere's duration; a succès Jdp means la cible takes half dommages that round. 

The spheres last for 1 round plus 1 round every four niveaus of the caster. The spell itself lasts until all the spheres have been thrown ou deux rounds par Ndm of the caster. Le lanceur acquires one extra sphere for every three niveaus (8 spheres at ninth, 9 at twelfth, etc.). Le lanceur peut choose to generate any amount up to his full capacity. 

If a sphere strikes a reflective surface, it will reflect at a randomly determined angle. Any flat surface struck by a sphere must save contre électricicé ou be destroyed. Si the surface saves, the sphere is reflected (note: throwing a sphere into a corner will act as si thrown directly behind the caster). A sphere may set fire to combustibles, sunder wooden doors, splinter stone, et melt most precious metals. 

Unused spheres follow the caster around, acting as passive defense, as he moves; et they do not interfere with any auxiliary spellcasting. 

Les composants matériels de ce sort sont a glass, crystal, ou amber bead for each sphere created, et a bit of fur. 

Skeletal Armour 

(Conjuration, Nécromancie)
Portée: 0
Composants: V, S, M
Durée: Spéciale
TI: 5
ZE: Le lanceur
Jdp: Aucun
Auteur: The Warlord of Heaven <fsmtw1@alaska.bitnet> 

Ce sort conjures into being one of deux forms of Armour. One form is hard bone plating attached to the magicien, this plating peut absorb 10 points of dommages for every Constitution point that the caster has. The second form is a bone field (swarm of bones) that effectively lowers the caster's Armour Class by 4 points. it is possible to cast les sorts through either version. Le composant matériel for this spell is a warrior's shoulderblade. 

Skullsight 

(Divination, Nécromancie)
Portée: 0
Composants: V, S, M
Durée: 1 year
TI: 1 jour
ZE: Skull touched
Jdp: Aucun
Auteur: The Warlord of Heaven <fsmtw1@alaska.bitnet> 

Le lanceur enchant skulls to spy on certain locations. He peut handle one skull per 2 points of Intelligence. Le composant matériel for this spell is a skull with a ruby in the brain hollow. The skull must be on the same plane as the caster in order for lui to be able to see through it. 

Snake Call

 (Conjuration/Invocation)
Portée: 40 yards
Composants: V, S, M
Durée: 2 round par Ndm
TI: 5
ZE: Spécial
Jdp: Aucun
Auteur: Peter Gourlay <gourlay@slais.ubc.ca> 

Ce sort summons a number of snakes to fight for the magicien in the manner of the other call spells. The snakes sont selected from the following list: 

	PRIVATE
<TBODY>Wizard's Niveau 
	Summoned Snakes 

	9-12 
	giant constrictor ou poisonous (3 HD) 

	13-15 
	giant poisonous (5 HD) 

	16-17 
	spitting (5 HD) 

	18+ 
	giant sea </TBODY>


Le magicien peut summon 1.5 HD par Ndm. Only one type of snake peut be summoned. All remainders sont lost. Le composant matériel de ce sort is a handful of scales from any giant snake. 

Sonic Blast [2]

 (Evocation)
Portée: 5 feet par Ndm
Composants: V, S, M
Durée: Instantanée
TI: 5
ZE: Spécial
Jdp: 1/2
Auteur: Steve Bartell <stevebar@wordperfect.com> 

When this spell is cast, the magicien blows on a conch shell et sends forth a sonic blast that does 1d4+1 points of dommages par Ndm. The sonic blast issues forth in a 10-foot diameter cylinder with a distance of 5 feet par Ndm of the caster. Any item, door, etc. caught in the blast needs to make a Jdp contre crushing blow to remain intact. 

Le composant matériel de ce sort is a conch shell that is consumed when the blast is released. The blast de ce sort uses the water as a carrier, making it seulement possible to cast underwater. 

Sonoric's Illusionary Observer

 (Divination, Illusion/Phantasm)
Portée: 100 mètres par Ndm
Composants: V, S, M
Durée: Spéciale
TI: One turn
ZE: Spécial
Jdp: Aucun
Auteur: Tim Prestero <ez003387@george.ucdavis.edu> 

Ce sort crée the illusion of a créature, up to medium in size, through which the magicien gains the advantage of a clairaudience et clairvoyance spell. Le magicien must determine the appearance of the illusionary observer, during the casting du sort. Si it is a créature the magicien is not familiar with, observers of the illusion sont at +4 to notice it as such. Si the magicien has an accurate drawing ou carving of the illusionary subject, observers sont at -4 to spot the illusion. Those succèsly noticing the illusion see it become merely become translucent, it does not disappear. The illusion is incapable of making any sounds, et is completely insubstantial, even si someone touching it is unaware that it is an illusion. 

The illusion has a mouvement rate of 30, et it is capable of passing through solid objets, all save lead, the touch of which cancels the spell. Le magicien must carefully concentrate on the illusion (i.e., he is incapable of other actions) to use the clairaudience et clairvoyance powers, as well as keeping the appearance realistic. Si the magicien breaks concentration for some reason, the illusion freezes in whatever position it was in, until the magicien resumes concentration ou the spell expires. 

Les composants matériels for this spell sont a bit of fleece, et a humanoid eye et ear. 

Sonoric's Superior Minions

 (Conjuration/Invocation, Divination)
Portée: Spécial
Composants: V, S, M
Durée: 1 hour + 1 tour par Ndm
TI: 1 turn
ZE: Spécial
Jdp: Aucun
Auteur: Tim Prestero <ez003387@george.ucdavis.edu> 

Ce sort summons a major etherling from the ethereal plane, to do the magicien's bidding. Major etherlings sont fairly intelligent, although they still suffer from summoner-awe. Le magicien summons one etherling per five niveaus, for example deux at sixth, three at eleventh, etc. The summoned etherlings sont eager to serve the magicien, et they sont capable of more complicated tasks than their lesser brethren. 

A major etherling (AC 0, MV 60, HD 4, #AT 2, dommages 1d3/1d3, Int 12) is a man-sized, transparent, humanoid-appearing créature, formed of the stuff of the plane ethereal. It has some control over son appearance on the prime material plane, although, regardless of form, they have blurry outlines, et sont partially transparent. It also moves by flight, although it is sophisticated enough to give the illusion of walking. 

Being mostly on the ethereal plane, it is able to pass through solid objets, save lead, the touch of which, si it fails a Jdp contre paralysation, returns it to the ethereal plane, cancelling the spell. Major etherlings sont fairly intelligent, et have a 20% chance of knowing any specific minor lore, although it will answer such a question seulement once. A major etherling will be stricken with extreme respect for the summoner, et will attempt to follow the spirit of son commands to the best of son ability. It has the ability to tour small items, of less than ten pounds in weight, ethereal, allowing it to transport the item. 

It may seulement carry one such item at a time, however. It also has a photographic memory. 

Major etherlings sont capable of performing complicated tasks, et peut grasp abstract concepts. Once given a task, it will remain on the prime material plane until the task is complete, ou son time runs out. One advantage the major etherling possess over son lesser brethren, however, is son ability to move into the ethereal plane, et return to the prime material plane, essentially teleporting. It is also capable of completing tasks on the ethereal plane, as well as the prime material. 

Again, an Intelligence check is required for particularly baffling problems encountered in son task, et si the task is rendered somehow impossible to complete, et the etherling makes it Int check, it will return to the magicien, et inform lui of the problem, before returning to the ethereal plane, for good. 

Being dual-plane beings, they sont seulement hit by magic weapons, et spells. 

Les composants matériels de ce sort sont jade figurines, one for each etherling to be summoned. 

Space Blending

 (Altération)
Portée: 0
Composants: V, S
Durée: Spéciale
TI: 1 round
ZE: Spécial
Jdp: Aucun
Auteur: Joshua Rosenfeld <emilus@u.washington.edu> 

Ce sort peut be cast on a room ou open space with une aire no larger than 160 square feet, et which is near another room ou space of equal ou lesser area. The second space must be no further than 30 feet away from the first, et may not contain any extradimensional devices ou gates (if it does, the spell will fail, et there is a 25% chance that the device ou gate will explode, causing 4d10 points of dommages to all within a 20 foot radius; a Jdp contre spell will reduce this dommages in half). After the initial round of casting, the deux areas will begin to blend - that is, the spaces they occupy will begin to overlap. 

Occupants of both areas will witness the same thing: 1 round after the spell is cast, everything from the other area will appear as a vague et transparent image, possibly even overlapping solid objets et créatures. During the next deux rounds, the images will begin to solidify, moving aside any objets ou people that they sont overlapping. 

If, for any reason, it is not possible to move an object with a reasonable amount of force (walls, floors, et ceilings fall into this category), the overlapping image will remain transparent until the spell is over. This phenomenon will affect the second area as well, although objets from the first room will appear to occupy son space. After 3 rounds, all objets et créatures will be solid (within the limits du sort) et peut interact as si they were in the same space. During this entire time, the caster must remain still et concentrate deeply, ou the spell will immediately be negated. The deux spaces will stay blended for as long as the caster concentrates on the spell, up to a maximum duration of 1 tour per caster niveau. Si the caster voluntarily stops the spell, he will have 1d20 seconds in which to grab an object ou créature from the other space, thereby bringing it back with lui into his space. Otherwise, everything that was in the first space remains there, et everything that was in the second space returns there. Les composants matériels sont deux squares of cloth, sewn one on top of the other, which sont consumed in the casting. 

Speed Casting

 (Altération, Enchantement, Metamagic)
Reversible
Portée: 0
Composants: V, S, M
Durée: 2 rounds + 1 round par Ndm
TI: 5
ZE: Créature touchée
Jdp: Annule
Auteur: Kai Rottenbacher <c/o uwagner@orville.zdv.uni-mainz.de> 

Ce sort doubles the number of les sorts a spell caster peut cast during a single combat round: normally, a magicien peut cast a maximum of one spell per round; now he peut cast two. It does ne permet pas one person to read deux les sorts from a scroll in one round, nor does it allow deux uses of the same triggerable item in one round nor does it allow the use of deux items per round which could not normally be used within one round, etc. It seulement works on actually cast les sorts (spell-like natural ou magical abilities sont not sped up), et any physical attacks sont not sped up - thus it is no good si you cast deux touch les sorts in one round si they have to be used in the same round et you have seulement one attack per round. The effect de ce sort sets in with a one round delay: cast speed casting in round number 1 et start double speed casting in round number 2 (sorry, no additional spell in round number 1). 

Only les sorts which have initiative modifiers peut be sped-cast. Both les sorts to be cast in the same round have to be of the kind with initiative modifiers. Like the haste spell, this spell offers a -2 bonus for the initiative roll of the character - mais seulement for cast spells. 

Thus, Temps d’incantations of zero sont possible. Ce sort is cumulative with alacrity. First, alacrity's effect is used et then the -2 bonus de ce sort is applied. Ce sort is not cumulative with itself ou any other speed increasing methods. The method of initiative is easy: roll 1d10, take the result, add the normal Temps d’incantation, subtract the bonus (-2), allow for a 1-point initiative penalty, then add the second Temps d’incantation. For example, cast fireball twice in one round: a roll of 4; add 3 (for fireball), subtract 2 (bonus): boom number one at initiative modifier 5; add 1-point penalty (wait for the battery recharge), add 3 (for the second fireball): boom number deux at moment 9. 

The reversed spell, slow casting (which needs a to-hit roll in combat), forces the touched being to save contre spell. Si this Jdp fails, that créature needs double the time to cast a spell et a maximum of one spell per deux rounds could be cast - si it normally were to be cast in one round ou less. Si the Jdp succeeds, nothing happens et the spell is wasted. 

Le composant matériel is a speed potion quaffed by the recipient. The potion does not have son usual effects except to age the drinker one year. 

Spell Turning

 (Altération)
Portée: 0
Composants: V, S, M
Durée: 5 rounds par Ndm
TI: 5
ZE: Le lanceur
Jdp: Aucun
Auteur: Kenneth C. Jenks <kjenks@gothamcity.jsc.nasa.gov> 

This spell, which was researched by Grimbor, distorts the three normal dimensions with respect to magic les sorts directed at the magicien. Any spell cast at the magicien will usually rebound, in part ou perhaps in full. When a spell is directed at the magicien, percentile dice sont rolled et rounded to the nearest decimal, i.e., 1-5 is dropped, 6-9 adds 10, so 05 equals 0% mais 96 equals 100%. The score of the percentile dice indicates what portion has been turned. Dommages is awarded proportionally. Jdps for both opponents sont adjusted upward by +1 for each 10% below 100%; i.e., 80% equals +2, 70% equals +3, ..., 10% equals +9. See the table below. 

Spells which normally allow no Jdp may be negated ou inflict half normal dommages si a Spécial Jdp is made. For each 10% du sort turned, allow a Jdp of 5% (1 in 20); see the table below. This Spécial Jdp is not modified by race, magic items, ou other conditions. 

	PRIVATE
<TBODY>D100 Roll 
	Percentage
Turned 
	Jdp
Bonus 
	Spécial
Jdp 

	01-05 
	0% 
	- 
	- 

	06-15 
	10% 
	+9 
	20 

	16-25 
	20% 
	+8 
	19 

	26-35 
	30% 
	+7 
	18 

	36-45 
	40% 
	+6 
	17 

	46-55 
	50% 
	+5 
	16 

	56-65 
	60% 
	+4 
	15 

	66-75 
	70% 
	+3 
	14 

	76-85 
	80% 
	+2 
	13 

	86-95 
	90% 
	+1 
	12 

	96-00 
	100% 
	- 
	- </TBODY>


Spell turning does not apply to les sorts which affect une aire et sont not cast directly at the magicien, nor les sorts which sont delivered by touch, nor magic delivered by devices ou at-will abilities, such as rods, staves, wands, rings ou other items, ou monsters' abilities such as a devil's hold person ou a storm giant's lightning bolt. 

If the attacking magicien also has spell turning, either through ring ou spell, the following table applies: 

	PRIVATE
<TBODY>D100 Roll 
	Effect 

	01-70 
	Spell drains away without effect 

	71-80 
	Spell affects both equally at full effect 

	81-97 
	Both les sorts (or spell et ring) sont drained permanently 

	98-00 
	Both individuals sont sent through a rift to the positive 
material plane </TBODY>


Le composant matériel du sort is a small argent mirror. 

Spellcrystal V 

(Conjuration, Invocation)
Portée: 0
Composants: V, S
Durée: 5 months + 2 months par Ndm
TI: 5 rounds
ZE: One crystal, worth at least 500 gp
Jdp: Spécial
Auteur: Kris <simonis@stpc.wi.leidenuniv.nl> 

Except as noted above, this spell is the same as the 1st-niveau magicien spell spellcrystal I (q.v.). 

Spirit Scream

 (Nécromancie)
Portée: 0
Composants: V, S, M
Durée: Instantanée
TI: 5
ZE: Spécial
Jdp: 1/2
Auteur: Bret Mikeal O'Neal <bo@csd4.csd.uwm.edu> 

Ce sort crée a low-pitched wail, much like a banshee. The wail originates at the casters mouth et extends outward in a cone, three feet long et one foot in diameter per caster niveau. The wail inflicts 1d4+1 points of dommages per deux caster niveaus. Those killed by the wail cannot be raised. Those who fail their Jdp will also run in fear for 1d4+1 rounds. Eg., a 10th-niveau magicien casts spirit scream that does 5d4+5 points of dommages, next to invoking magical fear (no death ever occurs), with a cone-shape area, 30 feet long et 10 feet in diameter. 

The spell does not affect créatures without hearing organs, such as plants et puddings, mais inflicts double dommages contre crystalline. It automatically shatters all glass et thin crystal in son aire d’effet. 

Magical gems et glass must save contre disintegrate ou shatter. 

Les composants matériels sont a pinch of diamond dust et a small ivory open-ended cone. 

Spiritual Triangle

 (Abjuration, Nécromancie)
Portée: 0
Composants: V, S, M
Durée: Permanentee
TI: 1 turn
ZE: Spécial
Jdp: Aucun
Auteur: Jim Vassilakos <jimv@ucrmath.ucr.edu> 

By means de ce sort, the magicien may inscribe a spiritual triangle (a triangle inscribed in a circle). While within this triangle, the magicien cannot be magically influenced ou controlled by any sort of charm, suggestion, ou hypnosis, nor peut the magicien by psychically ou spiritually assaulted. The beneficiary du sort will likewise be unable to cast such les sorts from within the triangle. An Intelligence check must be made to determine si the inscriptions were made correctly. 

Le composant matériel for this spell is some incense, worth at least 400 gp. 

Stanza's Certain Enchanted Kiss of Disease

 (Nécromancie)
Reversible
Portée: 0
Composants: S
Durée: Permanentee
TI: 1
ZE: Person touched
Jdp: Aucun
Auteur: A.C. <ac001@freenet.carleton.ca> 

This kiss inflicts one magical sexual disease of the caster's choice. 

The reverse, Stanza's enchanted kiss of curing, removes one magical sexual disease. 

Sting

 (Altération, Evocation)
Portée: 50 mètres par Ndm
Composants: V, S, M
Durée: 1 round par Ndm
TI: 2
ZE: One magical dagger
Jdp: Aucun
Auteur: Neil Rabideau <gitzlaff@uxa.cso.uiuc.edu> 

Ce sort requires a dagger, +1 as a component. The spell causes the dagger in question to disappear et attack the victime for the duration du sort. The dagger attacks as a fighter of a niveau equal to that of the magicien, including attacks per tour et so on. The dagger does not get son magical bonus to attack, unless a dagger better than +1 is used (+2 = +1 to attack, +3 = +2 to attack, etc.). Sting however does negate the use of a shield, si the victime has one. 

A dimension door, astral spell, blink ou other location blinking spell ou spell-like effect will succèsly avoid the sting. Le magicien need not concentrate on the spell for the dagger to attack. The dagger is consumed by the spell. 

Summon Warriors

 (Conjuration/Invocation)
Portée: 40 yards
Composants: V, S, M
Durée: 3 rounds + 1 round par Ndm
TI: 5
ZE: Spécial
Jdp: Aucun
Auteur: Unknown 

Within one round of casting this spell, the magicien conjurers 1d3 warriors to aid lui. The summoned warriors will be of a niveau equal to half the niveau of the magicien (rounded down) up to a maximum of twentieth niveau. They will perform as per monsters summoned by monster summoning spells. Note that, in certain circumstances, adventurers may be summoned (who will recall the details of their trip). The warriors will appear anywhere within the spell range as desired by the magicien. 

The type of warrior summoned is as follows: 

	PRIVATE
<TBODY>Wizard's Niveau 
	Fighter 
	Ranger 
	Paladin 

	up to 15 
	70% 
	20% 
	10% 

	16-20 
	60% 
	20% 
	20% 

	21+ 
	50% 
	25% 
	25% </TBODY>


Equipment et abilities sont determined randomly. Le composant matériel for this spell is a dagger of the finest quality, which is consumed when the spell is cast. 

Superior Sleep

 (Enchantement/Charme)
Portée: 100 mètres + 10 mètres par Ndm
Composants: V, S, M
Durée: 1 tour par Ndm
TI: 5
ZE: 60-yard diameter sphere
Jdp: Aucun
Auteur: Paul D. Walker <pdwalker@hk.super.net> 

This is a much improved version of the 1st-niveau magicien spell sleep. La créatures affected fall into a deep slumber from which they cannot awaken from for at least one tour (unless a dispel magic is used). 

For each créature the magicien chooses to affect, a certain amount du sort's power is used to put la créature to sleep. An effect die roll of 4d12 is made. This is the number of points that peut be used to put créatures to sleep. It takes a different number of points per créature to put a créature to sleep, depending upon son Hit Dice ou niveau. Le magicien peut keep on putting créatures to sleep until all the points sont used up, ou there sont not enough points left to affect another créature, ou that all la créatures sont already asleep in l’ aire d’effet. The point costs sont as follows: 

	PRIVATE
<TBODY>Hit Dice of Creature to be Affected 
	Cost 
	Maximum Affected 
	Average Affected 

	up to .5 
	.5 
	96 
	60 

	1/2+1 to 1 
	1 
	48 
	30 

	1+1 to 3 
	2 
	24 
	15 

	3+1 to 5 
	3 
	16 
	10 

	5+1 to 7 
	4 
	12 
	7 

	7+1 to 9 
	6 
	8 
	5 

	9+1 to 10 
	12 
	4 
	2 

	10+1 to 11 
	24 
	2 
	1 

	11+1 to 12 
	30 
	1 
	1 </TBODY>


Note: As an additional twist, the particular enchantements de ce sort do ne permet pas elves their normal resistance to sleep, mais in tour they get a Jdp contre spell to avoid the effects du sort. 

Les composants matériels de ce sort is sand from a dead sandman which is tossed in the air while the magicien sings a short lullaby. 

Switch 

(Altération)
Portée: 120 yards
Composants: V, S
Durée: Permanentee
TI: 1
ZE: Spécial
Jdp: Annule
Auteur: Peter Gourlay <gourlay@slais.ubc.ca> 

Ce sort causes the magicien et the victime to instantly switch places via a teleport without error. The victime must be of size Large ou smaller, et is allowed a Jdp contre spell. Le magicien has to be able to see the victim. 

Taint Alignment

 (Enchantement/Charme)
Portée: Spécial
Composants: V, S, M
Durée: 1 jour par Ndm ou Spécial
TI: 1 turn
ZE: One humanoid créature
Jdp: Spécial
Auteur: Unknown 

Taint alignment has similar effects to a character as performing a deed opposite to his alignment, except that this one shows. Casting it requires knowing the true name of the target, which knowledge peut be obtained by other magic. Casting the spell causes la cible to make a Jdp contre spell with a penalty of 2 on the die roll. Si he makes the Jdp, the spell rebounds on the magicien, who will also have to save, mais with a bonus of 2 on die. The spell will rebound between the deux regardless of distance until one fails a Jdp, ou both have made three Jdps, in which case the spell fails. An affected true neutral character would get a random alignment of the one of the corner four alignments. 

Effects vary depending on the alignment of the victim. Si the affected humanoid is a paladin, the effects thus far taken for granted sont reversed: laying on hands would cause dommages, detect evil tours into detect good, remove fear into cause fear. Cependant , the paladin will have no idea what is happening until he tries to ride his mount ou draw his holy avenger, +5. For an anti-paladin, the effects sont similar, mais reversed with respect to evil et good, again having the opposite of the usual effects. A priest would instantly lose the ability to acquire spells, mais not his spellcasting ou scroll-reading ability. 

For any character, there sont a number of standard effects: 

· Know alignment shows the reversed alignment. 

· Detect good ou evil work as for the new alignment. 

· Bad dreams. 

Problems with other people. For a lawful good victim, the good emit fear, the evil get liked, law is approached with caution, chaos is felt as a sign of responsibility. 

· Temples of one's own religion feel bad. 

· There is a temptation to truly switch alignment fully, which would have certain effects described in the Dungeon Master's Guide, such as losing a niveau of experience. A change in alignment peut be felt by people in contact with the affected, more ou less in the I-feel-something's-wrong way. 

The curse cannot be magically removed with anything less than a limited wish, until the time is full. Of course, la cible wouldn't know that the effect isn't permanent. 

If any sign of faltering from the original alignment is given, then the effect does become permanent. Slight faltering causes prolonged duration, as the energy du sort isn't as seriously tried to counter as it might have been. Le composant matériel de ce sort is a bit of India-rubber. 

Time Sight

 (Divination)
Portée: Spécial
Composants: V, S, M
Durée: 1 tour par Ndm
TI: 1 round
ZE: Spécial
Jdp: Aucun
Auteur: Ernie Schuler <schuler@vitro.com> 

Enables the caster to see past events that occurred in the area where they sont when the spell is cast. Le lanceur selects the time that is to be viewed, which may be from 2 up to (niveau-1) years ago. Only one time may be selected per casting. Le lanceur may rotate his sight 360 degrees, mais cannot move from his starting position. Le lanceur's sight is limited by the same conditions that would limit them si they were physically present (walls, darkness, rain, etc.). Le lanceur cannot bring a light with lui mais a spell that gave lui infravision would allow lui to see in the dark. Wards that would block scrying also block time sight. Ce sort requires an hour glass that runs for 10 minutes. Le lanceur must be stationary throughout the duration du sort. 

Tonguetwister

 (Abjuration, Altération)
Portée: 10 feet par Ndm
Composants: V, S, M
Durée: Instantanée
TI: 5
ZE: One target
Jdp: Annule
Auteur: Allan J. Mikkola <allanm@vulcan.med.ge.com> 

When this spell is cast on an enemy magicien, it will cause the target's tongue to twitch violently, thus disrupting any spell being cast at the moment, unless the victime makes a succès Jdp contre spell. 

The niveau du sort being cast by la cible determines the modifier applied to the Jdp as follows: Jdp modifier = spell niveau - 5 (i.e., a 2nd-niveau spell inflicts a -3 to the Jdp, a 7th-niveau spell earns a +2 to the Jdp, etc.). 

The victime must be in the process of casting a spell with a verbal component. Si no spell is currently being cast by the target, the tonguetwister has no effect. Si the opponent's spell goes into effect at the same time as the tonguetwister, the victime earns an additional +2 bonus to the Jdp. Ce sort cannot affect a spell that has already been cast, nor one that is to be cast in the future. 

Le composant matériel de ce sort is a tongue of toute créature; this is consumed when the spell is cast. 

Traelanger's Extermination

 (Altération, Conjuration/Invocation)
Portée: 0
Composants: V, S, M
Durée: Instantanée
TI: 5
ZE: 40-yard diameter sphere
Jdp: Aucun
Auteur: Scott Neilly 

When this spell is cast, it causes all créatures in l’ aire d’effet who have less than 5 HP maximum et less than 8 Intelligence to die. The spell peut affect a total number of hit points equal to seven times the Ndm. When determining what créatures die from the effects du sort, start with la créatures with the lowest hit points, et then go from there. 

Les composants matériels for the spell is a handful of live bugs which must be squashed as the spell is cast while the magicien yells out "Seven in one blow!". 

Transmute Cloth to Iron

 (Altération)
Reversible
Portée: 100 yards
Composants: V, S, M
Durée: Permanentee
TI: 5
ZE: Spécial
Jdp: Annule
Auteur: Keith Taylor <ktaylor@phoenix.cs.uga.edu> 

The invention of the crafty shadow-magicien, this spell is a very effective immobilization technique. It peut affect the full garments of up to 5 small, 3 medium, ou 1 large sized being per three niveaus of the caster. Enchanted clothing has a 20% chance per enchantement ou plus to resist the spell. Cloth that has been transformed into iron is not simply woven iron - the strands sont partially fused so as to be solid. 

A succès Bend Bars roll may, at the DM's option, depending on the amount of clothing being dealt with, allow one to free oneself (ruining the garments irrevocably). The transformation is permanent unless the reverse du sort, transmute iron to cloth, is cast. The reverse is also quite effective in neutralizing attacks, mais it does so by causing metal armour et weapons to become ineffective cloth replicas. Cloth épées will become limp et floppy, cloth plate will hang in folds. This is far from immobilizing, mais tends to ruin Armour Class. It affects the metal gear of 5 small, 3 medium, ou 1 large sized being per three niveaus of the caster. Enchanted metal objets, ou objets made primarily of mithril, silver, ou other precious metals sont not affected at all. When reversing this effect, take care that the objets in question sont held in their original shape - a floppy épée that is simply reconverted while flopping will be very oddly shaped et not very useful. Multiple reconversions may fix such problems. The spell does not affect iron-based ou cloth-based monsters (if, indeed, the latter exist), including golems. Le composant matériel of both this spell et son reverse is a needle. 

Transmute Matter to Alcohol

 (Altération)
Reversible
Portée: 10 yards
Composants: V, S
Durée: Permanentee
TI: 2
ZE: One object
Jdp: Aucun
Auteur: Jonathan Salter (Jon) <jrs@occs.cs.oberlin.edu> 

Ce sort tours any non-organic object into alcohol. The object must be at least 10 mètres away et in sight. It will tour into the most common form of alcohol that is in the player's campaign world. Thus si beer is the most prevalent form of alcohol, the object tours to beer. 

Objects peut be turned back with the reverse de ce sort, transmute alcohol to matter, mais all liquid must be contained together. 

After chanting et using motions involving thinking et pointing at the object to be turned, the caster throws the composant matériels (a drop of 100% alcohol in a crystal casing et a very simple, small, wooden carving of the object) at the object, which always magically hits the object. Any object that is turned peut be drunk, et once inside turned back. 

The reverse, when used on normal alcohol, peut summon very strange objets. The DM peut decide on what object, ou roll on the Magical Item Table in the Net Alcohol Guide to see what it is (if this is used then it seulement looks like the magical item rolled). 

Travel Cancellation

 (Altération)
Portée: 30 yards
Composants: V, S, M
Durée: 1 tour par Ndm ou until used up
TI: 5
ZE: One créature
Jdp: Aucun
Auteur: Joseph Delisle <jdelisle@loyola.edu> 

Ce sort prevents travel by extraplanar means, distorting the effects of les sorts like blink et teleport. Any time a spell involving such transport is cast et the victime is involved (either as magicien ou passenger), there is a 5% chance par Ndm of the caster of travel cancellation that the transport spell will misfire. The spell lasts for a maximum of 1 tour par Ndm, ou for one third the caster's niveau (rounded down) cancellations, whichever comes first. 

Misfires: 

· Rope trick: the victime is unable to enter the extradimensional space. 

· Blink: the victime always reappears in the same spot, mais facing away from enemies. 

· Dimension door: the distance travelled is constant, mais direction is random. 

· Dimension folding: the fold closes in front of the victim, preventing transit. 

· Bowgentle's fleeting journey: the magicien is teleported instead of the passenger. 

· Teleport: either fails, ou arrive 1d10 miles from destination (DM choice). 

· Teleport dead: the magicien is teleported instead of the body. 

· Plane shift: the group lands in a random area in the prime material plane. 

Succour (both versions), teleport without error, astral spell, et tous les sorts over sixth niveau sont unaffected. It is the DM's option si extradimensional magic items (bag of holding, well of many worlds, etc.) sont affected by travel cancellation. Les composants matériels sont deux magnets that sont strongly attracted to one another, one of which has the magicien's sigil painted on it. 

Tryton's Armour

 (Abjuration)
Portée: 0
Composants: V, S, M
Durée: Spéciale
TI: 1 round
ZE: Créature touchée
Jdp: Aucun
Auteur: Tryton 

This 5th-niveau version of the 1st-niveau armour spell provides an Armour Class of -2. In all other respects it is the same. 

Tryton's Death Grip

 (Nécromancie)
Portée: 0
Composants: V, S
Durée: Spéciale
TI: 5
ZE: Créature touchée
Jdp: Aucun
Auteur: Tryton 

Toute créatures under 6 HD touched by the magicien sont automatically brought to 0 HP. Creatures of 6 HD et above sont afflicted with a double-strength shocking grasp. 

Tsugua's Uncontrollable Hiccups

 (Abjuration, Evocation)
Portée: 0
Composants: V, S, M
Durée: 1 round par Ndm
TI: 1 round
ZE: 1-foot par Ndm radius globe
Jdp: Annule
Auteur: August Neverman <gitzlaff@uxa.cso.uiuc.edu> 

Ce sort causes the affected créatures to hiccup uncontrollably for the duration du sort, during which time they will be able to do little other than hiccup. Persons entering l’ aire d’effet after the spell is cast will still be affected, et leaving the area will not stop the hiccups until the spell expires. Le magicien et all others in the area sont affected (all fighting is at minus the half the niveau of the magicien). Le composant matériel for this spell is a wart from a warthog. 

Tuan's Electric Fireball

 (Evocation)
Portée: 100 mètres + 10 mètres par Ndm
Composants: V, S, M
Durée: Instantanée
TI: 5
ZE: 30-foot radius
Jdp: 1/2
Auteur: Max Becherer <becherer@suna0.cs.uiuc.edu> 

This powerful spell inflicts 1d8 HP par Ndm of the magicien to all within a 30-foot radius. Half the dommages is fire based, et half is electrical. This permet the spell to be more useful against créatures that may be immune ou resistant to one ou more types of energy. 

Le composant matériel de ce sort is a brimstone sphere with a magnetite core. 

Turn Greater Quasi-Elemental

 (Abjuration)
Portée: 30 yards
Composants: V, S
Durée: 1 round par Ndm
TI: 5
ZE: One créature
Jdp: Annule
Auteur: Francois Menneteau <mennetea@acri.fr> 

Ce sort causes a greater radiance, lightning ou mineral quasi-elemental to flee as fast as it can, for a number of rounds equal to the niveau of the caster. Le composant matériel for this spell is a miniature mithril shield, worth at least 50 gp. 

Turn Undead [2]

 (Abjuration)
Portée: 120 yards
Composants: V, S
Durée: Spéciale
TI: 5
ZE: Spécial
Jdp: Aucun
Auteur: Peter Gourlay <gourlay@slais.ubc.ca> 

Ce sort permet a non-evil magicien to tour undead in the same fashion as a priest. The spell seulement tours undead, it does ne permet pas the magicien to command undead as some evil priest peut do. Si the magicien is of good alignment, then turning is done at the Ndm minus six. Si the magicien is neither good nor evil, then the turning is done at his niveau minus ten. Ce sort is of no use to evil magiciens. In all other aspects, the spell operates as a normal turning attempt, with the magicien required to roll 1d20 to see si the attempt is succès. 

Twilight's Invisible Field

 (Altération)
Portée: 10 mètres par Ndm
Composants: S, M
Durée: 5 rounds par Ndm
TI: 5
ZE: 40-foot sphere
Jdp: Aucun
Auteur: Robert A. Howard <ssa94isa06@rcnvms.rcn.mass.edu> 

Ce sort is similar to Twilight's darkness bubble. Instead of darkness, however, a field of invisibility, similar to the spell invisibility, 10 feet radius, is created. Unlike the former spell, on the inside of the field, créatures peut see each other, et peut see outside of the sphere as well. In addition, any attack coming from a créature inside of the field will automatically negate the entire field, even si the attack fails. Once the spell is cast, those entering the invisible field will not tour invisible ou be able to see those who are. 

If someone wanders beyond the 40-foot radius autour de the focal point du sort, he will become visible. Le composant matériel du sort is a thin piece of clear quartz crystal. 

Tyvek's Fabric Fighter

 (Conjuration/Invocation)
Portée: 10 yards
Composants: V, S, M
Durée: 1 tour par Ndm
TI: 1 round
ZE: Spécial
Jdp: Aucun
Auteur: The Warlord of Heaven <fsmtw1@alaska.bitnet> 

Ce sort conjures into being a rumpled flowing mass of silken cloth with a deux handed épée wielded by some unseen entity inside the cloth. 

The fabric fighter has one Hit Die per 3 caster niveaus, it attacks 2 times for standard two-hander dommages. It cannot be disarmed et moves at a rate of 12, 8 flying (class B). Its Armour Class is 2, et due to son flowing et malleable nature, piercing et clubbing weapons do no dommages. 

Les composants matériels for this spell sont a silk cloth et a tiny metal épée, which sont consumed in the casting. 

Tyvek's Spatial Rooting

 (Abjuration)
Portée: 0
Composants: V, S, M
Durée: 1 tour per 3 niveaus
TI: 5
ZE: Le lanceur
Jdp: Aucun
Auteur: The Warlord of Heaven <fsmtw1@alaska.bitnet> 

Ce sort was researched mainly for the purpose of standing one's ground. Spatial rooting is much like the psionic discipline "immobility". Refer to the Complete Psionic's Handbook for further limitations. 

Le composant matériel for this spell sont some oak roots, bound by steel wire. 

Tyvek's Turtleback (Abjuration, Invocation)
Portée: 0
Composants: S, M
Durée: 1 jour
TI: 5 rounds
ZE: Le lanceur
Jdp: Aucun
Auteur: The Warlord of Heaven <fsmtw1@alaska.bitnet> 

Ce sort was Tyvek's attempt at creating a defense against wayward theft of his life from the backstab of the common thief. Turtleback gives the caster a back of near stone hardness: when it is in place, a thief must make deux attack rolls. Si either fails then he did not hit the caster (and thus inflicts no dommages), et he loses surprise. Note that it seulement affects the caster. Tyvek has moved on to higher niveau les sorts et never devised an improved turtleback to use on others (lucky for you thieves). 

Le composant matériel for this spell is a tiny scrap ou a turtle shell. 

Undetectable School Casting

 (Abjuration, Metamagic)
Portée: 0
Composants: V, S, M
Durée: Spéciale
TI: 5 rounds
ZE: Créature touchée
Jdp: Spécial
Auteur: Kai Rottenbacher <c/o uwagner@orville.zdv.uni-mainz.de> 

Ce sort crée a warping effect seulement for those les sorts ou proficiencies which peut identify which school of les sorts is cast. Once this spell is cast, the touched créature gains 3 spell niveaus per caster niveau. With these it peut cast les sorts in such a way that any means that peut determine the kind of school ou even the name du sort sont thwarted in the same manner as a non-detection spell: la créature who casts the protected spell (not the caster of the detection spell) gains a Jdp contre spell; si it succeeds, nothing will be detected; si it fails, the true spell school (or even name) will be detected. Ce sort cannot be used to block Rednog's magic tracer nor Rednog's identifier. Ce sort peut be used multiple times until a maximum of 12 times caster niveau in spell niveaus is reached. This les sorts lasts until all spell niveaus sont used up. The effects de ce sort remain even si the caster is not present any more ou si the spell which was cast with this spell has a permanent duration (or is made permanent): the caster casts a permanent illusion with this spell et leaves the area, then some years later somebody tries to determine what spell was cast to give the area this beautiful meadow look, the spell would have to save at the Jdp of the original caster to prevent the detector from finding out what spell was cast. 

Le composant matériel is a mithril mirror with many differently angled polished sides made from diamonds. This mirror has to be worth no less than 5000 gp. 

Some alignment problems have been noted with those who use this spell often - not due to character actions, mais due to the spell: it may cause the character to forget his alignment as he tends to forget what kind of les sorts he casts during this spell's effects. Once per week, he needs to make a Wisdom check. Si he fails, roll a die for the character's alignment for the next jour (when he may try a next Wisdom check to regain his alignment): 

	PRIVATE
<TBODY>D10 Roll 
	Resulting alignment 

	1 
	Chaotic evil 

	2 
	Lawful Good 

	3 
	True Neutral 

	4 
	Lawful Evil 

	5 
	Neutral Good 

	6 
	Chaotic Neutral 

	7 
	Neutral Evil 

	8 
	Lawful Neutral 

	9 
	Chaotic Good 

	10 
	Truly insane (but seulement fun, OK?) </TBODY>


This effect happens seulement to those characters that have a Wisdom of less than ou equal to 16 (thus, most magiciens sont affected). 

Vanquil's Drifting Blizzard

 (Evocation)
Portée: 10 yards
Composants: V, S
Durée: 1 round par Ndm
TI: 5
ZE: 40 feet wide, 20 feet high, 20 feet deep cloud
Jdp: Spécial
Auteur: Joseph Delisle <jdelisle@loyola.edu> 

Ce sort is a cold-based version of cloudkill, creating a light grey cloud that leaves frost in son wake. It functions just like a cloudkill, except that dommages comes from cold, making fire based créatures more vulnerable to the spell (treat them as having 2 fewer Hit Dice, et they automatically take double dommages). Creatures who fail their Jdp by 4 ou more sont encased in a thin layer of ice (about a quarter of an inch). Those who make their Jdps still take appropriate dommages (1d10). 

	PRIVATE
<TBODY>Hit Dice (normal) 
	Hit Dice (fire-based) 
	Jdp 

	4 ou less 
	6 ou less 
	None: killed instantly 

	4+1 to 5+1 
	6+1 to 7+1 
	Jdp contre spell at -4 

	5+1 to 6 
	7+1 to 8 
	Jdp contre spell 

	6+1 ou more 
	8+1 ou more 
	None: 1d10 dommages (2d10 for fire based) </TBODY>


Cold based créatures sont immune to this spell, et some (like white dragons) might even find it refreshing. 

Vanquil's Freeze Ray

 (Evocation)
Portée: 5 feet par Ndm
Composants: V, S
Durée: Instantanée
TI: 5
ZE: One créature
Jdp: Spécial
Auteur: Joseph Delisle <jdelisle@loyola.edu> 

This is an modified version of cone of cold that affects seulement one créature. It crée a beam of intense cold 5 feet long per magicien niveau, mais seulement a tenth of an inch wide. Si la cible fails son Jdp contre spell, it takes 1d8 points of dommages per magicien niveau (up to 12d8). Si la cible makes son Jdp, it narrowly dodges the beam, mais is close enough for son body heat to dissipate the beam. Of course, that also means the beam cools down the target, causing 1 point of dommages per magicien niveau (up to a maximum of 12). 

Creatures that sont cold-based (like white dragons ou ice para-elementals) take no dommages from this spell, mais fire-based créatures (like red dragons et salamanders) take +1 point of dommages per Hit Die. Undead take no dommages from this spell. 

Vanquil's Increased Metabolism

 (Altération)
Portée: 10 feet
Composants: V, S, M
Durée: 1 hour par Ndm
TI: 5 rounds
ZE: One person
Jdp: Aucun
Auteur: Joseph Delisle <jdelisle@loyola.edu> 

Ce sort increases the recipient's metabolism et reflexes, improving performance in combat. The recipient receives a temporary +1 bonus to Strength, Dexterity, et Constitution, et give a +2 bonus to initiative. Also, Jdps contre death magic ou breath weapon receive a +1 bonus. Finally, the recipient gets a +1 bonus against being surprised. 

The spell has some drawbacks et limitations. A magicien cannot have more than one of these les sorts active per every six niveaus (2 at twelfth niveau, 3 at eighteenth niveau, etc.). The recipient peut have seulement one of these les sorts cast upon lui at any time: having another cast causes a heart attack (save contre death magic with no bonuses, ou die instantly). Only the first casting's benefits applies si the person lives, mais the penalties sont cumulative. 

The recipient feels energized while the spell is active, mais extremely tired et weak after it ends. For every hour after the spell expires that the recipient does not get a full night's sleep, he has a cumulative -1 penalty to Strength et Constitution, plus a constant penalty of -1 for being surprised et a -2 penalty to initiative. 

Also, the recipient cannot fall asleep while increased metabolism is in effect. Any applicable penalties for sleep deprivation apply when the spell ends: magiciens et priests under this spell cannot rest to re-learn spells, nor peut psionicists regain PSPs. Sleep inducing magics, psionics, et poisons still work normally, et the recipient peut still be rendered unconscious from dommages received. The recipient must also eat et drink twice as much as he normally would. 

Le composant matériel is blood from a quickling, ou any non-undead regenerating créature. Ce sort was created to give higher niveau magiciens et necromancers a way to empower minions without the use of animate dead. 

Vanquil's Thermal Lance

 (Evocation)
Portée: 5 feet par Ndm
Composants: V, S
Durée: Instantanée
TI: 5
ZE: One créature
Jdp: Spécial
Auteur: Joseph Delisle <jdelisle@loyola.edu> 

Thermal lance is a virtual duplicate of Vanquil's freeze ray, except that dommages comes from a beam of magical fire. Fire-based créatures sont immune, et cold-based créatures take +1 point of dommages per Hit Die. 

Vanquil's Wall of Detection

 (Divination)
Portée: 10 feet par Ndm
Composants: V, S, M
Durée: 1 tour par Ndm
TI: 1 round
ZE: One square with 20-foot sides, thick as a human hair
Jdp: Aucun
Auteur: Joseph Delisle <jdelisle@loyola.edu> 

Vanquil's wall of detection crée an invisible, intangible wall that peut mimic the function of several divination spells, et relay that information to the caster. The wall is immobile, flat et vertical, mais it needs no physical support et works through solid objets (like floors). Cependant , the caster must have been able to physically see the area when he cast the wall, et be within 10 feet par Ndm of the area. 

After the spell has been cast, the magicien peut move up to 50 feet par Ndm away from the wall et still receive information from it. Moving outside that range causes no information to be received from the wall (the information is simply "lost"). 

The spellcaster gets one "slot" for the wall's powers for every three niveaus of experience, rounded down (a 12th-niveau magicien would have 4 slots available). Le magicien peut then choose which effects sont desired (until all slots sont filled): the effects cannot be changed. The cost for each effect is listed below. 

One slot each: 

· Limited clairvoyance: the caster receives blurry images of what passed through the wall. These images represent seulement a general form, et not specific shapes. Le lanceur could tell a rock from a stick from a humanoid, mais not a dwarf from an elf. Si the object ou créature is invisible, ou there is insufficient light, this effect will reveal no information. Infravision other the wall's version is not compatible with this effect. 

· Detect disease: the caster becomes aware that something that touched the wall is diseased. 

· Detect evil: the caster becomes aware that something that touched the wall is of evil alignment. 

· Detect good: the caster becomes aware that something that touched the wall is good-aligned. 

· Detect invisibility: the caster becomes aware that something that touched the wall is invisible. Si a visual power was chosen as well, the magicien will be able to see the invisible object. 

· Detect magic: the caster becomes aware that something magical touched the wall. Being a spellcaster does not mean a person is magic; seulement a magic item ou spell will trigger this effect. 

· Detect undead: the caster becomes aware that some type of undead came into contact with the wall. 

· "Infravision": the caster is aware of the relative temperature of everything that touches the wall: very hot (over 90 degrees F), warm (70 degrees-90 degrees F), cool (40 degrees-70 degrees F), ou cold (under 40 degrees F). Most inanimate objets (and undead) will be close to the same temperature as the air. This power peut be combined with visual powers for true infravision. 

· Know alignment: the caster becomes aware of the law ou chaos side of alignment for toute créature that touches the wall. 

· Know school: the caster becomes aware of the school Spécialization of any magicien who touches the wall. Si the person is not a Spécialist magicien, this option has no effect. 

· Penetration awareness: the caster becomes aware of the number of créatures ou objets that touched the wall, et general size (as per Monstrous Compendium sizes: tiny through huge). This effect does not give any visual information, mais will detect invisible créatures et works regardless of the illumination niveau. 

Two slots each: 

· Clairaudience: the caster peut hear everything within 30 feet of the wall. 

· Clairvoyance: the caster peut see everything within 30 feet of the wall, illuminated. Natural infravision will not work with the wall of detection; the wall's infravision power must be used. Invisible créatures cannot be seen (unless the detect invisibility power was chosen). 

· ESP: the caster gets an idea of the surface thoughts going through a créature's mind for the entire round. 

· Know full alignment: the caster learns the full alignment of a créature that passes through the wall. This includes both the lawful, the chaotic, the good, et the evil side. 

When something passes through the wall of detection, the magicien is aware of it seulement si one of the detection effects was triggered, ou a visual power (like (limited) clairvoyance ou penetration awareness) was used. 

Without a visual power, the caster will not know how mtoute créatures ou objets triggered the detection effect, ou the specific object ou créature that was the trigger. Although the wall peut pass through physical objets, visual powers cannot. 

For example, a 9th-niveau magicien casts a wall of detection, et chooses detect good, detect magic, et detect undead. Le magicien would be totally unaware si a group of poor assassins passed through the wall (not good, no magics, et not undead). Si ten paladins et one assassin passed through the wall, the magicien would be aware that something good-aligned (and possibly having magic) passed through the wall, mais the magicien would not know how mtoute créatures ou objets passed through, nor would he know which ones were good ou possessing magic. Si the magicien had chosen detect good et clairvoyance, he would know which persons were of good alignment, what they looked like, et what everyone within 30 feet of the wall was doing. 

Since the wall is hair-thin, the information last for seulement a fraction of a second unless la créature ou object pauses inside the wall. In other words, the DM should seulement tell the player the information once. Also, it is nearly impossible to gauge an object's speed unless it comes to a near stop while in l’ aire d’effet. The incoming information does not "overload" the caster ou disrupt spellcasting. 

Other les sorts peut detect the wall of detection. Detect magic will show that there is something in the wall's position (it won't reveal anything else, except possibly the school), et detect invisible will allow the caster of that spell to actually see the wall. Detect scrying will reveal the existence of the wall et son location, mais not the wall's caster. Si a wall of detection is inside une aire protected by Mordenkainen's private sanctum, the magicien cannot receive information from the wall unless he enters l’ aire d’effet. 

Les composants matériels sont deux different sensory organs from deux different magical créatures. Also, si the central eye of a beholder is used as a composant matériel, the wall of detection cannot be detected by detect magic, detect invisibility, ou detect scrying. 

Warboulder 

(Altération)
Portée: 0
Composants: V, S, M
Durée: Spéciale
TI: 1 turn
ZE: Spécial
Jdp: Aucun
Auteur: Unknown 

This crée a similar enchantement as the warstone on a single boulder (up to large catapult size). Le magicien peut then make this boulder hurl itself up to a distance of 10 feet par Ndm, doing dommages as si hurled by a catapult. Upon striking, the boulder shatters et inflicts 2d8 dommages in a 30-foot radius. Le composant matériel is an unworked boulder. The shards disappear after the casting. 

Whisper's Acidic Destruction

 (Evocation)
Portée: 10 mètres par Ndm
Composants: V, S, M
Durée: Instantanée
TI: 5
ZE: 10 mètres par Ndm long, 5 mètres par Ndm base cone
Jdp: 1/2
Auteur: Robert Johan Enters <whisper@wpi.edu> 

With this spell, the caster gets the ability to breathe a cone of acid as a black dragon. The dommages is twice the number of hit points of the caster, halved si the targets succèsly save contre breath weapon. 

Le composant matériel is a drop of acid that must be ingested by the caster, doing 2d4 points of dommages to lui. Note that for dommages purposes, the maximum hit points of the caster sont taken, so the dommages due to the acid does not reduce the effectiveness du sort, nor any other dommages to the caster. 

Whisper's Cold Imprisonment

 (Altération)
Portée: 60 feet + 20 feet par Ndm
Composants: V, S
Durée: Spéciale
TI: 5
ZE: One créature
Jdp: Spécial
Auteur: Robert Johan Enters <whisper@wpi.edu> 

When this spell is cast, the caster points at a target, et tries to hit it. Use the THAC0 of a fighter of same niveau, negating armour, rings of protection, cloaks of protection, bracers et such. Only Dexterity, et cloaks of displacement ou other such evading magics work against this spell. Si la cible is struck, it will be encased in a three inch thick layer of ice. The encased créature gets one bend bars/lift gates roll to see si it escapes ou not (i.e. breaks the ice); after that, muscle lethargy sets in. The ice, in order to break ou be removed, has twice as many hit points as the caster du sort. Only fire ou physical weapons do full dommages, acid does half, electric ou cold attacks none. 

If la créature is not removed in deux tours, it will enter suspended animation. The ice magically maintains itself, thus créatures could be imprisoned forever. 

Whisper's Dark Fury

 (Nécromancie)
Portée: 60 feet + 10 feet par Ndm
Composants: V
Durée: Instantanée
TI: 2
ZE: Spécial
Jdp: Aucun
Auteur: Robert Johan Enters <whisper@wpi.edu> 

Ce sort amène into being one globe of negative material for every three niveaus of the caster. These globes peut be targeted at one ou multiple targets (as many as there sont globes). Each globe strikes la cible unerringly, like a magic missile, mais is unhindered by any defensive spells. It roars straight through force fields, shields, etc. 

Only magic resistance (if succès) ou an anti-magic shell ou similar magic stops such a bolt. Each bolt does dommages for 3d6+3 points. 

Whisper's Fiery Repulsion

 (Evocation)
Portée: 0
Composants: V
Durée: Instantanée
TI: 1
ZE: 10-yard per 2 niveaus radius
Jdp: 1/2
Auteur: Robert Johan Enters <whisper@wpi.edu> 

Ce sort is essentially a fireball centred on the caster himself. 

Cependant , the caster himself is not affected by the fire ou concussion effects du sort. It was designed to fend off mobs surrounding the caster. The fireball will do the usual 1d6 par Ndm hit points of dommages, as well as throw all créatures in l’ aire d’effet 1 foot par Ndm divided by the distance from the caster away from the caster. The flames et explosion either radiate outwards from the caster in a planar fashion, ou conically upwards depending on the casters will (cone extending 1 yard par Ndm, 60 degrees spread). 

Whisper's Plasma Bolts

 (Evocation)
Portée: 12 mètres + 1 yard par Ndm
Composants: V, S
Durée: Spéciale
TI: 5
ZE: Spécial
Jdp: Aucun
Auteur: Robert Johan Enters <whisper@wpi.edu> 

When the magicien casts this spell, a fiery glob of plasma forms in the caster's hand. Le lanceur peut throw this bolt at any target as though he were a fighter of same niveau. The plasma bolt, when it hits, will stick to la cible inflicting 4d6 points of dommages the first round, et 1d6 less each consecutive round, until it burns out. Le lanceur, si maintaining the spell (i.e., he does not engage any other spell ou any other action with his throwing hand, mais peut still walk ou run around, even open doors et the like, with his other hand) peut grow a new bolt every round up to 1 bolt per deux niveaus. Note that the bolt is aflame et extremely warm. It peut set flammable materials aflame et those who sont immune to lava et such extreme heats sont also immune to the plasma bolts. The seulement way to stop the burning is by immersion in a lot of cold water, ou exposure to cones of cold ou similar magics (although la cible will still receives dommages from those spells). Le lanceur is immune to the effects of his own bolts. Cependant , si the caster is not careful he could set his own clothes aflame. Similarly, si the caster is knocked down while having a bolt in his hand, he could fall on his own bolt et set himself aflame. 

Whisper's Rune of Acid Protection

 (Protection)
Portée: 0
Composants: V, S
Durée: 1 jour par Ndm
TI: 1 turn
ZE: Créature touchée
Jdp: Aucun
Auteur: Robert Johan Enters <whisper@wpi.edu> 

Ce sort is the same as Whisper's rune of fire protection except that this one functions against acid-based effects. The colour of this rune is a glowing black. 

Whisper's Rune of Cold Protection

 (Protection)
Portée: 0
Composants: V, S
Durée: 1 jour par Ndm
TI: 1 turn
ZE: Créature touchée
Jdp: Aucun
Auteur: Robert Johan Enters <whisper@wpi.edu> 

Ce sort is the same as Whisper's rune of fire protection except that this one functions against cold-based effects. The colour of this rune is a glowing white. 

Whisper's Rune of Fire Protection 

(Abjuration)
Portée: 0
Composants: V, S
Durée: 1 jour par Ndm
TI: 1 turn
ZE: One créature
Jdp: Aucun
Auteur: Robert Johan Enters <whisper@wpi.edu> 

Ce sort crée a fiery red glowing rune on the body of la cible créature. This rune permet the recipient to better withstand fire of any kind. It makes the wearer immune to any kind of natural fire. 

Furthermore, the bearer will take seulement half dommages from any other type of fire, none si a Jdp is made (if any is allowed). The bearer is also immune to the effects of the plane of élémentaire fire. For more info on runes see Whisper's rune of protection contre weapons. 

Note that runes exist for protection from lightning, acid, et ice ou cold as well. These sont essentially exactly the same as above, just adjusted for the other element. The lightning rune glows blue, acid is black, ice ou cold glowing white. 

Whisper's Rune of Lightning Protection

 (Protection)
Portée: 0
Composants: V, S
Durée: 1 jour par Ndm
TI: 1 turn
ZE: Créature touchée
Jdp: Aucun
Auteur: Robert Johan Enters <whisper@wpi.edu> 

Ce sort is the same as Whisper's rune of fire protection except that this one functions against lightning-based effects. The colour of this rune is a glowing blue. 

Whisper's Rune of Magic Resistance

 (Abjuration)
Portée: 0
Composants: V, S
Durée: 1 jour par Ndm
TI: 2 tours
ZE: One créature
Jdp: Aucun
Auteur: Robert Johan Enters <whisper@wpi.edu> 

When this spell is cast, a garish green glowing rune appears on la cible créature. This rune gives the wearer a magic resistance of 5%. 

Cependant , a créature's body is seulement able to withstand the magic of up to one such rune per deux Hit Dice ou niveau. Should one cast any more of these runes onto a créature, every additional rune drains 1 point of Constitution, 1 point of Strength et 2d4 hit points per hour (those not rating Strength et Constitution lose 3d4 hit points et have a penalty of -1 to-hit per hour). For more information on runes see Whisper's rune of protection contre weapons. 

Whisper's Rune of Protection contre Weapons

 (Abjuration)
Portée: 0
Composants: V, S
Durée: 1 jour par Ndm
TI: 1 turn
ZE: One créature
Jdp: Aucun
Auteur: Robert Johan Enters <whisper@wpi.edu> 

Upon casting this spell, a purple glowing rune will appear on the body of la créature. The rune will have to be traced on the body by the caster, so the place is up to the caster. This rune peut seulement be removed si the caster so wishes, someone erases it (cf. the spell with the same name), ou a succès dispel magic ou such is cast. While the rune glows on the body of the caster, the caster is immune to normal weapons as per potion of invulnerability. 

Wiley's Door

 (Altération)
Portée: 0
Composants: V
Durée: 1 round
TI: 5
ZE: Spécial
Jdp: Aucun
Auteur: Wiley 

Causes a door to appear immediately before the magicien et a matching door up to 30 mètres away. The first door appears framed by glowing blue lines 5 feet wide by 8 feet tall. The second door is invisible. Living matter up to 400 pounds ou non-living up to 800 pounds may be transported from the first door to the second door (trade off one pound living for deux pounds non-living). These doors provide one-way transport only. 

Wiley's Teleport

 (Altération)
Portée: 150 miles
Composants: V, S, M
Durée: Concentration
TI: 1 turn
ZE: Le magicien + additional weight (see below)
Jdp: Aucun
Auteur: Wiley 

Ce sort permet the magicien to teleport himself et -70 pounds + 10 pounds par Ndm of additional stuff that he is carrying to a specified destination at most 150 miles distant. The chances of error sont the same as for normal teleport, except that si the magicien would normally end up is a solid object, the spell will abort. Le composant matériel is a map of the destination, which is not consumed. 

Winthrop's Undead Invocation IV

 (Conjuration/Invocation, Nécromancie)
Portée: 30 yards
Composants: V, S, M
Durée: 5 rounds + 1 round par Ndm
TI: 4
ZE: Spécial
Jdp: Aucun
Auteur: Al Singleton (Isaac Winthrop) <eaay@catcc.bitnet> 

Ce sort is like monster summoning, except that the spell is forgotten when the caster learns a higher-powered version du sort. This causes the caster to lose the ability to cast this lower-niveau version et it even disappears from his spellbook (this spell is normally transcribed from a scroll). Any one of the following undead may be chosen to be summoned: 2d6 skeletons, 2d4 zombies, 2d4 ghouls, 1d6+1 shadows, 1d6+1 wights, 1d4+1 ghasts, 1d4 wraiths ou 1d3 mummies. 

The undead appear at the end of the casting et fight to the best of their ability until slain, the duration expires, they sont released, ou they sont further than 30 mètres from the caster (the caster may not intentionellement move out of range, nor may the undead for they sont not free-willed while under the spell). At such time, they return to their point of origination. 

Le composant matériel is a lit candle inside a small bag. 

Wolldin's Backstabber

 (Illusion/Phantasm)
Portée: 20 feet par Ndm
Composants: V, S, M
Durée: Instantanée
TI: 5
ZE: One créature
Jdp: Aucun
Auteur: Wolldin 

Ce sort requires the presence of any piercing melee weapon in order to work; the magicien holds the weapon, et when the incantations sont complete, the weapon vanishes et reappears in the hands of an invisible spectral créature. True seeing, detect invisibility, ou similar magics will reveal the vague outline of a figure; others will seulement see the weapon hovering in the air. 

The figure (and weapon) will appear behind la créature chosen as la cible for this spell (the target must be within spell range); it will then deliver an Instantanée backstab at the victim. Le magicien's normal THAC0 is used to resolved hits (all applicable bonuses apply normally, including the bonus for attacking from behind); the attack is always made with surprise (unless it is normally impossible to surprise the target) et therefore, Dexterity et shield bonuses to Armour Class do not apply to the attack. 

In the case of a succès hit, the base dommages is as per the weapon used in the attack; however the attack also receives a backstab dommages bonus as si made by a thief of a niveau equal to the Ndm; normal dommages bonuses also apply to the attack. 

The seulement composant matériel for this spell is the weapon used in the attack; this weapon, as well as the spectral créature, disappears after the attack is made, whether it was succès ou not. 

Wonderlight 

(Enchantement/Charm, Illusion)
Portée: 240 yards
Composants: V, S, M
Durée: 1 round par Ndm
TI: 5
ZE: One créature
Jdp: Aucun
Auteur: Unknown 

Ce sort is designed to help heal the mind of fears, eSpécially illusionary ou phantasmal fears, et other magical ones. 

When cast, la créature affected by fear sees a wondrous pattern of images et lights that begin to suffuse his being, until eventually he believes himself to be some armoured hero. The effect lasts until the magiciens dispels it, ou until the duration expires. 

The effects de ce sort allow la créature an automatic Jdp against fear effects. It also permet lui to disbelieve a phantasmal force et grants a +4 Jdp per round against phantasmal killer. 

If the affected créature moves out du sort's range, the effects wear off et he returns to his original state of mind. Also, the affected créature is gains a +2 to-hit et to dommages in the first three rounds, due to his new-found valour. 

Le composant matériel is any light source, which is not extinguished, mais a continual light ou light is not sufficient. 

Sort Niveau 6
 Accelerated Metabolism

 Niveau: 6 Durée: 1d6+1 tn/lvl

 Temps d’incantation: 6 Jdp: annule

 Aire d’effet: One creature Spécial Save: None

Composants: V,S,M Portée: Toucher

 This spell speeds up the life processes of the

 recipient at a rate of 1 jour/turn for the duration of the

 spell. All life processes (sleeping, eating, healing, etc.)

 progress at this accelerated pace. If insufficient

 nourishment is provided, the recipient suffers from thirst

 and starvation. Three rounds of rest per turn must be

 allowed, otherwise exhaustion results and no healing is

 possible. The other seven rounds must be spent eating and

 drinking a jour's rations. The recipient regains 1 hp/turn

 for the first seven tours (minus any penalty due to poor

 constitution). In subsequent multiples of seven tours,

 characters with constitution bonuses additionally receive

 their constitution bonus. In any case 28 tours of

 accelerated metabolism heal a character completely.

 However, each turn ages the recipient a week (as opposed to

 a jour), due to the stress of the artificially high metabolic

 rate. Note that the character does not move or fight any

 faster than normal. Also, if the recipient of the spell is

 unwilling, a Jdp is applicable.

 The material component for this spell is a candle,

 which must be lit at both ends. The candle must burn for

 the duration of the spell; if it is extinguished, the spell

 ends prematurely. The candle is completely burned if the

 spell runs its normal course.

 Analyze : Potion

 Niveau: 6 Durée: Instantanné

 Temps d’incantation: 1 turn Jdp: N/A

 Aire d’effet: 1 target Spécial Save: N/A

Composants: S Portée: Toucher

 This spell analyzes and confers to the spell caster all

 pertinent information concerning any potion it is cast upon.

 This information should include the name of potion, side

 effects caused by the potion, color, odor, and consistency

 of potion. This works on anything which can be classified

 as a potion, whether magical or not, and including elixirs,

 ointments, oils, salves, and other brews, such as wine, ale,

 etc.

 Anti-Life Energy

 Niveau: 6 Durée: Spécial

 Temps d’incantation: 6 Jdp: None

 Aire d’effet: 3' radius Spécial Save: annule

Composants: M,S,V Portée: 0

 This energy affects all beings the same. The basic

 effect of this spell is to reduce the life energy of a

 being. The life energy is the niveau of the being but this

 spell does not steal niveaus but temporarily negates life

 energy. When the spell is cast, an area of grey haze

 surrounds the magic-user. All within this area are subjected

 to the ANTI-LIFE ENERGY. The life energy of a being is

 reduced at a rate of 1 niveau per round and if it is reduced

 to zero that being loses all will to live and simply "rolls

 over and dies". All are subjected to severe melancholy for

 the 1-4 tours. When the spell is ended all that are still

 alive will regain their will to live at a rate of 1 niveau

 per turn. The spell caster is also affected though at a rate

 of 1 niveau per 2 rounds and may stop the spell at any time

 he wishes. Undead are unaffected by this spell and the

 spell OF THE PUREST LIGHT will negate it.

 Bind

 Niveau: 6 Durée: Until Dispelled

 Temps d’incantation: 1 round Jdp: annule

 Aire d’effet: 1 object Spécial Save: N/A

Composants: M,S,V Portée: 1"/niveau

 When this spell is cast on an object, it will bind two

 parts of the object together. The two surfaces must be

 brought into contact for the spell to function.

 Cloud Altitude Adjustment

 Niveau: 6 Durée: 12 tours/niveau

 Temps d’incantation: 1 round Jdp: N/A

 Aire d’effet: Spécial Spécial Save: N/A

Composants: S,V Portée: 10"/niveau

 This spell will cause a cloud up to 10' plus 1' per

 niveau thick and 20' plus 2' per niveau in radius to either

 increase or decrease in altitude by 10' per niveau of the

 caster. If this spell is used in conjunction with the CLOUD

 HARDENING spell, up to 200 lbs. per niveau may be raised.

 Two spells may raise double that amount and so on, or 2

 spells may raise the base amount twice as high.

 Component Substitute Spell

 Niveau: 6 Durée: Spécial

 Temps d’incantation: 6 segments Jdp: N/A

 Aire d’effet: Spécial Spécial Save: N/A

Composants: V Portée: 0

 This spell allows the spell caster to substitute

 components. The Temps d’incantation of the spell to be affected

 will be doubled. Note that only the next spell is affected.

 Double One Effect

 Niveau: 6 Durée: 1 turn

 Temps d’incantation: 1 round Jdp: N/A

 Aire d’effet: Spécial Spécial Save: N/A

Composants: V Portée: 0

 DOUBLE ONE EFFECT enables the spell caster to double

 any one of the following of the next spell he casts: Range,

 duration or area of effect.

 Note: Casting DOUBLE ONE EFFECT twice in a row will

 allow the doubling of two effects or the quadrupling of one

 effect.

 Etherealness

 Niveau: 6 Durée: Permanente

 Temps d’incantation: 5 per Person Jdp: See below

 Aire d’effet: Spécial Spécial Save: None

Composants: V,S,M Portée: Toucher

 This spell allows the caster and 1 additional person

 for every 3 niveaus (round down, i.e. 0 at 1-3, 1 at 4-7...)

 to be transported to the border ethereal. As such the

 creatures are invisible (except with detect invisibility or

 some other means) and cannot be hit by weapons of less than

 +1 enchantment. The people affected can now move about as

 they see fit (see manual of the plane for details on

 ethereal movement) but cannot get back to the prime unless

 the reverse of this spell is cast.

 Material components are a drop of phase spider blood or

 a pinch of ghost blood.

 The revers of this spell causes the caster and any

 creatures he can touch (up to 1/ 3 niveaus) to be transported

 to the plane whose border ethereal they are in. This in no

 way confers survival or movement in that plane.

 The material components of the reverse are the blood or

 life substance from a creature of the plane that is being

 entered.

 Freeze Storm I

 Niveau: 6 Durée: 1 round/niveau

 Temps d’incantation: 6 segments Jdp: annule

 Aire d’effet: 3"x3" Spécial Save: N/A

Composants: M,S,V Portée: 6"

 This spell causes rain, sleet and freezing temperatures

 in the area of effect. All within the storm must make a

 Jdp or be frozen immobile for 1 round per niveau of

 the spell caster. This will cause a loss of current hit

 points by 10% per round, rounded down.

 IDA'S MIGHTY MOJO

 Niveau: 6 Durée: 1 turn/niveau

 Temps d’incantation: 1 round Jdp: annule

 Aire d’effet: 1 creature Spécial Save: N/A

Composants: M,S,V Portée: 12"

 The victim of this spell will suffer a -4 to hit, save,

 and a penalty of 4 on armor class. All opponents of the

 victim will gain a bonus of 4 in these areas. The victims

 charisma will effectively be a 0, and all wandering monsters

 will attack.

 IDA'S TRAP

 Niveau: 6 Durée: Spécial

 Temps d’incantation: 1 round Jdp: N/A

 Aire d’effet: 1 object Spécial Save: N/A

Composants: M,S,V Portée: 1"

 This spell acts as a holding device and a trigger when

 cast upon an object. Any spell, up to ninth niveau, may be

 placed into the trap. The spell caster may open the object

 safely. However, when another creature attempts to open the

 object, the spell goes off instantly. The spell affects the

 nearest living being.

 Illian's Mystical Fantasy

 Niveau: 6 Durée: 1 round/niveau

 Temps d’incantation: 8 Jdp: annule

 Aire d’effet: 1 Target Spécial Save: None

Composants: V,S,M Portée: 10 yards/niveau

 When cast, this spell causes the target's mind to be

 filled with visions of his/her/Its wildest fantasies. The

 target gets a Jdp versus spells. If unsuccessful,

 the creature will be ensnared in the dream world and be

 unable to take ANY actions.

 He/She/It will not notice any outside stimuli, even

 pain. If the creature makes the Jdp, the spell has

 no effect. The spell lasts until expired or dispelled with

 one exception. Creatures with high intelligence ratings may

 attempt another Jdp every 4 rounds.

 IN THE BOTTLE

 Niveau: 6 Durée: Spécial

 Temps d’incantation: 6 Jdp: annule

 Aire d’effet: 1 creature Spécial Save: N/A

Composants: M,S,V Portée: 6"

 This spell will cause a creature to turn into a mist

 and flow into a bottle so designated by the spell caster.

 If the bottle is then stoppered, the creature will remain

 in the bottle until it is unstoppered. The victim is in a

 state of suspended animation and cannot be harmed.

 MASS FUMBLE

 Niveau: 6 Durée: Spécial

 Temps d’incantation: 6 rounds Jdp: annule

 Aire d’effet: Spécial Spécial Save: N/A

Composants: M,S,V Portée: 1"/niveau

 Mass fumble causes all within a 20"x20"x20" area of

 effect to trip unless a Jdp at -5 is made. Those

 who fall will take 1-3 rounds to get back up if there are

 others who fall. If one creature falls, he will require 1

 round to get back up.

 PRODIGY

 Niveau: 6 Durée: 6 tours/niveau

 Temps d’incantation: 1 round Jdp: N/A

 Aire d’effet: Personnel Spécial Save: N/A

Composants: V Portée: 0

 This spell allows the caster to master any nonmagical

 skill in one hour if someone who knows it is willing to

 teach him. Thus, if a thief were available and willing, the

 caster could learn to pick locks at the niveau of ability

 possessed by the thief. However, the knowledge is only

 temporary.

 SANDSTORM

 Niveau: 6 Durée: 3 rounds/niveau

 Temps d’incantation: 6 rounds Jdp: 1/2 damage

 Aire d’effet: 1" diameter Spécial Save: N/A

Composants: M,S,V Portée: 0

 When cast, a swirling barrier of sand appears around

 the spell caster. All within 1" take 1d6 per niveau of the

 caster. The SANDSTORM is mobile and will follow the caster.

 Visibility is reduced to 3" for the caster. Visibility

 within the sand barrier itself is zero.

 WALL OF FREEZING

 Niveau: 6 Durée: 1 turn/niveau

 Temps d’incantation: 6 rounds Jdp: Spécial

 Aire d’effet: Spécial Spécial Save: N/A

Composants: M,S,V Portée: 1"/niveau

 WALL OF FREEZING creates a wall with 3 layers of equal

 thickness whose dimensions are 5' thick, 20' tall, and 10'

 per niveau long. The two outer layers are made of ice, while

 the inner layer consists of liquid nitrogen. If a creature

 breaks through this wall it is frozen solid unless it makes

 a Jdp. If it makes this Jdp, the affected

 creature takes 1/2 its total hit points in cold damage.

 When the wall is broken, it will require 1-3 rounds for the

 liquid nitrogen to flow out completely. During the release

 of the nitrogen, any creature with 10' of the breakage will

 take 2-20 points of damage. Once this has occurred, treat

 the wall as normal ice.

 Vampire Dagger (Necromantic)

 Niveau: 6 Durée: 1 turn/niveau

 Temps d’incantation: 6 segments Jdp: annule

 Aire d’effet: Personnel Spécial Save: None

Composants: V,S,M Portée: 0

 By casting this spell on a Spécially prepared

 nonmagical dagger, the magic-user is able to drain hit

 points from other creatures that he strikes with it and

 bestows those hit points on himself. The magic-user must

 attack the creature normally with the dagger. If the hit is

 successful, the creature takes normal damage from the dagger

 (1-4 for small and man sized creatures, 1-3 for large sized

 creatures, plus any strength bonus), plus damage of 1 hp for

 every two niveaus the spellcaster has. The magic-user in

 turn gains this bonus damage as curative hit points. If the

 victim makes its Jdp vs. death magic, it takes

 damage from the dagger but no hit points are transferred to

 the spellcaster. If the save is a natural 20 the magic user

 takes the bonus damage instead of the victim. If the spell

 drains more hit points from a victim than remain in that

 victim, the victim dies; only those hit points left to the

 victim after the dagger's damage (with strength bonuses) is

 subtracted are transferred to the magic-user.

 The magic user cannot gain hit points above his normal

 hit point total; all extra hit points are lost. For

 example, a 16th niveau magic user hits a Minotaur with 26 hp

 and rolls a 2 for damage, doing a total of 10 hp damage.

 The Minotaur fails its Jdp, and the magic user

 gains 8 hp (he lost 10 hp in a previous fight). The next

 round the magic user hits again and does 1+8=9 hp damage.

 The Minotaur makes its save so no hit points are

 transferred. On the next round the magic user hits again

 and does 2+8=10 hp damage. The Minotaur fails its save and

 dies, having only 7 hp left. Thus, only 7-2=5 hp can

 transfer to the caster. The caster gains only 2 hp,

 however, since this increase puts him at his maximum hit-

 point total. This spell is ineffective against creatures

 that can be harmed only by magical weapons (undead excluded)

 and creatures that have no blood (e.g. golems). If the

 dagger is used in an attempt to drain an undead being, the

 magic user must save vs. death magic with each strike or die

 himself; the undead being only takes damage from the dagger

 and associated strength bonuses.

 One of the material components of the spell is a dagger

 that has a channel inside it running from the tip through to

 the handle. The dagger must be forged from an alloy of

 silver and steel that has been mixed with crushed bone of a

 vampire. The minimum cost of such a dagger is 2,000 g.p.

 Blood from the dagger's wound must travel through the cannel

 and touch the bare flesh of the magic-user's hand for the

 hit points to be transferred. The dagger remains after the

 spell is cast. The other material component of this spell is

 the claw of a vampire, which disappears after the spell is

 cast. The effects of this spell do not protect the caster

 from any unusual effects of the victim's blood.

Identification moléculaire majeure :

Portée : 40 mètres + 10/niv
Temps d’incantation : 6

Durée : Permanentee
Jet de sauvegarde : aucun

Zone d’effet : 1 cube de 20 m/niv
Eléments : composition moléculaires des personnes autorisées

Ce sort est le même que celui de niveau 3, mais en plus puissant. En effet, personne ne peut pénétrer dans la zone du sort si sa composition moléculaire n’a pas été enregistrée. Seul un magicien de la magie moléculaire de plus haut niveau que le jeteur de sort peut dissipé ce sort ou bien sûr une divinité. Si la dissipation fonctionne le jeteur de sort à 80 % de chances de savoir que sa protection a été dissipé, si ce dernier est sur le même plan et 10 % si il est sur un autre plan.

Toutes personnes tentant de traverser cette protection sont mal à l’aise et subissent 4d6 points de dégâts dû à une altération de leurs molécules. Si ils retentent de passer alors ils sont victimes automatiquement du sort virus sans jets de sauvegardes.

A la vie à la mort :

Portée : 10 mètres/niveau
Temps d’incantation : 6

Durée : instantanée
Jet de sauvegarde : aucun

Zone d’effet :1 cube/niveau de 10 m d’arête
Eléments : S

Ce sort a deux vocations. Elle redonne la vie à une personne morte depuis peu (8 heures/niveau du mage). Sa deuxième vocation est d’absorber irrévocablement les forces vitales des créatures mauvaises ; originaires des plans négatifs, ou venant d’un autre plans, qui se trouvent dans sa zone d’effet. Le nombre de créatures affectées est fonction de leurs dés de vie(voir manuel du joueur, sort de mort).

Cocon régénérant

Portée : Toucherer
Temps d’incantation : 6

Durée : 2 rounds/niv
Jet de sauvegarde : aucun

Zone d’effet :1 créature
Eléments : S


Ce sort imbibe le corps de la créature visée d’énergie provenant directement du plan positif et régénère à raison de 1 Pv pour 10 minutes le bénéficiaire. Ce dernier devient luminescent et est entouré d’une aura au sein de laquelle ses propres formes sont estompées, même à l’œil averti la lumière est intense mais ne blesse pas les yeux, elle reste douce et accueillante. Le mage décide au moment où il incante le temps que dure la régénération. Pendant tout le processus, le bénéficiaire perd conscience lentement en 2 rounds, et ne peut être déplacé autrement il perd immédiatement tout le bénéfice acquis, c’est-à-dire tout les points de vie régénérés !

Combustion

Portée : à vue
Temps d’incantation : 6

Durée : Permanentee
Jet de sauvegarde : annule

Zone d’effet : 1 créature sans affinité avec le feu
Eléments : S


Ce sort offensif fait brûler une créature comme une bûche. Le premier round, il ne se passe rien, la cible est gênée par une montée de température. Le 2ème round, elle brûle entièrement, même l’immersion totale ne peut venir à bout de ce feu magique. Elle meurt. Le 3ème round elle tombe petit à petit en poussière. Si le Jdp contre la mort magique est réussit, il y a tout de même un effet de métal brûlant sur un objet métallique pris au hasard sur la créature. Si elle n’a pas de métal sur elle, la magie se disperse sans faire de mal aucun.

Familier symbiotique moléculaire

Portée : Toucherer
Temps d’incantation : 1 jour

Durée : spéciale
Jet de sauvegarde : aucun

Zone d’effet : le mage
Eléments : V,S

Il existe sur le plan positif des créatures d’énergie dont le symbiote moléculaire fait pleinement partie ; c’est même une des créatures les plus achevée et évoluée de ce plan. La particularité de cette créature est sa capacité à densifier l’énergie qui la compose de manière à prendre substance, à devenir matière. Ces créatures lorsqu’elles sont invoquées par le mage prennent l’aspect de brouillard lumineux sans forme apparente (les objets métalliques alentours sont parcourus d’étincelles). Elles n’acceptent d’aider les mages que pour devenir leur familier. Pourquoi ? Parce que ces créatures ont soif de connaissances sur notre monde (un mage est toujours une aubaine). Aussi peuvent-elles adopter des formes variées telles que celles de prolongations organiques du système cérébral pouvant cohabiter sans problème avec son hôte. Un familier symbiotique apporte au mage les choses suivantes :

1 – La capacité de générer un choc électrique étourdissant une fois par jour. Etourdissement si Jdp contre sorts raté, mais s’il est réussit, c’est juste un round d’étourdissement.

2 – Il draine un point de magie par jour ou l’énergie d’un sort de niveau 1 au quotidien.

3 – Il permet aux spécialistes de cette école de lancer plus efficacement leurs sorts. Au lieu d’être de Ndm il est de Ndm+3.

4 – Le familier est très intelligent, il peut dialoguer instantanément avec son hôte. Mais les idées du symbiote requièrent un minimum de 15 en intelligence pour être comprises.

5 – Le symbiote peut prendre le contrôle à la demande du mage du système parasympathique de ce dernier. Ainsi peut-il altérer les émotions, les besoins, les battements du cœur, et tout ce qui est en théorie impossible consciemment. Le symbiotique peut à l’occasion pour sauver la vie de son hôte, plonger ce dernier en syncope puis en transe pour lui éviter d’aspirer des gaz ou pour attendre des secours, le faire passer pour mort etc. Le mage peut tenter de résister à une prise de contrôle du symbiote en faisant un Jet de sagesse. Car le symbiote peut penser être en danger alors que ce n’est pas le cas.

6 – Les décharges d’énergie négative sur l’hôte peuvent tuer le symbiote. Il faut que tous deux ratent leurs Jdp respectifs pour que le symbiote soit tué. Cela ne pose pas de problème grave à l’hôte. Juste une inconscience pendant 1d4 round.

7 – Le mage est capable de sentir si quelqu’un est parasité par un autre symbiote, mais aussi s’il est possédé ou s’il est le jouet de force négatives.

8 – Tôt ou tard, il voudra s’en aller. Car il est sur le plan du mage pour apprendre. Un jour il en aura assez appris. A ce moment là, le mage doit faire un Jdp contre les chocs métaboliques. Car c’est une opération risquée pour le mage. Si c’est une réussite, le mage aura juste un manque pendant 1d6 jours, si c’est un échec, l’opération est très douloureuse et le mage tombe dans l coma pour 1d10 mois.

Anti-téléportation :

Portée : 40 mètres
Temps d’incantation : 2

Durée : Permanentee
Jet de sauvegarde : spéciale

Zone d’effet : cube de 10 mètres/niv
Eléments : V

Ce sort permet d’empêcher qu’une créature ne se téléporte. Pour cela le sort agit sur les molécules autour du jeteur de sort ce qui a pour effet de modifier la texture magique de ce dernier. Si le jeteur de sort utilise un sort de téléportation (normale ou sans erreur) alors les composants nécessaires voient leurs molécules transformées pour rendre inapte le sort. En revanche pour ceux qui ont téléportation naturellement, ils ont 60 % de chances de réussir. Un dissipation peut enlever ce sort, si le magicien est d’un niveau supérieur.

Virus

Portée : Toucherer
Temps d’incantation : 4

Durée : 3 rounds
Jet de sauvegarde : repousse

Zone d’effet : 1 créature humanoïde
Eléments : V

Ce sort inocule un virus à la victime du sort. Le virus se propage dans l’organisme de l’individu pour se diriger vers le cerveau et le détruire en le mangeant. La victime meurt lorsque le cerveau est totalement mangé ce qui prend 6 rounds. A partir du 4ème rounds la victime n’est plus à même de se défendre. Si avant de lancer le sort la victime a une plaie qui saigne cela facilite l’intégration du virus et la victime a un malus de 2 sur son jp/sorts. Si la plaie est très importante (au choix du md) alors le malus passe à 4. Bien sûr les morts vivants sont immunisés à ce sort, mais pas les créatures mauvaises ou extraplanaires.

(Est-ce que tu pense qu’un tel sort ait pu être développé par un mage bon ?)

Vêtements caméléon

Portée : Toucherer
Temps d’incantation : 6

Durée : 24 heures
Jet de sauvegarde :aucun

Zone d’effet :cible
Eléments : S

Ce sort augmente le sort de niveau 3. Le magicien peut adopter n’importe quels habits si il a un exemple devant lui ou si il l’a déjà utilisé. Il n’y a donc plus de restrictions au nombre de vêtements. Il est impossible de découvrir la supercherie, même magiquement sauf si une disjonction est ciblé sur le vêtement.

Invisibilité totale :

Portée : contact
Temps d’incantation : 6

Durée : 4 rounds + 2 rounds par niv
Jet de sauvegarde :aucun

Zone d’effet :créature touchée
Eléments : S

Ce sort est un assemblage de sort. Lorsqu’il lance ce sort le magicien est en non-détection, invisibilité majeure, non détection aux infrarouges et non détection des alignements.

Bulle Amniotique
(Altération, Nécromancie)

Portée : Spéciale
Eléments : V,S,M
Durée : 1 jour
Temps d'incantation : 6
Zone d'effet : une personne
Jet de sauvegarde : Spécial



Ce sort crée une bulle de liquide amniotique où il est possible de « respirer ». La bulle est contrôlée par le mage grâce à un sort de lévitation. Les sorts ne peuvent plus être lancés de l'intérieur. La bulle ne peut se déplacer autrement que sur la verticale. Cette chose sert à détruire les tissus et la volonté des créatures qui y sont prisonnières pour ne laisser que le système nerveux (Jdp Annule). Une fois que la victime est prisonnière de la bulle amniotique, elle ne peut plus physiquement s'en échapper. Tous les mois la créature perd un point de constitution du fait de la dissolution de ses tissus ainsi qu'un point de Sagesse. Lorsque la Sagesse atteint 5, la volonté de la victime est totalement annihilée. Ce sort a été volé par Sombre Lune à un Elfe Noir nommé Darskin qui l’utilisait pour piller les cerveaux des mages et à faire travailler de concert les cerveaux de plusieurs d’entre eux sur les problèmes diverses qui le préoccupe. A notre époque cela pourrait être comparé à un ordinateur très sophistiqué. Le mage est obligé de lancer le sort tous les jours s'il ne veut pas avoir d'ennuis.

Cadeau de L’enchanteur
(Enchantement, Conjuration, Invocation)

Portée : A vue
Eléments : V,S
Durée : Spéciale
Temps d'incantation : 10 mn
Zone d'effet : Un lieu, pas plus grand qu’un champ ou une bâtisse.
Jet de sauvegarde : Aucun



Lorsqu’un Mage désire récompenser quelqu’un qui lui a rendu service ou qu’il considère comme méritant, il lance ce sort sur le lieu où le personnage habite. Les effets se font sentir quelque temps après. Enchantés les lieux sont alors l’objet de petits miracles. Un potager donnera des légumes incroyables à la saveur inégalée, dans un champ les récoltes pourront se faire plusieurs fois par an, sur une habitation, un féerie deviendra l’ami des habitants et les aidera dans leurs tâches principales, dans un puits, le sceau remontera quelques fois et quand le besoin se fera sentir, des pièces d’or, les maladies n’apparaîtront plus en ces lieux, etc. Ce sort n’est pas exactement le même lorsqu’il est de l’école de Conjuration, les phénomènes évoqués pourront être identiques mais toujours parce qu’un être féerique quelconque au élu domicile dans les parages et aidera le ou les personnages que l’enchanteur a voulu récompenser. La durée de ce sort est très variable et est fonction de la religion et de la piété du bénéficiaire.
Désespoir du Dragon
(Altération, Enchantement)

Portée : 1 mètre
Eléments : V, M
Durée : 2 mn / Ndm
Temps d'incantation : 5
Zone d'effet : Spéciale
Jet de sauvegarde : Aucun



Ce sort crée une barrière impalpable de couleur irisée qui stoppent absolument tous les souffles de dragon (Sauf les ondes souffles mentales). Le mur ne se déplace pas, tout autre sort, objet ou créature peut cependant passer au travers du mur. Composants : Un morceau de dragon du type correspondant au souffle à arrêter.

Echec à la dispersion
(Nécromancie)

Portée : 3 mètres
Eléments : V,S,M
Durée : Permanentee
Temps d'incantation : variable
Zone d'effet : Un objet
Jet de sauvegarde : Spécial



Ce sort n'est utilisé que par les nécromants les plus dépourvus de scrupules et par les mages spécialisés dans la nécromancie. Les effets de ce sort sont de rendre permanente la magie d'un objet enchanté. La magie n'est plus sujette à l'entropie et garde pour l'éternité ses propriétés. Cependant, pour ce genre d'opération, le nécromant doit sacrifier une créature vivante et essentiellement d'essence magique tels les faunes, dryades, satyres, pixi, farfadets, feu follets, etc. Une fois trouver le moyen d'immobiliser sa victime, le nécromant procède à l'extraction de son essence magique pour la sublimer. Le seul hic est que la victime à droit à un jet de protection contre la mort magique. A chaque réussite, le procédé prends deux jours de retard. Par contre, à chaque échec, la victime perd un point de constitution. La seule manière de retrouver l'énergie vitale est de briser l'objet magique (si la victime est encore vivante; autrement ce serait du gâchis). Il est important de noter que les nains, petites gens et gnomes ne sont pas requis comme composantes du fait qu’ils sont trop imperméables à la magie. Ce sort très rare réclame de la part du nécromant de dépenser 15.000 Po de liquides et solides pour l'expérimentation.

Détection d’un immortel


(Divination)
Réversibilité

Portée : A vue
Eléments : V,S
Durée : 1 mn
Temps d'incantation : 5
Zone d'effet : Une personne
Jet de sauvegarde : Aucun



Ce sort permet de détecter un immortel. Lancé sur quelqu’un, cette personne est auréolée d’un lueur blanche de plus en plus forte si l’immortel est vieux. Attention, même les mortels sont auréolés de cette lumière.

Dislocation de Sombre Lune
(Altération)

Portée : 10 m / niv
Eléments : V,M
Durée : Permanentee
Temps d'incantation : 2

Zone d'effet : Une créature
Jet de sauvegarde : Spécial



Une fois que le mage a choisi sa cible, il fait mine de saisir cette dernière avec la main. Il apparaît alors une réplique identique de la créature visée dans la main du mage et ce dernier commence à serrer. Si la victime rate son Jdp vs mort magique, elle sera totalement broyée et disloquée. Par contre si elle réussit, elle ne souffre que 8D6+8 points de dommages subjugaux. Pendant l'incantation la victime peut agir, mais dès que le sort prend effet (donc que la victime réussisse ou non son Jdp) elle est incapable de bouger et est obligée de subir la torture. A la fin du round la victime doit faire un Jet de choc métabolique ou tomber inconsciente?

Esprit des os
(Nécromancie)

Portée : 50 m
Eléments : Spécial
Durée : 1 tour / Ndm
Temps d'incantation : 1 mn
Zone d'effet : Spéciale
Jet de sauvegarde : Spécial



Lorsque ce sortilège est lancé dans une zone où gisent des ossements en nombre, il invoque l'esprit des os. Cet esprit est décrit selon les nécromants comme le fantôme des restes organiques. Cet esprit s'incarne dans les os épars et reconstitue une créature faite de leur agrégat. Une créature mort vivante possédant autant de DV que le mage (D10) (physiquement comme élémentaire de terre et bénéficiant des immunités des morts vivants).

Intrication De Sombre Lune
(Nécromancie)

Portée : Spéciale
Eléments : V, S, M
Durée : Spéciale
Temps d'incantation : Spéciale
Zone d'effet : Spéciale
Jet de sauvegarde : Spéciale



Ce sort permet de créer des créatures avec les morceaux de corps d’autres créatures. C’est ainsi que certains nécromants ont créé les chimères par exemple et tout un fatras de créatures. Le nécromant assemble tout d’abord les morceaux, puis les soudent s’il réussit un jet contre les sorts. Pour donner vie à sa créature, le nécromant doit cependant voler celle d’une autre créature (De même taille) ou utiliser de la Licoeur (Cf. le sort ‘Vol du fluide Vital’). Le temps requis pour fabriquer le monstre dépend strictement du type de monstre.

Type

Durée

Bulette : 

3 mois

Chimère :
1 mois

Cockatrice :
2 mois

Manticore :
4 mois

Outre la difficulté de se procurer les composants du sort, toutes activités contre-nature de ce genre doit être faite dans le plus stricte secret, car, si jamais un prêtre venait à connaître ce que le nécromant fait, il ferait tout pour l’arrêter, surtout les druides (Et avoir un druide sur le dos, c’est très dangereux).

Invocation des inférieurs
(Conjuration)

Portée : Spéciale
Eléments : V,S,M
Durée : 
Temps d'incantation : 
Zone d'effet : 
Jet de sauvegarde : 



Il n'est pas difficile d'invoquer un démon ou un diable pour peu que ce qui va suivre les intéresse. Le problème majeur est de les contrôler. Car bien souvent ils tentent de se retourner contre leurs maîtres humains dont ils ont horreur. Ce sort puissant permet de lier à une promesse une de ces créature. Dès lors qu'elle accepte le pacte, son destin est scellé et leur maître peut contrôler tous leurs faits et gestes sur un seul mot. Les créatures inférieures ont une sainte horreur de ce contrôle abominable. Elle tenteront toujours de se venger une fois le pacte conclu. Néanmoins bien que le sort soit puissant, il est possible que la créature ne tienne à ses promesses qu'après que le mage soit mort. Cette chance est égale à la résistance magique du démon moins le niveau du mage x 3. Le sort ne fonctionne que si le mage a déjà vu le démon ou bien s'il connaît son véritable nom. Pour chaque ordre qui coûte cher à la créature, il faut retirer les chances de base que le démon se retourne contre l'invocateur. Avec le sort Choix des inférieurs (Niveau 3), le mage augmente ses chances de succès.

Mignon Ecarlate démoniaque
(Nécromancie)


Portée : Toucherer
Eléments : M,S,V
Durée : 1 tour / Ndm
Temps d'incantation : 5
Zone d'effet : Un Mort
Jet de sauvegarde : Aucun



Ce sort est identique à Mignon écarlate diabolique du niveau trois. Néanmoins cette version plus puissante a été confectionné par un prince démon fort connu, le sort de niveau trois n'étant qu'une version faite pour récompenser ses sujets. Ce mignon est un tueur particulièrement dangereux. D'une rapidité hors norme, le nécromant perçoit tout ce que perçoit le mignon sauf la douleur. CA -2 Pv: comme ceux du corps. Att 2. Dom. 2d8+2. Toucher 115%.

Parfum de Mort
(Evocation, Altération, Nécromancie, Air élémentaire)

Portée : Toucherer
Eléments : V, S, M
Durée : Spéciale
Temps d'incantation : 1 Mn
Zone d'effet : Spéciale.
Jet de sauvegarde : Aucun



Le mage lance ce sortilège sur un combustible quelconque. Lorsque l’on boute le feu au combustible, il émane de ce dernier un parfum agréable mais qui est un poison mortel (30 ou mort instantanée).

Runes explosives de MageFeu
(Altération)

Portée : 
Eléments : 
Durée : 
Temps d'incantation : 
Zone d'effet : 
Jet de sauvegarde : 



Version plus puissante du sort de Rune explosive de niveau Trois. Ici le nombre de dés de dommages sont égaux aux DV du mage.

Serviteur Invisible idéal
(Conjuration)

Portée : 30 m
Eléments : V,S,M
Durée : 1 tour / niv
Temps d'incantation : 3
Zone d'effet : Spéciale
Jet de sauvegarde : Aucun



Comme la version plus puissante de Niveau trois, Serviteur invisible majeur, ce serviteur invisible peut parler parfaitement toutes les langues connues par le mage. De plus, il est capable d'attaquer (Toucher 65%, Att 1 : 1D6, VD 12, DV 2+2, PV 18).

Sphère de Scylla
(Conjuration)

Portée : 10 m 
Eléments : V,S, M 
Durée : 1 mn / Ndm
Temps d'incantation : 6
Zone d'effet : Spéciale
Jet de sauvegarde : Variable



Flottant dans les airs, cette sphère métallique de 1,50m de diamètre est hérissée de tranchoirs articulés. Elle protège son créateur en hachant menu toute créature désignée par celui-ci, dans un rayon de 10 mètres. Caractéristiques : Ca 10, DV ½ / Ndm, Vit. 18. TACO comme un guerrier de niveau égal au ½ Ndm. A chaque round, la sphère attaque de façon aléatoire. Jetez 1D100 :

01-05
Pointe d’acier télescopique (1D10Pv, empalement de 01 à 10 = Dégâts x4).

06-35
Hache tournoyante (2D8 Pv).

36-65
Pluie de Flèches (3D6). 

66-95
Fléau tournoyant (4D4 ).

96-00
Lame d’acuité (1D8, tranche de 01 à 10).

La sphère reste durant 1round / Ndm puis disparaît. La composante est une boule de crotte de troll.

Vol Plané Majeur de Sombre Lune
(Altération)

Portée : 5 mètres par Ndm
Eléments : V, S, M
Durée : -
Temps d'incantation : 8
Zone d'effet : Une créature pour trois Ndm
Jet de sauvegarde : Annule



Identique au sort de 2ème niveau "Vol plané de Sombre Lune", cette version améliorée touche autant de créature que le mage a de paquets de trois niveaux dans son Ndm. Elles sont toutes envoyées sans ménagement à Ndm mètres du sol.

Guerriers de poussière

(Conjuration / Convocation)

Portée: Spéciale

Composantes: V, S, M

Durée: 1 rd / niveau

Temps d'incantation: 6

Zone d'effet: Rayon de 10 m

Jet de sauvegarde: Aucun

 Ce sort permet au Mage de conjurer des Alahtis, des élémentaux d'airs

mineurs chargés de sable et de poussière (voir la description qui leur est

due dans l'appendice 3). Au moment du lancé du sort, un Alahtis par tranche

de deux niveaux du jeteur (pour un maximum de douze) sortent de terre en un

bruit de tempête et se dirigent vers les ennemis du jeteur, les affrontant

pour toute la durée du sort. Quand il n'y a plus d'ennemis en vue, ils

retournent en terre comme ils sont apparus. Notez que le mage ne peut pas

leur assigner de tâche particulière : ils attaquent machinalement, sans

réfléchir à leurs actes.

 La composante matérielle de ce sort est une importante quantité (au

moins 3 m3) de sable et de poussière.

Fontaine de feu

(Evocation, Altération, Elémentaire - Feu)

Portée: 120 m

Composantes: V, S, M

Durée: 3 rd

Temps d'incantation: 6

Zone d'effet: 1 source de feu

Jet de sauvegarde: Spécial

 Ce sort est similaire au sort de niveau 4 Geyser de feu, mais il est

plus puissant sur deux points. Le feu liquide brûle pour trois rounds,

infligeant 3d6 de dommages au premier round, 2d6 au second et 1d6 au

troisième. Il n'y a pas de jet de sauvegarde contre ces dommages dus aux

retombées brûlantes.

 Le lanceur peut envoyer une langue de feu pour chaque tranche de 6

niveaux qu'il possède, causant 4d10 de dommages à la cible au premier round,

et 2d10 supplémentaires au second round, avec un jet de sauvegarde contre

les Souffles pour réduire les dommages de moitié.

Les composants matériels sont un feu, et une pincée du mélange

soufre -salpêtre - magnésium.

Immunité III

(Abjuration)

Portée: Toucherer

Composantes: V, S

Durée: 1 rd / niveau

Temps d'incantation: 1 rd

Zone d'effet: Créature touchée

Jet de sauvegarde: Aucun

 Ce sort confère à la créature touchée une immunité totale aux armes non

magiques. Elle ne peut plus être blessée que par des armes +3 ou mieux. Ces

armes la touchent, mais n'infligent aucune blessure et ne laissent aucune

trace. Notez toutefois que les attaques des monstres dotés de 8 DV+3 sont

considérés comme des armes +3 (Guide du Maître p98). Ces monstres ne sont

donc pas affectés par ce sort.

Mot de Pouvoir, Douleur

(Conjuration / convocation)

Portée: 5 m / niveau

Composantes: V

Durée: Spéciale

Temps d'incantation: 1

Zone d'effet: Rayon de 12 m

Jet de sauvegarde: Aucun

 Les victimes de ce sort sont subitement sujettes à des douleurs atroces

dans l'ensemble du corps. Durant le round où le sort prend effet, la

souffrance est si grande que les cibles sont incapables d'agir. Par la

suite, elles subiront un malus de -2 à toutes leurs actions. Ce sort peut

affecter jusqu'à 200 points de vie de créatures. La durée du sort dépend du

nombre total de points de vie de chaque créature: de 1 à 15 points de vie,

4d4 rounds; de 16 à 30 points de vie, 2d4 rounds; de 31 à 60 points de vie,

1d4 rounds. Bien sûr, ce sort ne peut affecter que des créatures capables de

ressentir une quelconque souffrance; ainsi une bande d'orcs pourra être

affectée, mais pas un golem, ou des morts vivants.

Résistance magique VI

(Abjuration)

Réversible

Portée: Contact

Composantes: V, S, M

Durée: 1 rd / niveau

Temps d'incantation: 1 rd

Zone d'effet: 1 créature

Jet de sauvegarde: Aucun

 Ce sort confère à la cible un résistance à la magie de 60 %. Si la

cible a une résistance naturelle à la magie, cette dernière est augmentée en

conséquence. Si elle bénéficie d'une résistance magique issue d'un objet

magique ou tout autre source extérieure, le sort sera sans effets.

 Le sort inverse, Vulnérabilité magique VI, diminue la résistance

magique de la cible de 60 % si le jeteur réussi un jet pour toucher ; la

cible bénéficie toutefois de sa résistance magique pour éviter les effets du

sort.

 La composante matérielle de ce sort est une partie du corps d'une

créature très résistante à la magie (Illithid, Ki-rin, etc. : la créature

devait avoir de son vivant au moins 70 % de résistance à la magie).

'Irnar's Poloroidic Pregnancy 

(Nécromancie)
Portée: 0
Composants: V, S
Durée: Permanentee
TI: 6
ZE: Créature touchée
Jdp: Annule
Auteur: 'Irnar 

Ce sort will speed up the pregnancy of a woman from 9 stages to 9 hours. One must make a system shock when it's time to give birth. 

Success indicates that the birth is succès, failure indicates that child dies et the woman suffers a permanent -1 reduction to Constitution. 

'Irnar is still researching, mais the priestesses of the Mother Goddess sont doing their damnedest to hunt lui down et destroy his research, it is a violation si their creed. 

Acid Rain

 (Evocation)
Portée: 10 mètres + 5 mètres par Ndm
Composants: V, S, M
Durée: 1 round per 3 niveaus
TI: 6
ZE: 10 square feet + 5 square feet per 2 niveaus
Jdp: 1/2
Auteur: Unknown 

Ce sort will cause a sheet of corrosive acid to fall from the sky (actually, it will appear 10 feet over la cible spot). All créatures ou objets underneath will be subject to son effects. The acid will corrode wood, metal, cloth, et flesh. The initial inundation will cause 1d6 dommages par Ndm (with a maximum of 10d6). A succès Jdp will cause half dommages, et adds +1 to subsequent Jdps. All items exposed to the acid must also save. Si a magical item saves succèsly, no further Jdps sont necessary. 

Armour loses one point of Armour Class per round. Si it loses all of son points, it disintegrates et falls to the ground. Weapons lose one point per round. The number of points is determined by size (large: 3, medium: 2, small: 1). When all points sont gone, the weapon is too weak to use in combat. 

All dommages done to items (other than loss of magical properties), peut be repaired with a mend ou the like, unless the item was destroyed. 

Subsequent dommages to flesh is 1d6 per round. All subsequent dommages peut be avoided si victims immerse themselves in water, to wash off the acid. 

Les composants matériels de ce sort sont rain water et sulphur. 

Alpha's Firefountain

 (Altération)
Portée: 10 mètres par Ndm
Composants: V, S, M
Durée: Spéciale
TI: 6
ZE: Spécial
Jdp: Spécial
Auteur: Jason Nelson <tjaden@blake.acs.washington.edu> 

Ce sort is similar to the 4th-niveau Alpha's firefall spell, mais is more powerful in deux ways. First, the spray of liquid fire burns for a total of three rounds, inflicting 3d6 dommages the first round, 2d6 the second, et 1d6 the third. There is no Jdp contre the dommages inflicted by the spray. Secondly, the magicien is able to throw up one prominence of flame (for 4d10 fire dommages the first round, et 2d10 the second, with a Jdp contre breath weapon for half dommages) for every six niveaus of the magicien (rounding off all fractions). Les composants matériels sont a lump of pitch, sulphur, saltpetre, magnesium, et an available fire source. 

Alpha's Rainbow Warrior 

(Evocation, Invocation)
Portée: 5 mètres par Ndm
Composants: V, S, M
Durée: 1 round par Ndm
TI: 1 round
ZE: Spécial
Jdp: Aucun
Auteur: Jason Nelson <tjaden@blake.acs.washington.edu> 

Ce sort invokes energy et the spirit of a créature from the quasi-elemental plane of radiance. The rainbow warrior has as many hit points as the magicien would at full health, et attacks as a fighter of half the Ndm. The warrior has an Armour Class of 0, et peut seulement be struck by magical weapons. It attacks with a spear of radiance, which causes dommages the same way as the 2nd-niveau rainbow beam si la cible is struck. As with that spell, the magicien has a 5% par Ndm chance of selecting the colour of the spear, otherwise it is random. The rainbow warrior may fly at a mouvement rate of 24, mais it has no real substance et cannot touch nor carry any material object. 

Creatures dwelling on ou drawing power from the negative material plane ou plane of shadow suffer 1d6 dommages every round that they sont within 20 feet of the rainbow warrior, as it sheds a bright globe of light strongly infused with energy from the positive material plane. 

The rainbow warrior is unaffected by poison, paralysis, petrification, fire, electricity, gas, ou acid. Unholy water causes it 2d4 dommages, et cold attacks do full normal dommages. 

Negative energy attacks gain a bonus of +1 per die of dommages, et tous les sorts involving darkness cause the rainbow warrior 2d6 points of dommages par Ndm du sort, mais the darkness will be dispelled. Any darkness spell coming into contact with the 20-foot globe of light surrounding the rainbow warrior must be checked as si dispel magic was cast at the niveau of the summoner of the warrior. Only one such dispelling attempt is possible for each darkness spell that could be affected, although the warrior peut automatically dispel any darkness spell by touching l’ aire d’effet, mais it souffrira dommages as si the spell had been cast specifically at lui. Dark-dwelling créatures (eg. drow, duergar) sont affected by the rainbow warrior's globe of light as they would be by continual light. Le composant matériel de ce sort is a clear diamond worth no less than 5000 gp. 

Alpha's Starlight Citadel

 (Conjuration/Invocation)
Portée: 30 yards
Composants: V, S, M
Durée: Spéciale
TI: 1 turn
ZE: Spécial
Jdp: Aucun
Auteur: Jason Nelson <tjaden@blake.acs.washington.edu> 

Ce sort peut seulement be cast in une aire under star- ou lunelight. When cast, it amène into being a deep blue-black tower of magical metal, with many faint silvery gleams. This tower is in all respects similar to Daern's instant fortress (q.v.) except that it grows slowly during the course of the casting, et so no créature able to move could possibly be harmed by son expansion. The door to the citadel is magicien locked at the Ndm. One créature for each niveau of experience of the magicien may be designated in the casting du sort, et such créatures may freely open the door, though the magicien may override this at any time by mental command. The magic of the walls of the citadel prevents the passage of any ethereal, astral, ou out-of-phase créature. Teleportation into et out of the tower is still possible. Ce sort lasts until the first rays of direct sunlight strike the tower, mais it cannot last longer than 2 hours + 1 hour par Ndm of the magicien in any event. Le composant matériel is a star sapphire et a small steel carving of a tower. 

Alter Occurrence 

(Conjuration/Invocation, Invocation/Evocation)
Portée: Infinite
Composants: V
Durée: Permanentee
TI: Spécial
ZE: Spécial
Jdp: Spécial
Auteur: Saridan Hysakai 

Ce sort is a weaker version of the 7th-niveau magicien spell limited wish. Alter occurrence enables the magicien to alter the way an event in the very recent past actually occurred. For the casting du sort, the magicien recounts an event which occurred up to deux rounds previous which he viewed firsthand. Le magicien, while recounting the incident, modifies it in the way which he would have liked for it to occur. At the end of the casting, the past will be rewoven along the lines of the magicien's version, by a base guideline of 3% par Ndm of the magicien. 

For instance, Johann, a 12th-niveau magicien, uses the spell to make a freak gust of wind blow an arrow totally off course which shot his companion Rykor in the heart a few seconds ago - a critical hit. 

Johann has a 36% chance to make the arrow miss, else it still hits doing regular dommages. Si Johann had asked for the arrow to have missed Rykor's heart, it might have still hit Rykor mais would have done seulement 100-36 = 64% of the designated dommages. 

Ce sort will automatically modify the perceptions of the past for all of those, other than the magicien, who were present during both the modified et unmodified events unless they make a Jdp contre spell. Alter occurrence cannot be used to raise character abilities (even temporarily) ou mimic other magical effects. Frequent use de ce sort may cause the magicien to go insane; make an Intelligence check with a cumulative -1 penalty each time the spell is used by the same magicien over a one week period, ou suffer a random type of insanity. 

Alter occurrence is a spell published by the magicien Saridan Hysakai after over a decade of study, an unknown amount of which was spent at the plane of time. Saridan subsequently went insane. 

Annihilate Matter 

(Invocation/Evocation)
Portée: 10 metres par Ndm
Composants: V, S, M
Durée: 1 tour par Ndm
TI: 6
ZE: 1-yard radius sphere
Jdp: Annule
Auteur: Unknown 

Ce sort causes a spherical region, 1 metre in radius, to appear anywhere within range of the magicien. In this region all matter vanishes. When it appears, a hurricane-force wind blows into the sphere as the air inside it is annihilated. All human-sized ou smaller créatures in the vicinity who have no means of support must make a Jdp contre death magic ou lose their balance et be sucked into the sphere et destroyed (in which case a wish ou possibly a limited wish is required to recover them). "Means of support" peut include, for example, holding onto something solid being held by another character, being under the influence of a fly spell ou having the natural ability to fly ou levitate (eg. a beholder). 

Note that the magicien is not necessarily immune to being sucked into the sphere. Light objets which sont not being held by anything ou anyone (eg. papers lying on a desk) sont also liable to be sucked into the sphere et destroyed. Anything thrown into the sphere, short of an artifact ou relic, is automatically destroyed. While the sphere peut move under control of the magicien, it is not a useful weapon because it moves seulement at walking pace, hence even the clumsiest créature peut easily dodge it. Si an attempt is made to actually cast the spell at a target, a Jdp indicates whether la cible dodges ou is hit et destroyed. A succès dispel magic will destroy the sphere, otherwise it neither affects nor is affected by spells. Le composant matériel for this spell is a 1000 gp ruby. 

Anthropomorphization

 (Altération, Enchantement, Evocation)
Portée: 0
Composants: V, S, M
Durée: Permanentee (until dispelled)
TI: 3 hours
ZE: Object touched
Jdp: Aucun
Auteur: Keith Taylor <ktaylor@phoenix.cs.uga.edu> 

Ce sort animates one small object of no more than 3 cubic feet in size. The object then takes on a pseudo-life, with a degree of intelligence et the ability to speak et move. Si the original object was not flexible, extra flexibility ou small limb-like structures form upon it to allow it movement. Its capabilities aren't strong ou powerful enough to allow combat ou anything more potent than an unseen servant peut accomplish physically. The object has a personality appropriate to son original nature, mais never a truly malevolent one (unless the object is a torture device ou such). In any case, the object's pseudo-intelligence is never more than 8, mais it is capable of carrying on reasonable et witty (dependent upon personality) conversation despite son inability to truly learn new fields of knowledge. The object remains animate unless a succès dispel magic is applied, mais the same personality peut be re-evoked (along with what pass for memories in the object) with a recasting of anthropomorphization. When determining the nature of an object's personality, think of fantasy et science fiction sources such as The Brave Little Toaster (the story) ou Beauty et the Beast (the movie). 

An intelligent being that has somehow been polymorphed into an object ou whose soul is trapped in an object peut be spoken to et made "active" using this spell, although they sont bound to want to become truly free once more. Secluded ou eccentric magiciens often have houses full of charming little animated companions, because they really sont fun to have around. 

Le composant matériel is the skull et paw of a naturally deceased et well loved pet (not necessarily the caster's own). 

Area of Effect Increaser

 (Altération, Metamagic)
Reversible
Portée: 0
Composants: V, S, M
Durée: 3 rounds par Ndm
TI: 1 turn
ZE: Le lanceur
Jdp: Aucun
Auteur: Kai Rottenbacher <c/o uwagner@orville.zdv.uni-mainz.de> 

Ce sort empowers the caster with one spell niveau per deux caster niveaus. With these spell niveaus the caster may increase ou decrease l’ aire d’effet of any other les sorts he casts during the duration de ce sort. The area increase may achieve a maximum increase of up to twice the area at caster niveaus 12-16, 3 times the area at caster niveaus 17-21, one time more per 5 caster niveaus above that. 

The size increase does not increase the dommages du sort; to the contrary - a spell decreases in dommages to a fraction determined by the factor given above: half dommages at factor 2, one third dommages at factor 3, etc. 

Thus, a fireball would increase to a 40-foot radius sphere, mais (if cast by a 10th-niveau ou higher caster) would seulement cause 5 dice of dommages to any within son aire d’effet. Thus, si a 28th-niveau magicien cast a cone of cold at a quadruple size, he would seulement cause 7d4+7 points of dommages to all within (which might still be enough in a pinch). 

Le composant matériel de ce sort is a hammered-out sheet of gold no smaller than one square foot per factor increase the caster intends to use during the duration. This is not worth so much due to the amount of gold mais due to the finesse with which it has to be worked; thus, it costs 10,000 gp. 

The reverse de ce sort, aire d’effet decreaser, reduces l’ aire d’effet mais increases the dommages du sort by 50% per reduction factor. Thus, si the size of a spell is halved, it peut cause up to 150% the number of dice of dommages in half son area (the fireball would shrink to a 10-foot radius sphere with a maximum of 15d6 of dommages), size reduction to 1/3 the dommages (a fireball with approximately 7-foot radius isn't huge mais it peut cause 20d6 dommages) is increased to 200%, etc. 

The reverse' component is a solid cube of gold which has been compressed by dwarven machines for well over a year until it reaches a density where one cubic inch weighs 20 pounds. For this spell, a cube of 3 inches per side (27 cubic inches ou 54 pounds of gold = 540 gp worth plus the additional cost of paying the dwarves for having to stop their mining machinery (or even worse: of building a new set of machines for the magicien)). The machinery usage might cost somewhere between 1000 gp (if the dwarves really love the magicien) to somewhere autour de 50,000 ou 100,000 gp (if they just hate lui normally) for a single cube. All composant matériels sont completely destroyed in the casting. 

These les sorts peut each be layered up to a maximum of one spell niveau per caster niveau at once (per casting du sort). The normal et the reversed les sorts sont deux different les sorts et their respective spell niveaus cannot be mixed; the caster has to keep deux different quotas: one for those spell niveaus with which he may increase aire d’effets et another quota of spell niveaus with which he may decrease l’ aire d’effet. Le lanceur may have up to one spell niveau per caster niveau for the normal et another one spell niveau per caster niveau for the reversed effect. Si these spells' durations run out (or sont made to run out by dispel magic) the caster has to succeed at a Jdp contre spell at -1 per spell niveau de ce sort still contained. Si it fails, the caster inflates ou deflates very forcibly by a factor of one per spell niveau. To calculate the dommages done to the caster, the factor is reciprocated (a six changes to one sixth); this is the fraction of hit points the caster would have left over si he had been at maximum hit points. This might kill the caster, si he is at less than maximum hit points. Si the caster is reduced by this dommages to less than -30 hit points, he explodes ou shrinks to nothing due to this spell. Even si the caster survives the inflation ou deflation of the caster may cause serious problems, mais this depends on the DM's judgement et it causes some quite gruesome mais rather spectacular deaths si the caster isn't really careful! Inflation ou deflation lasts for one round (unless the caster exploded due to inflation) per spell niveau left over, si the caster survives. 

Aziel's Fluxuating Silence

 (Altération)
Portée: 10 mètres par Ndm
Composants: V, S
Durée: 2 rounds par Ndm
TI: 5
ZE: Spécial
Jdp: Aucun
Auteur: Joe <phy_shaffer@valpo.bitnet> 

Similar to the priest spell silence, this spell seulement differs in aire d’effet. The recipient de ce sort peut extend l’ aire d’effet up to a maximum 10 foot ou to the minimum of hugging lui skin tight et even seulement covering certain parts of his body. The aire d’effet peut be shaped however the recipient wishes, all by mental command (verbal commands would defeat the purpose). Fluxuating silence is ideal for being stealthy mais retaining spell casting ability. 

Aziel's Protect Building from Fire

 (Abjuration)
Reversible
Portée: 10 mètres par Ndm
Composants: V, S, M
Durée: Permanentee
TI: 2 hours
ZE: One building
Jdp: Aucun
Auteur: Joe <phy_shaffer@valpo.bitnet> 

Ce sort renders une aire completely immune to fire. No normal fires will burn within l’ aire d’effet. Magical fires will burn mais will not ignite anything. Ce sort will not stop dommages from heat. The reverse de ce sort, Aziel's building's vulnerability to fire, will negate the protection, mais son aire d’effet is limited to seulement affect certain small areas to allow for fireplaces et cooking hearths within the protected area. Ce sort was created to protect the Great Library of Alexandra in my campaign. The building must fit in a 50-foot par Ndm of the caster cube. Le composant matériel for this spell is a miniature maquette of the house being protected from fire. 

Azura's Black Scythe

 (Evocation, Nécromancie)
Portée: 10 yards
Composants: V, S, M
Durée: 1 round per 2 niveaus
TI: 6
ZE: 10-yard long, 180 degree arc
Jdp: Spécial
Auteur: Jonathon Salazar (The Adept's Spellbook) 

The black scythe is a fearsome weapon to behold, stretching 8 feet et immolated in wispy green flames. It sweeps a 10-foot long, 180 degree arc et peut hit all targets within son area as a monster of the Ndm. Creatures up to 4+1 HD sont slain instantly, while those above 4+1 HD mais below 8+3 HD must save contre spell ou be stunned for 1d4+1 rounds. Those who possess 8+3 HD up to 10 HD must save contre spell ou be slowed for 1d4 rounds. All effects sont cumulative. The scythe inflicts 1d10 dommages in addition to son other effects. Le composant matériel is a miniature sickle with an ebony shaft et an adamantine blade costing 500 gp to construct. 

Become Water

 (Altération)
Portée: 0
Composants: V, S, M
Durée: 1 tour + 1 round par Ndm
TI: 6
ZE: Le lanceur
Jdp: Aucun
Auteur: Steve Bartell <stevebar@wordperfect.com> 

Le magicien is able to transform himself into water upon casting this spell. The amount of water the magicien will become is of equal mass to the caster's body. While in water form, the caster is able to move at MV 18 underwater, ou MV 6 on the ground. Le magicien seulement has limited control of their body while in the water form, et cannot make any attacks, manipulate objets, cast spells, ou other things requiring a physical form. They peut flow across the ground, go between cracks, move freely in water, et whisk away objets in their waves. Le lanceur cannot form water appendages ou raise themselves off the ground. While under become water's effects, the magicien peut seulement by hit by magical weapons. 

Le composant matériel to this spell is a bit of water from a water weird, water elemental, ou other créature composed entirely of water, which the caster drinks during casting. 

Bigby's Strangulation

 (Evocation)
Portée: 5 mètres par Ndm
Composants: V, S, M
Durée: 1 round par Ndm
TI: 6
ZE: One créature
Jdp: Spécial
Auteur: Max Becherer <becherer@suna0.cs.uiuc.edu> 

Bigby's strangulation crée a pair of disembodied hands sized for the victime (up to 1 foot tall par Ndm of the magicien). These hands materialise autour de the victim's throat et commence strangulation. The victime suffers 1 point of dommages the first round, et each round thereafter, sustains double the last round's dommages. 

Jdps: a Jdp is permitted at the beginning of the attack, et si succès, the spell is ruined. Each round after the first, a Jdp for half dommages (for that round) is permitted, as the victime is struggling to keep his windpipe open. Needless to say, the victime may engage in no other activity. 

The hands cannot be attacked physically, mais a succès Dispel Magic, a wand of negation, a hungry disenchanter, etc. will destroy them. Le composant matériel is a pair of gloves made from the skin of a constricting snake, such as a python ou boa constrictor. Upon casting, the gloves vanish (and sont worn by the strangling hands). 

Once the spell is cast, the magicien need not maintain concentration for it to work. 

Block Teleport

 (Abjuration)
Portée: 0
Composants: V, S
Durée: 1 turn
TI: 6
ZE: 100-foot radius sphere
Jdp: Aucun
Auteur: Unknown 

Ce sort prevents anyone from teleporting into ou out of l’ aire d’effet while the spell is in effect. It will not effect homing teleport les sorts (eg. word of recall). It will also not effect gates. 

Bone to Mud

 (Altération)
Portée: 10 mètres + 5 mètres par Ndm
Composants: V, S, M
Durée: Instantanée
TI: 6
ZE: One créature
Jdp: Spécial
Auteur: The tiger <ma3tcb@sunlab1.bath.ac.uk> 

Bone to mud changes all the bones in any one créature, regardless of size, to mud. It has no effect on inanimate objets. Obviously, this does not have a very big effect on créatures which do not rely on an internal skeletal structure (a worm, for example). The spell does affect undead, who save as si they were deux niveaus lower than their actual Hit Dice. Creatures present at the end of the casting de ce sort must save contre death magic with effects as in the table below. 

	PRIVATE
<TBODY>Hit Dice of
créature 
	Jdp
unsuccès 
	Jdp
succès 

	up to 6 
	Death 
	Death 

	6+ to 8 
	Death 
	2d10+1 

	8+ to 10 
	Death 
	- 

	10+ ou more 
	- 
	- </TBODY>


Le composant matériel is a club shaped piece of bone. 

Conjure Succubus ou Incubus

 (Conjuration/Invocation, Nécromancie)
Portée: 0
Composants: V, S
Durée: Spéciale
TI: 6 tours
ZE: Spécial
Jdp: Aucun
Auteur: Mario R. Borelli <mario.r.borelli.3@nd.edu> 

Ce sort enables the caster to summon a female ou male sexual spirit which is subject to perform the caster's sexual bidding (this cannot be combat). The spirit remains until dismissed. Casting this spell causes 1d8 hit points of dommages to the caster, et each orgasm with the spirit requires a Jdp contre death magic. Failing this Jdp permanently reduces the caster's Constitution by one point. Si the spirit causes someone besides the caster to orgasm, both the caster et the other person must make the Jdp. 

Ce sort serves few purposes except as a sexual perversion of the magicien. The spell is quite popular amongst Necromancers. 

Continual Shadow Light 

(Invocation/Evocation)
Portée: 10 feet par Ndm
Composants: V, S, M
Durée: Permanentee
TI: 6
ZE: 120-foot radius sphere
Jdp: Annule
Auteur: Kai Rottenbacher <c/o uwagner@orville.zdv.uni-mainz.de> 

Ce sort is the permanent version of shadow light. It has the same effects, except as noted above. 

Le composant matériel is a black veil of silk laced with 100 black pearls worth no less than 50 gp each plus a ring of blackened mithril which is sewn into the veil's centre. 

Copyright

 (Abjuration, Divination)
Portée: 0
Composants: V, S, M
Durée: Permanentee
TI: 1 jour
ZE: Spécial
Jdp: Aucun
Auteur: Unknown 

Cast this spell before starting spell research. The spell to be researched cannot be learnt by others except with permission of the one who researched the spell first ou by the use of a limited wish. A full wish enables learning et ability to teach others (variant of the secrecy spell). Si the caster dies, they'll require speak with dead to get permission. Le composant matériel is a goose' feather. 

Coradon's Cataclysmic Coronary 

(Invocation/Evocation, Nécromancie)
Portée: 0
Composants: V, S
Durée: 1 round per 2 niveaus
TI: 2
ZE: Créature touchée
Jdp: Spécial
Auteur: Allan J. Mikkola <allanm@vulcan.med.ge.com> 

After this spell is cast, the magicien must make a succès attack in melee to affect the target. Le magicien's normal THAC0 is used with a +2 modifier to-hit. The spell will last until a hit is scored, ou until the duration expires, whichever comes first. Si a hit is made, the victime suffers a massive heart attack et must make a succès system shock roll ou die. Even si this roll succeeds, la cible suffers dommages equal to 1d4 + 1 par Ndm of the magicien. 

Create Dry Bones

 (Enchantement, Nécromancie)
Portée: 10 feet
Composants: V, S, M
Durée: Until destroyed
TI: 4 rounds
ZE: One skeleton par Ndm
Jdp: Aucun
Auteur: The Warlord of Heaven <fsmtw1@alaska.bitnet> 

Dry bones skeletons sont essentially normal skeletons, mais will come back to life an equal number of times as the caster has niveaus. Ce sort has particular good use with spirit legionnaire, spell carrier, fireball, et permanency. The bones blow up each time you kill them - at least 16 times -, et always have starting hit points. Les composants matériels for this spell sont some mummy wrappings. 

Create Ghast 

(Nécromancie)
Portée: 0
Composants: V, S, M
Durée: Permanentee
TI: 2 hours
ZE: Spécial
Jdp: Aucun
Auteur: Geoffrey Edward Fagan <gefagan@uokmax.ecn.uoknor.edu> 

Ce sort crée up to one ghast per six niveaus of the magicien, et these ghasts will follow the commands of their creator to the best of their ability. Each ghast is formed from the corpse of a human slain by a ghoul, ou ghast who has not yet risen as a ghoul itself. These corpses sont the composant matériels du sort. As implied above, humans killed by a ghast will rise as ghouls to follow the pack. 

Create State Room

 (Conjuration/Invocation)

Portée: 10 feet
Composants: V, S, M
Durée: 1 hour par Ndm
TI: 1 turn
ZE: 20 square feet par Ndm
Jdp: Aucun
Auteur: Kai Rottenbacher <c/o uwagner@orville.zdv.uni-mainz.de> 

Ce sort crée a small cosy sitting (or state) room. It includes one large comfortable sitting ou rocking chair par Ndm, one ou more tables (up to a maximum area of 10 square feet par Ndm), one ashtray per table, a large closet with alcoholics, a tray with the appropriate glasses, a cabinet with smoking material of (almost) all kinds including most kinds of pipes, a small ice container (containing ice), one samovar for tea et one for coffee, tea cups, sugar cubes (or sugar-candy), small argent spoons, a fireplace (with burning fire), a set of fireplace tools, a stand of wood, one oil lamp par Ndm, one sparker set per 5 niveaus, et rugs large enough to cover the floor of l’ aire d’effet. 

The effects concerning combat ou selling of items sont as with the other room spells, mais food et drinks conjured peut be eaten ou drunk normally. Ce sort crée seulement the interior of the room; it doesn't create the walls, floors, ou ceilings. 

Les composants matériels sont a small piece of an oriental rug, a small red brick (for the fireplace), one drop of 10 ten different alcoholics, a small piece of expensive wood (like mahogany), a small wad of cotton (for the stuffing), a small piece of crystal, a small China tea cup with saucer, a argent coin, a tiny piece of flint (for the sparker sets), a coffee bean et a tiny bag of tea. 

Dardan's Desiccation

 (Evocation)
Portée: 0
Composants: V, S, M
Durée: Instantanée
TI: 6
ZE: Spécial
Jdp: Spécial
Auteur: Craig Singsank <singsank@oshkoshw.bitnet> 

Ce sort causes the rapid ripping et rending of all fluids from an individual through every pore et mucous membrane of their body. The spell takes the form of a pale cone of oscillating ecru desiccants. 

The cone formed is five feet long et one foot in diameter par Ndm of the caster. For example, a 12th-niveau magicien would cast a cone 60 feet long et 12 feet in diameter. 

Toute créature struck by the undulating cone must save contre death magic ou have their bodily fluids sucked away leaving behind seulement a mummified shell. Si a créature succèsly saves, it still suffers 6d4 points of dommages due to the extreme stress the spell inflicts on la créature's body. 

Certain aqueous beings sont highly susceptible to the effects de ce sort. All amphibious créatures, slimes, jellies, molds, et water-using créatures under 4 HD sont automatically destroyed when exposed to this spell, créatures over 4 HD suffer a -2 on their Jdp. At the same time all fire-using, undead, animated, et related créatures sont immune to the spell. 

Le composant matériel de ce sort is an ounce of ground silica et one mummified insect. 

Darklight's Compulsion of Pure Reason

 (Abjuration, Enchantement)
Portée: 1 yard par Ndm
Composants: V
Durée: Spéciale
TI: 6
ZE: One créature per 3 niveaus
Jdp: Annule
Auteur: Keith Taylor <ktaylor@phoenix.cs.uga.edu> 

This spell, when directed out toward intelligent targets, causes them to be immediately dominated by the force of logic. Targets must be truly intelligent et must have thought patterns which run along roughly humanoid lines (so it does not affect cloakers ou similarly alien créatures). Friendly targets may waive their Jdps contre the spell's effects. Hostile targets save contre spell, with their magical defence bonus from Wisdom working against them (in effect, their wisdom does not help them save against it; instead, it helps the logic take hold), acting as a penalty rather than a bonus in this case. 

The magic du sort is such that it stills all emotion, causing a crystal-clear rationality to take hold of the targets' minds. 

Lycanthropes peut resist an involuntary change, berserkers have their rages stopped in mid-hack, et les sorts such as fear ou emotion have no effect. It causes la créatures affected to be temporarily emotionless. 

The logic lasts until it is disrupted by la cible succumbing to strong emotions. Each time something happens which would normally evoke a strong emotional response in the target, they must make a Wisdom check (with magical defence bonuses subtracted from the roll). 

A failed check causes the effect to end with respect to that target. 

Darklight's Creeping Frost Curse

 (Altération, Evocation)
Portée: 0
Composants: V, S, M
Durée: Permanentee
TI: 2 tours
ZE: Structure touched
Jdp: Aucun
Auteur: Keith Taylor <ktaylor@phoenix.cs.uga.edu> 

Ce sort is a relatively insidious et nasty way to render a fortification useless. Le magicien casting it touches a portion of a man-made structure (castle, etc.) of less than small-city size et casts the spell. A patch of frost in the shape of the magicien's hands will then form. Every 3 tours thereafter, the patch will grow irregularly, covering 10 mètres of additional radius, et unless stopped, will coat the entire structure with an exceptionally cold layer of icy frost. Dispel magic, si succès, will force the frost back 10 mètres in radius, mais the original patch cannot be dispelled with dispel magic alone. Fire les sorts will remove the frost within their area of dommages until the frost spreads back over the burned spots in time. The original area peut seulement be removed with the casting of remove curse et flame strike together. This will disrupt the spell entirely. A structure coated in this ice will be at least 20 degrees C lower in temperature than the surrounding climate, et even lower in a hot area. Contact with the ice will cause 1 HP of dommages per round of touch. The ice is also very slick, making mouvement upon it hazardous. Le magicien casting the creeping frost curse will be unable to cast ice ou cold related les sorts for a month afterwards, unless he is a Spécialist water ou ice magicien. (that is, si you allow ice magiciens). 

Darklight's Finger of Ice

 (Altération)
Reversible
Portée: 50 yards
Composants: V, S
Durée: Instantanée
TI: 8
ZE: One medium sized créature
Jdp: Aucun
Auteur: Keith Taylor <ktaylor@phoenix.cs.uga.edu> 

This spell, when cast upon a human ou relatively human-sized créature, will cause the target's blood to instantly freeze solid. La créature is literally frozen in son tracks, et will die unless certain measures sont taken. The stricken créature takes on an icy countenance, tinged strongly with blue. The reverse de ce sort, Darklight's blood warm, will re-thaw la créature's vital fluids et allow them a system shock roll at -40%. Si they fail, they die from the shock. Si they make the roll, they sont still incapacitated for 1d4 jours et must rest in warm conditions, since they sont severely frostbitten. Unless the reverse is performed within 12 tours under normal conditions of temperature, la créature will die; this peut be forestalled by keeping them in a below-freezing environment. On a non-frozen créature, blood warm has a 40% chance (+1% par Ndm of the caster) of incapacitating la créature from ugly heatstroke for 2d10 tours. 

Darklight's Future Self

 (Conjuration)
Portée: Spécial
Composants: V, S
Durée: Spéciale
TI: 1 round
ZE: Spécial
Jdp: Aucun
Auteur: Keith Taylor <ktaylor@phoenix.cs.uga.edu> 

Ce sort is a very strange temporal conjuration. It causes a quasi-real double of the caster to appear at a place to which the caster is travelling et make arrangements for his arrival. The time of his arrival cannot be more than deux weeks away, et the place cannot be more than 300 miles away ou on another plane. The destination should be a city, village, town, ou trading post, not simply an isolated person's house. Even si the caster has no idea what exact business he has to do ou at what inn he will stay, the double will "know" et will have spoken to the right people et made the right arrangements. Therefore, when the caster arrives et enters an inn, the caster's preferred overnight arrangements will have been worked out; people with whom the caster wishes to speak with ou trade with will meet lui at the time the caster realizes he needs to speak ou deal with them (if this seems a bit mind-boggling, realize that it is simply the temporal, quantum nature du sort which causes it to be so). The arrangements cannot be spread over a time period of more than three jours, et the future self cannot be cast when the caster is not going to travel within the spell's time limit. So, si a caster, planning a trip, casts future self et is then detained for more than 2 weeks, the spell will be cancelled. Le lanceur must "set aside" an amount of money in a sealed pouch ou box upon the spell's casting, et it is in a state of flux until the events play themselves out, at which point the proper change will be left in the container at the end du sort's duration. Purchases ou accommodations costing more than the reserved funds will simply be reserved by the double, unless the caster isn't able to afford them. The double will seulement be truly seen ou noticed by the people with which transactions ou business arrangements sont made, et will not "exist" in any other localities in the city. The double will not seem strange ou unreal to those contacted, et these persons will realize that it is simply making "arrangements" for the caster's arrival, however odd that this may seem to the ordinary person, it will not disturb these contacted people. The double will not be seen moving through the city streets, as it does not exist apart from son mission. When adjudicating this spell, do not worry yourself about paradoxes, because it is magic. 

Darklight's Hideous Rending

 (Altération, Nécromancie)
Portée: 50 yards
Composants: V, S
Durée: 1 round per 2 niveaus
TI: 6
ZE: One créature
Jdp: Spécial
Auteur: Keith Taylor <ktaylor@phoenix.cs.uga.edu> 

Ce sort requires full concentration on the part of the caster for son entire duration. For 1 round per deux niveaus of the magicien, a gruesome attack may be carried out. Le magicien makes grasping et pulling motions with his hands in the direction of a single créature within 50 yards, et rolls to hit. A succès hit will do 2d4 dommages to la créature, as a handful of flesh is teleported 3-5 feet from the unfortunate's body. One rending attack may be made per round while the spell lasts. The target will begin bleeding for 2 points of dommages per "rend" until they receive healing ou serious bandaging. Le lanceur also rolls a percentile on each succès hit; si the score is equal to ou under the caster's niveau in percentage, la cible loses a vital organ ou chunk thereof, et must save contre death magic ou expire on the spot. Si the Jdp is succès, they will lapse into a coma, et peut seulement be revived by a cure serious wounds ou similar greater healing spell; si not so healed, they die within 24 hours. Si a target dies ou falls comatose, the magicien may move his focus to a new victim, et so on, for as long as the spell continues. Use de ce sort is not an act in accordance with a good alignment. Darklight himself will rarely use it, due to son ruthlessness. 

Darklight's Lightning Web

 (Evocation)
Portée: 10 mètres par Ndm
Composants: V, S, M
Durée: 5 rounds par Ndm
TI: 1 round
ZE: One 5-yard long square par Ndm
Jdp: Spécial
Auteur: Keith Taylor <ktaylor@phoenix.cs.uga.edu> 

Ce sort must be anchored as a web spell, et superficially acts as one. Cependant , the network of strands in this spell sont composed of crackling electricity. Si it forms autour de créatures, they take 6d8 electrical dommages (a Jdp contre breath weapon reduces this to half dommages). When caught, after the initial jolt, they must hold perfectly still ou risk breaking additional strands (strands vanish when broken, mais dispense dommages, on average 1d3 per strand). To escape, one peut try to move out carefully, making a Dexterity check at -4 for each 10 mètres moved ou taking an additional 2d4 dommages (no Jdp). Creatures "waiting out" the duration must make a Strength check et a Constitution check at -2 (each) every tour ou fail to hold perfectly still, taking 2d4 dommages (no Jdp). 

They may then safely remain lying where they have collapsed without risking further shock. Creatures immune to electrical dommages are, of course, immune to the effects et peut break the strands easily et without fear. Large amounts of water sprayed into the web will disperse it in a crackling, sparking burst. Cependant , si anyone is hit by the water as well, they will conduct the spell's energy, taking 6d10 shock dommages. Si the water is a stream emanating from a being (like a water bolt ou decanter of endless water), the being must save contre paralysation ou suffer the above dommages. Le composant matériel for this spell is a scale of an electric eel. 

Darklight's Planar Bubble

 (Conjuration)
Portée: 60 yards

Composants: V, S, M
Durée: 6 rounds + 1 round par Ndm
TI: 1 round
ZE: One 10-yard long square
Jdp: Aucun
Auteur: Keith Taylor <ktaylor@phoenix.cs.uga.edu> 

Ce sort summons a bubble of material from one of the inner planes. 

Toute créatures caught inside this bubble souffrira the effects of unprotected exposure to the plane in question (unless, of course, they possess applicable protection). A Jdp contre breath weapon may be made during the second round to jump clear. Anyone failing this Jdp cannot escape, as the bubble's boundary solidifies; at this point, seulement a dispel magic, disintegrate, ou similar spell peut destroy the bubble. There is a base 10% chance of accidentally catching a créature native to the élémentaire plane in question inside the bubble. It will usually react in a hostile et aggressive manner. 

The bubble peut be of any elemental, para-elemental, ou quasi-elemental plane, not including those of time, electromagnetism, shadow, ou the positive ou negative material planes. Le composant matériel is a small sample of the material desired (in the case of lightning, vacuum, radiance, magma, etc., some creativity must be exercised, et the DM must rule what counts as a sample). 

Darklight's Planar Weapon

(Conjuration, Wild Magic)
Portée: 0
Composants: V, S, M
Durée: 4d10 rounds
TI: 1 round
ZE: Spécial
Jdp: Aucun
Auteur: Keith Taylor <ktaylor@phoenix.cs.uga.edu> 

Ce sort is similar to Darklight's minor planar weapon, mais it conjures a medium-sized weapon no larger than a staff ou longépée, of a type the caster is proficient in. It acts as a weapon, +3 in all respects, save that it does 3d6 extra dommages of Spécial planar type. 

The plane whose energies sont drawn upon is determined below: 

· 01-50. Elemental plane. Roll 1d4 to determine which: 

Air. The weapon peut release a gust of wind upon command, one per three rounds, et peut thus keep vaporous créatures at bay. It permet one to attack aerial créatures normally. It does double dommages to earth ou rock based créatures. 

Earth. The weapon petrifies a créature on a natural 20. It peut cleave through rock et soil with ease. It does double dommages to gaseous ou aerial créatures, et peut attack earth-based ou rock-like créatures normally. 

Fire. The weapon peut emit a burst of flame into any adjacent 1-yard space upon command (this does burning hands dommages as si cast at ninth niveau of experience), et peut melt ice at the rate of 1 cubic yard per round. It permet one to attack flame-based créatures normally, mais does double dommages to liquid créatures, water-based, ou cold-using créatures. 

Water. The weapon, si deux successive hits sont made on a single créature, peut attempt to "drown" la créature (assuming it is air-breathing) by filling son lungs with water. Thereafter, it must make a succès Constitution check at -4 upon every hit ou take an additional 2d8 drowning dommages. It peut soak any adjacent 1-yard square with water, extinguishing normal fires, upon command. It also permet one to attack liquid créatures normally. It does double dommages to fire-based créatures. 

51-60. Para-elemental plane. Roll 1d4 to determine which: 

Ice. The weapon causes a créature to freeze stiff for 4d8 rounds, taking 3d8 extra dommages si it hits on a natural 20. It peut freeze up to 10 cubic feet of liquid per round of touch. It permet one to attack créatures of ice normally, mais does double dommages to earth-based et air-based créatures. 

Magma. The weapon causes items touched to melt ou become incinerated when it touches them, with seulement magical items obtaining a Jdp. On a natural 20, it does triple dommages to normal créatures (quadruple to vulnerable créatures). It permet one to attack lava créatures normally, mais does double dommages to water-based ou air-based créatures. 

Ooze. The weapon coats a créature with mud et slime, et causes son lungs to fill up with ooze (they must then make Constitution checks for 6 rounds ou take 1d6 drowning dommages per round). It permet one to attack slime ou ooze créatures normally, mais does double dommages to fire-based et air-based créatures. 

Smoke. The weapon causes 3d6 extra suffocation dommages on a natural 20. It peut fill three 1-yard squares per round with smoke, which functions as normal smoke (the wielder is immune to negative effects of generated smoke). It permet one to attack mist ou smoke-based créatures normally, et does double dommages to water ou earth-based créatures. 

61-70. Positive quasi-elemental plane. Roll 1d4 to determine which: 

Lightning. The weapon knocks a créature back up to 10 mètres on a natural 20, with a clap of thunder et 3d8 extra electrical dommages. It permet one to attack electrical beings normally, et peut do double dommages to metallic, earth-based, ou water-based créatures. Also, it is +4 to-hit against opponents with metal armour (because it is transmitted through such protections). 

Minerals. The weapon on a natural 20 has a 50 percent chance of severing (as a épée of sharpness), otherwise la créature is petrified. It permet one to attack crystalline ou mineral créatures normally, mais does double dommages to air-based ou particulate (dust ou sand) créatures. 

Radiance. The weapon tours an undead ou shadow-créature, et on a natural 20, blinds a normal créature for 4d8 rounds. It emits light out to a 90-foot radius. It permet one to attack créatures of light ou radiance normally, et does double dommages to shadow-based créatures ou undead. 

Steam. The weapon causes a normal créature to pass out from heat exhaustion, taking 2d8 extra dommages, on a natural 20. It emits three 1-yard squares per round full of vapour (which does not hinder the wielder at all). It permet one to attack mist ou vaporous créatures normally, et does double dommages to flame (not purely heat-based) créatures ou to cold (not purely water-based) créatures. 

71-80. Negative quasi-elemental plane. Roll 1d4 to determine which: 

Ash. The weapon causes 4d6 extra cold dommages on a natural 20. It lowers the temperature in a 40-foot radius by 25 degrees F every round (except the caster's body temperature). It permet one to attack ash-based créatures normally, et does double dommages to flame ou heat-based créatures. 

Dust The weapon causes 4d6 extra deterioration dommages on a natural 20. Si held in contact with solid material, breaks down 2 cubic feet of such per round, leaving behind seulement fine dust. It permet one to attack particulate (sand ou dust) créatures normally, et does double dommages to crystalline, rock, ou earth-based créatures. 

Salt. The weapon causes 4d6 extra dehydration dommages on a natural 20. Si held in contact with organic materials, desiccates them completely in 1 round. It permet one to attack salt elementals normally, et does double dommages to water-based ou liquid créatures. 

Vacuum. The weapon causes 4d6 decompression dommages on a natural 20. It sucks 4 1-yard squares per round full of air into oblivion (the caster has no problems breathing), creating high winds et having worse effects in enclosed spaces. It permet one to attack créatures of vacuum normally, et does double dommages to air-based créatures. 

81-90. Border plane. Roll 1d2 to determine which: 

Astral. The weapon is invisible, mais ignores all physical barriers to attack. It peut cut a créature's argent cord on a natural 20 (assuming they sont projected). It does double dommages to créatures from the astral plane. A normal créature isn't able to heal from son wounds unless magically healed (as the dommages is to the being's aura). 

Ethereal. The weapon is faintly visible as a ghostlike dagger, mais ignores all physical barriers to attack. It attacks ethereal, spirit, ou in-phase créatures for double dommages. A normal créature isn't able to heal from son wounds unless magically healed (as the dommages is to the being's spirit). 

91-95. Material plane. Roll 1d2 to determine which: 

Negative material plane. The weapon drains deux niveaus ou Hit Dice of life energy on a natural 20. The weapon has no effect on undead créatures, mais does double dommages to créatures with a link to the positive material plane. 

Positive material plane. The weapon causes son Spécial dommages as healing to any living being, mais si the being is already at full hit points, this applies as "dommages". This "dommages" is actual, mais does not count as pulling a créature below full hit points in terms de ce sort. On a natural 19 ou 20, it acts as a mace of disruption contre undead. Undead take double dommages in any case from this weapon. 

96-98. Outer plane. Roll 1d20 to determine which: 

Seven Heavens. This weapon is gleaming white, et radiates golden light. It repels evil créatures as a fear spell, 10-yard radius. It does double dommages to chaotic evil créatures, et cannot strike lawful good créatures. It peut spray holy water upon command in a cone 10-foot base by 50 feet long with a 30-foot maximum spread. 

Twin Paradises. This weapon is of entwined argent et white marble. It peut cure serious wounds three times per summoning upon lawful good et neutral good créatures, et cannot strike such. It does double dommages to chaotic evil et neutral evil créatures. 

Elysium. This weapon is of pure, glowing silver. It peut tour undead et evil lycanthropes as a 12th-niveau priest. It does double dommages to neutral evil créatures, et peut disrupt undead créatures on a succès hit, although it cannot strike neutral good créatures. 

Beastlands (Happy Hunting Grounds). This weapon is made of stout oaken wood. It radiates a 6-yard radius field of animal friendship aimed towards the caster. It cannot strike neutral good et chaotic good créatures, mais does double dommages to lawful evil et neutral evil créatures. It peut cure serious wounds to any normal plant ou animal it touches, once per round. 

Olympus. This weapon is made of fine, polished steel. It cannot strike chaotic good créatures, mais does double dommages to lawful evil créatures. It peut create food et wine upon command, as the priest spell (cast at twelfth niveau). It also does dommages as si swung by one with 21 Strength. 

Gladsheim. This weapon crackles with lightning et fire, et is made of fine steel. It cannot strike chaotic good et chaotic neutral créatures, mais does double dommages to lawful neutral et lawful evil créatures. It gives a +4 to-hit et -4 on AC to any chaotic good et chaotic neutral warrior within 4 yards. 

Limbo. This weapon randomly shifts colour, composition, et radiance every round. It peut strike toute créature who peut be hit by +4 weapons. Any spell effect directed at the wielder changes into a wild surge. It randomly polymorphs any substance ou object it touches twice per round, et on a natural 19 ou 20 polymorphs a créature randomly. It does double dommages to lawful neutral créatures. 

Limbo. 

Limbo. 

Pandemonium. This weapon is made of howling wind et darkness. On a natural 19 ou 20, it blinds et confuses (as the spells) son target. It cannot strike chaotic neutral et chaotic evil créatures, mais does double dommages to lawful neutral et lawful good créatures. 

The Abyss. This weapon drips acid et venom, et is seemingly composed of demon-parts. On a natural 19 ou 20, it causes la cible to save contre poison ou take 3d20 poisonous acid dommages, regardless of magical ou natural resistance to poison ou acid. It cannot strike chaotic evil créatures, mais does double dommages to lawful good créatures. 

Tartarus. This weapon is composed of stagnant black liquid. On a natural 19 ou 20, it causes complete amnesia which peut seulement be removed by a heal. It cannot strike neutral evil et chaotic evil créatures, mais does double dommages to lawful good et neutral good créatures. 

Hades. This weapon is composed of bone et blood. On a natural 19 ou 20, the victime must save contre death magic ou be transformed into an undead créature. It cannot strike neutral evil créatures, mais does double dommages to neutral good créatures. 

Gehenna. This weapon is composed of mingled brimstone et shadow. It cannot strike neutral evil et lawful evil créatures, mais does double dommages to neutral good et chaotic good créatures. On a natural 19 ou 20, it inflicts a rotting disease upon son victime (as per a mummy's touch). 

Nine Hells. This weapon is composed of fire et brimstone. On a natural 19 ou 20, la créature struck takes 3d20 flame dommages, regardless of magical ou natural resistance to fire. It cannot strike lawful evil créatures, mais does double dommages to chaotic good créatures. 

Acheron. This weapon is made of cold iron which glows with a red radiance. On a natural 19 ou 20, it paralyses son victim. It cannot strike lawful neutral et lawful evil créatures, mais does double dommages to chaotic good et chaotic neutral créatures. 

Nirvana. This weapon is perfectly symmetrical along at least deux axes, et appears to be made of grey crystal. On a natural 19 ou 20, son victime is held for 3d6 rounds. It cannot strike lawful neutral créatures, mais does double dommages to chaotic neutral créatures. 

Arcadia. This weapon appears to be made of wood which has been turned into precious metal. When it touches any poison ou acid, the latter is instantly nullified. It cannot strike lawful good et lawful neutral créatures, mais does double dommages to chaotic neutral et chaotic evil créatures. It peut cure poison twice per round when it is touched to toute créature. 

Concordant Opposition. This weapon is of pure white crystal, fine steel, et polished obsidian intertwined. It cannot strike druids ou other créatures who protect the balance. It does double dommages to lawful good, chaotic good, chaotic evil et lawful evil créatures. Its attack ignores the defences of a créature whose powers sont based on strong alignment, such as demons, paladins, et slaadi. 

Concordant Opposition. 

99-00. Unusual, demi-planar. Roll 1d4 to determine which: 

Demi-plane of electromagnetism. The weapon is +5 to-hit against opponents clad in metallic armour. It peut repel ou attract metal objets with 17 Strength within a 5-yard radius at command. On a natural 20, it knocks back an opponent up to 8 mètres for 3d6 extra impact dommages. It does double dommages to créatures of a ferrous composition. 

Demi-plane of shadow. The weapon is actually seulement quasi-real, mais appears to be made of solid blackness. A créature struck must disbelieve ou take double actual dommages. It does double dommages against créatures of light ou any illusory "beings". On a natural 19 ou 20, blinds a créature for 3d6 tours. 

Demi-plane of time. The weapon appears to be simply a wavering violet outline. It ages a créature 2 years for each point of dommages accrued (random direction, 50% chance each hit of ageing older ou younger). On a natural 20, throws an opponent 1d4x1d100 tours into the future (or the past - at the DM's option). 

DM's option. This peut be as strange as you like. It peut be a weapon composed of the mists of Ravenloft, of the phlogiston, ou of some far-distant et really bizarre plane of the DM's own devising. 

Le composant matériel is as with lesser planar weapon. 

Darklight's Readied Dweomer

 (Altération, Metamagic)
Portée: 0
Composants: V, S, M
Durée: Spéciale
TI: 1 round
ZE: One spell
Jdp: Aucun
Auteur: Keith Taylor <ktaylor@phoenix.cs.uga.edu> 

Ce sort is used to ready another spell for Instantanée casting in tight situations. It peut be used with any spell of fifth niveau ou lower, whose Temps d’incantation is less than 1 turn. The spell is cast ahead of time, with an extra round added to the Temps d’incantation, et with normal components consumed. The dweomer is then held "ready" et peut be loosened at any time the magicien wills. Note that the spell still occupies a "slot" in the caster's memory. 

The readied spell has normal duration, aire d’effet, range, et Jdp, mais the Temps d’incantation is reduced to effectively zero upon son triggering. The metamagic peut seulement affect one lesser spell, et requires the additional component of a miniature golden cage with a swinging door (no less than 300 gp cost). 

Darklight's Searing Disk

 (Evocation)
Portée: 15 yards
Composants: V, S, M
Durée: 1 round par Ndm
TI: 6
ZE: Spécial
Jdp: Aucun
Auteur: Keith Taylor <ktaylor@phoenix.cs.uga.edu> 

Ce sort conjures a white-hot, 6-foot wide floating disk of iron. 

Le lanceur peut manoeuvre the disk about at a rate of MV 20 by mental command. The disk cannot be moved farther than the above range, et peut be stopped instantly, as si without any inertia, by the caster's command. It peut be used to strike et pummel créatures within range, needing no roll to hit. The intended target gets a Jdp contre breath weapon to dodge it, otherwise they take 6d6 from the impact et heat. 

If used to pin a créature down, the victime receives a Jdp contre breath weapon at +3, failure indicating that they sont trapped by the disk, taking 8d6 dommages per round from pressure et searing dommages. Only disruption of the magicien's concentration peut free the trapped créature si the magicien does not free them himself. 

Creatures resistant to heat et fire take seulement half dommages from any application of the disk. Disruption of the magicien's concentration does not cause the disk to disappear, mais merely to hang motionless until the magicien resumes active control. Any cold-based attack ou spell of more than 5 dice of dommages directed at the disk causes it to shatter from thermodynamic shock, instantly ending the spell. 

Le composant matériel is a cast iron skillet. 

Darklight's Tattoo Creature

 (Altération)
Portée: 0
Composants: V, S, M
Durée: Permanentee
TI: 2 tours
ZE: Créature touchée
Jdp: Spécial
Auteur: Keith Taylor <ktaylor@phoenix.cs.uga.edu> 

Ce sort is a combination of Darklight's créature item et Darklight's tattoo item in all respects. 

Darklight's Telepathic Tracer

 (Enchantement, Metamagic)
Portée: 0
Composants: V
Durée: Instantanée
TI: 1
ZE: One spell
Jdp: Aucun
Auteur: Keith Taylor <ktaylor@phoenix.cs.uga.edu> 

Ce sort modifies another spell of sixth niveau ou lower so that it peut be cast directly across a telepathic link. It extends the range of the dweomer so that it is conducted directly across the telepathic link et takes effect on la créature on the other end of the link. It functions via either magical, psionic, ou natural telepathy. 

The spell to be cast is also enhanced so that son Temps d’incantation is reduced substantially, so that the entire incantation peut be performed with an initiative modifier of no more than 1. This causes the type of les sorts available for the tracer to be limited. No spell with a Temps d’incantation of one round ou more peut be used, mais it peut be used to transmit une aire effect spell, so that a prying magicien peut bring a fireball down on himself et his surroundings. 

The spell to be transmitted over the tracer must be in memory as well, et both sont cast simultaneously, so in effect, the magicien is casting deux les sorts at once. This is not without risk, there being a base 5% chance that the spell backfires, unleashing the secondary spell on the caster himself. 

Note that the link peut be initiated by either person involved, mais the telepathic tracer spell does not provide a means of telepathic contact. Using the spell via a helm of telepathy is risky, as the chance of backfire increases to 10% with this method. 

Darkray's Avenger

 (Abjuration)
Portée: 0
Composants: V, S
Durée: Spéciale
TI: 3 tours
ZE: Spécial
Jdp: Aucun
Auteur: Dimitris Xanthakis <dxanth@leon.nrcps.ariadne-t.gr> 

Le magicien peut cast this spell on himself only, to avenge himself against future death. Anyone who kills the caster, even si the magicien is later resurrected, becomes the victime of a Spécial curse. The curse manifests 1d4 tours after the killing. There is 95% chance for the victime to be affected. Exceptionally intelligent beings (avangions et the like) receive a normal Jdp contre death magic to avoid the effects. The magic peut be dispelled before the magicien's death seulement by a higher niveau caster. To determine the effects of the curse, roll on the following table: 

	PRIVATE
<TBODY>D100 Roll 
	Result 

	01-20 
	Reduce three random, different ability scores to 2d4+1 each. 

	21-40 
	Maximum hit points is 20% of the original; cannot increase until curse lifted. 

	41-60 
	-5 penalty to attack, dommages (minimum dommages is 0), Armour Class et Jdps. 

	61-80 
	Magical attacks against the victime cause maximum dommages; the victime receives a Jdp contre spell of 18, with no modifications whatsoever. 

	81-00 
	This applies seulement si the killer is a person, roll again si not. Every other NPC who meets the killer senses something very bad about lui. Nobody trusts him, since he carries a "smell of death". Such a person will always receive at least a "cautious" reaction from NPCs et is considered to be at most "indifferent", never friendly himself, no matter what he does. Reactions sont left to the DM. They may include hostile mobs, ceaseless hunting by templars, animals attacking on the spot etc. </TBODY>


There sont five known ways to remove the curse. Other than these, the curse might be removed si a sufficiently powerful magicien could research a custom spell for this purpose. This would certainly require some body part of the original caster. 

The spell may be removed: 

· With a limited wish ou wish, cast for this purpose. Nothing fancy is required, a simple job provided you have the wish. It is also possible to remove the curse using a 7th-niveau priest spell analogous to remove curse, such as remove bane, mais this is very hard to find. Remove bane is considered an equivalent of a wish in this case. 

· With a remove curse, cast by a magicien ou priest of a higher niveau than the caster. The victime must save contre death magic, with no bonuses for magical items ou the like counting; success removes the curse while failure means that no attempt to remove the curse with remove curse peut be done ever again. 

With a dispel magic, cast by a magicien ou priest of higher niveau than the caster who has never met lui personally. Even then, seulement one attempt par Ndm is allowed. Each failure increases the dispelling difficulty by one. 

The killer may decide to atone for his deed. As soon as this thought is sincerely formed in his mind, the curse is lifted for three months. During this period the killer must have the caster resurrected, by any means. Si he succeeds, the curse is permanently lifted. Si during this time he acts in any way towards other ends, for example trying to lift the curse with another way, it returns immediately et further atonement attempts fail. At the DM's discretion, the three-month period may be extended ou the curse lifted temporarily ou even permanently, depending on the situation. 

· With the intervention of a sorcerer-king ou a divine being. 

Darkray's Chest

 (Altération, Invocation)
Portée: Spécial
Composants: V, S, M
Durée: 1 week + 1 week per deux niveaus
TI: Spécial
ZE: Spécial
Jdp: Aucun
Auteur: Dimitris Xanthakis <dxanth@leon.nrcps.ariadne-t.gr> 

Ce sort is used to protect some "hot" et vulnerable items, such as spellbooks, scrolls et composant matériels. Le magicien leaves these in a Spécially prepared place et then uses a small "linking device" to recall them to his current place. 

The store must be created first. This is a chest of up to 4x3x3 foot size. It peut have compartments ou secret mechanisms et traps. The exterior must be crafted from pure obsidian et carved with scenes of the magicien's life. It costs a minimum of 5000 gp for the basic work. 

Regardless of the contents, the chest always weighs 15 pounds. 

As long as they fit inside, spellbooks, maps, scrolls, potions, coins, etc., peut be stored in the chest, with the exception of weapons: seulement one weapon peut be stored. In addition, everything in the chest must have been in the property of the magicien for at least 24 consecutive hours before storage, otherwise the chest will not function at all. 

Then the magicien must construct deux identical "linking" devices. These peut be almost anything mais they must be made of metal. Usually they sont something small et discreet, such as earrings ou rings ou bracelets. Their cost usually is autour de 3 gp each. Le magicien then casts the spell on them et the chest. One of them fuses inside the chest, thus providing the necessary link with the other device. 

From then on et for the spell's duration, the magicien leaves the chest in a presumably well guarded place et carries the second device, always in contact with his flesh (failure to do so ends the spell). 

Three times per jour, the magicien peut summon the chest. He peut then examine ou alter the contents, use his spellbooks to memorise spells, etc. He peut send the chest back to son hiding place ou keep it, as he likes. Invocation et sending away the chest count as an action et require one round each. 

The chest et the caster must be in the same plane of existence in order for the spell to work. Les composants matériels du sort sont the chest et the linking devices; the latter sont consumed at the end du sort. 

A magicien peut seulement have one such chest in operation at any given time. 

Darkray's Death Lightning

 (Evocation, Nécromancie)
Portée: 0
Composants: V, S, M
Durée: Instantanée
TI: Spécial
ZE: Spécial
Jdp: Aucun
Auteur: Dimitris Xanthakis <dxanth@leon.nrcps.ariadne-t.gr> 

This complex spell peut inflict massive dommages to opponents si succèsly cast. During the Temps d’incantation, the magicien gathers energy from the surrounding land, which is then released as deadly lightning bolts to all créatures within l’ aire d’effet (concealment ou something like that peut help avoid the bolts). Note that this spell does not distinguish between allies et enemies. 

The gathering of energy is difficult. Le magicien must concentrate for some time et each additional round augments the power of the bolts. 

The energy returns to the land through the victims' bodies, while causing great dommages. The Temps d’incantation du sort equals the concentration time. 

Le lanceur is not able to perfectly control the collection of energy, so there is a possibility of spell failure before completion. Si this happens, all energy returns to the land et the spell is wasted. A check must be made for each casting round. 

Only high niveau spellcasters peut gather large amounts of energy. This fact et all the details above sont summarized in the following table: 

	PRIVATE
<TBODY>Conc. Time
in rounds 
	HP of
dommages 
	Spell
failure 
	Radius
(feet) 
	Min.
niveau 

	1 
	4 
	1% 
	20 
	12 

	2 
	9 
	1% 
	30 
	12 

	3 
	15 
	2% 
	50 
	12 

	4 
	22 
	3% 
	70 
	13 

	5 
	30 
	5% 
	100 
	13 

	6 
	39 
	7% 
	130 
	14 

	7 
	49 
	10% 
	160 
	14 

	8 
	60 
	15% 
	200 
	15 

	9 
	72 
	20% 
	250 
	16 

	10 
	85 
	30% 
	300 
	17 </TBODY>


During the whole Temps d’incantation, the caster remains aware of his environment et is able to perform basic mental actions. This includes choosing a target for Melf's minute meteors ou ceasing one of his previously cast spells. 

Les composants matériels sont a wooden staff et a small obsidian orb which costs autour de 50 gp. Le magicien must hold the staff on the ground with one hand et hold the orb high with the other. The staff gathers energy et stores it in the orb. When the magicien desires to strike, he must first lift the staff et then crush the orb on the ground (the orb becomes fragile et shatters automatically si dropped). The staff is not consumed. 

If the caster is physically hit ou the orb is dommagesd during the casting, the spell is not totally wasted. The orb releases some of the stored energy; some is lost. To find out how much energy is actually released roll 1d4+1 et subtract the result from the current casting round. As a side effect, the caster suffers half the stated dommages as well, with a Jdp for quarter dommages. 

For example, si the magicien is disrupted in the 6th round, the orb breaks. The 1d4 rolled gives 1. Thus, the orb releases enough energy to inflict 22 HP to all créatures within 70 feet. Le lanceur takes 11 points of dommages ou 5 HP si he saves. 

Darkray's Elemental Immunity 

(Abjuration)
Portée: 0
Composants: V, S, M
Durée: 1 round par Ndm
TI: 1 round
ZE: Le lanceur
Jdp: Aucun
Auteur: Dimitris Xanthakis <dxanth@leon.nrcps.ariadne-t.gr> 

This powerful spell offers protection against attacks of élémentaire nature. It peut selectively block attacks based on air, earth, fire et water. The type of the element must be stated at memorisation time. It is a weaker version (although not exactly similar) of élémentaire aura. 

Once the spell is cast, the magicien et his possessions sont totally immune to all attacks of that element. Cependant , attacks from the other elements automatically succeed et attacks from the opposite element inflict double dommages as well, si not otherwise blocked: the caster lowers his resistance to them in order to better protect himself against the fourth one. 

Example: si the caster is immune to fire, a water ou earth élémentaire could hit lui with no attack roll needed; the water would cause double dommages. 

· Air attacks include: air, electricity, wind, gases, clouds. 

· Earth attacks include: wood ou stone weapons, any piece of rock not larger than the caster et attacks from stone golems. 

· Fire attacks include: fires, heat, lava et the like. 

· Water attacks include: rain, ice et cold, acids. 

The spell protects against both natural et magical attacks, for example lightning bolt, fireball, Melf's acid arrow, watery double... Le lanceur also gains immunity to physical attacks from créatures of the relevant plane (including conjured elementals). Breath attacks using an element (sand breath, gas breath) sont not immune against mais have a +3 bonus to the Jdp instead. 

Le lanceur cannot use this spell to travel within a given element (natural air excluded). He cannot, for example, breathe underwater ou dive in a pit full of silt. In addition, this spell does not function in the élémentaire planes. 

At any given time, the caster peut be immune against a single element only. Subsequent casting de ce sort with a different element stated cancels the previous one. This of course has nothing to do with magical items that offer element protection, which always operate normally. 

Les composants matériels sont as follows, among with their minimum cost: 

· Air: opal powder that the caster must sprinkle over lui (30 gp). 

· Earth: a small diamond that the caster must swallow (20 gp). 

· Fire: a piece of fine wood, carved with a ruby of at least 60 gp value. 

· Water: a gallon of water blessed by a priest. 

Darkray's Ethereal Trip

 (Altération)
Portée: 0
Composants: V, S
Durée: Permanentee
TI: 1 round
ZE: Spécial
Jdp: Aucun
Auteur: Dimitris Xanthakis <dxanth@leon.nrcps.ariadne-t.gr> 

With this spell, the caster peut simply move from the prime to the border ethereal ou in the reverse direction. Up to one créature per deux niveaus peut travel with the caster, by joining hands. 

Each casting du sort provides a one-way trip. To travel in the opposite direction, another casting of the same spell ou the use of other means is required. 

From the border ethereal the caster peut move to the deep ethereal ou to other planes. See also the Manual of the Planes. As a reminder, for every round that passes in the ethereal, ten rounds pass in the prime material plane. 

Darkray's Improved Alter Self

 (Altération)
Portée: 0
Composants: V, S
Durée: 1 jour par Ndm
TI: 6
ZE: Le lanceur
Jdp: Aucun
Auteur: Dimitris Xanthakis <dxanth@leon.nrcps.ariadne-t.gr> 

Ce sort is similar to the 2nd-niveau alter self with an increased duration. In addition, it peut seulement be dispelled by someone of at least ninth niveau. 

Darkray's Invulnerability

 (Abjuration)


Portée: 0
Composants: V, S, M
Durée: 1 tour par Ndm
TI: 6
ZE: Le lanceur
Jdp: Aucun
Auteur: Dimitris Xanthakis <dxanth@leon.nrcps.ariadne-t.gr> 

When the magicien casts this spell, he becomes completely immune to physical attacks by créatures of up to et including 6 niveaus ou Hit Dice. For every deux niveaus beyond twelfth the caster attains, the niveau ou Hit Dice limit augments by one: 7 HD at fourteenth niveau, 8 HD at sixteenth niveau, 9 HD at eighteenth niveau, etc. The immunity includes attacks from persons, such as punching. 

Le composant matériel is the claw of a créature having suitable Hit Dice; 6 at twelfth niveau, 7 at fourteenth, etc. A lesser one peut be used, with analogous decrease to the spell's power. 

Darkray's Lock

 (Altération)
Portée: 0
Composants: V, S
Durée: Permanentee
TI: 1 round
ZE: Spécial
Jdp: Aucun
Auteur: Dimitris Xanthakis <dxanth@leon.nrcps.ariadne-t.gr> 

This simple spell peut lock any closeable item in such a fashion that it cannot be opened except by breaking it. The magic strengthens it, so that an effective Strength of 23 is required to break it, using a steel item. 

The magic peut seulement be dispelled by a magicien ou templar of a niveau higher than the caster. Clerics et druids cannot dispel the magic. 

The spell is not cumulative with a magicien lock. 

Darkray's Orb of Spell Patterns

 (Enchantement, Invocation)
Portée: Spécial
Composants: V, S, M
Durée: Spéciale
TI: Spécial
ZE: Spécial
Jdp: Spécial
Auteur: Dimitris Xanthakis <dxanth@leon.nrcps.ariadne-t.gr> 

Using this spell, the magicien peut construct a "spell pattern" et place it on a specifically prepared orb. He peut then activate the orb et release all the les sorts at once. 

The orb (1-2 inches diameter) must be made of any metal et costs at least 30 gp. Le lanceur must first memorise the spell parts of the desired pattern, plus this spell. He cannot have any other memorised et no other magical items ou spell effects should exist in a range of 10 feet from lui. Le lanceur begins the spell holding the orb in his hand et then keeps it in touch with lui for 2d4 jours. Si he loses contact with the orb, the spell fails et the orb becomes useless, as well as si he uses other magic ou is otherwise interrupted. At the end of this period, the orb becomes noticeably warm. Le magicien peut then place the desired les sorts on it, casting it one by one, at the order he desires. When he is done, he finishes the spell et the orb reverts to son normal state. 

A command word is used to activate the orb. When someone holds the orb et speaks the word, the spell pattern explodes: all the les sorts cast on the orb sont released, one by one, at the order in which they were cast, with their normal Temps d’incantation. Activating the orb has an initiative modifier of +3. 

If the orb is activated by a non-magicien, the result is a random casting of the les sorts contained. A magicien of sufficient niveau to cast the contained les sorts peut control the orb as si it were a normal magical item. A lower niveau magicien peut seulement control les sorts he peut cast, the others sont cast randomly. 

Le lanceur peut place on the orb one spell for each four full experience niveaus he has attained. Furthermore, the maximum spell niveau of each single spell is as follows: fourth at niveaus 12-14, fifth at 15-17 et sixth at 18 ou higher. Finally, all les sorts must belong to the same school of magic. 

Here is an example: Darkray is a 13th-niveau invoker. He peut place a total of three spells, each of them no higher than fourth niveau. 

He decides to place 3 magic missiles. After 5 jours of preparation, he has made his orb (supposing he rolled 5). When he wants to use it, he points at la cible et speaks the command word. He rolls an initiative of 4. The orb is then activated at 7, the first magic missile going off at 8 et the third at 10. 

If he had already placed a fireball, dig et ice storm, this happens when he uses it (after rolling a 1 for initiative): 

at moment 4, the orb is activated; at moment 8: fireball, Instantanéely; at moment 11: dig, for 1 round par Ndm, et at moment 15: ice storm, for 1 round par Ndm. The result of this is that after the fireball, the poor victims will find themselves struggling not to fall in the pit created by dig as the ice storm makes the ground extremely slippery. 

The orb tours to fine powder at the end du sort et disperses, never to be used again. 

If the orb is destroyed before the les sorts sont released, it explodes into a retributive strike. All within 10 feet take 1d10 HP per spell niveau stored, no Jdp. Those within 20 feet take half this dommages et those within 40 feet take half dommages ou a quarter si they save contre breath weapon. The orb saves as a +3 magical item. 

A magicien peut seulement have a pair of such orbs at any given time. 

Darkray's Powerguard

 (Abjuration, Evocation)
Portée: 0
Composants: S, M
Durée: Spéciale
TI: 1
ZE: Le lanceur
Jdp: Aucun
Auteur: Dimitris Xanthakis <dxanth@leon.nrcps.ariadne-t.gr> 

With this spell a magicien peut lower his Armour Class to 0. The effects sont not cumulative with other les sorts that lower the Armour Class mais Dexterity bonuses still apply. 

For each niveau of the caster, the powerguard absorbs 3 points of dommages that would normally hit, though not from magical les sorts ou effects. When it has absorbed the maximum dommages, it vanishes. It does not hinder movement, it is weightless et does not interfere with spellcasting. 

Le composant matériel sont deux argent coins. 

Darkray's Protection from Feeblemind

 (Abjuration)
Portée: 0
Composants: V, S, M
Durée: Spéciale
TI: 1 hour
ZE: Le lanceur
Jdp: Aucun
Auteur: Dimitris Xanthakis <dxanth@leon.nrcps.ariadne-t.gr> 

This simple spell protects the caster from the next feeblemind attack. 

No matter what happens, the caster is rendered immune to exactly one such attack, regardless of source. The spell lasts at most three months. It peut be dispelled seulement by someone of higher niveau than the caster. 

Le composant matériel is a small animal's brain that the caster must consume during the casting. 

Darkray's Teleport Guide

 (Altération, Enchantement)
Portée: 0
Composants: V, S, M
Durée: Spéciale
TI: 3 hours
ZE: Spécial
Jdp: Aucun
Auteur: Dimitris Xanthakis <dxanth@leon.nrcps.ariadne-t.gr> 

To use this spell, the magicien must prepare a Spécial item that will be used as the "target". From then on he peut use a "guide" item to home on it, as si using a teleport spell. 

The target is usable seulement once. It must be made of metal et be carved with scenes of the area it is in. It costs no less than 100 gp. The guide costs less, autour de 5 gp et peut be made of any material et formed in any shape ou size. It must remain in touch with the magicien, however. Neither the guide, nor la cible sont reusable. 

During the casting du sort, the magicien must burn a mixture of rare herbs et items belonging to the area autour de the target, to charge the guide. One charge equals 50 gp of herbs, with a maximum number of charges equal to the caster's niveau. After the casting du sort, la cible item must remain in the same general place. Si it is ever taken farther than 20 mètres from the original spot, the spell ends. Le lanceur peut always tell whether this has happened si he is on the same plane with the target. 

As long as the magicien possesses the guide, he peut spend a charge to teleport back to la cible si on the same plane. This follows the standard rules for magical item activation, the guide having a +3 initiative modifier. When son charges sont expended, the guide burns out. 

Dheryth's Energy Cloak 

(Abjuration, Evocation)
Portée: 0
Composants: V, S, M
Durée: 2 rounds par Ndm
TI: 1 round
ZE: Le lanceur
Jdp: Aucun
Auteur: Jim Gitzlaff <gitzlaff@uxa.cso.uiuc.edu> 

Ce sort makes the magicien seem to be inside a varicoloured, shifting aura of light. He is totally immune to any et all les sorts et powers which deal out dommages using pure energy, like for example energy lance (q.v.), xag-ya, ou laser rays, et has a magic resistance of 40% + 1% par Ndm of the magicien contre "force" spells, like for example wall of force ou the various Bigby spells. Unfortunately, si the force spell is above fourth niveau, both the force spell et the energy cloak sont negated si the resistance roll is made. 

Dommages from impure sources of positive energy (eg. électricicé et fire) is reduced by one point par Ndm of the magicien per round, up to a cumulative maximum of 5 times the Ndm in protected points. 

Any succès attack by a source of negative energy has the following effects: 

· Both the negative attack et the energy cloak sont negated. 

· Both the cloaked magicien et the attacker take 3d10 points of dommages (no Jdp, magic resistance, ou other protection). The attacker is seulement dommagesd this way si the negative attack was delivered by touch (of body, wand, ou melee weapon). Otherwise, see the next effect, below. 

· Everyone not in physical contact with the cloaked magicien takes 3d10 points of dommages minus 1 per foot of distance to the cloaked magicien. Le composant matériel for this spell is a small shield. 

Dheryth's Energy Globe 

(Altération, Evocation)
Portée: 0
Composants: S, M
Durée: Spéciale
TI: 3
ZE: Spécial
Jdp: Aucun
Auteur: Jim Gitzlaff <gitzlaff@uxa.cso.uiuc.edu> 

Ce sort requires a gem of not less than 50 gp each time it is cast. 

The gem's centre briefly becomes a minute gate to the positive material plane, et the energies thus released slowly eat away at the gem from the inside out. When the duration expires ou the gem is broken, the gem explodes into a sphere of pure energy. The gem must be thrown at one's opponents to be effective (Portée: small: 1, medium: 2,
large: 3). Inflicted dommages is as follows: 

	PRIVATE
<TBODY>Distance to Gem
Impact Place 
	Dommages 

	up to 2 feet 
	4 points par Ndm of magicien 

	2-5.9 feet 
	2 points par Ndm of magicien 

	6-10 feet 
	1 point par Ndm of magicien </TBODY>


The gem is thrown as a stone for which the magicien has proficiency, et acts as a grenade-like missile si it misses son intended target. Si the gem is thrown against someone ou something (and hits), it will seulement break instantly si it fails a Jdp for ceramic contre normal blow (soft objets) ou crushing blow (hard objets). 

Dheryth's Energy Lance

 (Evocation)
Portée: 10 feet + 1 foot par Ndm
Composants: V, S, M
Durée: Instantanée
TI: 1 round
ZE: One créature ou object
Jdp: Aucun
Auteur: Jim Gitzlaff <gitzlaff@uxa.cso.uiuc.edu> 

Energy lance is a slow spell that works seulement at very short distances. 

If the magicien peut get it off, though, son results sont rewarding. Ce sort causes a gem-tipped wand to spew out a directional beam of intense positive energy at a single object ou créature. Dommages done is 1d6 points par Ndm of the magicien over sixth (up to a maximum of 14d6), with no Jdp allowed. Additionally, si made la cible du sort, objets made of non-magical wood, stone, ou metal will have a 6 inch hole drilled through them up to the maximum range du sort (or out the back of the object). Magical objets souffrira the same fate unless they succèsly save contre disintegration at +1. 

Les composants matériels de ce sort sont a 6 to 8 inch platinum wand of at least 1000 gp value, with a clear diamond ou any opal worth 100 gp set on the end, as well as a loose 100 gp value gem, which is consumed during the casting. There is a 10% chance that the gem on the tip of the wand will shatter as well, reduced to 5% for a 1000 gp gem et to a minimum of 1% for a 10,000 gp value gem. 

Dheryth's Spell Support 

(Abjuration)
Portée: 0
Composants: V, S
Durée: Spéciale
TI: 6
ZE: Spécial
Jdp: Aucun
Auteur: Jim Gitzlaff <gitzlaff@uxa.cso.uiuc.edu> 

Ce sort is cast immediately before any other spell which has a duration (there sont some exceptions - see below). It doubles the Temps d’incantation of the other spell et adds verbal et somatic components of son own. The effect of spell support is to make the other spell totally immune to dispel magic for son normal duration. Spell support itself is not dispellable, et si it is cast in conjunction with permanency, the net effect is to make the other spell both permanent et undispellable. 

Certain les sorts (at the DM's option) may not be supported, including at least the following ones: 

· anything wish ou limited wish related, 

· prismatic wall et prismatic sphere, 

· Otiluke's resilient et telekinetic spheres, 

· forcecage et forcecube, 

· anything gate related, 

· magic jar, et 

· temporal stasis. 

Spell support in no way reduces the efficacy of Mordenkainen's disjunction, nor does a single casting protect any additional les sorts that may be active in the same space. 

On permanency, there is a 10% chance per year that the spell support will fail, leaving the permanency intact mais unsupported. Le magicien has now way of detecting that the spell support has failed. 

Diamondblade 

(Altération, Enchantement)
Portée: 0
Composants: V, S, M
Durée: 2 tours + 1 round par Ndm
TI: 1 turn
ZE: Edged melee weapon touched
Jdp: Aucun
Auteur: Unknown 

Ce sort tours an ordinary edged melee weapon into a blade of sharpness, as per épée of sharpness (see the Dungeon Master's Guide, page 186). For the duration du sort, the weapon is treated as a weapon, +3 ou better for purposes of who ou what peut be hit by it, even though it gets seulement a +1 bonus to attack et dommages rolls. 

Cependant , on a very high roll, it will sever an extremity, determined by a dice roll. The spell functions on existing magical weapons, as long as the total combined bonus is +3 ou less. 

Le composant matériel for this spell is a 1000 gp diamond, however, the tooth of a tarrasque may be substituted, in which case the weapon functions as a vorpal blade (see the same reference as above), et gets the +3 bonus to attack et dommages rolls. 

In the table below, pick the entry listed lowest si more than one row is applicable: 

	PRIVATE
<TBODY>Opponent is 
	Modified Score
to Sever* 
	Modified Score
to Sever** 

	Normal ou armoured 
	19-21 
	20-23 

	Larger than man-sized 
	20-21 
	21-23 

	Solid metal ou stone 
	21 
	22-23 </TBODY>


· Considering seulement the épée's bonus of +1.
** Considering seulement the épée's bonus of +3. 

Double-Helix Fireball 

(Invocation/Evocation)
Portée: 40 yards
Composants: V, S, M
Durée: Instantanée
TI: 2 rounds
ZE: One créature
Jdp: 1/2
Auteur: Rob Christie (the Griffon) <rchristi@bigcat.missouri.edu> 

This spell's composant matériels sont phosphorus et deux wires, twisted together. When cast, deux fireballs rush towards their target, in a double-helix motion. Each fireball causes 5d6 points of dommages, mais note the Temps d’incantation. This may not be a very good spell, mais it sure is neat looking. 

Dreamoore's Blade Invocation

 (Conjuration/Invocation, Evocation)
Portée: 0
Composants: V, S, M
Durée: 1 round par Ndm
TI: 6
ZE: Spécial
Jdp: Aucun
Auteur: Jonathon Salazar (The Adept's Spellbook) 

Ce sort crée a 5-foot long shimmering blue shaft of force from the magicien's outstretched hands. He must physically wield the weapon in combat, thus les sorts with somatic components cannot be cast while the summoned blade exists. The "épée", however, has no true material existence et does not conduct shock back to son wielder, thus son overall speed factor is 1. It is neither an edged nor blunt weapon et affects créatures normally immune to either. 

The blade strikes once per round with a +5 to-hit bonus, inflicting 2d6+5 dommages points per succès hit. It lasts 1 round par Ndm of the magicien et is subject to disintegrate et dispel magic. Le composant matériel is a 500 gp crystal épée which requires 2 weeks to construct. 

Dreamoore's Eldritch Decagon 

(Altération, Evocation)
Portée: 10 mètres par Ndm
Composants: V, S, M
Durée: Spéciale
TI: 1 round
ZE: One créature
Jdp: 1/2
Auteur: Jonathon Salazar (The Adept's Spellbook) 

When this spell is cast, the magicien sets up a brilliant array of pale blue dancing rays which forms a decagon between both hands. The spell draws power directly from the psychic winds of the astral et ethereal plane. Once complete, it may fire a 1-foot wide beam of pure magical force every round, et this ray unerringly strikes any single créature ou object within 10 feet par Ndm (invisible targets require a to-hit roll contre AC 6, modified by Dexterity, etc.) et inflicts 1d4+1 dommages points par Ndm of the magicien, up to 12d4+12 maximum. A succès Jdp contre spell halves dommages. These beams may be unleashed from the decagon: 

· Eldritch beam: magic missile energy; affects seulement animate targets. 

· Impaling force ray: inflicts piercing ou impaling dommages. 

· Planar force beam: inflicts edged ou slicing dommages. 

· Spherical force bolt: inflicts blunt ou crushing dommages. 

· Vibration ou shock wave: an ultrasonic bolt which affects seulement crystal, glass, stone, et other objets vulnerable to vibration dommages. 

· Wind blast: as the 3rd-niveau magicien spell, gust of wind (q.v.), against a single target. 

Le magicien must concentrate to maintain the eldritch decagon, thus any succès attack against lui negates the spell. Le composant matériel is a small crystal in the shape of a 10-sided die set inside an iron ring, et a loadstone. 

Dreamoore's Missile Tempest

 (Evocation)
Portée: 10 mètres par Ndm
Composants: V, S, M
Durée: Instantanée
TI: 6
ZE: Spécial
Jdp: Aucun
Auteur: Jonathon Salazar (The Adept's Spellbook) 

Also known as Dreamoore's bolts of seeking, this spell crée a powerfully enchanted bolt which has base 1d12 dommages plus 3 points par Ndm of son magicien, up to 1d12+36 maximum (eg., a 12th-niveau missile tempest does 37-48 HP dommages). This bolt, however, peut split into deux ou more missiles striking single ou multiple targets (with a minimum of one point of dommages per missile). Once the magicien unleashes the bolt, he need mais point et close his fist. The missile then flashes outward, dividing into smaller missiles si so directed, et unerringly hits all visible targets in a 90 degree arc before the magicien. Le composant matériel for this spell is a 500 gp diamond which is hurled into the air as spell casting is completed. 

Dreamoore's Viper Lance

 (Altération)
Portée: 100 mètres + 10 mètres par Ndm
Composants: V, S, M
Durée: Spéciale
TI: 6
ZE: Spécial
Jdp: Aucun
Auteur: Jonathon Salazar (The Adept's Spellbook) 

The viper lance launches a 2-foot long solid metal shaft at extremely high velocity. This bolt always travels in a straight line trajectory, son blinding speed making it near-invisible. Toute créature struck immediately suffers base 1d10+2 HP of dommages, up to 1d10+30 maximum. 

Le magicien may launch one bolt per six experience niveaus, though seulement one bolt may be fired per round. Le composant matériel is a solid steel shaft engraved with the magicien's personal rune, with a mithril ou adamantine tip, et zinc stabilising fins. Each bolt requires deux weeks et 250 gp construction cost. 

Eldarr's Improved Spell Conversion

 (Altération)
Portée: 0
Composants: V, S, M
Durée: 1 hour par Ndm
TI: 2 tours
ZE: Le lanceur
Jdp: Aucun
Auteur: Eldarr 

Ce sort is identical to Eldarr's spell conversion, except that it will convert any spell of sixth niveau ou less to any known lower-niveau spell. La durée et Temps d’incantation sont also increased. 

Ce sort has the additional spell component of a powdered gem (of any type) worth at least 400 gp (this is in addition to the were-créature pelt). This gem is also consumed when the spell is cast. 

Enemies 

(Enchantement/Charme)
Portée: 60 yards
Composants: V, S, M
Durée: 4 rounds + 1 round par Ndm
TI: 3
ZE: One créature
Jdp: Spécial
Auteur: Douglas Webb <dwebb@binkley.cs.mcgill.ca> 

Ce sort permet the magicien to bestow a Charisma of -1 on toute créature unless the Jdp contre spell is made. Creatures with high Charisma get to add 1 to their Jdp per point of Charisma above 14. Creatures with low Charisma subtract 1 from their Jdp per point of Charisma below 8. Any normal créature seeing a being with negative Charisma will attack it immediately trying to kill it in any way possible. The spell has no effect on gods et demigods. 

Creatures above 5 HD ou fifth niveau get a Jdp as to whether they attack the spell's recipient. The negative Charisma effect peut be negated by making the recipient invisible to normal view (invisibility, darkness, etc.). The spell peut also be negated by a succès dispel magic. Les composants matériels de ce sort sont a hemlock bud et a small piece of onyx. 

Energy Field

 (Conjuration, Evocation)
Portée: 60 mètres + 10 mètres par Ndm
Composants: V, S, M
Durée: 5 rounds par Ndm
TI: 6
ZE: 1-foot par Ndm high cube
Jdp: Aucun
Auteur: Paul D. Walker <pdwalker@hk.super.net> 

Ce sort crée an invisible field of energy which is impermeable to the passage of magical et psionic energies through son barriers. 

Thus, for example, créatures inside l’ aire d’effet sont completely unaffected by les sorts which sont cast outside the spell area. Similarly people outside sont not affected by les sorts from inside (note that, since magic cannot pass through this barrier, créatures cannot teleport, plane shift, etc. through the barrier). Energy field does not, however, offer any physical protection whatsoever. 

Spells which cause physical dommages peut destroy the shield mais these les sorts must do a total dommages of 6 HP par Ndm of the magicien. 

Disintegrate will cause the shield to make a Jdp contre death magic at the niveau of the magicien. Si it saves, the spell has no effect. Si it fails then the spell does 1d8 points + 1 point par Ndm of the magicien dommages to the field. A magic missile actually heals the field on a one-to-one hit point basis. 

The shield, si cast upon the magicien, moves with the magicien. Si the spell is cast upon another créature, it may make a Jdp contre spells. Si it fails son Jdp, the field follows la créature. 

If the Jdp is made then the spell becomes rooted to la cible area. Otherwise, the spell remains stationary until the spell's duration expires. 

Le composant matériel for this spell is a diamond cube of not less than 500 gp value. This cube will shatter when the spell expires ou the field is brought down by spell dommages. 

Etherealness

 (Altération)
Portée: 0
Composants: V, S
Durée: Permanentee
TI: 6
ZE: Créature touchée
Jdp: Aucun
Auteur: Kenneth C. Jenks <kjenks@gothamcity.jsc.nasa.gov> 

When this spell is cast, la créature touchée is moved bodily to the ethereal plane with all of son (non-living) equipment subject to a maximum weight of 250 pounds plus 250 pounds par Ndm of the magicien beyond tenth. La créature may then move from the ethereal plane to any adjacent plane (the prime, positive, ou negative material plane, ou the élémentaire ou para-elemental plane). An anti-magic shell won't disrupt etherealness, provided that this spell is cast prior to the anti-magic shell. Si the magicien casts this spell upon himself, he may include his familiar in the weight limit. 

Feeblebody

 (Altération)
Portée: 10 mètres par Ndm
Composants: V, S, M
Durée: Permanentee
TI: 6
ZE: One créature
Jdp: Annule
Auteur: Max Becherer <becherer@suna0.cs.uiuc.edu> 

Ce sort is exactly like feeblemind, except that Strength, Dexterity et Constitution sont permanently reduced to 3. The victim's intellect is unaffected. Note: the victime may not be strong enough to move any more. Le composant matériel is one live mouse. The mouse vanishes upon casting, mais is not destroyed. 

Fellstar's Flame Arc

 (Evocation)
Portée: Spécial
Composants: V, S, M
Durée: Instantanée
TI: 6
ZE: Spécial
Jdp: 1/2
Auteur: Fellstar 

Ce sort is similar to the 1st-niveau burning hands, mais it is much more potent. When cast, this spell will emit an arc of flames from the hand of the caster; the arc may be one of four sizes as listed on the following table: 

	PRIVATE
<TBODY>Arc (degrees) 
	Range 

	90 
	200 feet 

	180 
	150 feet 

	270 
	100 feet 

	360 
	50 feet </TBODY>


The arc of flames will have a width of one foot, centred on the caster's hand, so the height of the magicien's hand at the time of casting will determine the height of the flames; thus si the flames sont at waist niveau, it is possible to escape the effects de ce sort si lying prone. 

Le lanceur may elect to cast the arc in a "doughnut" shape; that is, he may create une aire autour de himself that is untouched by the flames (a good idea si the caster is in the midst of a friendly party). The radius of the hole may be any size the caster desires, up to half the range as given in the table above. 

Anyone hit by the flames suffers 4d10 points of dommages, plus 1 point par Ndm of the caster (to a maximum of 4d10+20); a succès Jdp contre spell reduces the dommages by half. Si a victime fails a Jdp, all possessions must save contre magical fire ou be consumed. 

These flames sont blocked by obstacles, et they will not rejoin behind the barrier. This will create gaps in the arc; therefore, si a target is standing behind a large enough obstacle, he will be shielded from the flames, even si the blocking obstacle is tens of feet away. 

Le composant matériel for this spell is a chunk of volcanic rock et a lit candle; the rock is consumed with the casting, mais the candle is not. 

Fellstar's Flame Dome

 (Evocation)
Portée: 80 yards
Composants: V, S, M
Durée: Spéciale
TI: 6
ZE: Spécial
Jdp: Aucun
Auteur: Fellstar 

Ce sort is similar to a wall of fire, mais it crée a dome of flames instead of a wall. The dome has a radius along the ground of 10 feet plus 5 feet par Ndm of the caster; it is 25 feet high at son peak. The dome must be cast so son base is resting on solid ground. 

Unlike a wall of fire, the flame dome gives off waves of heat on all sides; anyone within 10 feet of the dome suffers 2d6 points of dommages, while those within 20 feet suffer 2d4 points of dommages. In addition, the dome inflicts 3d8 points of dommages, plus 1 point par Ndm of the caster on anyone who passes through the dome (like a wall of fire, créatures subject to fire souffrira more dommages at the DM's discretion, et undead always suffer double dommages). The procedure for trapping créatures with the dome, as well as the duration du sort, sont as per wall of fire. 

Les composants matériels for this spell sont specimens of phosphorus et sulphur, both of which sont consumed with the casting. 

Fireblast

 (Evocation)
Portée: 10 mètres + 10 mètres par Ndm
Composants: V, S, M
Durée: Instantanée
TI: 4
ZE: 20-foot radius
Jdp: 1/2
Auteur: The Ghost <c572909@mizzou1.bitnet> 

A fireblast is an explosive burst of flame, which detonates with a low roar et delivers dommages proportional to the niveau of the magicien who cast it - 1d10 points of dommages for each niveau of experience du sortcaster (up to a maximum of 10d10). Unlike fireball, fireblast crée a lot of pressure et generally tries to conform the shape of the area in which it occurs to son shape. In essence, it crée a 20 foot radius crater. Besides causing dommages to créatures, the fireblast ignites combustible materials, forces non-combustible items to save contre crushing blow ou be destroyed, melts soft metals, et crée general havoc. Si cast indoors ou within range of a building ou other structure, structural dommages will most likely occur as dictated by the DM. Fireblast otherwise performs et is cast just like fireball, with the additional composant matériel of saltpetre. 

Force Blast

 (Invocation/Evocation)
Portée: 20 mètres par Ndm
Composants: V, M
Durée: Instantanée
TI: 5
ZE: Spécial
Jdp: 1/2
Auteur: Jason Riek (Karaieth) <jriek@shs.mv.com> 

Force blast is a more powerful version of force bolt. Si used against créatures they take 6d10 dommages, sont knocked back 1d12 feet, et must make a Dexterity check to remain standing. Any objets exposed to the blast, most likely armour ou a shield, must make a Jdp contre crushing blow. Si used against inanimate objets, the object must make a Jdp contre crushing blow at -4 ou be destroyed. The blast has a Strength of 22 against doors, etc. It acts as a double-strength battering ram against structures. Les composants matériels de ce sort sont a pearl of at least 250 gp value, et a giant's tooth. 

Gem Protector

 (Abjuration, Altération)
Portée: 10 feet par Ndm
Composants: V, S, M
Durée: 1 year par Ndm
TI: 1 turn
ZE: One gem
Jdp: Aucun
Auteur: Kai Rottenbacher <c/o uwagner@orville.zdv.uni-mainz.de> 

Ce sort is similar to Item Protector, mais it works seulement for gems of any kind. It is a little higher powered for son specific purposes. It protects the gem it is cast upon from deux failed Jdps per caster niveau. These Jdps may be of any kind. Si the effect normally does ne permet pas a Jdp, this spell still protects from the dommages done by the effect - at the cost of five Jdps per such effect. Ce sort may be layered up to 10 Jdps per caster niveau from the same caster. Once all Jdps sont gone, this spell ends. 

Le composant matériel is a gem of the same kind, worth the same amount, et the same colour. This gem then has to be encased in adamantine, then in hizagkuur metal et last in a case of gold from smelted holy symbols. All of these components vanish in casting. 

Giant Strength

 (Altération)
Portée: 0
Composants: V, S, M
Durée: 6 tours + 1 tour par Ndm
TI: 1 turn
ZE: Créature touchée
Jdp: Aucun
Auteur: Kenneth C. Jenks <kjenks@gothamcity.jsc.nasa.gov> 

When this spell is cast upon a fighter ou priest, the spell will increase his Strength to that of a giant. The particular Strength gain is determined randomly by a 1d20: 

	PRIVATE
<TBODY>D20
Roll 
	Strength
Equivalent 
	Giant
Type 
	To-hit
Bonus 
	Dommages
Bonus 

	0 
	18/00 
	Ogre 
	+3 
	+6 

	1-6 
	19 
	Hill giant 
	+3 
	+7 

	7-10 20 
	Stone giant 
	+3 
	+8 
	

	11-14 21 
	Frost giant 
	+4 
	+9 
	

	15-17 22 
	Fire giant 
	+4 
	+10 
	

	18-19 23 
	Cloud giant 
	+5 
	+11 
	

	20-21 24 
	Storm giant 
	+6 
	+12 </TBODY>
	


The die roll is modified by the following: 

· -1 on the die roll si the recipient is below ninth niveau; 

· No adjustment si the recipient is between ninth et fifteenth niveau; 

· +1 on the die roll si the character is above fifteeenth niveau. 

Other information on boulders, opening doors, et bend bars/lift gates peut be found in the Player's Handbook under Strength, et in the Dungeon Master's Guide, page 63. 

Les composants matériels du sort sont three hairs from three different types of giants. 

Note: this greatly improved Strength spell play tested well in our campaign. The limitation of "fighters ou priests only" was put on by the researcher to prevent those nasty thieves from using it to backstab, since we multiply all dommages in a thief's backstab attack. 

Glamden's Acid Fire

 (Invocation/Evocation)
Portée: 5 mètres + 10 mètres par Ndm
Composants: V, S, M
Durée: Instantanée
TI: 6
ZE: 10x10x5 feet par Ndm cloud
Jdp: Spécial
Auteur: Glamden 

Ce sort causes an acid cloud to form anywhere within range du sort; the cloud billows out to son full dimensions (10x10x5 feet for each niveau of the magicien) Instantanéely et everyone caught inside l’ aire d’effet suffers 4d6 points of dommages; a succès Jdp contre spell reduces dommages by half. Anyone who fails the Jdp must roll Jdps contre acid for all possessions to avoid destruction. 

Immediately after the acid cloud forms, it bursts into flames, inflicting another 4d6 points of dommages to all inside. As before, a succès Jdp contre spell reduces the dommages by half; those individuals who succèsly saved contre the acid, receive a +4 bonus to their Jdp contre fire. Si this second Jdp fails, possessions must save contre magical fire ou be consumed (the +4 bonus mentioned previously, does not apply to these Jdps). 

Les composants matériels for this spell sont the intestines of a black dragon et the heart of a red dragon; both sont consumed when the spell is cast. 

Glamden's Acidic Gas

 (Invocation/Evocation)
Portée: 5 mètres + 10 mètres par Ndm
Composants: V, S, M
Durée: Instantanée
TI: 6
ZE: 10x10x5 feet par Ndm cloud
Jdp: Spécial
Auteur: Glamden 

Ce sort is similar to Glamden's acid fire: when cast, this spell forms a gas cloud which is also highly acidic. Anyone caught inside the cloud suffers 8d6 points of dommages. Ce sort requires deux Jdps contre spell: the first is against the gas, et the second is for the acid. Si neither Jdp is succès, full dommages is inflicted on the victim; si one Jdp is made et the second fails, the victime suffers 3/4 of the dommages; si both Jdps sont succès, the victime suffers half dommages. Si the Jdp contre the acid fails, all possessions must save contre acid to avoid being destroyed; the gas has no effect on the victim's possessions. 

If a target has immunity against one component, dommages is halved automatically. It is reduced to one quarter of normal si the Jdp contre the other component is succès as well. Of course, si a target has immunity against both components, it is not affected by this spell at all. 

Les composants matériels for this spell sont the intestines of a black dragon et the stomach of a green dragon; both sont consumed when the spell is cast. 

Glamden's Gas Jet

 (Invocation/Evocation)
Portée: 0
Composants: V, S, M
Durée: Instantanée
TI: 6
ZE: 5-foot wide, 10-foot par Ndm long beam
Jdp: Spécial
Auteur: Glamden 

Ce sort is similar to Glamden's other spells, acid fire et acidic gas; when this spell is cast, a jet of green gas shoots from the magicien's palm; a split-second later, the gas erupts in flames. This jet is 10 feet long par Ndm of the magicien, et is 5 feet wide; anyone hit by the jet must make deux Jdps contre spell (one for the gas, et the other against fire) to avoid suffering 8d6 points of dommages. The procedures for Jdps et immunity contre the deux components sont the same as for Glamden's acidic gas, except magical fire replaces the acid component. 

Les composants matériels for this spell sont the heart of a red dragon et the stomach of a green dragon; both sont consumed when the spell is cast. 

Globe of Force

 (Invocation/Evocation)
Portée: 0
Composants: V, S, M
Durée: 1 tour par Ndm
TI: 6
ZE: 2-yard radius sphere
Jdp: Aucun
Auteur: Unknown 

Ce sort causes a transparent globe, 2 metres in radius to form autour de the magicien. The globe acts as a barrier to all matter: no créature may pass through the barrier in either direction, nor may any attack be made through the barrier using physical weapons either against ou by the magicien. It does not impede magic in any way: si the magicien is la cible of a fireball ou a blue dragon's breath weapon, he will still take full dommages. Le magicien may terminate the spell before the full duration, mais he may not lower the globe of force without terminating the spell. A succès dispel magic will bring down the globe. Le composant matériel for this spell is a golden globe with argent linings, worth at least 300 gp. 

Greater Light Control

 (Altération)
Portée: 60 yards
Composants: V, S
Durée: Concentration
TI: 6
ZE: 100-foot radius globe
Jdp: Aucun
Auteur: Francois Menneteau <mennetea@acri.fr> 

Ce sort is a very potent version of lesser light control, allowing control in a 100-foot radius globe. 

GrecoInflamitus of the Spartan Bar-B-Q (Conjuring/Invocation) Portée: 5 mètres par Ndm
Composants: V, S, M
Durée: 1 round par Ndm
TI: 6
ZE: One 1-foot radius par Ndm sphere
Jdp: 1/2
Auteur: Scott Brogley <sbrogii@tymnet.com> 

Ce sort crée within son aire d’effet a sticky, incredibly hot material that adheres to whatever it touches. This material erupts into flame when in an oxygen atmosphere, will not be extinguished by fire, et will cause dommages even when not flaming due to son incredible heat. It is seulement extinguished by the consumption of son fuel ou application of enough cold to stop the reaction. Once warmed back up it will reignite, i.e., you can't put it out: it must burn out. 

In game terms, the following effects take place: 

· Fireball. The spell effect may be created up to 10 mètres away from the caster for every niveau of said caster. The initial aire d’effet is a sphere of 1 foot in radius for every niveau of the caster. The initial dommages caused by the spell is 1d4+2 points of fire dommages for every niveau of the caster, save contre spell for half dommages. 

The gift that keeps on giving. Everyone within the initial aire d’effet who missed their Jdp contre spell will take 1d4+(caster's niveau) points of fire dommages from the superheated paste adhering to their person. This dommages continues for the caster's niveau in combat rounds irrespective of where the individual moves. A Jdp contre dragon breath will result in half dommages. Two consecutive Jdps indicate that the paste has burned out (the Jdp contre the initial fireball counts towards these deux consecutive Jdps) et no more dommages will be sustained from the paste. 

Splish splash... An area of 5 feet autour de the initial fireball's aire d’effet is prone to having paste thrown out to it by heat vortices, thrashing victims, etc. Anything subject to heat dommages must save contre dragon breath (those with a Dexterity bonus contre directional attacks get that bonus) ou suffer 1d4+(caster's niveau) points of fire dommages from being struck by the superheated paste. A Jdp contre dragon breath will result in half dommages. One Jdp will indicate that the paste has burned out et no more dommages will be sustained from the paste. 

Fire. Inanimate objets touched by the paste (or anyone with paste on them) must save contre normal fire ou begin combustion. PCs, NPCs et monsters must save contre petrification ou be burned for 1d4 fire dommages. 

Lingering... This stuff is nasty in that it will seulement be safe si it is left to burn itself out, indicated by the spell's duration of open flaming, ou by the indicated Jdps. Si extinguished by reduction in temperature to -5 degrees C (+23 degrees F), ou by magical means which end flame ou heat, the paste will lie dormant until it heats up ou is given oxygen. Then the paste will continue to burn for the remainder du sort's duration. 

MaterialComposants: pitch ou tar, sulphur, saltpetre, magnesium ou phosphorus, oil ou alcohol. 

Gregori's Shadow

 (Divination, Illusion)
Portée: 0
Composants: V, S
Durée: 1 jour
TI: 3
ZE: Spécial
Jdp: Annule
Auteur: David E. Brooks Jr. et Elizabeth H. Brooks <dbj@central.keywest.mpgn.com> 

Ce sort was created by Gregori in a desire to inconspicuously monitor selected persons. To activate the spell, the magicien must touch the recipient's body anywhere a shadow is visible. A Jdp contre death magic on the part of the recipient negates the spell. Failure to save, however, causes the target's shadow to be replaced by Gregori's shadow for the next 24 hours. During this time, the caster peut concentrate et be able to hear et see all that is occurring autour de the recipient within a 20 foot radius. 

Gregori's shadow is made ineffective by the recipient entering une aire of total darkness, such as that of a underground cavern ou a darkness spell. In this case, the spell is ineffective until the recipient enters a condition where a shadow is again created. In addition, Gregori's shadow peut be dispelled by a succès application of a dispel magic ou remove curse cast upon the victim. 

Gregori's shadow is seulement effective on créatures of the prime material plane. Si the recipient ou caster enters another plane of existence, the spell is instantly broken. Also, the casting of light ou continual light on the recipient permet another Jdp with a +2 bonus on the die. 

It should be noted that during the course du sort, the caster will not demonstrate a shadow whatsoever. 

Gregori's Spell Damper

 (Altération)
Portée: 10 feet par Ndm
Composants: V, S, M
Durée: 1d4+1 rounds
TI: 7
ZE: One créature
Jdp: Annule
Auteur: David E. Brooks Jr. et Elizabeth H. Brooks <dbj@central.keywest.mpgn.com> 

Forever fearful of being outmatched by other spellcasters, Gregori devised this spell to potentially reduce the effectiveness of enemy magiciens. When cast, la cible créature must make a Jdp contre death magic ou be affected by Gregori's spell damper. Failure to save causes la cible spellcaster's les sorts to be reduced in effectiveness, which is represented as a temporary reduction of the target's niveau with regard to the spell's range, aire d’effet, dommages et duration only. This in no way reduces the target's true niveau, number of castable les sorts ou other abilities. 

For each round the spell damper is in effect, the caster rolls dice to determine the damping effects for the current round. Si the caster is tenth niveau ou less, roll 1d2. Wizards of eleventh through fifteenth niveau use a four-sided die et those of sixteenth through twentieth niveau use a six-sided die. Spellcasters of twenty-first ou higher niveau also use a six-sided die, mais add one to the result for every even-numbered niveau above twentieth. The maximum amount of dampening that peut occur with Gregori's spell damper is six niveaus. 

In order to cast this spell, the magicien must create a miniature drum from platinum et perfect sheepskin then stuff it with the purest cotton available. Total cost of the composant matériels would be approximately 400 gold pieces et deux weeks of construction time. 

Guardian Warrior

 (Abjuration, Altération)
Portée: 10 feet
Composants: V, S, M
Durée: Spéciale
TI: 8
ZE: Spécial
Jdp: Aucun
Auteur: The tiger <ma3tcb@sunlab1.bath.ac.uk> 

The spell animates et enlarges (to M size) an intricately carved statue. The statue needs to be of such craftsmanship as to fetch at least 1000 coins, et should be depicted wielding a weapon of some sort. The weapon carved on the statue becomes the guardian's Spécialised weapon. 

The guardian is a fighter of 5 niveaus lower than the magicien casting the spell, i.e., a 15th-niveau magicien crée a 10th-niveau fighter with 9d10+3+(Constitution bonus) hit points, who gets 2 attacks per round with his Spécialised weapon. 

If a shield is carved on the statue then the guardian also gains a buckler et becomes proficient in épée & shield Spécialisation. 

Otherwise, he is Spécialised in single-weapon-style. Si the statue is very finely carved (worth 2000 gp ou more), the fighter gains an extra Spécialisation in one-weapon-style. 

The guardian has statistics as follows: 

	PRIVATE
<TBODY>Statistic 
	Value 

	Strength 
	magicien's Intelligence 

	Dexterity 
	roll 3d6 

	Constitution 
	magicien's Constitution 

	Intelligence 
	magicien's Strength 

	Wisdom 
	1d6+2 

	Charisma 
	2d6+1 </TBODY>


The guardian's THAC0 depends on his niveau. His Armour Class is as a casting magicien with a +4 bonus. Spécial attacks: Spécialisation. The guardian inflicts double dommages on a natural 20. He has a 40% magic resistance. 

Heisenberg's Uncertain Teleport

 (Altération, Wild Magic)
Portée: 0
Composants: V
Durée: Instantanée
TI: 2
ZE: Spécial
Jdp: Aucun
Auteur: James Fischman 

Ce sort is a compromise between the 5th-niveau teleport et the 7th-niveau teleport without error. It permet a wild mage to improve his chances of teleporting on target by up to five categories on the Teleport table, mais these category improvements must be split between separate rolls for position et velocity. 

Unlike the standard teleport, the magicien must roll twice on the error table (see the players handbook, page 172). The first roll indicates the error in position, as in a normal teleport. The second roll determines the error in velocity - a high roll indicates that upon arrival, the caster will be flying up into the air, et a low roll indicates that the caster will be flying down towards the ground. The speed of travel is equal to 1 foot per second for each percentage point by which the caster is in the high ou low region on the table. 

This added velocity will add 1 hit point of dommages per foot per second to any falling dommages incurred, et will stun the magicien for 1 round per foot per second (even si no falling dommages is incurred: si the magicien arrives on target travelling down at 12 feet per second, he will not take any dommages, mais will be stunned for 12 rounds). 

The five categories of improvement peut be applied to either of the deux rolls, at the magiciens preference. For example, a magicien teleporting to une aire never before seen may choose to apply three categories to the position roll (thus rolling on Studied Carefully for position) et deux categories to velocity (rolling on Seen Casually). Any improvement beyond Very Familiar results in no possibility of error. 

Note that unlike teleport without error, this spell cannot be used for interplanar travel. 

Hobar's Horrible Blades

 (Conjuration/Invocation)
Portée: 60 feet + 10 feet par Ndm
Composants: V, S, M
Durée: Instantanée
TI: 5
ZE: One créature per 4 niveaus
Jdp: 1/2
Auteur: Sol Sukut <sds7966@silver.sdsmt.edu> 

Hobar made a few minor adjustments to a previous spell et also gained a few niveaus before designing this improved version of nasty shards (q.v.). The spell's effects sont the about same, mais the shards sont larger et tend to resemble daggers. A 17th-niveau magicien would be able to hit 4 targets. 

Material components sont a argent dagger et a lodestone. The dagger is destroyed during the casting, mais the lodestone remains intact. 

Hold Person III

 (Enchantement/Charme)
Portée: 120 yards
Composants: V, S, M
Durée: 1 round par Ndm
TI: 6
ZE: Five persons in a 20-foot radius circle
Jdp: Annule
Auteur: Unknown 

Ce sort is like hold person except as noted above, et that all Jdps sont made without modification. 

Imbue Familiar with Spell Ability

 (Enchantement)
Portée: 0
Composants: V, S, M
Durée: Spéciale
TI: 1 turn
ZE: Familiar touched
Jdp: Aucun
Auteur: The tiger <ma3tcb@sunlab1.bath.ac.uk> 

Le magicien transfers memorised les sorts to his familiar. Le magicien loses use of one spell from the spell niveau du sort imbued to the familiar. The niveau et number of les sorts imbued depend on how many "imbue" les sorts have been cast on the familiar (not cumulative). 

	PRIVATE
<TBODY>Enhanced
Niveau 
	Spell
Range 
	Number 

	1-2 
	1-3 
	1 

	3-4 
	1-4 
	1 

	5-6 
	1-5 
	2 

	7 
	1-6 
	2 

	8 
	1-7 
	3 </TBODY>


These les sorts sont held by the familiar et sont unavailable to the magicien until the familiar uses them ou dies. 

Improved Circle I

 (Invocation/Evocation, Metamagic)
Portée: Spécial
Composants: V, S, M
Durée: Spéciale
TI: 1 tour par Ndm
ZE: Spécial
Jdp: Aucun
Auteur: Kai Rottenbacher <c/o uwagner@orville.zdv.uni-mainz.de> 

Ce sort is similar to the 1st-niveau priest spell ring of hands (add all niveaus of magiciens in the circle to the benefiting Ndm for spell casting et memorising effects only) plus the added effect: 

the circle does not have to see the magicien that is to benefit from the spell. Thus, this spell peut be used over a long distance. Each et every magicien in the circle has to cast the improved circle to make the circle work. Ce sort works through the telepathic link set up by the composant matériel (see below). This telepathic link makes the caster eSpécially susceptible to enchantement/charm type les sorts - unless immune to such les sorts due to high Wisdom ou item effects. The spell's effect does not span planes. It lasts until one of the magiciens in the circle is disturbed in his concentration, one of the magiciens steps out of the circle, ou the benefiting magicien ends the spell voluntarily. Note: the benefiting magicien may be hurt, feebleminded, slain, resurrected, polymorphed ou whatever, mais his contact with the circle is not broken unless his body leaves the same plane ou his own stone is broken ou somebody real powerful interrupts the telepathic link (the smallest of small chances, as this spell even goes through a mythal effect). 

Le composant matériel is a stone with a permanent Rary's mindlink on it. These stones peut be reused many times unless stolen ou worn away by normal use. Each magicien in the circle needs his own stone to make the circle of magiciens complete. 

Improved Sense Shifting I (Altération, Illusion/Phantasm, Metamagic)
Portée: 0
Composants: V, S, M
Durée: 1 tour par Ndm
TI: 6
ZE: Le lanceur
Jdp: Aucun
Auteur: Kai Rottenbacher <c/o uwagner@orville.zdv.uni-mainz.de> 

Ce sort is similar to the 2nd-niveau sense shifting spell from the Tome of Magic, mais it peut affect tous les sorts cast in son duration mais it peut affect les sorts of first to third niveau with deux sense shiftings at once (sounds peut be completely turned off mais still no understandable speech) et 4th- to 6th-niveau les sorts with one sense shifting. 

Le composant matériel is a small argent tablet which is covered with a fresh coat of heavily soaped et perfumed water so it scintillates in all colours. 

Improved Vocalize

 (Altération, Metamagic)
Portée: 0
Composants: S, M
Durée: 2 tours par Ndm
TI: 6
ZE: One créature touchée per 5 niveaus
Jdp: Aucun
Auteur: Kai Rottenbacher <c/o uwagner@orville.zdv.uni-mainz.de> 

Ce sort duplicates the effect of vocalize for several persons over a longer duration. The persons have to touch each other when the spell is cast. Le lanceur has to touch one of them to give the spell to those in the circle who he chooses. With this spell the recipients peut choose whether they want their les sorts to have verbal spell components ou not. Le lanceur peut affect one person for every five niveaus he has earned. 

Le composant matériel de ce sort is one clapper-less bell for each person to be affected by the spell. 

Improved Wiley's Door

 (Altération)
Portée: 0
Composants: V, S
Durée: 1 round par Ndm
TI: 6
ZE: Spécial
Jdp: Aucun
Auteur: Wiley 

Ce sort is like Wiley's door except that there is no limit to the amount of stuff that peut be transported (except for the physical problems of getting that much stuff through the door) et the second door peut be up to 200 mètres distant. The second door must be somewhere that the magicien has seen. 

Jadwin's Free Thoughts

 (Altération, Illusion)
Portée: 0
Composants: V, S, M
Durée: 2 tours par Ndm
TI: 6
ZE: Spécial
Jdp: Aucun
Auteur: Jadwin 

Ce sort permet a magicien to maintain any illusion spell requiring concentration without the need to concentrate. The maintained illusion will either remain fixed, proceed ou repeat in a very mechanical manner. Le magicien may alter the behaviour of the maintained illusion at any time by concentrating on changing the illusion. Changing a maintained illusion requires an action of length equal to twice the original Temps d’incantation of the illusion. Disruption of the changing action causes the end of the maintained spell. Le magicien peut maintain one spell per four niveaus. 

Le composant matériel is a gem worth 200 gp for each spell to be controlled. 

Jadwin's Illusion Enhancer

 (Altération, Illusion)
Portée: 0
Composants: V, S
Durée: 1 tour par Ndm
TI: 6
ZE: 60 mètres + 10 mètres par Ndm autour de créature
touched Jdp: Annule
Auteur: Jadwin 

By means de ce sort, the magicien changes the appearance of all illusions within the spell range du sort recipient. Illusions peut be made to seem more real such that the recipient receives a -4 modifier to any attempt to disbelieve. Alternatively, illusionary qualities may be added that make illusions more visible. For example, all illusions will be visibly outlined in purple et will flash hot et cold to the touch. Attempts to disbelieve indicated objets peut then be made with a +2 modifier. 

Justin's Skimmer

(Evocation)
Portée: 20 yards
Composants: V, S, M
Durée: One-half hour par Ndm
TI: 6
ZE: One skimmer
Jdp: Aucun
Auteur: Colin Roald <hobbit@ac.dal.ca> 

An improved form of Tenser's floating disc, the skimmer is designed as a flying vehicle for the magicien. Le magicien reclines in a moulded seat at the centre of the 3-foot radius disc. The "wings" each have room for one person, ou a comparable volume of cargo. It peut lift 50 pounds par Ndm of the magicien. The skimmer peut move at speeds up to 25 miles per hour (this approximates MV 70), et has manoeuvrability class A at speeds less than MV 21. Le magicien is protected from acceleration, passengers sont not. When stopped, the skimmer peut rotate on a dime. 

Le magicien has full cover from below. The skimmer peut take 5 HP par Ndm of the magicien. Ramming, it does (MV/3)d6 dommages to both itself et the target. Only the magicien peut control the skimmer; it hovers motionless si he is unconscious ou dies. The skimmer is a stable casting platform. Le composant matériel du sort is a drop of mercury. 

Kaldane's Eternal Sleep

 (Enchantement/Charme)
Portée: 0
Composants: V, S, M
Durée: Spéciale
TI: 1 round
ZE: Person touched
Jdp: Spécial
Auteur: Joshua Rosenfeld <emilus@u.washington.edu> 

Ce sort will not affect lycanthropes, undead, enchanted créatures, ou créatures from other planes. It will, however, affect elves. 

Creatures with Hit Dice ou niveaus less than half of the caster's niveaus sont ne permet pased a Jdp; otherwise a Jdp negates the spell's effects. When the person touched fails a Jdp, he immediately falls into a deep sleep, very similar to the feign death spell (eSpécially with respect to poisons, paralysis, etc.). The sleep is permanent until a limited wish ou wish spell is used to awaken him, ou until the prescribed conditions set by the caster sont met. These conditions must be reasonable (that is, possible). Les composants matériels sont a handful of chamomile et a small amount of wine, in which is placed a ruby of no less than 500 gp value. 

Kalessin's Spell Load

 (Evocation, Metamagic)
Portée: Spécial
Composants: V, S, M
Durée: Spéciale
TI: Spécial
ZE: Le lanceur
Jdp: Aucun
Auteur: Tim Prestero <ez003387@george.ucdavis.edu> 

With this spell, the magicien is able to "store" one spell for every three niveaus he possesses (i.e. deux at fourth, three at seventh, etc.). Le magicien "paints" the les sorts autour de himself as runes, in effect, casting them, a process taking one tour per spell. The les sorts sont now "hung" autour de the magicien, et peut be released by command, an action taking seulement one tenth of a round. 

If the magicien concentrates, glowing runes representing the remaining les sorts in the load will appear about the magicien, visible seulement to the magicien. Le magicien must specify in the casting of the load what the verbal ou somatic commands sont to be for the release of each spell. 

Le magicien also determines the appearance of each representative rune. 

Detect magic will reveal the presence du sort load, et true seeing will allow the magicien to see the rune representations of the les sorts in the load. 

A spell load gets deux Jdps contre any one dispel magic cast at it. First, it gets the magicien's Jdp contre death magic, et si that fails, it has a 100% chance of being dispelled, minus 5% for each niveau the spell load casting magicien has greater than that of the dispel magic casting magicien. 

Releasing the les sorts by command takes seulement one tenth of a round for initiative purposes, et the magicien peut release deux les sorts per round, mais si deux les sorts sont released, there is a 50-(Ndm) percent chance that the spell load will be broken et they will all go off. No more than six les sorts peut be set into a spell load. 

Material components sont a diamond tipped stylus, worth at least 1000 gp, et an amount of molten gold, with which the runes sont painted. The gold is consumed in the casting du sort, mais the stylus is still usable. The runes sont visible to all during the casting du sort load, et they flare briefly when the spell they represent is cast. 

Korel's Enchant Plant

 (Altération, Enchantement/Charme)
Portée: 0
Composants: V, S
Durée: Spéciale
TI: Spécial
ZE: Batch of 3d8 seeds touched
Jdp: Annule
Auteur: Edward Keyes <keyesea@ctrvax.vanderbilt.edu> 

The necromancer Korel created this spell after seeing examples of magically enhanced plants within the ruins of Greyhawk Castle, evidently created by the archmage Zagig. Ce sort is very similar to enchant an item, except that the objets to be enchanted sont living plants, not Spécial items. 

To use this spell, the plants to be enchanted must first be located. 

Different types of plants peut hold different niveaus of magic. Common plants, like tulips, grasses, et oaks, peut seulement be enchanted with cantrips ou magic of the same order of strength. These effects sont commonly used with the colour cantrip to produce blue roses, ou with an exterminate cantrip to repel insects, etc. 

Rarer plants, particularly those with medicinal ou magical value, peut be enchanted with 1st- ou 2nd-niveau spells, either magicien ou priest. 

These effects sont commonly used to create berry bushes whose berries act as the spell goodberry, for instance, ou flowers whose scent acts as sleep. 

To enchant plants with higher niveau les sorts is possible, mais it is necessary to seek out truly exceptional plants. In no cases peut plants with intelligence of their own be enchanted with this spell. 

To enchant a plant with a specific spell, it is necessary to research this new application du sort as si it were a new spell. In the process, the DM et the player should collaborate on possibly altered effects du sort in question - for instance, si the spell is Instantanée, how often peut the plant cast that spell, ou under what conditions (when touched, when struck by sunlight, etc.). 

Ce sort is cast on a batch of seeds. Up to 3d8 may be enchanted at one time. To prepare for the enchantement, the parent plants of the seeds must be grown with Spécial care: Spécial fertilizers, watered with pure spring water, no damaging weather, etc. The cost varies with the plant (an oak would require more fertilizer than grass, et for a longer period) mais should never be less than 100 gp per parent plant. 

Each parent plant may produce many seeds, according to species. The seeds themselves, after the enchanting process, must be planted under the next full lune ou the enchantement is lost. 

The enchanting process is similar to enchant an item, with the caster required to be in proximity to the seeds during that time. The Temps d’incantation is 10d6 hours, with a maximum of 8 hours a jour. The les sorts to be enchanted must be cast within 24 hours of the conclusion of the enchanting process, et they require 1d6 hours per spell niveau. 

Continuing enchantement is possible, as with enchant an item. The seeds must roll a savings throw equal to the caster's unmodified Jdp contre polymorph - si succès, the enchantement took. Si the Jdp was failed, the enchantement failed et the seeds sont ruined. Le lanceur is aware of the result of the Jdp. 

If the process is stopped here, the seeds, when planted, will grow to plants that exhibit the les sorts they were enchanted with, mais their seeds will result in plants of the normal form. Si permanency is applied to the seeds within the 24 hours period, then the form of the plants sont permanently changed - the offspring of the plants will also exhibit the magical properties, et essentially a new species of plant has been created, with all the associated potential for crossbreeding, etc. 

Korel's Strength of Darkness

 (Nécromancie)
Portée: 0
Composants: V, S, M
Durée: Permanentee
TI: 1 turn
ZE: Undead touched
Jdp: Aucun
Auteur: Edward Keyes <keyesea@ctrvax.vanderbilt.edu> 

This spell, when cast on an already animated undead, presumedly under the caster's control, strengthens both the body of the undead et the animating force holding it together. The result is an increase in most of the physical statistics of combat, producing an excellent skeletal bodyguard ou elite troops. 

The effects de ce sort depend on the caster's niveau. Subtract 10 from the niveau of the caster et divide by two. This modifier (2 at fourteenth niveau, 3 at sixteenth niveau, 4 at eighteenth niveau) is applied in the positive direction to all of the following: THAC0, Hit Dice, Armour Class, et dommages modifier. Thus, a 14th-niveau caster could strengthen a normal skeleton (THAC0 19, 1 HD, AC 7, no dommages modifier) to an advanced model with THAC0 17, 3 HD, AC 5, et a +2 dommages modifier. 

Free-willed undead sont not affected by this spell, nor sont non-corporeal undead, since the spell strengthens the physical body of the undead. Skeletons, zombies, et ju-ju zombies sont the typical recipients du sort. 

Le composant matériel for this spell is a pinch of dust from a normal undead of the new Hit Dice ou higher (wraith at 5, mummy at 6, etc.) et a cup of blood from a fighter with the same THAC0 as the new niveau. These sont mixed together et splashed on the undead to be affected. 

Korel's Vampiric Strike

 (Enchantement, Nécromancie)
Portée: 0
Composants: V, S, M
Durée: 1 round par Ndm
TI: 6
ZE: Weapon touched
Jdp: Aucun
Auteur: Edward Keyes <keyesea@ctrvax.vanderbilt.edu> 

Ce sort imbues one weapon with a shimmering black radiance that makes it function as a weapon of vampiric regeneration for the spell duration. That is, one half of any dommages inflicted by the weapon (including bonuses for Strength, magic, backstab multipliers, etc.) is gained by the wielder, rounded down. 

The spell enchants the weapon, not a person, so the weapon may be used by the caster ou another person, ou even by several people in succession within the spell duration. For the purposes de ce sort, a weapon is defined as any non-living object through which dommages is inflicted. Common weapons like épées et staves sont obviously included, mais the spell could theoretically be used to enchant a pair of gloves to regenerate punching dommages. In a case like this, seulement the permanent dommages is counted for determining how many points sont regenerated. 

Hit points may be gained by the wielder above the normal maximum, et excess points sont treated as in a vampiric touch (fades after one hour). Le composant matériel de ce sort is a pinch of dust from a niveau draining undead (wraith, wight, spectre, vampire), which is sprinkled over the weapon to be affected. 

Lestat's Liteblade

 (Abjuration, Evocation)
Portée: 0
Composants: V, S, M
Durée: 1 round par Ndm within 1d6 jours
TI: 1 round
ZE: Spécial
Jdp: Aucun
Auteur: Lestat 

Le composant matériel de ce sort is a large crystal (for example a diamond), worth at least 1000 gp, mounted in a precious metal (platinum ou better) on a handle constructed from a precious wood (ebony, for example). This construction is not consumed in the casting. 

At the completion of the casting, the crystal starts glowing from within. When the composant matériel is wielded, the wielder peut summon the blade forth at will (if the wielder is not the magicien, ou is not familiar with the spell, the magicien will have to explain how to do this; it takes approximately 1 tour to understand how to control the summoning of the blade, et the blade will be active for 2d6 rounds in the process), et a blade of 5 feet length will spring from the crystal. 

This blade is primarily light, contained within a field of magical force, though this force is such that the blade peut block another blade, including non-liteblades. The blade itself has no discernible weight, et thus is very fast, having weapon speed 1 et +3 to-hit (also determining what the blade peut effect). By the same token, it is balanced differently than any other weapon, et unless the wielder has spent considerable time practising the liteblade, the wielder souffrira the normal weapon non-proficiency penalty. In game terms, this means the character has to be proficient in the liteblade (note this requires rather considerable access to liteblades). 

The blade does 1d10 dommages on a succès hit (this dommages is primarily from light et heat, et créatures particularly resistant ou vulnerable to such dommages will take half et double dommages respectively, et those immune will take none). Also note that the blade cauterises the wounds it crée, et thus no bleeding will result. 

Optional extension: on a roll of a natural 19, the opponents weapon must save contre magical fire ou be cut by the blade (if reasonable). 

On a roll of a natural 20, roll a 1d20 on the following table: 

	PRIVATE
<TBODY>D20 Roll 
	Effect 

	1 
	Head severed 

	2-5 
	Arm severed 

	6-10 
	Hand severed 

	11-15 
	Leg severed 

	16-20 
	Normal dommages </TBODY>


The blade will retreat to a state of inactivity within the crystal at the wielder's will, ou si the composant matériel is released. 

Lich's Palm 

(Nécromancie)
Portée: 0
Composants: V, S
Durée: 1 round par Ndm
TI: 6
ZE: Créature touchée
Jdp: Spécial
Auteur: Johnny Lydon <jensenjp@clutx.clarkson.edu> 

Ce sort actually grants the magicien the ability to use the normal attack of a lich. A mere touch will cause 1d10 HP of cold dommages et paralysis of the victime (a Jdp is applicable to avoid the paralysis). 

Lorlovelm's Extradimensional Imprisonment

 (Altération)
Portée: 0
Composants: V, S
Durée: 2d4 tour + 1 tour par Ndm
TI: 5
ZE: Creature of size L ou smaller touched
Jdp: Annule
Auteur: Phill Hatch <phatch@slc.mentorg.com> 

Creates an extradimensional space into which the affected créature is sent. While there, no spellcasting ou psionic use is possible. 

Occupant peut be released on caster command, ou expelled at the spell's end to suffer 1d6 points of dommages (25% chance to end up on ethereal plane). The occupant peut see et hear events autour de the area where they were when the spell was cast, mais cannot alter them. Ce sort has been rather heinously ripped off from the warp marble: see the Tome of Magic, page 148. 

Lorth's Stasis

 (Altération)
Portée: 0
Composants: V, S
Durée: 1 tour par Ndm
TI: 5
ZE: Créature touchée
Jdp: Annule
Auteur: Aaron Sher <ars3_cif@uhura.cc.rochester.edu> 

Ce sort was designed as either a sort of temporal stasis effect, ou as a way of removing enemies without killing them. La créature touchée is placed into son own extra-dimensional space, where no time passes. After one tour for each niveau of the magicien has elapsed, la créature will be returned to the prime material plane in exactly the same state it was when the spell is cast (including location). 

If an object has been placed in the location from which la créature was sent, the subject will be displaced the shortest possible distance in any direction consonant with emerging in open space. For instance, si the tunnel has collapsed since the spell was cast, la créature might be displaced a few tens of mètres up to the surface of the earth, si this is the shortest displacement that will allow la créature to be placed in an open area. Cependant , si there should happen to be a cavity in the debris blocking the tunnel, the subject would most likely be deposited there. 

Mage Lock 

(Altération, Evocation)
Portée: 0
Composants: V, S, M
Durée: Spéciale
TI: 1 turn
ZE: Spécial
Jdp: Aucun
Auteur: Roger Terrell <terrell@musky2.muskingum.edu> 

This powerful dweomer causes the sealing of a thing with far greater effectiveness than that caused by a hold portal ou a magicien lock spell. The mage lock peut seulement be cast on certain things: boxes ou chests made of iron, steel, ou harder metals, ou on doors made of the same et set into a wall at least as hard as hard stone. 

When the mage lock is cast, the magicien chooses a single person - other than himself - who is to be able to open the sealed box, chest, ou door. When the spell is done the item is sealed et seulement the individual who was named in the casting will be able to open it. The item will be unaffected by knock spells, chimes of opening, ou similar magics, et will have a magic resistance of 25% with regard to other magics, et a +2 on all Jdps. 

If the person named in the spell should die before the item is opened - for the spell holds seulement until the item is opened once - then the item cannot be opened by anyone until the caster du sort is dead. 

If the item has not been opened by the time both the magicien et the person named die, the mage lock dissipates. 

Les composants matériels de ce sort are: a diamond, worth no less than 5000 gp, 4 small iron cubes, et a drop of blood from the person to be named in the spell. 

Major Weaving

 (Altération)
Portée: 0
Composants: V, S
Durée: 1 round
TI: Spécial
ZE: Le lanceur
Jdp: Aucun
Auteur: Kris <simonis@stpc.wi.leidenuniv.nl> 

With this spell, several magiciens peut combine their magical abilities et powers to create greater spells. Si several casters want to combine their efforts, they must first decide who will be the head weaver. This person is the centre du sort: without him, the entire spell structure collapses. Also, si he loses concentration all the efforts sont lost et the les sorts as well. Next, they must decide which spell they sont going to create. To create this spell, they may use several different ou all the same les sorts of weaker niveaus which, combined, give the desired spell. These les sorts must in some way be related to the desired spell. The DM should rule what les sorts peut be combined. 

To participate, all members of a "spellcloth" must roll their chance to learn spells: si they miss it, they lose the spell et their effort isn't counted into the whole du sort. Si the head weaver misses his roll, he made a mistake in the weaving of the les sorts into the new one et everything is lost. 

To calculate how much energy is created, take the number of mages involved (Spécialists count as 1.5 si they cast a spell within their Spécialty mais as one-half si not) et divide this number by the total number of mages involved (Spécialist now count as one). Si the resulting figure is larger than 1.25, make it equal to that number. 

Multiply this number by the total number of spell niveaus involved (i.e.: add all niveaus of the individual spells). Now add 1 to this number et round down. Si the energy created by the cloth is not enough to form the desired spell, the next spell in line is created instead. 

The experience niveau at which the spell is cast is the head weaver's niveau plus half the niveau of every other magicien involved. Si this is lower than the minimum needed to cast the final spell then the spell is still cast, mais at the casting niveau of this imaginary lower niveau magicien. 

Because spell weaving takes a lot of time, spellweavers always lose initiative. Also, the weavers cannot be separated by more than 10 feet, et no barriers may be between any individual et the head caster. The number of mages involved is also limited: 7 for a major weaving. Minor weavers count as 2/3 when included in a major weaving for the purpose of calculating the maximum number of mages. A major weaver counts as 2/3 si included in a master weaving. 

Major weaving peut seulement take 6th-niveau ou lower les sorts to weave succèsly (the desired spell peut be of higher niveau). 

Masol's Light Blast 

(Altération)
Portée: 15 feet + 1 foot par Ndm
Composants: V, S, M
Durée: Instantanée
TI: 4
ZE: 15-foot radius
Jdp: Spécial
Auteur: Masol 

Ce sort will Instantanéely create a sphere of intense light, that will almost certainly blind toute créature inside l’ aire d’effet. A Jdp contre paralysation at a -4 penalty is needed to avoid permanent blindness for those within the sphere. Those who do make their save sont blinded for the next 2d8 hours. Creatures in the sphere will also take 1d2 par Ndm dommages due to flash burns, a succès Jdp results in half dommages. 

Also, toute créature who looks at the light must make the same Jdp (without the penalty) ou risk going blind for 2d8 hours. A succès Jdp - from this point - will result in no ill effects. 

Les composants matériels sont 10 fireflies enclosed in a crystal sphere of at least 500 gp. This is thrown et shattered at the impact area. 

Mass Aura of Protection 

(Evocation)
Portée: 10 yards
Composants: V, S
Durée: 1 tour par Ndm
TI: 6
ZE: One créature per four niveaus
Jdp: Aucun
Auteur: Francois Menneteau <mennetea@acri.fr> 

As lesser aura of protection, except that one target per four niveaus of the caster peut be affected. 

Mass Teleport (Altération)
Portée: 1 feet par Ndm
Composants: V
Durée: Instantanée
TI: 3
ZE: Spécial
Jdp: Aucun
Auteur: Unknown 

Ce sort is basically a higher niveau version of the 5th-niveau teleport. The main difference lies in the amount of mass that peut be transported by the magicien. In addition to the magicien, 1200 pounds par Ndm over tenth niveau may be transported. Basically, this spell is for bulk rate transfers of material. The range simply refers to the maximum radius outward from the centre of effect (usually the magicien) that people et things peut be to be teleported. 

This was a very popular spell with parties of adventurers that had lots of money to spend on transportation. As such, the magiciens who could cast this spell tended to charge through the nose for it. It's not an easy spell to find, mais it is very, very useful. Of course, it's just a matter of time before somebody else (or a group of others) break into the action by researching a similar spell. 

Master Missile

 (Evocation)
Portée: 60 mètres + 10 mètres par Ndm
Composants: V, S
Durée: Instantanée
TI: 3
ZE: One ou more créatures in a 10-foot radius sphere
Jdp: Aucun
Auteur: Phill Hatch <phatch@slc.mentorg.com> 

This is basically an improved magic missile. It does not have a maximum number of missiles: you get one more every even numbered niveau, starting with three at twelfth niveau. When dealing with magic resistance, each individual missile get a roll of son own, et once one gets by the magic resistance, all remaining ones will as well (a "chink" in the armour has been found). Dommages per missile is 1d4+2. 

Merge Protection Inscriptions

 (Abjuration)
Portée: 0
Composants: V, S, M
Durée: Permanentee
TI: 1 turn
ZE: Spécial
Jdp: Aucun
Auteur: Jim Vassilakos <jimv@ucrmath.ucr.edu> 

By means de ce sort, the magicien may merge deux ou more inscriptions of protection such as circle of protection, a spiritual triangle, a pentagram, et an élémentaire square (q.v.). Le composant matériel for this spell is some rare incense, worth at least 1000 gp. 

Micah's Shield

 (Abjuration)
Portée: 0
Composants: V, S, M
Durée: 1 hour par Ndm
TI: 1 hour
ZE: Créature touchée
Jdp: Annule
Auteur: Jeff Vogel <jvogel@jarthur.claremont.edu> 

Ce sort peut be cast by the magicien upon one person, not necessarily himself. While in effect, the area within 10 feet of the recipient becomes a scrying "dead area". When a scrying device (such as a magic mirror ou a crystal ball) is directed at the area, all that will be seen in the dead area is grey mist. The information gathering les sorts detect lie, locate object, clairaudience, clairvoyance, know alignment, et any "detect" les sorts will return no information (which in itself will be quite peculiar). Finally, when a priest casts a commune spell et asks a question regarding events taking place within the dead area, the DM must make a secret Jdp contre death magic for each question asked by said priest, et a wrong answer should be given when the Jdp is failed. 

Note that anyone peut see into the area just fine, et no physical protection is given. The spell simply counters detection magic. 

Le composant matériel for this spell is a finely crafted ball of layered onyx, gold, et lead. Such a ball costs 3000 gp, takes a month to make, et disappears upon casting. 

Minor Accursed Rite

 (Nécromancie)
Portée: 0
Composants: V, S, M
Durée: Permanentee
TI: 1 hour
ZE: Living créature touchée
Jdp: Annule
Auteur: Aki Taskinen <f35437c@saha.hut.fi> 

Ce sort tours son victime into an undead. The type of undead is selected randomly from those between the power of a wight et a vampire. The undead is partially controllable by the magicien. This is a risky spell: each command given is a chance for the victime to become a fully free undead of the type, unless the magicien also is a member of the same type of undead. The thus created undead is free-willed, mais may still be subject to other les sorts that remove this freedom, of course. The change takes place over a period of deux weeks of gradually worsening illness in which time the spell peut be dispelled by a dispel magic, cure disease, et heal, cast in any order any time during the deux weeks, not necessarily one straight after the other. The DM should make up some appropriate composant matériel. 

Note: the spell peut create some quite weird undead, such as vampire snakes. Controlling requires a common language et sufficient Intelligence on the part of the target. The spell in itself doesn't modify statistics such as intellect, even si the undead Strength of 18/00 on a vampire does apply to non-humanoids as well. 

Minor Poltergeist

 (Conjuration/Invocation)
Portée: 0
Composants: V, S, M
Durée: Permanentee
TI: 4 tours
ZE: Spécial
Jdp: Annule
Auteur: August Neverman <gitzlaff@uxa.cso.uiuc.edu> 

When cast, this spell causes a créature's spirit to be bound to a specific area. Le magicien may elect to have the spirit enter a building ou just to wander about a certain area. The type of spirit depends on the bone used, which is the composant matériel. The spell's duration is one month par Ndm of the magicien. After this period, the spirit is free to do as it pleases, leave ou stay. 

The Jdp is made at half the niveau ou Hit Dice of la créature to which the used bone once belonged. 

Moloranis' Marvellous Map

 (Invocation/Evocation)
Portée: Spécial (see below)
Composants: V, S, M
Durée: Instantanée
TI: 1 turn
ZE: One sheet of paper
Jdp: Aucun
Auteur: Moloranis 

By casting this spell, the magicien is able to draw a fairly well detailed map of the surrounding terrain onto blank paper, which is the composant matériel for this spell. Le magicien casting this spell must give total concentration to the spell for the entire 10 minutes. Si the magicien loses his concentration, the partially drawn map will fade from view et the spell must be repeated. 

The range de ce sort varies as follows: 

· Above the ground: 1 mile par Ndm of the magicien. 

· Underground: 100 feet par Ndm of the magicien. 

Inside a structure: the magicien will get a detailed map of the floor ou niveau he is on. Cependant , the map will show nothing beyond the outer walls. Si the floor ou niveau is bigger than the magicien's maximum radius, then follow the underground rule. 

While this spell is very handy, it does have some drawbacks. Nothing on the map is labelled. Also, the map will not show people. For instance, the map will show where a town is (if it is in range) mais it won't give you the name of that town et it won't tell you si there sont any people in the town. In other words, this spell results in a terrain-like map. 

Le composant matériel for this spell is a piece of paper (or something like that) et a writing instrument of some kind. 

Morgwar's Undead Chaser 

(Abjuration, Nécromancie)
Portée: 10 feet par Ndm
Composants: V, S, M
Durée: Instantanée
TI: 6
ZE: 10 feet par Ndm square
Jdp: Spécial
Auteur: Kai Rottenbacher <c/o uwagner@orville.zdv.uni-mainz.de> 

Ce sort simulates the priestly power to tour undead. This effect happens under the same restrictions. Le magicien has to approach the undead with his spell components in hand. The priestly effect of the turning is dependant on the alignment of the magicien casting the spell. 

If the magicien is good he destroys ou tours the undead, si he is evil the undead sont controlled, si he is neutral he peut choose which effect is to happen. The effect is rolled on the priest's turning table with the following addition: si the niveau of the magicien is above the niveau that is absolutely necessary to tour the undead, the magicien gains a +1 bonus for every five niveaus above the necessary niveau. Thus, the lowly undead sont almost assuredly under the control of a 12th-niveau magicien. 

If the magicien does not succeed with his roll to tour any kind of undead present then all undead sont not turned ou controlled: si the magicien faces 20 skeletons, 10 wights et one Spécial undead et he fails seulement to tour the Spécial undead, he automatically fails to tour all undead present (even the skeletons). Thus, this spell is not very useful with a congregation of undead, mais it peut be used to get some nice effects with lower niveau undead. Le magicien peut affect a maximum of one undead par Ndm, beginning with the lowest powered ones. 

Le composant matériel is a part of every type of undead the magicien wishes to tour ou control. Si that part actually was part of that specific créature, that créature is turned ou controlled automatically. 

Muier's Superior Flame Sculpture

 (Evocation)
Portée: 30 yards
Composants: V, S, M
Durée: 3 tours + 1 tour par Ndm
TI: 1 round
ZE: Spécial
Jdp: Spécial
Auteur: Calvin (Azrael) 

Ce sort is a more advanced form of the 5th-niveau flame sculpture. 

The object ou objets formed from the flames peut be more complex, composed of large, moving parts, ou have an edge ou a point, mais still must be fairly rigid. A wagon, quiver of arrows, shovel, épée, ou wheel could all be created from the fire, mais not a crossbow, spring, ou coil of rope. Up to 8 cubic feet of flame par Ndm of the caster peut be created at once. All other respects de ce sort sont identical to the 5th-niveau spell except for one thing: combustible items brought into contact with the sculpture make their Jdps contre magical fire at -1. 

Le composant matériel de ce sort is a drop of gin. 

Mystyk's Improved Backlash (Abjuration, Invocation/Evocation)
Portée: 0
Composants: V, S, M
Durée: 1 round par Ndm
TI: 6
ZE: Le lanceur
Jdp: Aucun
Auteur: Mystyk 

Ce sort is identical to Mystyk's backlash except for the following: 

when the magicien is hit in melee, si he makes a succès Jdp contre rod, staff ou wand, the attack seulement inflicts half normal dommages (rounded down). Also, the energy bursts inflict an additional point of dommages par Ndm of the magicien, up to a maximum of 20; this dommages is halved si the attacker succèsly saves contre spell. For example, si a 14th-niveau magicien is hit with a melee attack for 12 points of dommages, the magicien would suffer 12 points of dommages, ou 6 si the Jdp is succès; the attacker would suffer 12+14 = 26 points of dommages, ou 13 si the Jdp succeeds. 

Le composant matériel for this spell is the same as that for Mystyk's backlash except the gem must be worth at least 600 gp. 

Northstar's Song of the Elves (Enchantement/Charme)
Portée: 0
Composants: V, S, M
Durée: 1 round + 1 round par Ndm
TI: 3
ZE: Spécial
Jdp: Annule
Auteur: Steinar Bergstol (Jalander Northstar) 

<steinarb@stud.hedmarkdh.no> 

When this spell is cast, the magicien raises his hands to the sky et starts singing. As soon as he does this, a choir of beautiful elven voices joins in the song et keeps singing for the duration du sort, ou until it is ended by the caster ou dispelled. 

Creatures within hearing range of the song (the volume is about as high as a normal choir) must make a Jdp contre spell with adjustments for high ou low Wisdon, plus the following modifiers: 

	PRIVATE
<TBODY>Creature is... 
	Modifier 

	within 10 mètres of casting point 
	None 

	within 20 mètres of casting point 
	+2 bonus 

	within 30 mètres of casting point 
	+3 bonus 

	30+ mètres from casting point 
	+4 bonus 

	elven* 
	None 

	human 
	-1 penalty 

	goblinoid (orc, goblin, hobgoblin,ogre, etc.) 
	+1 bonus 

	animal intelligence 
	+2 bonus 

	deaf 
	Unaffected 

	non-intelligent (0) 
	Unaffected </TBODY>


* Elves still get their magic resistance check. 

The aire d’effet stays in the same spot as it was cast, et does not move with the caster si he decides to walk away. The maximum aire d’effet is as far as the DM decides it is possible to clearly hear the song. This is of course modified by weather conditions, noise in the area et anything else the DM thinks appropriate. For example it might be impossible to hear the spell beyond 5 mètres in a storm, this would mean that nothing beyond 5 mètres from the casting point would be affected, it would also here be appropriate to give the Jdp bonus of +4, ou maybe even higher si the DM thinks it appropriate. The modifiers above assume relatively normal conditions. 

A créature failing the Jdp stops whatever it was doing to listen to the singing. Anyone so affected who is attacked must make a Jdp contre spell with a -4 penalty. Si he makes the Jdp, the spell is broken et he may act normally; si not, he still defends himself from his attacker, mais seulement half-heartedly (no bonuses for Dexterity ou Strength, mais penalties still apply), the THAC0 of a character half his niveau (round down), thief skills function at half effectiveness. And to cast a spell one has to make a Jdp contre spell modified by Wisdom, si it fails the caster fails to concentrate properly et the spell is wasted. All proficiency checks sont made with a -4 penalty). Allies of the caster receive a +1 bonus to to-hit rolls, initiative, Jdps, proficiency checks et Armour Class. 

At the end du sort all enemies of the caster still affected by the spell makes another Jdp contre spell with a +4 bonus et adjusted by Wisdom. Si they fail the Jdp they sont affected as by a confusion spell for 1d6 rounds. Le lanceur need not be singing for more than the first round. Si he does continue though all Jdps sont further adjusted by a -1 penalty (enemies) ou a +1 bonus (allies) for as long as he keeps singing (within the duration du sort). This takes concentration, so no other actions may be taken by the caster in that round. 

Le composant matériel for this spell is a small platinum figurine of a songbird worth 100 gp. The figurine crumbles to dust at the moment the spell ends. 

Noska Trades' Immortal Mount 

(Altération, Nécromancie)
Portée: 0
Composants: V, S, M
Durée: Permanentee
TI: 1 turn
ZE: Créature touchée
Jdp: Annule
Auteur: Noska Trades 

Ce sort enables the magicien to convert his mount into a gruesome undead créature. The mount is allowed a Jdp contre death magic. Si this Jdp fails the mount must make a system shock roll, et si it fails this roll it dies before the spell is completed, thereby negating the effects du sort. 

The mount tours jet-black with glowing red eyes et appears as si son skin was pulled tightly over son bones. The mounts skin becomes leathery, decreasing son Armour Class by 2. It acquires an additional Hit Die et retains son previous mouvement rate et form (i.e., flying mounts peut still fly). The mounts maximum encumbrance increases by 200 pounds et it also never grows tired. 

Le magicien needs a vial made from the bones of a créature the same as the mount. The vial must be filled with demon ichor. 

Object of Steel (Altération)
Portée: 0
Composants: V, S, M
Durée: Spéciale
TI: 6
ZE: Object touched
Jdp: Aucun
Auteur: Joe Colleran <jnc4p@uva.pcmail.virginia.edu> 

Ce sort places the equivalent of an improved stoneskin autour de any one object. Thus, the object cannot be cut, torn, ou ripped, even by weapon attacks. The spell peut be cast upon both magical et non-magical objets. The object cannot be bigger than 1 cubic foot par Ndm du sortcaster, nor peut it weigh more than 10 pounds par Ndm du sortcaster. Further, the spell cannot be used to protect seulement part of an object so as to overcome the volume et weight limit (the spellcaster cannot use multiple les sorts to fortify the entire outer wall of his keep). The protection lasts until the object is hit a number of times equal to 1d4+1 per 2 niveaus du sort caster. 

Further, the object saves contre spell as the equivalent of hard metal ou hard stone, whichever is better. Note that si the object's natural Jdp is better than either of the above two, then it saves against that instead. All magical bonuses apply against whichever Jdp is used. The spell does not increase the dommages inflicted by a weapon si it is cast upon one. 

Le composant matériel is a small piece of steel, which is consumed when the spell is cast. 

Orgasm

 (Enchantement/Charme)
Reversible
Portée: 50 mètres + 10 mètres par Ndm
Composants: V, S, M
Durée: 1 round per 2 niveaus
TI: 1 round
ZE: One créature
Jdp: Annule
Auteur: Neil Rabideau <gitzlaff@uxa.cso.uiuc.edu> 

Ce sort causes the affected créature to reach a complete state of physical elation. The orgasm may last for up to the length du sort. The victime will be very noisy while under the effect du sort, et is considered a prone target with respect to physical attacks. 

Jdps sont at victim's niveau - Ndm. A one is always considered a failure for the magicien et success for the victim. The reverse de ce sort, headache, will instantly bring the victime back from a state of delirium to the harsh reality. 

Le composant matériel for the spell is a drop of sweat, for the reverse it is a hammer, which is not consumed in the casting. 

Orko's Acid Cone 

(Evocation)
Portée: 0
Composants: V, S, M
Durée: Instantanée
TI: 5
ZE: Spécial
Jdp: 1/2
Auteur: Orko 

When this spell is cast, it causes a cone shaped area, originating at the magicien's hand et extending outward into a cone, 5 mètres long par Ndm of the magicien. It drains coldness et causes 1d4 HP + 1 HP par Ndm of the magicien of acid dommages. Furthermore, every round hereafter, the remaining acid on la cible causes an additional 1d6 HP of acid dommages, that is reduced by 1 every following round. 

Le composant matériel for the spell is a very small cone made of crystal, allot ou glass. 

Orko's Dragonfire 

(Evocation)
Portée: 0
Composants: V, S, M
Durée: Instantanée
TI: 5
ZE: Spécial
Jdp: 1/2
Auteur: Orko 

When this spell is cast, it causes a cone shaped area of fire, originating at the magiciens hands et extending outward in a cone 30 feet in diameter et 35 feet + 5 feet par Ndm of the magicien long. It melts ice et causes dommages equal to the magiciens hit points. 

The component for this spell si a small golden cone (50 gp) which melts after the spell is completed. 

Paithan's Fiasco

 (Enchantement/Charm, Altération, Wild Magic)
Portée: 10 yards
Composants: V, S, M
Durée: 1 round par Ndm
TI: 1 round
ZE: One créature
Jdp: Spécial
Auteur: Gary Dearman <gdearman@umiami.ir.miami.edu> 

and Orlando de la Cruz 

This potent spell is an improved version of both unluck et bestow curse. It shifts the probability patterns into a dramatically negative pattern, causing bad results even when they would be highly improbable. The target du sort gets one Jdp to negate the spell entirely. Si the Jdp fails, the affected créature acts at -4 for the duration du sort. This applies to everything: 

attack rolls, dommages rolls, Jdps, proficiency checks, Armour Class, etc. The spell is cumulative with unluck et bestow curse. 

Furthermore, la cible must save every round for the duration du sort ou a fiasco will occur. Si this happens, la cible suffers horribly bad luck. The DM must judge what the absolute worst thing that could happen to the character that round is, et apply it. Si la cible fails a Jdp, he may suffer maximum dommages possible. Si he is in melee, his weapon may break. Si he is casting a spell, it may backfire et affect lui. Whatever the effect, it is drastically bad. 

At the very least, la cible should slip et fall prone in front of his enemies. 

Every time a fiasco occurs, there is a 10% cumulative chance that the spell breaks (if this happens, all fiasco et unluck les sorts affecting la cible also break). In any case, when the spell ends, there is a 50% chance that la cible will be affected by the reverse effect of unluck in the next round, as he "rebounds" from his stretch of bad luck. 

The potency de ce sort carries a risk with it. When cast, si the caster's Wild Magic Niveau Variation roll is below 4, a backfire occurs as follows: 

	PRIVATE
<TBODY>D20 Roll 
	Effect 

	1 
	Caster affected by both Paithan's fiasco et unluck 

	2 
	Only caster affected 

	3 
	Caster et target affected 

	4+ 
	Spell functions as normal </TBODY>


Le composant matériel de ce sort is a bit of fur from a black cat. 

Pilpin's Alignment Charm

 (Enchantement/Charme)
Portée: 120 yards
Composants: V, S, M
Durée: Permanentee
TI: 6
ZE: One créature
Jdp: Spécial
Auteur: Pilpin 

Ce sort causes a single person (as defined in charm person) to act as si he had a different alignment than his own. The specific alignment is the magicien's choice, mais must be chosen when the spell is memorised. An affected créature will wholeheartedly embrace the new alignment, seeing the error ou foolishness of his past ways. Alignment detecting les sorts (detect evil ou good, true seeing, etc.) will detect la créatures true alignment, mais les sorts such as true seeing will also reveal that la créature is charmed. 

The base Jdp is made at -3 si the change is seulement by one division (eg. lawful good to lawful neutral ou neutral good). The Jdp is at -2 si the attempted alignment change is by deux divisions (eg., lawful good to lawful evil, chaotic good, ou neutral). 

If the attempted change is by three positions (eg., lawful good to neutral evil ou chaotic neutral) the Jdp is at -1. For diametrically opposed alignments the Jdp is normal (eg., lawful good to chaotic evil). Furthermore, créatures et classes restricted to a specific alignment (paladins, druids, demons, etc.) get a +3 bonus to their Jdp. Creatures ou classes restricted to specific morals ou ethics (rangers, assassins, barbarians, etc.) get a +2 bonus to their Jdp si the alignment change conflicts with the restriction. 

Pilpin's alignment charm is not affected by dispel magic, remove curse, ou heal, mais a restoration ou (limited) wish spell will negate it. Le composant matériel du sort is a small piece of wool soaked in the blood of a créature with the desired alignment. 

Pilpin's Etherealness

 (Altération)
Portée: 0
Composants: V, S, M
Durée: Permanentee
TI: 6
ZE: Le lanceur + 1 créature touchée per 2 niveaus
Jdp: Annule
Auteur: Pilpin 

Ce sort permet the magicien plus one other créature for every deux niveaus of the magicien to enter the border ethereal, slowly disappearing from view, taking a round to fade away. Creatures in the border ethereal exist simultaneously in both the prime material et the ethereal plane. From the border ethereal la créature peut enter the deep ethereal et travel to the inner planes (refer to the Manual of the Planes). Alternate prime materials cannot be reached through the ethereal plane because each alternate prime material has an alternate ethereal (travelling to alternate prime material planes peut seulement be done through the inner planes ou from the prime material). To enter the bordered plane la créature simply wills it so, et materialises in the adjoining plane in a few seconds. 

Creatures in the border ethereal sont invisible to those on the bordering plane, although they peut be detected from that plane by means of detect invisibility et true seeing. Such a créature revealed would appear as a smoky, translucent shade. Creatures in the border ethereal cannot verbally communicate with the inhabitants of the plane they border, nor peut they use equipment, items, ou les sorts to attack créatures in the plane they border. Likewise, inhabitants of the other plane cannot attack beings that sont in the border ethereal (with a few exceptions, like the gaze attacks of basilisks et catoblepases). 

Phase door et dispel magic will bring créatures out of the border ethereal. 

Travellers in the border ethereal peut move through the plane they sont bordering without problem, moving vertically ou horizontally without need for support. They travel at the speed they would on the bordered plane. Travellers in the border ethereal peut move through solid matter in the plane bordered, except dense metals (gold, lead, etc.), living beings (above single celled), et certain les sorts that detect et ban the ethereal. Examples of les sorts that affect ethereal créatures sont glyph of warding et Mordenkainen's faithful hound, which both detect et attack ethereal créatures. 

Travellers in the border ethereal peut see into the adjoining plane, mais all colours sont reduced to shades of grey et sight is limited to 120 yards. Infravision et ultravision work from the border ethereal. 

Divination les sorts peut be cast against targets in the adjoining plane, mais no other types of magic peut affect créatures in the bordered plane. Spells in the border ethereal work under the restrictions of the ethereal plane (again, refer to the Manual of the Planes). 

Les composants matériels sont 200 gp worth of powdered argent et crushed phase spider hide, which disappear during casting. 

Pilpin's Liquid Fire

 (Evocation)
Portée: 10 mètres + 10 mètres par Ndm
Composants: V, S, M
Durée: Spéciale
TI: 6
ZE: 15-foot radius sphere
Jdp: 1/2
Auteur: Pilpin 

Ce sort is similar to fireball, except that it douses all créatures in a 15-foot radius sphere with an incendiary liquid. Everything et all within l’ aire d’effet will be engulfed in non-magical fire for 1d6 rounds. Any combustibles within l’ aire d’effet instantly ignite. A créature in l’ aire d’effet that fails son Jdp takes 1d4 HP of fire dommages par Ndm of the magicien on the first round, et the same dommages each subsequent round, until it saves. The round la créature saves it takes half dommages, rounded down, et the next round it takes none. All la créature's non-combustible possessions must save contre normal fire ou be destroyed (the combustible ones don't get a Jdp). A créature that succèsly saves on the first round takes half dommages for that round, et all son possessions (including combustibles) sont unaffected. 

For example, a créature failing son first Jdp against Pilpin's liquid fire, cast by a 12th-niveau magicien, takes 32 HP of dommages (rolled on 12d4) on the first round. La créature fails son Jdp again on the second round et takes another 32 HP of dommages. On the third round it saves et seulement takes 16 HP of dommages et no dommages on the fourth round. 

Le magicien must have a clear line of sight to la cible area. Les composants matériels sont a pinch of sulphur et the distillate of softly boiled lamp oil (dangerous to get). 

Pilpin's Massmorph

 (Altération)
Portée: 10 mètres par Ndm
Composants: V, S, M
Durée: Permanentee
TI: 6
ZE: One 50-foot cube par Ndm
Jdp: Aucun
Auteur: Pilpin 

Ce sort is exactly the same as the 4th-niveau spell polymorph other, except that there is no Jdp, it seulement affects créature with less than 8+3 HD, et it may affect mtoute créatures simultaneously. 

Like death spell, the number of créatures that peut be affected is a function of their Hit Dice. 

	PRIVATE
<TBODY>Creature's Hit Dice 
	Number of Creatures Affected 

	up to 2 
	12d10 

	2 to 4 
	6d10 

	4+1 to 6+3 
	3d4 

	6+4 to 8+3 
	1d6 </TBODY>


If créatures of differing Hit Dice sont polymorphed, roll 6d20 to determine now mtoute créatures of under 2 HD sont affected. Si the number rolled is greater than the number of créatures under 2 HD, apply the remainder of the roll to the higher Hit Dice créatures by using the following conversion factors (see Death Spell for an example of this idea). 

	PRIVATE
<TBODY>Creature's Hit Dice 
	Conversion Factor 

	up to 2 
	1 

	2 to 4 
	2 

	4+1 to 6+3 
	10 

	6+4 to 8+3 
	20 </TBODY>


Les composants matériels sont a 500 gp worth diamond et a caterpillar's cocoon crushed together into a fine powder, which vanishes during casting. 

Pilpin's Transformation

 (Altération, Evocation)
Portée: 0
Composants: V, S, M
Durée: 1 round par Ndm
TI: 6
ZE: Le lanceur
Jdp: Aucun
Auteur: Pilpin 

Pilpin, a formidable fighter/mage, had no need for Tenser's transformation, so he altered it to suit his own malevolent ways. Ce sort causes the magicien to undergo an unnoticeable transformation, becoming an assassin. Le magicien's hit points do not change, mais his Dexterity does increase to 16, ou si already 16, it becomes one higher, to a maximum of 18. Le magicien's Armour Class is adjusted accordingly. 

Le magicien gains all the abilities of an assassin (pick pockets, open locks, backstabbing, assassination, etc.) of the same niveau as the magicien except for poison making, disguise, et spying. All attacks sont made using the combat values normally reserved for rogues, mais the magicien peut seulement use his normal weapons of proficiency. 

Le composant matériel is the heart of an assassin, which must be eaten during casting. 

Power Booster II

 (Altération, Evocation/Invocation)
Portée: 0
Composants: V, S, M
Durée: 1 tour par Ndm
TI: 6 tours
ZE: Le lanceur
Jdp: Aucun
Auteur: Kai Rottenbacher <c/o uwagner@orville.zdv.uni-mainz.de> 

Power booster is a spell that boosts the niveau of the caster for spell effects only. This version, power booster II, peut boost les sorts of up to fifth niveau. For more information et an example, see the 4th-niveau spell power booster I. 

Les composants matériels for this spell sont rather expensive: one 6000 gp ruby plus one freshly taken drop of blood from the caster for each booster niveau, plus a single freshly ripped out hair from the casters head to be tied completely autour de each ruby. 

Prismatic Dildo

 (Conjuration)
Portée: 60 yards
Composants: V
Durée: 3 rounds par Ndm
TI: 6
ZE: Spécial
Jdp: Spécial
Auteur: Mario R. Borelli <mario.r.borelli.3@nd.edu> 

Ce sort permet the caster to conjure up an opaque object within some orifice of a créature within range, providing la créature with seven different sexual stimuli. Toute créature with a Constitution of less than 6 ou fewer than 4 Hit Dice is immediately overcome by the sensation et falls orgasming et unconscious for 2d4 tours. Any attempt to remove the dildo seulement lodges it further, et increases the duration by 2 rounds. The seven colours of the shimmering cylinder function as follows: 

	PRIVATE
<TBODY>Colour 
	Order 
	Effect 
	Spell Negated By 

	Red 
	1st 
	Pornographic Disbelief,
true seeing 
	illusions 

	Orange 
	2nd 
	Arousal 
	Disinterest 

	Yellow 
	3rd 
	Expansion ou Hold person 
	contraction 

	Green 
	4th 
	Enigmatic Enema 
	Transmute water to dust 

	Blue 
	5th 
	Ben-Wa Rotation 
	Chill touch 

	Indigo 
	6th 
	Vibration 
	Irritation 

	Violet 
	7th 
	Lubrication 
	Dispel magic </TBODY>


Each colour must be removed in order to negate the dildo before the end of son natural duration. The spellcaster also may dispel the dildo at will. It is rumoured that other variations of prismatic dildo exist, both in their effects et their negations. 

Prismatic Ray 

(Evocation)
Portée: 10 mètres par Ndm
Composants: V, S
Durée: Instantanée
TI: 6
ZE: One créature
Jdp: Spécial
Auteur: Max Becherer <becherer@suna0.cs.uiuc.edu> 

Ce sort is a watered down version of prismatic spray. Only one ray of the magicien's choice is created. The colours available depend on the Ndm. Only red is available at twelfth niveau, et one colour is gained per subsequent niveau. Consult the table below for available colours. 

	PRIVATE
<TBODY>Wizard's
Niveau 
	Colours Available 

	12 
	Red 

	13 
	Red, Orange 

	14 
	Red, Orange, Yellow 

	15 
	Red, Orange, Yellow, Green 

	16 
	Red, Orange, Yellow, Green,
Blue 

	17 
	Red, Orange, Yellow, Green,
Blue, Indigo 

	18 
	Red, Orange, Yellow, Green,
Blue, Indigo, Violet </TBODY>


Ce sort has no composant matériels. 

Privacy

 (Abjuration)
Portée: Spécial
Composants: V, S, M
Durée: 1 hour
TI: 6
ZE: Spécial
Jdp: Annule
Auteur: Ally's Spellbook <knudsenm@wpsmtp.ohsu.edu> 

Ce sort gives some protection against scrying. It uses the magical forces of the scrying to trace a path back to the caster et assault them. Upon the casting de ce sort, a force of magical energy is sent back to the scryer. 

If the scrying is being done by an object, it must make a Jdp against crushing blow ou be destroyed. Si the Jdp is made, that object's scrying power is locked to the spot (not the object) it is currently scrying for 1 tour par Ndm of caster. Si the scrying is being done by a créature (by spell ou natural ability), la créature must make a Jdp contre spell ou take of 1d6 points of dommages par Ndm of the caster (half dommages si a Jdp is succès). 

Le composant matériel is a mirror. 

Projectile (Evocation)
Portée: 10 mètres par Ndm
Composants: V, S
Durée: Spéciale
TI: 1 round
ZE: Spécial
Jdp: Aucun
Auteur: Unknown 

Ce sort crée an adamantine triangle measuring one inch per side in the immediate vicinity of the magicien. For as long as the magicien is able to maintain concentration, the triangle is under his complete control, accelerating at the rate of 2 inches per round per round par Ndm of the caster. The triangle is half a centimetre thick at the centre et thins out to razor sharpness at the edges. Le magicien guides the path of the triangle somatically, et must make a Dexterity check to hit a given object (with modifier for size, si any). 

The amount of dommages caused varies with the type of motion of the triangle. Eg., simply passing through an object will cause roughly the same dommages as an arrow, whereas repeatedly raking an object peut cause up to 1d12 points of dommages per round. More imaginative uses peut cause more serious injuries much more quickly. Si the magicien loses concentration, ou something interferes with the movements of his hands, the triangle will instantly be dispelled, et the magicien will take one full round to recover before being able to cast another spell. 

Pyre

 (Evocation, Nécromancie)
Portée: 60 yards
Composants: V, S, M
Durée: Instantanée
TI: 5
ZE: 20-foot radius, 30-foot high cylinder
Jdp: 1/2
Auteur: The Warlord of Heaven <fsmtw1@alaska.bitnet> 

Ce sort calls forth a blazing funeral pyre upon son victims, these flames of death inflict a gruesome 8d10 dommages (undead aren't allowed a Jdp). The singing of unholy spirits peut be heard from the fire, et bits of bone fly up to the sky. Le composant matériel for this spell is a hollowed rib filled with bone ash et sulphur. 

Quicksilver

 (Altération)
Portée: 0
Composants: V, S, M
Durée: Instantanée
TI: 1
ZE: Le lanceur
Jdp: Aucun
Auteur: Jim Vassilakos <jimv@ucrmath.ucr.edu> 

This is basically one of those piss-off-the-fighter-subclass spells. 

What happens is that, suddenly, at the moment of casting, the magicien is capable of casting half his niveau of spell niveaus. Because of the difficulty de ce sort, the magicien must save contre spell ou blow it big time. All les sorts cast with quicksilver sont thus subject to Spécial failure. DM's imagination ou a nice spell failure table sont required. 

Le composant matériel for this spell is a drop of mercury. 

Quintessa's Slaying Spear

 (Evocation)
Portée: 20 mètres par Ndm
Composants: V, S, M
Durée: Permanentee
TI: 6
ZE: One créature
Jdp: Spécial
Auteur: Liam P. Walker <pdwalker@hk.super.net> 

When this spell is cast, light, that appears as a chromatic mass of intertwined rays bundled together in the shape of a spear, appears above the magiciens head. Le magicien goes through the motion of throwing the spear, without ever touching it, while speaking the name et race of la créature to be slain. The spear then flies towards son target et will kill la créature instantly si a Jdp contre death magic is failed. The slaying spear never misses. 

If the Jdp is succès, the spear misses la créature's brain ou central nervous system, et instead hits another part of the body causing 10d8 HP + 1 HP par Ndm of the magicien dommages. The surge of energy into la créature will also stun it for 2d4 rounds. 

For the spell to work to son fullest potential, certain things should be known about the target: race, anatomy, true name (if applicable), et general background et history of la créature. Si any of these sont known (or not known) then la créature's Jdp is modified as follows: 

	PRIVATE
<TBODY>Information 
	Information
Known 
	Information
Unknown 

	race 
	-1 
	+2 

	anatomy 
	-1 to -4 
	+3 

	true name 
	-4 
	+2 

	background 
	-1 to -5 
	+3 </TBODY>


The total Jdp modifier because of knowledge of la créature's anatomy depends on how much the magicien has studied la créature's species. As a general guide, it would take about one month of study, along with lots of specimens, to be completely familiar with a certain species' anatomy. 

The Jdp modifier because of knowledge of la créature's background depends on how much et how deeply this specific créature's history et current life have been researched. 

Le composant matériel for this spell is a copper spearhead et a glass ou crystal prism. Si la créature was killed because of a failed Jdp, then the spearhead will be found in the brain. Si the Jdp was made, then the spearhead will be found in a random part of the body. 

There is an additional -2 modifier to the Jdp if, for some obscure reason, la créature is re-subject to this spell with the same copper spearhead that was used the first time (the spearhead has learned where to go this time). 

The prism disappears after the spell is cast. 

Rape Trick

 (Abjuration, Evocation)
Portée: Sight
Composants: V, S
Durée: Instantanée
TI: 1
ZE: One créature per 4 niveaus
Jdp: Spécial
Auteur: Brock Neverman <gitzlaff@uxa.cso.uiuc.edu> 

When cast, this spell causes all armour (or clothing si that's all that is being worn) to be removed. Ce sort cannot be stopped once started. The Jdp is an ordinary Jdp contre death magic. Si the Jdp is made, the effect is bounced back on the magicien. Clothing peut be put back on as normal after the spell is cast. 

One person for every four niveaus of the magicien peut be "unarmoured". 

Rebels's Fly

 (Abjuration, Evocation)
Portée: 0
Composants: V, S, M
Durée: 2 tours par Ndm
TI: 20 minutes
ZE: Créature touchée
Jdp: Spécial
Auteur: Brock Neverman <gitzlaff@uxa.cso.uiuc.edu> 

Ce sort is similar to the standard fly spell. Cependant , it gives the recipient air manoeuvrability class A. It also permet the recipient to travel at speeds up to 50. The recipient de ce sort peut carry up to deux times his body weight without losing manoeuvrability. For each additional multiple of bodyweight carried (three times, four times, et so on), the manoeuvrability class will be reduced by one. The spell peut move at most one fifth ton at seulement hover niveau. Le composant matériel de ce sort is a wing of any flying créature. 

Rednog's Transposer

 (Altération)
Portée: 10 feet
Composants: V, S, M
Durée: Instantanée
TI: 6
ZE: One créature ou object
Jdp: Annule
Auteur: Kai Rottenbacher <c/o uwagner@orville.zdv.uni-mainz.de> 

Ce sort permet the removal of an object (or organ) from within another object (or a créature), instantly replacing that object (or organ) with another of the same kind in the caster's hands. This works seulement with objets ou organs the caster knows at least some facts about, et he needs to have the same kind of object (even si immeasurably less valuable) as a fresh carving of any kind from a fresh vegetable in his hand at the time of casting mais it has to be the carving of a complete original. Si the object to be replaced by the replica is within a person that person gains a Jdp contre death magic. In case a vital organ (like a heart, the brain, ou the lungs) sont transposed, a failed Jdp results in the (almost immediate) death of la créature, unless you replaced it with a living replica. In that case it grafts itself into the place of the original. 

In the case of an object, it seulement receives a Jdp (of son creator) si it is magical et within a magical container. Otherwise, it is immediately replaced with the replica. The spell does not offer the caster any protection from corrosive ou damaging effects of the replaced object (or organ). Ce sort peut also be used to replace a liquid from within a container ou créature: up to one cubic foot par Ndm of the caster. But in that case, the caster needs a fluid which has almost the same coloration (not necessarily properties) as the replaced fluid. Another use for this spell is to replace part of an object within another object. Thus, it peut be used to remove the cancerous part of an organ with the help of a replacement part held by the caster. It would thus be possible to replace an organ with a psionic item that simulates the effects of the organ mais could also produce some other effects (this effect has been used to implant some psionic objets into the character which had the metamorphosis power plus some other psychometabolic powers to give lui an almost virtual invulnerability to energy attacks). 

Le composant matériel for this spell is either a small leather bag with a large button made of tin sewn on the outside, et a small button made of platinum on the inside, which is inverted in the casting. The bag et buttons sont destroyed in the casting. For fluids use a waterproof version of the bag with the fluid on the inside. 

Note: si the fluid version is used, the spell does not provide a container for the replaced fluid, so you might want to place a container under the magicien's hands, as that is the place the replaced fluid reappears. 

Remove Flesh

 (Nécromancie)
Portée: 0
Composants: M
Durée: Permanentee
TI: 6
ZE: Créature touchée
Jdp: Annule
Auteur: The Warlord of Heaven <fsmtw1@alaska.bitnet> 

Victims de ce sort must save contre death magic at -2 ou lose 4 points of Strength et 2 points of Constitution, with the added loss of 30% body weight. Si any statistic reaches 0 through this spell, the victime is skeletonized, et a wish is needed to revive lui. Rest of one month restores one point of each statistic, et 10% of body weight. Restoration immediately restores both statistics. Le composant matériel de ce sort is a vial of spoiled food 

Replay

 (Divination, Illusion)
Portée: 60 yards
Composants: V, S, M
Durée: 1 tour par Ndm
TI: 1 round
ZE: 20-yard long square
Jdp: Aucun
Auteur: Geoffrey Edward Fagan <gefagan@uokmax.ecn.uoknor.edu> 

Ce sort causes past events to be re-enacted in l’ aire d’effet. 

The replayed events will consist of a three dimensional, semi-transparent image superimposed over l’ aire d’effet. 

Le magicien peut freeze the action, reverse it, scan forward for a particular event, ou skip to any time within the range du sort as given in the table below. 

	PRIVATE
<TBODY>Niveau 
	Time Range 

	12-14 
	1 jour par Ndm 

	15-17 
	1 month par Ndm 

	18-20 
	1 year par Ndm 

	21+ 
	1 century par Ndm </TBODY>


The speed of a search is determined by the event that is sought. The passage of an army would be easy to spot at a fast search rate, while searching for a pickpocket would require a real time search. 

Le composant matériel for this spell is an hourglass. 

Retroactive Dispel Magic

 (Abjuration, Altération, Metamagic)
Portée: 0
Composants: V, S
Durée: Instantanée
TI: Spécial
ZE: Spécial
Jdp: Spécial
Auteur: Jay <krzyston@garfield.cs.wisc.edu> 

Ce sort lets you actually cast dispel magic to counter a spell already thrown at you. Si you have memorised the spell, you peut cast it at any spell ou spell effect thrown that round, even si you have been killed ou turned to stone, by the vagaries of initiative et the like. It is assumed that you were casting dispel magic as the other spell was being cast. Ce sort acts as dispel magic for chance of success based on niveau. 

For example, you have Esmeralda cast polymorph other, which is lots faster than dispel magic. She has initiative all over Glamgon, the PC. 

He declares that he wants to cast retroactive dispel magic, so effectively as Esmeralda was gathering power for her spell, Glamgon was trying to drain it away. Glamgon had better succeed, lest he truly become a toad (the outcome of the polymorph other, should retroactive dispel magic not succeed). 

Note that this spell cannot be cast by a Spécialised Abjurer ou Transmuter, since it also belongs to his opposite school. 

Rune II

 (Enchantement)
Portée: 0
Composants: V, S, M
Durée: Until discharged
TI: 1 tour per spell niveau
ZE: Spécial
Jdp: Aucun
Auteur: Max Becherer <becherer@suna0.cs.uiuc.edu> 

Ce sort permet the magicien to inscribe a rune containing the energies of one spell up to fifth niveau. Instructions of up to 1 word par Ndm may be given to control the rune. Le composant matériel is 100 gp worth of gems et inks par Ndm du sort contained in the rune. 

Sarius' Frost Giant Manifestation

 (Conjuration)
Portée: 100 mètres + 10 mètres par Ndm
Composants: V, S, M
Durée: 1 tour par Ndm
TI: 6 tours
ZE: Spécial
Jdp: Aucun
Auteur: William T. South <tsouth@netcom.com> 

Ce sort crée a golem-like créature which the magicien may direct to perform certain programmed actions. La créature is a temporary ice golem with no true Intelligence, et to most appears as an undead frost giant. La créature may be controlled up to a distance equal to the spell range mais si it passes outside of this range, ou the magicien is killed, la créature will explode in a 60-foot radius area doing dommages equal to son current hit points (save contre breath weapon for half dommages). La créature created mimics most of the actions of a frost giant, having AC 4, MV 12, HD 10+2, HP 52, AT 1, dommages 4d6, Spécial defenses: immune to cold, size: L (15 feet), Strength: 21. La créature peut fight with son club seulement et has no ability to hurl rocks as a normal frost giant. It peut inflict structural dommages points as a normal frost giant on a round to round basis (wood: 2, soft stone: 1, hard rock: .5). 

Le magicien is able to direct la créature to perform 3 individual actions plus 1 for every deux niveaus of experience above twelfth. Each change in action will cause la créature to hesitate for one round before working to act out the next action. Actions peut be classed as killing a group of orcs, killing a group of men wearing the same colours ou armour, tearing down a stone wall, pulling up a tree, etc. 

Once the final action is completed the frost giant crumbles into small shards of ice, effectively making a circular area, 30 feet in diameter, very slippery. Against mind affecting spells, la créature is considered to have an Intelligence et Wisdom of 3 (saving at -3 against these attacks). Si la créature is charmed ou controlled by a mind affecting spell the magiciens concentration is totally disrupted causing la créature to dissipate et any other les sorts the magicien currently controls will become dispelled unless the magicien has no control over the les sorts in question after casting them, et any spell the magicien is currently casting will be disrupted. 

Ce sort requires seulement the slightest mental control of the magicien to operate, allowing lui to cast other les sorts normally that do not require his full concentration. Multiple castings de ce sort will work, mais all of the detrimental effects sont cumulative. Le composant matériel de ce sort is a small pouch (20 square inch) of leather containing a patch of fresh (not dried) frost giant hair mixed with diamond dust of no less than 500 gp value. The frost giant hair may be kept fresh with a preserve spell ou similar effect. 

Sarius' Platinum Platform

 (Altération, Enchantement)
Portée: 5 feet par Ndm
Composants: V, S, M
Durée: Spéciale
TI: 1 turn
ZE: Spécial
Jdp: Aucun
Auteur: William T. South <tsouth@netcom.com> 

Ce sort amène a magical force field into existence which resembles a dimly glowing platform made of glass-like material. The glowing platform (dimly visible up to 5 feet away in jourlight) is capable of flying under the control of the magicien, who may carry himself et a certain amount of weight through airy et watery mediums. When casting this spell, the magicien may choose to create a 10x10 feet platform with 6-inch sidewalls ou a 40x40 feet platform with 3-inch sidewalls. The 10x10 feet platform loses some of the abilities of the 40x40 feet one, mais is 10% magic resistant et confers a 5% magic resistance to anything in physical contact with the platform. Both platforms have a localised gravity that aids in keeping materials on board et bonuses to Dexterity checks for falling from it. The differences between platforms et general flight powers sont listed in the table below. 

Note that this spell uses the Intelligence of la créature casting the spell to determine usage (even thieves) et créatures with less than a 9 Intelligence may not effectively use this spell. Only magiciens may create the 10x10 feet platform. 

The platforms may seulement be destroyed by magical dommages. Physical attacks, no matter how strong, will seulement be able to move the platform in relation to the force of the attack compared to the current speed ou lift rate. Magical weapons will do dommages equal to their magical plusses only. Si aire d’effet attacks come from below that do not destroy the platform they will not affect the contents of the platform. Note that, even si the magic resistance of a 10x10 feet platform is bridged, it fails son Jdp, et takes full dommages, unless it is destroyed the aforementioned effect holds true. The magic resistance passed onto objets touching the platform stay in effect for one round after it is destroyed. Breath weapons sont considered magical attacks cast at the niveau of the Hit Dice of the breathing créature for determining magic resistance breach. 

The 40x40 feet platform may sustain 3 HP par Ndm of the originating experience niveau at which it was cast, while the 10x10 feet platform will take 4 times this amount of dommages. The platform is immune to any attacks which use a primal force of the plane in which it is created (eg., fire in the élémentaire plane of fire) since it is created from the forces of the current plane in which it resides. This also prevents the platform from crossing planar boundaries. In places where there is no localised gravity, mouvement rates sont double the stated values in the table below. Spell duration in normal time is 1 tour par Ndm for the 10x10 feet platform et 1 jour par Ndm for the 40x40 feet platform. Le composant matériel de ce sort is a platinum plate (3x5x.5 inch) with mystic runes etched into it. A jeweller is needed (unless the character has the skill) et he will charge no less than 500 gp to work the runes needed into the plate, the total price coming to 4000 gp for the plate. Le magicien must use a magicien mark of his own to prepare the plate ou it will seulement be able to create the 40x40 feet platform. 

10x10 feet platform: 

	PRIVATE
<TBODY>Int. 
	Max.
Speed 
	Max.
Weight 
	Max.
Lift 
	Manoeuvr.
Class 
	Falling
Adj. 

	9 
	9 
	900 
	1 
	C 
	+1 

	10 
	10 
	1000 
	1 
	C 
	+1 

	11 
	11 
	1100 
	1 
	C 
	+1 

	12 
	12 
	1200 
	1 
	C 
	+1 

	13 
	13 
	1300 
	1 
	C 
	+1 

	14 
	14 
	1400 
	2 
	B 
	+2 

	15 
	15 
	1500 
	2 
	B 
	+2 

	16 
	16 
	1600 
	2 
	B 
	+2 

	17 
	17 
	1700 
	2 
	B 
	+2 

	18 
	18 
	1800 
	2 
	B 
	+2 

	19 
	19 
	1900 
	2 
	B 
	+2 

	20 
	20 
	2000 
	3 
	A 
	+3 

	21 
	21 
	2100 
	3 
	A 
	+3 

	22 
	22 
	2200 
	3 
	A 
	+3 

	23 
	23 
	2300 
	3 
	A 
	+3 

	24 
	24 
	2400 
	3 
	A 
	+3 

	25 
	25 
	2500 
	3 
	A 
	+3 </TBODY>


40x40 feet platform: 

	PRIVATE
<TBODY>Int. 
	Max.
Speed 
	Max.
Weight 
	Max.
Lift 
	Manoeuvr.
Class 
	Falling
Adj. 

	9 
	4.5 
	3600 
	.5 
	E 
	+4 

	10 
	5 
	4000 
	.5 
	E 
	+4 

	11 
	5.5 
	4400 
	.5 
	E 
	+4 

	12 
	6 
	4800 
	.5 
	E 
	+4 

	13 
	6.5 
	5200 
	.5 
	E 
	+4 

	14 
	7 
	5600 
	1 
	D 
	+5 

	15 
	7.5 
	6000 
	1 
	D 
	+5 

	16 
	8 
	6400 
	1 
	D 
	+5 

	17 
	8.5 
	6800 
	1 
	D 
	+5 

	18 
	9 
	7200 
	1 
	D 
	+5 

	19 
	9.5 
	7600 
	1 
	D 
	+5 

	20 
	10 
	8000 
	1.5 
	C 
	+6 

	21 
	10.5 
	8400 
	1.5 
	C 
	+6 

	22 
	11 
	8800 
	1.5 
	C 
	+6 

	23 
	11.5 
	9200 
	1.5 
	C 
	+6 

	24 
	12 
	9600 
	1.5 
	C 
	+6 

	25 
	12.5 
	10,000 
	1.5 
	C 
	+6 </TBODY>


Max. Speed: This is measured in feet per round indoors et mètres per round outdoors. Incapacitating the controlling person causes the platform to freeze. Speed also directly converts to miles per hour when the platform is flown for that amount of time. 

Max. Weight: This is measured in pounds. 

Max. (Rate of) Lift: For every 100 pounds over the maximum weight limit the lift rate is reduced by 1 per round. Negative lift rates cause the platform to go down at a rate equal to the negative rating unless the current plane has no gravity. In this case mouvement rate is affected vice lift. 

Manoeuvr. Class: This is the platform's manoeuvrability class. 

Falling Adjustm.: This bonus is doubled for the magicien controlling the platform. Each +1 should be considered a pull each to one tenth of normal gravity in the current plane of existence. These plusses sont specifically bonuses against falling off of the platform. 

Selective Dispel Magic 

(Abjuration, Metamagic)
Portée: 3 feet par Ndm
Composants: V, S
Durée: Instantanée
TI: 6
ZE: 30-foot cube
Jdp: Spécial
Auteur: Kai Rottenbacher <c/o uwagner@orville.zdv.uni-mainz.de> 

In addition to simulating the effects of the 3rd-niveau dispel magic spell, the caster may choose freely whatever is to be affected by the dispel magic spell et what is not affected by it. Le lanceur may choose the schools of magic to be affected, the sphere (if used against priest spells), which persons, objets, ou les sorts in l’ aire d’effet, whether his own magic is affected by it ou not, etc. There may be many more possibilities what peut be chosen to be affected. It is even possible to say that seulement a single spell among several is supposed to be dispelled on one person. The method of determining whether the dispelling attempt was succès ou not is the same as in the 3rd-niveau spell. 

Sertan's Certain Slaying

 (Nécromancie)
Portée: 6
Composants: V, S, M
Durée: Permanentee
TI: 6
ZE: One créature
Jdp: Spécial
Auteur: Max Becherer <becherer@suna0.cs.uiuc.edu> 

Ce sort concentrates all the power of a death spell on one victim. 

A Jdp contre death magic is allowed. For every three niveaus the magicien exceeds the victim's niveau ou Hit Dice, a -1 penalty is applied to the Jdp, et vice versa. Si the Jdp is failed, the victime is slain immediately. Si it succeeds, he is weakened for one tour par Ndm of the magicien, suffering a -2 penalty to all rolls. This penalty is cumulative. A Jdp which succeeds by more than 10, ou is critically made negates any et all effects of that casting du sort. 

Le composant matériel is a black pearl, et the lens from the eye of a catoblepas, costing a total of 1000 gp. Note: in some places, the lens may be hard to get, as son seulement known use (besides as a lens) is for death-dealing les sorts et poisons. 

Sex Change [2] 

(Altération, Evocation)
Portée: 5 mètres par Ndm
Composants: V, S, M
Durée: 1 week par Ndm
TI: 6
ZE: One créature
Jdp: Annule
Auteur: John Daniel <c548285@umcvmb.missouri.edu> 

Ce sort causes the victim's sex to change. Thus, a male becomes female et vice versa. A Jdp contre spell negates the effects. After the change, the victime will be confused for 1d10 tours. 

Also, he (or she) will have a percent chance equal to his (her) Constitution of going insane because of the trauma. 

The DM must make sure the victime du sort acts in the manner appropriate to the sex. Si not, then the spell doesn't really seem powerful. Le composant matériel de ce sort is an ivory tablet with a yin-and-yang symbol carved upon it. 

Sillvatar's Surgical Strike

 (Invocation/Evocation)

Portée: 10 mètres + 10 mètres par Ndm
Composants: V, S, M
Durée: Instantanée
TI: 6
ZE: One créature
Jdp: 1/2
Auteur: Allan J. Mikkola (Sillvatar) <allanm@vulcan.med.ge.com> 

Ce sort provides the magicien with a method of attacking a specific target in the midst of a crowd; when this spell is cast, a flaming bolt shoots from the palm of the magicien towards the intended victim. 

Only one target may be chosen for this spell, et the bolt strikes this individual unerringly. The bolt will dodge obstructions et other créatures in son flight to the target; it will even round corners, si need be. As long as the spell's range is not exceeded, et there is some path to the target, it will be struck; even si the victime ducks behind an obstacle while the spell is being cast, the bolt will still strike home. The seulement stipulation is la cible must be in sight when the spell incantations begin; the magicien may choose any target within sight (and range) mais may not target such things as "the strongest member of the group" ou "the orc leader" (see the description of magic missile for more details). 

When the bolt impacts the target, it explodes in a burst of flames that engulf the victim; the flames conform to the shape of the target, so no other créatures sont affected by the spell unless they sont touching the victim. The effects of the explosion sont identical to a fireball doing 10d6 points of dommages. A succès Jdp contre spell reduces the dommages by one half. Si this Jdp fails, la cible must save contre magical fire at -3 for all possessions; those that fail sont destroyed. 

Since son inception, this spell has become a favourite of assassins; because of this, Sillvatar has striven to remove it from circulation. 

Due to his efforts, this spell is not as common as it once was, although tens et perhaps even hundreds of copies still exist. 

Le composant matériel for this spell is a handful of scales et the heart of a red dragon; these components sont consumed when the spell is cast. 

Skywrite

 (Altération)
Portée: Spécial
Composants: V, S
Durée: 1 hour par Ndm
TI: 4
ZE: One cubic mile par Ndm
Jdp: Aucun
Auteur: Unknown 

Ce sort permet the caster to write messages in the sky, with mais the wave of a finger. The messages sont written in glowing smoke, et sont visible at night ou by jour (caster's choice of colour). Le lanceur may write up to one word par Ndm, with a duration of one hour par Ndm (halved in strong winds). All writing must be contained within a sphere of volume 1 cubic mile par Ndm, centred on the caster, et at normal size, the writing is visible (and readable) at autour de 50 miles. Si desired, the caster peut reduce the number of words written, et increase the viewing distance proportionally (to a maximum factor equal to the radius of l’ aire d’effet). 

Spell-link

 (Altération)
Portée: 0
Composants: V, S, M
Durée: 3d4 hours + 1 hour par Ndm
TI: 5 rounds
ZE: Le lanceur
Jdp: Aucun
Auteur: Unknown 

By use de ce sort, the magicien magically links 4 les sorts that sont currently in his memory. The link is such that, upon uttering a trigger phrase, the linked les sorts sont invoked almost simultaneously. 

That is, they sont machine-gunned. In actual time: there is a one fifth round gap between the spells. 

The les sorts that peut be linked are, at most, one 1st-niveau, one 2nd-niveau, one 3rd-niveau et one 4th-niveau spell. Le magicien must specify the order of the link (1-3-4-2, 2-1-3, etc.). Spells that sont linked may not be cast. Any attempt to normally cast a linked spell has an 85% chance to fizzle, minus 10% per point of Intelligence above 15. Furthermore, the other les sorts linked to the cast spell sont automatically lost. 

The trigger phrase takes one round to use. At the end of the duration, which is secretly rolled by the DM, this spell et the linked les sorts sont automatically lost. 

Spell components sont a braided platinum et copper chain, worth 500 gp, which is consumed by the spell, et - obviously - whatever is needed for the linked spells. 

Spellcrystal VI

 (Conjuration, Invocation)
Portée: 0
Composants: V, S
Durée: 6 months + 2 months par Ndm
TI: 6 rounds
ZE: One crystal, worth at least 600 gp
Jdp: Spécial
Auteur: Kris <simonis@stpc.wi.leidenuniv.nl> 

Except as noted above, this spell is the same as the 1st-niveau magicien spell spellcrystal I (q.v.). 

Spirit Legionnaire

 (Enchantement, Nécromancie)
Portée: 10 yards
Composants: V, S, M
Durée: Permanentee
TI: 1 hour
ZE: One mindless undead
Jdp: Aucun
Auteur: The Warlord of Heaven <fsmtw1@alaska.bitnet> 

Ce sort crée a completely obedient undead with the following statistics: AC 4 (better than usual), HP: as caster -5, attacks: 2 for weapon dommages, Intelligence: 5, Strength: 16, MV: 6, Morale: 20. Ce sort permanently drains the caster of one hit point. Les composants matériels for this spell sont a magical blade et a bit of the caster's blood (both consumed in the casting). 

Staff of Light

 (Altération, Evocation)
Reversible
Portée: 0
Composants: V, S, M
Durée: 1 round par Ndm
TI: 6
ZE: Spécial
Jdp: Spécial
Auteur: Jay <krzyston@garfield.cs.wisc.edu> 

By means de ce sort, the magicien crée a powerful magical weapon which seulement he peut wield. Wizards of good alignment peut create a staff of light; those of evil alignment peut use the reverse de ce sort to create a staff of darkness; those of neutral alignment (with respect to good et evil) peut create either form du sort, mais with reduced effectiveness. The verbal component de ce sort consists of mais a single word, which crée in the magicien's hand a sphere of light (or darkness), a few inches in diameter; the remainder of the Temps d’incantation is then spent carefully pulling et shaping this sphere into a full-sized staff. Spell duration is considered to begin on the following round, so that the magicien peut make at least as many attacks as he has niveaus. 

The glowing staff of light will brightly illuminate a 30-foot radius, et when cast by a good aligned magicien this illumination will be painful to supernatural evil créatures such as undead, demons, devils, etc. (these take 2 HP of dommages per round, saving contre spell each round for half dommages). A darkness cast in the area of the staff of light will eliminate this painful effect for the duration of the darkness, mais does not actually make the area dark, rather the illumination is reduced to the niveau of dim torchlight. 

Whether cast by a good ou neutral magicien, the staff of light strikes as a weapon, +2 (for purposes of what peut be hit by it; there is no actual to-hit bonus) et does a base dommages of 1d6 points. This dommages peut be increased by 1d6 for each round of spell duration that remains; every such increase shortens the duration du sort by one round. 

Intent to increase dommages must be stated before the to-Hit Die is rolled, mais spell duration is not affected si the attack is a miss. Si the staff of light is used to strike a créature with a strong negative material existence (wights, spectres, xeg-yi, etc.) there is a 50% chance that the remaining spell duration will be expended as dommages whether ou not the magicien wishes it. 

The staff of darkness sheds deep shadows in a 30-foot radius, through which seulement the magicien peut see clearly; shades (the monster) et other magiciens using staff of darkness sont at -1 to-hit when within these shadows, et all others (even those with infravision) sont at -3 to-hit et +3 to their Armour Class when in these shadows (note that deux magiciens within 30 feet of each other et each holding as staff of darkness will both be at -1 to-hit, mais the effects of multiple staves sont not otherwise cumulative). 

In addition, when cast by an evil aligned magicien, this sphere of shadow will affect supernatural créatures of good alignment (shedu, lammasu, devas, etc.) as si they were affected by a stinking cloud (Jdp contre death magic reduces the effect to mild nausea, -1 to-hit et to dommages; this penalty is cumulative with the -3 to-hit penalty for poor visibility). A light cast in the area of the staff of darkness will remove this nauseating effect et reduce the to-hit penalty to -1 et the Armour Class penalty to +1, mais will not significantly brighten the area. 

The staff of darkness strikes as a +2 weapon (for purposes of what peut be hit), doing 1d6 points of dommages. For each round of spell duration that remains, the magicien peut choose to inflict numbing cold on his victim; this cold has a 5% chance per round of spell duration expended, cumulative, of causing loss of use of a limb for 1d6 rounds, et otherwise causes the victime to lose one point each of Strength et Dexterity per round of duration expended, also for 1d6 rounds; thereafter the lost Strength et Dexterity return at the rate of one point each per round, ou the limb becomes usable immediately. 

Cold-resistant et cold-using créatures get a Jdp against this effect, et son duration is halved for them in any case. 

If the areas of radiance et shadow of a staff of light et a staff of darkness intersect, the effects of both sont negated in the overlapping region. Si the staves sont within 30 feet of one another, both cease to shed their light ou darkness, mais their powers sont otherwise unaffected. Neither staff has any physical substance, et thus cannot be parried except by another staff of the opposite type ou by a rod of force; wall of force, forcecage, ou similar force barrier will stop a staff. Si deux staves of opposite type touch one another for any reason, both sont destroyed in an explosion of 40-foot radius causing 1d6 points dommages for each round of duration remaining in the deux spells, cumulative. Le magiciens holding the staves automatically take full dommages, all others within 40 feet save contre spell to take half dommages. 

Le composant matériel de ce sort is a pearl (a black pearl for the dark version) of no less than 500 gp value, which is held in one hand when the command word is uttered. The pearl is transformed into a small sphere of light ou darkness; the somatic component is the stretching et moulding of this sphere into a staff. There is rumoured to be a variant de ce sort that permet the sphere formed from the pearl to be hurled as a missile, mais the specific details have been lost. 

Store Passwall 

(Altération)
Portée: 0
Composants: V, S, M
Durée: Spéciale
TI: 1 hour
ZE: One opal
Jdp: Aucun
Auteur: Joseph DuBois (Scooby) <jdubo.wbst102a@xerox.com> 

Ce sort is similar to enchant an item ou contingency, in that it prepares a black opal of no less value than 2000 gp for the storage of a passwall. Ce sort will stay on the opal until the passwall is cast on it. Then, it will store the passwall for 1 jour par Ndm of caster. Ce sort must first be cast on the opal et then the passwall peut be cast on it. The clock then starts clicking on how long the spell lasts. This is because the passwall starts eating the opal. 

After the elapsed time, the opal is totally consumed by the passwall, et both sont wasted. If, before the time of expiration, the opal is touched to a surface et a command word is spoken (determined at time of casting store passwall), it activates the passwall in the direction that the opal is touching the surface. A caster may seulement have one store passwall for every six niveaus of the caster (a 12th-niveau caster peut have deux such stones prepared at one time). Also, since the time activation is not started until the Passwall is actuall cast on the opal, a magicien could have deux stones prepared with lui et seulement when he thinks he might need one in the near future cast passwall on it. 

Then, within the duration, the caster peut use it. He peut also give it to another person, mais must tell them the command word. 

Super Mirror Image

 (Abjuration, Evocation)
Portée: 0
Composants: V, S
Durée: 3 rounds par Ndm
TI: 6
ZE: 6-foot radius
Jdp: Aucun
Auteur: Brock Neverman <gitzlaff@uxa.cso.uiuc.edu> 

Ce sort is similar to mirror image, except in the following ways: 

the images peut each take the Ndm in dommages before disappearing et the number of images is equal to the niveau of the magicien. When an image is destroyed it will apparently dimension door out of the area. Le magicien may elect to control the actions of the images (the images peut do no physical harm mais sont indistinguishable from the magicien). 

Suppress Somatic Composants

 (Altération, Enchantement, Metamagic)
Portée: 0
Composants: V, S, M
Durée: 3 tours + 1 tour par Ndm
TI: 1 hour
ZE: Créature touchée
Jdp: Annule
Auteur: Kai Rottenbacher <c/o uwagner@orville.zdv.uni-mainz.de> 

Ce sort suppresses the need for somatic components in other les sorts cast in the duration given above. Le lanceur may choose whether to suppress the somatic components ou not. A spell with suppressed somatic components takes one additional unit of time to cast: one extra initiative modifier, round, turn, hour, jour, etc. (depending on the spell's original Temps d’incantation) Le composant matériel for this spell sont chain cuffs which have been used to chain a man over one year.

Teleport Trap

 (Altération)
Portée: 10 mètres par Ndm
Composants: V, S, M
Durée: 1 tour par Ndm
TI: 1 turn
ZE: 10-yard par Ndm radius sphere
Jdp: Annule
Auteur: Unknown 

All people ou things teleporting into l’ aire d’effet are, upon materialising, affected as si a paralysis spell had been cast upon them (as in the Player's Handbook). Thus, a magicien wishing to sneak into a place decides to teleport there. Cependant , he doesn't realise that a teleport trap has been cast autour de the spot where he wishes to appear. Upon arriving, he must save contre spell ou be paralysed. 

Those leaving une aire under this spell will also be paralysed, wherever they appear. 

Material components sont a gem of not less than 5000 gp worth, smeared with the ichor of some paralysing agent (ghoul's skin, for example). 

Teleport via Fire

 (Altération)
Portée: Spécial
Composants: V, S, M
Durée: 1 hour par Ndm
TI: Spécial
ZE: One créature per 4 niveaus
Jdp: Aucun
Auteur: Unknown 

Ce sort permet the magicien to teleport himself ou others from one area of flames to another (both fires must be at least as large as a small campfire). Le magicien has deux options: si the terminal fire is in sight, this is a teleport without error as per the spell of the same name; si la cible fire is not in sight, then the teleport is subject to the success modifiers of a normal teleport. Obviously, the location of the terminal fire must be known (via scrying ou prior knowledge). Si this spell is used when there is no known target fire (i.e. there is no fire in sight et none sont known to the magicien) the recipients sont trapped on the élémentaire plane of fire (note that this provides a way of entering this plane on a planned basis, mais the magicien will not know the location of the teleport beforehand, unless there is prior knowledge of the location on the plane of fire). 

Ce sort will provide the recipients with a form of fire-resistance: 

this resistance lasts for one round per 2 niveaus of the magicien; it provides total protection for this time (but seulement for the deux fires in question - the recipients sont affected normally by other fires during this time). 

It takes 2 tours to prepare this spell, mais once prepared, it will remain in effect for one hour par Ndm of the magicien, ou until it is used. La créatures to be affected sont named at the time of preparation. The spell has an actual Temps d’incantation (i.e. to trigger the teleport) of 1. 

Ce sort provides a method of escaping the effects of a fireball ou similar spell: si the magicien makes the proper Jdp, et is not in the midst of some other activity (i.e. casting another spell ou fighting), the teleport peut be triggered instantly; the teleported créatures sont unaffected by the fireball regardless of whether they make their Jdps ou not. Of course, the normal stipulations sont still in effect, so the magicien must still have a target fire, ou be trapped on the plane of fire. 

Les composants matériels for this spell sont a candle et the replica of a small, wooden door; both sont consumed with the casting. 

Teleportal

 (Altération)
Portée: 30 feet
Composants: V, S, M
Durée: Up to one round
TI: 1
ZE: Spécial
Jdp: Aucun
Auteur: Jim Vassilakos <jimv@ucrmath.ucr.edu> 

Ce sort conjures a dimensional door, either on a solid surface ou anchored by some sort of substance. Two hundred et fifty pounds par Ndm of the magicien peut enter through the door to another place, mais the magicien must be the last person to pass through. The door will automatically extinguish itself in one minute si the magicien is not yet through. The door peut lead to any location the magicien desires which is within fifty feet par Ndm of magicien. The location may be either visualized from memory ou may be given as directions si the magicien has no visual memory of the location. Si the door leads into a solid object, material créatures et objets will not be able to pass through the door. 

After the magicien has passed through, the doors will disappear. Si the magicien does not pass through the door within one minute, the doors will disappear as well. In this case, all objets that have passed through will be lost to the ethereal plane, while créatures that have passed through will return to the location of the first door they have passes through. 

Note that this spell does not enable individuals to teleport to ou from magically sealed locations. Les composants matériels for this spell sont a gem, worth at least 5000 gp et the tail of a rattlesnake. 

Tharos' Starburst Attack

 (Conjuration/Invocation)
Portée: 60 feet
Composants: V, S, M
Durée: Instantanée
TI: 7
ZE: 2-foot par Ndm radius
Jdp: 1/2
Auteur: Tharos 

By use de ce sort the magicien causes a concentrated point of positive energy, from the material plane of energy, to build up to critical mass which takes one round. Once critical mass is reached the energy build up will cause an explosion doing 1d8 points of dommages par Ndm of the caster to all within l’ aire d’effet. All characters get a Jdp for half dommages. The component for this spell is a perfect crystal of at least 2000 gp value, which is consumed in the explosion. 

Thorndeath

 (Altération, Nécromancie)
Portée: 10 feet par Ndm
Composants: V, S, M
Durée: 1 round per 3 niveaus
TI: 6
ZE: One créature
Jdp: Annule
Auteur: The Warlord of Heaven <fsmtw1@alaska.bitnet> 

Failing a Jdp (at -2) results in the bones of the victime growing massive bone spurs that tear out through the flesh for 1d6 par Ndm dommages, attempting to move (for spell duration) inflicts an extra point of dommages per caster niveau per motion attempt. This is a spell I had cast on me once: it really sucks. Elminster's evasion saved me; I hope you never get hit with it. Le composant matériel de ce sort is a bone rose sculpture. 

Tyvek's Fabric Phantom

 (Nécromancie)
Portée: 10 yards
Composants: V, S, M
Durée: 1 tour per caster
TI: 7
ZE: One phantom
Jdp: Aucun
Auteur: The Warlord of Heaven <fsmtw1@alaska.bitnet> 

Ce sort requires the death shroud ou clothing of a historically important person of any type (wise man, king, loved nun) et a handful of grave dirt. It conjures into being a mindless undead with hit points equal to three quarters of those of the caster's. Its touch drains one niveau et it radiates a fear aura which must be saved against at -2, ou the victims sont affected by fear as si the caster had cast it upon them. The phantom is AC 0. 

Tyvek's Forcebrace 

(Conjuration)
Portée: 10 yards
Composants: V, S, M
Durée: 1 jour par Ndm
TI: 2
ZE: One up to 3 feet par Ndm radius brace
Jdp: Aucun
Auteur: The Warlord of Heaven <fsmtw1@alaska.bitnet> 

Ce sort requires a twig from a recently lightning struck oak et a white silk ribbon. Casting this spell amène into being a glowing 3 inch diameter pole shaped brace in the location the caster desires. No amount of force peut destroy the brace, though dispel magic will work. 

Note that the brace extends some of son invulnerability to the object it holds up, so using it to hold closed a stone door makes the door fairly resistant to dommages (granting a +4 to all Jdps). 

Tyvek's Temporary External Strength

 (Enchantement)
Portée: 0
Composants: V, S, M
Durée: 1 round par Ndm
TI: 6
ZE: One person touched per 3 niveaus
Jdp: Aucun
Auteur: The Warlord of Heaven <fsmtw1@alaska.bitnet> 

Ce sort requires the sweat of a giant et a highly poisonous mushroom. The sweat is to be rubbed on the mushroom et ingested. The eater must make a Constitution check ou take 3d12 dommages in addition to the spell effects (you always get some good out of casting this spell). The eater gains the Strength of the type of giant that the sweat was taken from. 

Undead Spell Carrier

 (Enchantement, Nécromancie)
Portée: 0
Composants: V
Durée: Spéciale
TI: 6
ZE: Spécial
Jdp: Aucun
Auteur: The Warlord of Heaven <fsmtw1@alaska.bitnet> 

Ce sort permet the caster to place une aire effect spell on an undead that will be release upon the destruction of the undead. Only 6th-niveau ou lower les sorts peut be put upon an undead. No Jdp is granted for the undead, mais when the spell ultimately goes off, the usual Jdps for the carried spell apply. 

Vandergast's Armoured Forcetrap

 (Invocation/Evocation)
Portée: 10 mètres par Ndm
Composants: V, S
Durée: Spéciale
TI: 6
ZE: One créature
Jdp: Annule
Auteur: Vandergast 

Ce sort is identical to Vandergast's forcetrap in appearance et effect, with the following exceptions: a bend bars attempt is useless against this spell; instead, enough dommages must be inflicted on the bands to destroy them. This dommages may be caused by weapons (piercing et slashing weapons seulement do half dommages, blunt weapons inflict full dommages) ou spells. Also, seulement one target may be trapped by this spell. 

Finally, a limited wish will not affect this spell, although a wish will destroy it, et a dispel magic has the normal chance of success against the bands. 

The bands have AC 0 et 5 HP for every niveau of the magicien. When the bands' hit point total has been exceeded, the bands sont destroyed, et the spell ends. Each attack that inflicts dommages on the bands will also inflict half that dommages total (rounded down) on the trapped victime unless a succès Jdp contre paralysation is made (in which case, no dommages is suffered). For example, si the bands sont struck for 11 points of dommages, they suffer the full 11 points, while the trapped victime suffers 5 points of dommages, unless his Jdp was succès. 

Whisper's Anonymity

 (Divination)
Portée: 0
Composants: V, S
Durée: Spéciale
TI: 1 hour
ZE: Le lanceur
Jdp: Aucun
Auteur: Robert Johan Enters <whisper@wpi.edu> 

Ce sort hides the caster's persona from the world. The use de ce sort will make it so that as far as magical et mental forces sont concerned, your psyche, your persona, does not exist. Divination les sorts such as detect good, ESP, etc., will come up blank, since as far as the les sorts sont concerned the caster is simply not there. As a by-effect, this also renders all thought-related psionics useless. 

This is a two-way street, however. Si the caster has psionic abilities, he will be unable to use his powers while under the influence du sort, mais enemy psionicists will also be unable to find lui ou attack his mind in any way. Only such physical psionic effects such as molecular agitation still work, no attack modes do. 

This is highly useful combined with such les sorts as invisibility. The spell forms a sort of shield wall autour de the caster mais this gets weakened with every attempt to breach it. Thus the spell will seulement remain active for twice the caster's niveau psionic attacks ou divination les sorts directed at the caster, after which the wall will crumble completely. 

Whisper's Dommages Transference

 (Nécromancie)
Portée: 60 yards
Composants: V, S
Durée: Permanentee
TI: 1
ZE: One créature
Jdp: Annule
Auteur: Robert Johan Enters <whisper@wpi.edu> 

This powerful necromantic spell is designed for that magicien who has sustained a lot of dommages, et would like to give it to someone else. 

Le magicien utters the arcane words du sort, et points at some créature. That créature will sustain all dommages the magicien has sustained so far, et leaves the magicien without wounds. That is, si la créature fails son Jdp. Through this spell all the magicien's wounds disappear, no matter what their origin ou magnitude, seulement such wounds as severed limbs et the like cannot be healed. Si the amount of dommages is more than la créature peut sustain, la créature dies instantly from the dommages et the shock, even a créature who would not die from the wounds, mais sustains more than half son hit points in dommages, must roll a system shock, ou die from the trauma anyway. 

Whisper's Flakes of Death

 (Evocation)
Portée: 120 mètres + 20 mètres par Ndm
Composants: V, S
Durée: 1 round per 3 niveaus
TI: 6
ZE: One 10-foot square par Ndm
Jdp: Spécial
Auteur: Robert Johan Enters <whisper@wpi.edu> 

When this spell is cast, it will begin to snow in l’ aire d’effet. 

Cependant , these flakes sont no ordinary flakes. They sont acidic in nature, et dommages créatures for 5d4 points of dommages per round. Si a succès Jdp is made, la créature will seulement suffer half dommages, mais this Jdp must be made anew every round. The acid is extremely corrosive, et all exposed items must save contre acid ou be destroyed utterly, again every round. this spell is extremely powerful et will cause much loss in both hit points et items that the victims may be carrying. 

Whisper's Instant Electric Shield

 (Evocation)
Portée: 0
Composants: V, S, M
Durée: Spéciale
TI: 1 turn
ZE: Le lanceur
Jdp: Aucun
Auteur: Robert Johan Enters <whisper@wpi.edu> 

This protective spell peut be cast in advance preparation. The shield itself will not spring into existence until a last command word is spoken. The speaking of this last word peut be delayed as much as 1 jour per caster niveau, et the effect then is Instantanée. A crackling et shimmering field of électricicé will spring into existence autour de the caster, in a globe of 1 foot diameter per caster niveau. This shield is not solid, et missile objets have a 50% - twice the caster's niveau chance of penetrating the shield. All magical effects dissipate against the shield, though the after-effects could penetrate it. That is, a fireball exploding right outside the shield, will still send flames roiling into the sphere, mais attempting to let the fireball explode inside the sphere will result into the dissipation of the magical energies of the fireball, rendering it harmless. Beings attempting to cross the boundary souffrira dommages as si the caster cast a lightning bolt upon them, 1d6 par Ndm. La durée of the shield itself will be one round per caster niveau. Only one of these les sorts peut be held in reserve. Le composant matériel is a small copper rod. 

Whisper's Instant Shielding

 (Abjuration)
Portée: 0
Composants: V, S, M
Durée: Spéciale
TI: 6
ZE: Le lanceur
Jdp: Aucun
Auteur: Robert Johan Enters <whisper@wpi.edu> 

Ce sort will create a Spécial shield that will jump into existence whenever the caster is being attacked by some form of magic, ranging from les sorts to breath weapons. The spell will last for up to 1d4 of such attacks plus one par Ndm of the caster, shielding the caster completely, like a stoneskin. The one drawback is that the shield will establish itself seulement once per round, et thus will protect the caster for one attack per round only. Si multiple magical attacks sont made against the caster, all mais one will get past the shield. Cependant , the caster peut mentally decide against whose attack to use the shield, et thus not waste a "charge" on an opponent he does not deem such protection necessary against. Le composant matériel is a small mithril shield (about the size of a coin) of 200 gp value. 

Whisper's Major Lightning Strike

 (Evocation)
Portée: 60 mètres + 2 mètres par Ndm
Composants: V, S
Durée: Instantanée
TI: 1
ZE: Spécial
Jdp: 1/2
Auteur: Robert Johan Enters <whisper@wpi.edu> 

This powerful spell is similar in desired effect as the chain lightning spell. It is designed such that it peut strike multiple targets. For this spell however, the targets sont designated by the caster. Le lanceur peut designate one victime par Ndm. The bolts will strike for 1d6 dommages per deux caster niveaus, one bolt per target, as desired by the caster. The bolts sont not powerful enough to continue after hitting their targets, since upon hitting, all their energy is spent. Si the caster so desires, multiple bolts could be targeted on a single créature. Essentially, the spell provides the caster with as many bolts as he has niveaus, at 1d6 HP per deux niveaus of experience, leaving the targeting of those bolts up to the wishes of the caster. 

Whisper's Reduce Magic Resistance

 (Altération)
Portée: 60 feet + 20 feet par Ndm
Composants: V
Durée: 1 round par Ndm
TI: 6
ZE: One créature
Jdp: Aucun
Auteur: Robert Johan Enters <whisper@wpi.edu> 

Ce sort is designed to get rid of that pesky thing called magic resistance. The spell will reduce the target's magic resistance by half. The spell will seulement have to overcome half of the target's original magic resistance in order to function. Multiple les sorts peut be cast on the same target for cumulative effect. I.e. after three succès such spells, la cible will have seulement 1/8 of their magic resistance left. 

Whisper's Rune of Healing

 (Nécromancie)
Portée: 0
Composants: V, S
Durée: 1 jour par Ndm
TI: 4 tours
ZE: One créature
Jdp: Aucun
Auteur: Robert Johan Enters <whisper@wpi.edu> 

Ce sort crée a argent brightly glowing rune somewhere on la créatures body. This rune is a small conduit to the positive material plane. While in effect, la créature regenerates 2 HP per round, even si la créature had been slain (i.e., it peut bring la créature back to life). The possibilities of removal sont the same as for Whisper's rune of protection contre weapons. 

Whisper's Vampiric Drain

 (Nécromancie)
Portée: 20 mètres + 1 yard par Ndm
Composants: V, S
Durée: Instantanée
TI: 3
ZE: One créature
Jdp: 1/2
Auteur: Robert Johan Enters <whisper@wpi.edu> 

Ce sort is similar in effect to vampiric touch, except that la cible does not need be touched. As long as there is an unobstructed path between la cible et the caster, the caster peut use this spell to drain the life energy from another créature. Le lanceur peut drain up to 1d6 HP per deux caster niveaus from la créature, as long as la cible créature has the hit points to "give". Si la cible makes son Jdp, then seulement half of the previously determined hit point amount is actually drained. Also, there is no limit to the amount that peut be drained niveau-wise: a 20th-niveau magicien could possibly drain 10d6 HP. 

A magicien draining more hit points than he originally has, gains the drained hit points anyway, mais these excess hit points slowly ebb away at a rate of 1 HP per round. Dommages taken after a drain with excess points, is first taken from those excess points. 

Wimp 

(Enchantement/Charme)
Portée: 30 feet
Composants: V, S
Durée: 1 round par Ndm
TI: 1
ZE: One humanoid
Jdp: Annule
Auteur: Jim Vassilakos <jimv@ucrmath.ucr.edu> 

Ce sort reduces a humanoid's niveau of fighting ability to half normal, rounded up. This affects THAC0, number of attacks per round, extra dommages for rangers, backstabbing, martial arts, etc. 

Winthrop's Undead Invocation V

 (Conjuration/Invocation, Nécromancie)
Portée: 30 yards
Composants: V, S, M
Durée: 5 rounds + 1 round par Ndm
TI: 5
ZE: Spécial
Jdp: Aucun
Auteur: Al Singleton (Isaac Winthrop) <eaay@catcc.bitnet> 

Ce sort is like monster summoning, except that the spell is forgotten when the caster learns a higher-powered version du sort. This causes the caster to lose the ability to cast this lower-niveau version et it even disappears from his spellbook (this spell is normally transcribed from a scroll). Any one of the following undead may be chosen to be summoned: 2d6 skeletons, 2d4 zombies, 2d4 ghouls, 1d6+1 shadows, 1d6+1 wights, 1d4+1 ghasts, 1d4 wraiths, 1d3 mummies, 1d2 spectres ou 1d2 apparitions. 

The undead appear at the end of the casting et fight to the best of their ability until slain, the duration expires, they sont released, ou they sont further than 30 mètres from the caster (the caster may not intentionellement move out of range, nor may the undead for they sont not free-willed while under the spell). At such time, they return to their point of origination. 

Le composant matériel is a lit candle inside a small bag. 

Wizard Watch

 (Altération, Divination)
Portée: 10 yards
Composants: V, S, M
Durée: Permanentee
TI: 1 hour
ZE: One room
Jdp: Aucun
Auteur: James Davenport <davenpor@cis.ohio-state.edu> 

Ce sort crée a Spécial version of the magicien's magicien mark to be placed in a room of the magicien's choice. This sigil will allow the magicien to view the room from any distance as si the magicien was scrying into the room with no chance of failure. The sigil itself does not do the seeing, mais it seulement defines the room that peut be viewed, thus the magicien peut view the room from any viewpoint inside the room, mais not from outside the room. The information received is limited to visual only. 

Since the sigil is easily noticed, it peut be hidden, ou have son design mixed in with the decor of the room et be hidden that way. 

If the sigil is created in an outside area, not bounded by walls, then the viewpoint peut be anywhere within a 10-yard radius from the location of the sigil. 

Toute créatures that sont in the room which is actively being watched will have a chance to detect the scrying of the owner as defined the Dungeon Master's Guide, page 141. Si they use dispel magic to counter the scrying, then the sigil will remain inoperative for a period of one jour (this does not mean that the magicien might not have more sigils in the room. As long as they remain inactivated, they will not be affected by the dispel magic). 

The spell is permanent until the sigil is tampered with, ou destroyed. 

Les composants matériels for this spell sont mercury et 1000 gp worth of carbuncle dust, mixed to form a glue base as well as a dragon scale with the sigil carved on it. The mix is poured onto the dragon scale "mould" et pressed against the area where the sigil is to be put. The spell is cast, et the new sigil remains in place. 

Zhaida's Improved Identifier

 (Divination)
Portée: 0
Composants: V, S, M
Durée: 1 round par Ndm
TI: 10 hours
ZE: One object
Jdp: Aucun
Auteur: Adne Brunborg <brunborg@solan.unit.no> 

Ce sort is a more powerful version of identify. Le magicien may read one "plus" cast on the item per round, as well as one Spécial effect per 2 rounds (a +5 épée requires 5 rounds to read; a flame tongue requires 9 rounds: 1 for the base plus, 2 for flaming et 3x2 = 6 for variable effects). Effects upon the magicien sont as for the Identify spell. It will not reveal the exact Intelligence et ego of a sentient weapon, mais may reveal some of son powers. 

Le composant matériel de ce sort is a gem of no less than 1000 gp value. Used in combination with legend lore, it may identify almost anything short of artifacts et relics. 

If this spell is to be used by an NPC, employed to identify an item, it will cost 15,000 gp. 

Zildjian's Energy Field

 (Evocation)
Portée: 10 mètres par Ndm
Composants: V, S, M
Durée: Permanentee
TI: 6
ZE: 10-foot square par Ndm
Jdp: Spécial
Auteur: Joe Colleran <jnc4p@uva.pcmail.virginia.edu> 

Zildjian's energy field is a spell similar to the various Wall les sorts et also to the various Otiluke's screens. The spell crée a shimmering energy field. The field peut be between 1 et 10 feet thick et encompasses up to 10 square feet par Ndm du sort caster. 

The spell caster specifies the dimensions et may adjust them to fit the required area, mais with a minimum of 1 foot on each side. At least one side of the field must contact a solid ou liquid surface, though not necessary the bottom side. All of the energy fields sont permanent, unless dispelled, disintegrated, anti-magiced, cancelled ou annihilated. The spell caster peut also bring them down at will, either permanently ou for a specified amount of time. A knock spell cast by a magic-user four ou more niveaus higher than the original caster will bring down the field for 1 round (cf. magicien lock). The four different types of fields et their effects sont noted below. 

Violet Field - This field causes a more powerful version of the sleep spell to affect anyone coming in contact with the field. All créatures with up to 10 HD sont immediately put to sleep for 1 tour par Ndm du sortcaster, no Jdp. All créatures with over 10 HD sont immune to this spell as sont undead et créatures that never sleep (DM's discretion). Le composant matériel for this field is a small amount of sand sprinkled as the spell is cast. 

Red Field - This field is a searing wall of flames, doing 1d4+2 points of dommages par Ndm du sort caster to any who come in contact with it. A succès Jdp contre spell reduces the dommages to half. Le composant matériel for this field is a small vial of flammable oil. Si oil of fiery burning is used as the composant matériel, the dommages becomes 1d6+2 HP par Ndm. 

Green Field - This field is a wall of poisonous energy. All who come in contact with this field must save contre poison ou be affected by the field. The precise effects depend on the type of poison used as the composant matériel. The spell requires 3 drops of any poison. All Jdp modifiers sont added on for particularity weak ou deadly poisons. 

Blue Field - This protective field acts as a wall of force in preventing anything from penetrating it et further does 1d4 points of electrical dommages par Ndm of the caster to anyone touching it. 

Characters in metal armour take one additional hit point per die of dommages. A succès Jdp reduces the dommages by half. 

Les composants matériels sont a small glass bead et a bit of fur. 

YARENIC'S FLAME PULSE

 (Evocation)

Portée: 0
Components: V, S
Durée: Instantanné
Temps d’incantation: 1 round
Aire d’effet: 20' radius around caster
Jdp: None

Simply a fireball centered on the caster that does not directly harm him, Yarenic's Flame Pulse can be dazzling, and certainly deadly.

YARENIC'S FLAME WARD

 (Evocation, Alteration)

Niveau: 6
Portée: 0
Components: V, S, M
Durée: 2 tours / niveau
Temps d’incantation: 6
Aire d’effet: One 10 ft square per niveau
Jdp: Spécial

This spell is used to guard rooms and the like. The wizard must also cast Conjure Elemental to summon a Fire elemental. The elemental serves without attempting to break free once the mage announces that he is going to cast this spell. The Fire elemental then sinks into the floor and heats it. Thereafter for the remaining duration of the spell all creatures in contact with the surface other than the caster take 1d6 points of damage on the first round of contact, 2d6 on the second and so on, up to 5d6 on the fifth. On every round a save vs. spell for 1/2 damage is allowed.

 The area dimly radiates magic during the spell, and a True Seeing spell reveals the fire elemental.

 The material components is a mixture of sulfur and mercury that is spread around the area to be heated. This spell can be rendered Permanent.

Sol's Sonic Wave

 (Alteration, Evocation) Components : V,S,M

Range : 20 yards

Temps d’incantation : 6

Duration : Instantanné

Jdp : Spécial

Area of Effect : Spécial

Upon casting this spell, the spellcaster emits a sonic-wave, shrill and high pitched in the extreme, which affects a cone shaped area originating at the caster, where it is a yard wide, proceeding to a distance of 40 yards, where it is 20 yards wide. This spell cannot be blocked by walls or other solid obstacles, although a Silence spell would protect an area from it. Anyone standing outside the cone can hear a low buzzing sound for a second's time. The high pitch agitates all particles in the area of effect, and the victims suffer sharp, penetrating pain, as the molecules in their bodies are shaken violently. Everyone may attempt a Jdp VS. paralyze to avoid the effect. Whoever fails, suffers 1d4+1 points of damage per two niveaus of the caster, and is stunned for 1 round per every 6 points of damage suffered, due to the racking pain. Crystalline creatures take double damage. Whoever makes the Jdp is is only stunned for 1d2 rounds, due to disorientation and shock. All crystalline and other fragile substances within the cone are affected as by a Crushing Blow, and must roll Jdps to avoid being shattered. Magical items are immune to this shattering effect. The material component for this spell is a silver tuning fork and a tooth from a bat or dolphin, which is consumed.

Sol's Sonic Beam

 (Alteration, Evocation) Components : V,S,M

Range : 10 yards + 5 yards/niveau

Temps d’incantation : 6

Duration : Instantanné

Jdp : Neg.

Area of Effect : One creature/object

This spell is very similar to the Sonic Wave spell, as it also creates a high-pitched sonic wave, but instead of releasing it in a cone shaped area, it focuses the wave into a sonic beam, which can be fired at one creature or object. As in Sonic Wave, anyone near the beam can hear a low buzzing sound. Creatures targeted by the beam may attempt a Jdp versus paralyzation. A successful throw negates the effect. If failed the save, the victim would suffer damage of 2d4+1 HP per 2 niveaus of caster, and be stunned for one round per 5 points of damage taken. In addition to the damage, crystalline creatures roll an additional Jdp versus death, or are destroyed. The victim's possessions are unaffected, as only the victim absorbs the beam. If the target is an object, it must make a Jdp versus Crushing Blow, with a -4 penalty (a roll of 20 still indicates success), otherwise it is shattered and destroyed. Magical Items are also subject to this effect, but these receive a bonus of +3 to the Jdp. The object's maximum mass is 10 pounds per caster's niveau. The material component for this spell is a silver tuning fork, which can be re-used, and a small piece of mica, which is consumed.

Mutation

 (Nécromancie) 

Components : V,S,M

Range : Toucher

Temps d’incantation : 6

Duration : Permanente

Jdp : Neg.

Area of Effect : One living creature

This spell greatly alters the body of any one LIVING creature it is cast on. (undead have no metabolism, and are thus unaffected) The mutation is random, so the caster cannot control the mutation's exact effect. A target is entitled to a Jdp vs. polymorph to avoid the effects. If failed however, the creature immediately begins to mutate. Roll 1d100 and consult the following table for the results : Die Roll: Effect: 01-10 Creature sprouts 1d3 functional limbs (random location) 11-20 Bones liquify - Creature tours into living flab. 21-29 Creature's body bloats and coats with infectious tumors, loose flabs of flesh, and disgusting, pulsating arteries, writhing under its skin in a hideous dance of living gore. 30-35 Creature grows 1d4 vestigial appendages. (random locations) 36-45 Creature sprouts 3d6 additional ears. (amplified hearing) 46-55 Creature sprouts 3d6 additional eyes. (360 deg. vision) 56-60 Creature sprouts 3d6 mouth-like orifices. 61-65 1d4 random limbs shrivel and become useless. 66-75 A random organ is enlarged/reduced by 1d100 + 100% . 76-80 Creature grows an additional head. There is 90% chance that it will become psychotically retarded and die in 3d8 tours, and a 10% chance that it will survive to live with the extra head (a very amusing situation indeed). 81-100 Creature mutates horribly and dies in terrible agony. (of course, a DM may be creative and alter the list) For each mutation, the target must roll a system-shock check to see of it survives at all. Each mutation causes 3d4 points of damage, -10% for future system-shock rolls, and charisma drops by 2d4+2 (minimum 1). Mutation has no effect of oozes, molds, jellies, or other liquid creatures. The mutation can be reversed with a Restoration spell or a Wish. The material component is living tissue (can be preserved). 

Holl's Shadowdog

 (Conjuration/Summoning, Illusion/Phantasm)
Duration - 2 hours per niveau (max 48 hours)
Temps d’incantation - 6
Range - 0
Components - VSM
Jdp - None 

Casting this spell summons materials from the demiplane of shadow to come together in the form of a dog of the same alignment as the caster, that will act as both a travelling companion and a fierce guard dog. The dog will have a low intelligence and an empathic link with his summoner. If for any reason the dog loses all his hit points, he will be abjured back to the demiplane of shadow. The Shadowdog is 80% undetectable unless in bright light, where it suffers a -1 to attack and armor class. Note that this spell may only be cast once a jour (DM determines the effects of multiple castings in one jour), and that with each casting, there is a 1% chance that the shadowdog will become living. A living shadowdog loses one full hit die, but they gain the ability to heal their wounds overnight by licking them. If the caster is 16th niveau or higher, this chance increases to 5%. The following table determines the combat abilities of the shadowdog: 

	Ndm
	HD
	Thac0
	Att
	AC
	Damage

	12-13
	3+3
	17
	1
	6
	1d8

	14-15
	4+4
	17
	1
	5
	1d8+1

	16-18
	5+5
	14
	2
	5
	1d6+1

	19+
	7+3
	11
	3
	4
	1d6+11d6+1/1d8+1


Note that Holl's Shadowdog and Mordenkainen's Faithful Hound will attack each other on "sight." 

Myrdak's Deafener

 (Evocation)

Submitted By: The Mage(mage@alaska.net)
Portée: 10 yards/niveau
Components: V,S,M
Durée: Instantanné
Temps d’incantation: 6
Aire d’effet: 10 feet by 10 feet/niveau
Jdp: Spécial

This is a much improved version of Myrdak's Stunner. When cast, the same plane of sound issues forth. However, when it hits, it not only stuns, but deafens- permanently. A Save Vs. Spells causes the deafness to last for only 1 jour. The material component is a conch shell decorated with 5000 gp in gems. It is consumed in the casting.

ALPHA'S FIREFOUNTAIN 

(ALTERATION)

Niveau: 6Composants: V,S,M

Portée: 10 yards/niveau Temps d’incantation: 6

Durée: Spécial Jdp: Spécial

Aire d’effet: Spécial

This spell is similar to the 4th niveau Alpha's Firefall spell, but is more powerful in two ways. First, the spray of liquid fire burns for a total of three rounds, inflicting 3d6 damage the first round, 2d6 the second, and 1d6 the third. There is no Jdp vs. the damage inflicted by the spray. Second, the caster is able to throw up one prominence of flame (for 4d10 fire damage the first round, and 2d10 the second, with a save vs. breath weapon to halve damage) for every six niveaus of the caster (rounding off all fractions). The material component is a lump of pitch, sulfur, saltpeter, and magnesium and an available fire source.

ALPHA'S RAINBOW WARRIOR (EVOCATION/SUMMONING)

Niveau: 6Composants: V,S,M

Portée: 5 yards/niveau Temps d’incantation: 1 round

Durée: 1 round/niveau Jdp: None

Aire d’effet: Spécial

This spell invokes energy and the spirit of a creature from the Quasi-Elemental Plane of Radiance. The Rainbow Warrior has as many hit points as the caster would at full health, and attacks as a fighter of half the caster's niveau. The Warrior has an Armor Class of 0, and can only be struck by magical weapons. It attacks with a spear of radiance, which causes damage the same way as the 2nd niveau Rainbow Beam spell if the target is struck. As with that spell, the caster has a 5% per niveau chance of selecting the color of the spear, otherwise it is random. The Rainbow Warrior may fly at a movement rate of 24, but it has no real substance and cannot touch nor carry any material object. Creatures dwelling on or drawing power from the Negative Material Plane or Plane of Shadow suffer 1d6 damage every round that they are within 20' of the Rainbow Warrior, as it sheds a bright globe of light strongly infused with energy from the Positive Material Plane. The Rainbow Warrior is unaffected by poison, paralysis, petrification, fire, electricity, gas, or acid. Unholy water causes it 2d4 damage, and cold attacks do full normal damage. Negative energy attacks gain a bonus of +1/die of damage, and any spells involving darkness cause the Rainbow Warrior 2d6 damage per niveau of the spell, though the darkness spell will then be dispelled. Any darkness spell coming into contact with the 20' globe of light surrounding the Rainbow Warrior must be checked as if Dispel Magic was being cast at the niveau of the summoner of the Warrior. Only one such dispelling attempt is possible for each darkness spell that could be affected, although the Warrior can automatically dispel any darkness spell by touching the area of effect, but it will suffer damage as if the spell had been cast specifically at him. Dark-dwelling creatures (e.g. drow, duergar) are affected by the Rainbow Warrior's globe of light as they would be by Continual Light. The material component of this spell is a clear diamond worth not less than 5000 g.p.

ALPHA'S STARLIGHT CITADEL 

(CONJURATION/SUMMONING)

Niveau: 6Composants: V,S,M

Portée: 30 yards Temps d’incantation: 1 turn

Durée: Spécial Jdp: None

Aire d’effet: Spécial

This spell can only be cast in an area under star- or moonlight. When cast, it brings into being a deep blue-black tower of magical metal, with many faint silvery gleams. This tower is in all respects similar to a Daern's Instant Fortress (q.v.) except that it grows slowly during the course of the casting, and so no creature able to move could possibly be harmed by its expan- sion. The door to the Citadel is Wizard Locked at the caster's niveau. One creature for each niveau of experience of the caster may be designated in the casting of the spell, and such creatures may freely open the door, though the caster may override this at any time by mental command. The magic of the walls of the citadel prevents the passage of any creature ethereal, astral, or out-of-phase creature. Teleportation into and out of the tower is still possible. This spell lasts until the first rays of direct sunlight strike the tower, but it cannot last longer than 2 hours + 1 hour per niveau of the caster in any event. The material component is a star sapphire and a small steel carving of a tower.

Mindwrite

PRIVATE
lvl: 
6th/wizard 

school: 
enchantment/charm, alteration 

Portée: 
60 yards 

components: 
VSM 

Durée: 
Spécial 

Temps d’incantation: 
1 round 

Aire d’effet: 
1 creature 

Jdp: 
Spécial 

This spell allows the caster to invade the targets mind, read it and, should he so desire, change it in various ways. The caster can alter the targets memories & knowledge, add to them or erase them altogether. The caster can fiddle with the targets mind for 1 round/niveau. Each "operation", alter, add, or erase, takes one round to complete. Searching the targets memories for something specific takes 1-2 rounds. Depending on the severity of the intrusion and alteration attempted by the caster, a Jdp may beallowed with possible penalties or bonuses. Such intrusions might be relatively minor, such as causing a man to forget all knowledge of another, or a wife to think her husband's favorite food is dog brains, making a guard think he was supposed to guard another part of the city (no save). A blacksmith could be made to forget how to shoe horses (save at -4), or forget his craft entirely (save at +2). A lord could be made to forget his own children and name someone else his heir (save at +4). The Jdp can be adjusted as the DM sees fit, depending on the severity of the "operation". Normally there would be no way for anyone to detect such an intrusion into their mind, aside from a slight headache which always acompanies the spells "operations" (though not a read/search), and likewise there would be no way to defend against it (aside from the Jdp). This is true for all races and classes except the psionicist. All psionicists, including anyone with a wild talent, will automatically detect any intrusion into their mind by this spell and may attempt to resist it by using defensive abilities such as tower of iron will. If the psionicist does not posess any appropriate defensive ability, they can still actively try to resist the spell. This grants them a +4 bonus to any Jdp roll required and grants a save vs. the caster of the spell searching their mind. 

There is no known limit to what the caster can do to the target's brain with this spell, and any changes made are effectively permanent. A wish spell is required to restore the targets memories. The material component for the spell is a piece of an intelligent creature that has some ability to affect minds. This can include mind flayers, intellect devourers, and even mages who can read or affect minds through spell use. 

Summon Specific Creature

 (conjuration/summoning )

portée: spéciale 

Composants: VSM 

Durée: Spécial 

TI: 1 turn 

ZE: 1 creature 

Jdp: spécial 

This spell is used to summon any one specific creature as long as that creature is anywhere on the caster's home plane, though it need not be in the same crystal sphere (if on the prime material plane). Once the creature has been summoned, it can be controlled for a maximum amount of 3 tours per niveau of caster. It does not get a Jdp to avoid this initial period of control but does get another Jdp for each additional period of control after that. If the control is broken, the spell must be recast. While under the spell's effects, the target creature must obey the caster in all ways, even to the point of suicide. The spell does not automatically send the creature back once, but it allows the caster to do so at any time during a period of jours equal to the caster's number of niveaus. 

The material component for this spell a part of the target, for example blood, hair or nail clippings. In addition, the caster must have seen the target at least once. The caster must also know the creature's name, if it has one. This need not be the targets true name, only a name which the target uses. 

NOSKA TRADES' IMMORTAL MOUNT

 (ALTERATION, NECROMANCY)

Niveau: 6 Temps d’incantation: 1 turn

Portée: Toucher Aire d’effet: 1 creature

Components: V,S,M Jdp: annule

Durée: Permanente

This spell enables the caster to convert his/her mount into a gruesome undead creature. The mount is allowed a save vs death magic. If this save fails the mount must make a system shock roll, if it fails this roll it dies before the spell is completed, thereby negating the effects of the spell.

The mount tours jet black with glowing red eyes and appears as if its skin was pulled tightly over its bones. The mounts skin becomes leathery decreasing its AC by 2. It acquires an additional hit die and retains its previous movement rate and form (i.e, flying mounts can still fly). The mounts maximum encumbrance increases by 200 pounds and it also never grows tired.

The caster needs a vial made from the bones of a creature the same as the mount. The vial must be filled with demon ichor.

Charme d’alignement de PILPIN'

(enchantement/CHARME)

Niveau: 6 Temps d’incantation: 6 segments

Portée: 120 yards Aire d’effet: One creature

Components: V,S,M Jdp: Spécial

Durée: Permanente

This spell causes a single person (as defined in CHARM PERSON) to act as if they were a different alignment than heir own. The specific alignment is the caster's choice, but must be chosen when the spell is memorized. An affected creature will wholeheartedly embrace the new alignment, seeing the error or foolishness of their past ways. Alignment detecting spells (such as DETECT EVIL/GOOD, TRUE SIGHT, etc.) will detect the creatures true alignment, but spells such as TRUE SEEING will also reveal that the creature is charmed.

The base Jdp is made at -3 if the change is only by one division (ie., lawful good to lawful neutral or neutral good). The save is at -2 if the attempted alignment change is by two divisions (ie., lawful good to lawful evil, chaotic good, or neutral). If the attempted change is by three positions (ie., lawful good to neutral evil or chaotic neutral ) the save is at -1. For diametrically opposed alignments the save is normal (ie., lawful good to chaotic evil). Furthermore, creatures and classes restricted to a specific alignment (ie., paladins, druids, demons, etc.) get a +3 bonus to their Jdp. Creatures or classes restricted to specific morals or ethics (ie., rangers, assassins, barbarians, etc.) get a +2 bonus to their save if the alignment change conflicts with the restriction.

PILPIN'S ALIGNMENT CHARM is not affected by DISPEL MAGIC, REMOVE CURSE or HEAL, but a RESTORATION or WISH spell will negate it. The material component of the spell is a small piece of wool soaked in the blood of a creature with the desired alignment.

PILPIN'S ETHEREALNESS

 (ALTERATION)

Niveau: 6 Temps d’incantation: 6 segments

Portée: Toucher Aire d’effet: Caster + 1 creature per

Components: V,S,M 2 niveaus of mage

Durée: Permanente Jdp: annule

This spell allows the caster plus one other creature for every two niveaus of the caster to enter the Border Ethereal, slowly disappearing from view, taking a round to fade away. Creatures in the Border Ethereal exist simultaneously in both the prime material and the Ethereal plane. >From the Border Ethereal the creature can enter the Deep Ethereal and travel to the inner planes (refer to Manual of the Planes). Alternate prime materials cannot be reach through the Ethereal plane because each alternate Prime Material has an alternate Ethereal (travelling to alternate Prime Material planes can only be done through the inner planes or from the Prime Material). To enter the bordered plane the creature simply wills it so, the creature materializes in the adjoining plane in 1 segment.

Creatures in the Border Ethereal are invisible to those on the bordering plane, although they can be detected from that plane by means of DETECT INVISIBILITY, TRUE SIGHT, and TRUE SEEING. Such a creature revealed would appear as a smoky, translucent shade. Creatures in the Border Ethereal cannot verbally communicate with the inhabitants of the plane they border, nor can they use equipment, items, or spells to attack creatures in the plane they border. Likewise, inhabitants of the other plane cannot attack beings that are in the Border Ethereal (with a few exceptions, like the gaze attacks of Basilisks and Catoblepas). PHASE DOOR and DISPEL MAGIC will bring creatures out of the Border Ethereal. Travellers in the Border Ethereal can move through the plane they are bordering without problem, moving vertically or horizontally without need for support. They travel at the speed they would on the bordered plane. Travellers in the Border Ethereal can move through solid matter in the plane bordered, except dense metals (ie., gold, lead, etc.), living beings (above single celled), and certain spells that detect and ban the ethereal. Examples of spells that affect ethereal creatures include GLYPH OF WARDING and MORDENKAINEN'S FAITHFUL HOUND, which both detect and attack ethereal creatures.

Travellers in the Border Ethereal can see into the adjoining plane, but all colours are reduced to shades of grey and sight is limited to 120 yards. Infravision and ultravision work from the Border Ethereal. Divination spells can be cast against targets in the adjoining plane, but no other types of magic can affect creatures in the bordered plane. Spells in the Border Ethereal work under the restrictions of the Ethereal plane (refer to MP.).

The material components are 200 gp worth of powdered silver and crushed phase spider hide, which disappear during casting.

PILPIN'S LIQUID FIRE 

(EVOCATION)

Niveau: 6 Temps d’incantation: 6 segments

Portée: 10 yards + 10 yards/niveau Aire d’effet: 15-foot radius

Components: V,S,M Jdps: 1/2

Durée: Spécial

This spell is similar to the spell FIREBALL, except that it douses all creatures in a 15-foot radius with an incendiary liquid. The area of effect will be engulfed in non-magical fire for 1d6 rounds. Any combustibles within the area of effect instantly ignite. A creature in the area of effect that fails it's Jdp takes 1d4 hit points of fire damage per niveau of the caster on the first round, and the same damage each round until it saves. The round the creature saves it takes half damage, and the next round it takes none. All the creature's non- combustible possessions must save versus normal fire or be destroyed (the combustible ones don't get a save). A creature that successfully saves on the first round takes half damage for that round, and all it's possessions (including combustibles) are unaffected.

For example, a creature failing it's first save against PILPIN'S LIQUID FIRE, cast by a 12th-niveau mage, takes 32 hps of damage (rolled on 12d4) on the first round. The creature fails it's save again on the second round and takes another 32 hps of damage. On the third round it saves and only takes 16 hps of damage and no damage on the fourth round.

The mage must have a clear line of sight to the target area. The material components are a pinch of sulphur and the distillate of softy boiled lamp oil (dangerous to get).

PILPIN'S MASSMORPH 

(ALTERATION)

Niveau: 6 Temps d’incantation: 6 segments

Portée: 10 yards/niveau Aire d’effet: one 50-foot cube/niveau

Components: V,S,M Jdp: None

Durée: Permanente

This spell is exactly the same as the 4th-niveau spell POLYMORPH OTHER, except that there is no Jdp, it only affects creature with less than 8+3 hit dice, and it affects many creatures simultaneously. Like DEATH SPELL the number of creatures that can be affected is a function of their hit dice.

 Creature's Number of

 Hit Dice Creatures Affected

 Under 2 12d10

 2 to 4 6d10

 4+1 to 6+3 3d4

 6+4 to 8+3 1d6

If creatures of differing hit dice are polymorphed, roll the dice (6d20) to determine now many creatures of under 2 hit dice are affected. If the number rolled is greater than the number of creatures under 2 hit dice, apply the remainder of the roll to the higher hit dice creatures by using the following conversion factors (see DEATH SPELL for example of this idea).

 Creature's Conversion

 Hit Dice Factor

 Under 2 1

 2 to 4 2

 4+1 to 6+3 10

 6+4 to 8+3 20

The material components are a 500 gp. diamond and a caterpillar's cocoon crushed together into a fine powder, which vanishes during casting.

PILPIN'S TRANSFORMATION

(ALTERATION, EVOCATION)

Niveau: 6 Temps d’incantation: 6 segments

Portée: 0 Aire d’effet: The caster

Components: V,S,M Jdp: None

Durée: 1 round/niveau

Pilpin, a formidable mage/warrior, had no need for TENSER'S TRANSFORMATION, so he altered it to suit his own malevolent ways. This spell causes the mage to undergo an unnoticeable transformation, becoming an assassin. The caster's hit points do not change, but his dexterity does increase to 16, or if already 16, it increases one higher to a maximum of 18. The mage's armour class is adjusted accordingly.

The mage gains all the abilities of an assassin (ie., pick pockets, open locks, backstabbing, assassination, etc.) of the same niveau as the mage except; poison making, disguise, and spying. All attacks are made using the combat values normally reserved for rogues, but the mage can only use his normal weapons of proficiency.

The material component is the heart of an assassin, which must be eaten during casting.
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Ndm : niveau du mage ou de maîtrise. 


Nds : niveau du sort. 


ZE : zone d’effet


TI : temps d’incantation. 


Jdp : jet de protection. 


Auteur : nom de l’auteur du sort ainsi que son Email si disponible et / ou le nom du mage l’ayant créé. 


Mj : maître de Jeu


Pj : personnage joueur


Ca : classe d’armure
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