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PROTEGEONS CONTRE TOUT MAL CETTE ENERGIE CONCENTREE
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Vous êtes en train de lire le dernier Tome de l'Ultimecon Arcanium, un ouvrage rare et protégé par des charmes puissants tant les sortilèges qu’il renferme sont puissants. Cet ouvrage est réservé aux archimages avertis.

Sachez enfin que l'Ultimecon Arcanium sera continuellement remis à jour.

Nota Bene : N'hésitez pas a m'envoyer les sorts que vous pourriez trouver ou créer même si le texte original est en anglais.

Gilles alias Sombre Lune.
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- Index -

Ndm : niveau du mage.

Nds : niveau du sort.

TI : Temps d'incantation.

Jdp : Jet de protection.

Auteur : nom de l’auteur du sort ainsi que son Email si disponible.

Mj : Maître de Jeu

Pj : Personnage joueur

Ca : Classe d’armure
Sorts Niveau IX

Armée Céleste

(Enchantement, Invocation)

Portée : 20 mètres
Eléments : V, S, M
Durée : Spéciale
Temps d'incantation : 10 mn
Zone d'effet : Spéciale
Jet de sauvegarde : Spécial

Auteur : Gilles De Monte alias Sombre Lune



Ce sort puissant invoque des créatures célestes au secours (et uniquement au secours du Mage). Composante : un morceau de cheveux ou autre d'une des créatures que le sortilège peut invoquer. Ce sort fait vieillir physiquement de 3 années le lanceur du sort. Le Mage fait un Jdp contre la mort magique, s'il rate, il doit immédiatement faire un jet de choc métabolique ou périr sur le champ. Dans ce cas, on considère que le mage mourra lorsque les créatures partiront (avec une chance d'être emporté par elles).

Créatures invoquées (1d20) : 
1-5
: 2 Kirins.

6-7
: Un titan.

8-10
: 2 Anges

11-13
: 1 archange.

14-17
: 3 paladins de Ndm 13.

18
:

19
:

20
:

Arrêt du vieillissement

(Altération, Abjuration)

Portée : Toucher
Eléments : V
Durée : 24 heures
Temps d'incantation : 10 mn
Zone d'effet : Le mage
Jet de sauvegarde : Aucun

Auteur : Gilles De Monte alias Sombre Lune



Ce sort puissant stoppe le vieillissement pendant un jour complet. Tous les effets magiques ou non qui contribuent au vieillissement prématuré du corps sont mis en échec par ce sort.

Aeternia d'Umulith

(Enchantement)

Portée : Spéciale
Eléments : V,S,M
Durée : Permanente
Temps d'incantation : 1 Tour
Zone d'effet : Spéciale
Jet de sauvegarde : 

Auteur : Gilles De Monte alias Sombre Lune



Ce sort fut créé par un mage complice des féeries et surnommé le Magicien d'Emeraude. Ce sort permet au mage de créer un lieu qui attire les féeries immanquablement pour peu que ce lieu relève d'un intérêt minimum. Le sort crée une zone qui irradie une magie de nature féerique. Un bosquet, un arbre, un petit bois voire les ruines d'une ancienne bâtisse suffisent. De plus, ce sort crée une porte invisible sauf aux féeries qui leur permettent à leur guise d'aller et venir de notre monde au leur chose qu'ils apprécient beaucoup surtout qu'il leur arrive (rarement) de perdre leur ancienne porte. Ce sort rend le mage particulièrement bien accueillies par les féeries qui s'y installeraient (Jdp vs sort à -6). La chance d'attirer un féerie est de 25% par mois. La composante de ce sort est de la chaire bénie provenant d'un être maléfique.

Dôme Ethéré

(Altération)

Portée : Spéciale.
Eléments : V, S, M.
Durée : 100 ans.
Temps d'incantation : 1 Jour.
Zone d'effet : 100m/niveau.
Jet de sauvegarde : -

Auteur : Gilles De Monte alias Sombre Lune


   Cet enchantement transfert une partie du monde primaire, soit un globe de 100m de rayon par niveau du mage sur le plan éthéré. Dans ce micro monde, la demi sphère supérieure reproduit les cycles naturels du plan depuis lequel la matière provient. Aucune créature du plan éthéré ne peut entrer dans cet havre de paix, et une fontaine y coule en permanence. Les éléments pour jeter ce sort, doivent être fournis par un élémentaire de chaque élément et d'un djinn. Le sort ne peut être réussit qu'à la seule condition que les créatures invoquées acceptent de cohabiter. Pour cela le mage aura à manoeuvrer avec finesse. De ce qui est emporté sur le plan éthéré, il ne reste plus rien; juste un cratère sur le plan primaire.

Enchantement majeur de Sombre Lune

(Enchantement, Invocation)

Portée : Toucher.
Eléments : V, S, M.
Durée : Spéciale.
Temps d'incantation : Spécial
Zone d'effet : 1 Objet.
Jet de sauvegarde : Annule.

Auteur : Gilles De Monte alias Sombre Lune



Ce sort, est une version puissante du sort Enchantement d'objet du niveau 6. Toute la procédure est rigoureusement identique, mis à part que chaque enchantement que l'on tente de fixer sur l'objet y est inscrit de manière permanente. L'objet n'aura aucune charge en lui, mais les sorts ne pourront être lancés qu'un nombre limité de fois. Le nombre d'enchantements que le mage peut lancer sur l'objet est limité à son niveau divisé par quatre. Pour chaque sort supplémentaire ajouté, cela fait une chance sur vingt de plus que le mage puisse perdre deux points de constitution en une seule fois (Choc en retour).

Zone Mortelle Démoniaque

(Nécromancie)

Portée : Soi
Eléments : V, S, M
Durée : 1 Rd / Ndm
Temps d'incantation : 1 Mn
Zone d'effet : 20 m de rayon
Jet de sauvegarde : Spécial

Auteur : Gilles De Monte alias Sombre Lune



Ce sort est la version ultime du sort Zone mortelle Majeure de niveau 7. Mais dans cette variante, le nécromant fait presque devenir tangible le plan négatif sur le plan du lanceur de sort. La zone tue instantanément toutes les créatures de moins de 5 Dv. Le bénéfice en force vitale est de 1 Pv pour 5 Pv absorbés. Qui plus est, si le nécromant le désire, cette zone peut servir de porte dimensionnelle dont il est le seul bénéficiaire possible plus une personne par Ndm.

Sort de Mort Sélective de Noska Trade

(Nécromancie)

Portée : 0

Composants : V,S,M

Durée : 1 round

TI : 6 heures 

Zone d'effet : 1 Km par Ndm 

Jdp : Aucun

Ce sort will slay a selected type of créatures in the designatedarea of effect avec the effectiveness of a double strength death spell (avec respect to numbers of créatures slain). par exemple,all the first born of a specific race pourrait être slain in the area of effect. During the 6 heure casting time, black storMclouds formover Le mages location et slowly pillar to the ground. Upon completion of the casting the cloud touches the ground andvanishes et the selected group of créatures slowly dies over the period one round. The first material component is a blade ofgrass from the grave of a créature of the type to be selected. The single blade of grass must be picked in the direct light of afull moon. The second material component is 5,000 gp worth of powdered diamond.

Cauchemar de Pilpin

(Enchantement / Charme / Nécromancie)

Portée : Plane of casting

Composants : V,S,M

Durée : Spéciale 

TI : Spécial 

Zone d'effet : Une créature 

Jdp : Spéciale

Ce sort allows the mage to enter a créature's dreaMet attempt to control it, but le sort can backfire et destroy the mage. Créatures that do not dreaMare not affected by Ce sort (ie.,undead, non- intelligent monsters, etc.). The créature must have been asleep pour at least one heure before le sort will work.The mage goes into a deep trance pour la durée of le sort et is totally oblivious to the surrounding environment. If the mage is disturbed, le sort ends. The mage projects from the trance into the créature's dream. The mage will appear in the dreaMas an observer, unable to influence the dreaMor say anything. There is a 5% chance that the dreaMprojected into is hostile to the mage (Voir plus loin. pour the effects of a dreaMhostile to the mage). Once in the dream, the mage attempts to take control of the dream. The target créature is allowed un Jdp at -4 to resist the mage's attempt. If this first save is successful, the mage does not take control of the dreaMet cannot try again, he can remain as an observer or leave. If the mage chooses to remain, there is a 5% chance pour round that the dreaMtours hostile to the mage. If the créature fails the save, the mage takes control of the dreaMet can make anything happen in that dream. If the mage causes the dreaMto become hostile to the créature (ie., touring it into a nightmare), the target créature must make un Jdp versus death magic or die in it's sleep. If the créature's save is successful, the mage loses control of the dream, but the target créature takes physical damage equal to 25% of it's maximum Pv. The target créature will not awaken due to the physical damage caused by the nightmare, but may be awaken by another who witnesses the damage suddenly appearing on the créature. Après the first attempt at touring the dreaMto a nightmare there is a 50% chance that the dreaMtours hostile to the mage. The mage can again attempt to take control of the dreaMor leave. If the mage regains control of the dream, he can again attempt to kill the target. If the target saves versus death magic again, the mage loses control of the dreaMet the target takes another 25% of it's maximum Pv in damage. The dreaMnow automatically tours hostile to the mage. The mage can continue to go through this, each time the créature can either fail it's save et die, or successfully save et take 25% of it's Pv in damage. If the target créature saves et takes damage four times, it dies from physical damage. If at any time the dreaMtours hostile to the mage, the mage can attempt to control the dreaMin the usual manner, or attempt to leave the dream. If the mage chooses to leave, a successful Jdp versus spells is required (leaving a non-hostile dreaMdoes not require a save), if the save fails, the mage is trapped. If the mage unsuccessfully attempts to control the dreaM(ie., the target saves against the attempt), the mage is trapped. A mage trapped in a hostile cannot make the dreaMhostile to the target again, et must make a successful Jdp versus death magic or die pour each round trapped. If the save is successful the mage loses 25% of his/her Pv due to physical damage (a wise mage will have somebody watching in case this starts to happen). If the mage is not woken by another, he/she must regain control of the dreaMbefore he/she can attempt escape. If unsuccessful in gaining control of the dream, the mage will die in four rounds from physical damage, if not sooner from a failed save versus death. Les composantes matérielles sont une possession personnelles de la cible et une mèche de cheveux de from a night hag.

Echangeur d'âmes de Pilpin 

(Nécromancie / Altération)

Portée : Touch 

Composants : V,S,M

Durée : Permanente jusqu'à caster reverses 

TI : 1 tour 

Zone d'effet : Two créatures 

Jdp : Spéciale

Ce sort causes the life forces of two créatures to exchange. Le mage must touch both créatures simultaneously, at the end of casting without having to make a roll to hit. Any two créatures avec a soul or spirit (eg., humans, elves, animals, birds, dragons, fish, etc.) can be affected. Exemples of créature's that do not have souls or spirits (as we understand them) are; undead, demons, devils, automatons such as golems, et extra-planar créatures in general. The Jdp against PILPIN'S SOUL EXCHANGE depends on whether both, one, or neither of le bénéficiaires are willing to undergo the exchange. Treat indifferent as unwilling. If both recipients are willing than no Jdp is required. If one recipient is willing but the other is not, then the unwilling target is allowed un Jdp avec a -2 penalty. If both are unwilling, then they are both allowed a normal save. A successful Jdp by one or both recipients Annule le sort. Ce sort is much more powerful when used in combination avec the 8th-Niveau spell TRAP THE SOUL. Unwilling créatures that are trapped within a geMprison have an additional -6 penalty on their Jdp. So if one recipient is willing et the other not, et the unwilling recipient is first imprisoned by TRAP THE SOUL, the unwilling créature saves avec a -8 penalty. If both recipients are unwilling et trapped in geMprisons, they both save avec a -6 penalty. Le sort does not release them from the geMprisons, seulement exchanges their souls. A créature's soul in a different body has that body's strength, dexterity, constitution, et comeliness, but the soul's intelligence, wisdom, charisma (modified by body's comeliness), memories, et intelligence based skills (ie., languages, non-weapon proficiencies, spell-casting ability providing the body has require attributes, etc.). If the body has extraordinary strength, it can seulement be used if a warrior's soul enters the body. The body will not radiate magic. The alignment will be that of the soul. TRUE SIGHT, or TRUE SEEING will reveal to a person that previously knew le bénéficiaire of the SOUL EXCHANGE that they are no longer the same person. Le sort can seulement be reversed by a carefully worded et executed WISH (créatures must be touching each other), another SOUL EXCHANGE, or the will of the original caster. If a créature dies while in another's body, it can seulement be brought back avec it's own body, so if both créatures died this pourrait être a reckless way to reverse le sort. Les composants matériels are a diamond worth 1,000 gp. et a bit of fresh brain tissue from a mind flayer (not necessarily freshly acquired, possibly magically preserved).

Rompeur d'Os

(Evocation)
Portée : Toucher

Composants : V, S, M

Durée : 1 round par 5 niveaux

TI : 9

Zone d'effet : Une créature

Jdp : Spécial

This is a more powerful version of the 5th Niveau spell Bone Splinter. It is identical to that spell except that is has a +3 "to hit" bonus et causes a serious compound fracture when a hit is scored in melee, avec the following results: to hit location modifier effects head -8 major skull fracture: sauver contre les sorts or die; else suffer 4d8 points de dommage (no save pour 1/2). arM* -4 major broken arm: arMis totally useless; it cannot be used to attack or defend avec. leg * -4 major broken leg: leg is totally useless; mouvement is 1/2 normal. ribs -4 broken rib: loss of 1d6 CON points et 2d8 points de dommage (no save). spine @ -8 severed vertebrae: sauver contre les sorts or die; else paralysed jusqu'à healed/cured. pelvis -4 major hip fracture: -6 to DEX when using legs; mouvement rate is at 1/4 normal; suffer 3d8 points de dommage (no save). * if attacking from the side, seulement the nearest appendage may be targeted. @ the spine may seulement be targeted if attacking from the rear. A cure critical wounds spell is required to heal one of these effects (except pour paralysis, which must be cured by normal means) as long as the Victime is still alive, et a heal spell will fully restore a living Victime to full health. Les composants pour ce sort sont an intact bone of at least a foot in length, et a large metal hammer which are consumed when le sort is cast. 

Conflagration de Coradon 

(Invocation/Evocation) 

Portée : 150 mètres

Composants : V, S, M

Durée : 4 rounds 

TI : 9 

Zone d'effet : Spéciale 

Jdp : 1/2 

Ce sort causes a fiery explosion similar to that of a Fireball, but avec a smaller rayon (initially a 20' rayon sphere). However, the flames caused by Ce sort will continue to burn pour 4 rounds (the initial round, plus 3 additional rounds). The damage inflicted on victims inside the area of effect, the bonus to the victim's Jdp, et the rayon of the flames vary according to how long the flames have been burning, as follows: round damage rayon save bonus 1 8d8 20' 0 2 4d8 15' +1 3 2d8 10' +2 4 1d8 5' +3 Damage suffered is cumulative from one round to the next, but the save bonus is not. Anyone who makes a successful save takes seulement half damage that round, et automatically saves on any subsequent rounds; those who fail their saves suffer full damage, et must have all their possessions save vs. magical fire to avoid destruction. If anyone leaves the area of effect et retours later, a new save must be made, even if the previous one was successful. The conflagration may, or may not conform to a confined space, at Le mage's discretion. Apart from the changes mentioned above, the conflagration otherwise acts like a Fireball. Les composants pour ce sort sont the heart of a red dragon, et a powdered diamond worth at least 600 Po. 

Damians Mindswap

(Enchantement / Charme)

Portée : 7"

Composants : V, S, M

Durée : Permanente 

TI : 9 

Zone d'effet : Une créature 

Jdp : Annule

When this powerful Enchantement is cast, le sort user attempts to rip the target créatures soul from its body et temporarily place it in a geMof not moins de 15000 Po. At the same time Le mages soul is eased from his body et also travels through the gem. When, et if, both souls are in the gem, they both proceed to the opposed bodies from which they came. You'll note that this has two very noticeable effects: 1) Le mage et Victime have essentially swapped minds (or bodies, whichever you prefer), this has the effect that Le mage now takes on the physical attributes of that body (i.e. STR, CON, DEX et COM). Le mage still retains his own mental capacities et previous knowledge (i.e. INT, WIS, CHR, Pv et Niveau). 2) If Le mage or Victime can kill their old body (i.e. their swapped body) then the others soul goes to its respective plane. Thus, après completion of le sort, if Le mage kills his old body then he can never be displaced from his new, pour in all intents et purposes it is his body now. If neither is killed et at some later point in time a cleric casts an exorcise spell at either body (both have to be within 7" of each other though) Le mage of the original Mindswap must save vs. death or retour to his old body. If the save vs. Ce sort is made it indicates that this persons body will never accept Le mages soul et need never fear Ce sort from the same caster again. 

Immunité Démoniaque 

(Abjuration)

Portée : 0 

Composants : V, S, M

Durée : Spéciale 

TI : 1 round

Zone d'effet : Le mage 

Jdp : Aucun

Le sort requiert l'amulette d'un démon qui est lentement mais surement consumée pendant la durée du sort jusqu'à son total anéantissement. Il rend le mage invulnérable à tous les pouvoirs démoniaques quelqu'ils soient. Mais cela ne fonctionne pas contre les attaques physiques qui portent pleinement. Vous ne pouvez être ni télétransporté ni charmé par un démon, les pouvoirs de leurs épées maudites ne vous affectent plus. Aucun pouvoir démoniaque ne peut plus vous blesser. Plus puissance est l'amulette, plus longue sera la durée du sort. La durée de protection peut être partagée entre plusieurs personnes. Pour un démon de Type 1 : le sort dure 4 rounds ... ou un round par 4 personnes, etc. Pour un démon de Type 2 : le sort dure 6 rounds. Pour un démon de Type 3 : le sort dure 8 rounds. Pour un démon de Type 4 : le sort dure 12 rounds. Pour un démon de Type 5 : le sort dure 20 rounds et finallement pour un démon de Type 6: le sort dure 50 rounds. Enfin une amulette appartenant à un démon dont le vrai noMest connu: le sort dure 100 rounds. 

Holocauste Draconien de Ding Shu 

(Invocation / Evocation)
Portée : 20" + 1" par Ndm 

Composants : V, S, M

Durée : 1 round 

TI : 9 

Zone d'effet : 1/5" par Ndm by 1" par Ndm swath 

Jdp : ½

Ce sort causes to what appears to be a huge Celestial Dragon to appear in the air et swoop down spewing forth its fiery breath. Le sort affects an area of 60 cm wide by 3 mètres long par Ndm . All créatures in the area of effect take 1d10 + 2 points de dommage from the fire. Ce sort does structural damage to all constructions in the area of effect. The damage is 3/2/1/.5 points to wood/earth/soft stone/hard stone par Ndm . Les composants de ce sort sont the scale from a fire breathing dragon et a potion of firewater. 

Baguette Merveilleuse de Ding Shu 

(Conjuration / Invocation)

Portée : 12"

Composants : V, S, M

Durée : 2 rounds par Ndm 

TI : 6 

Zone d'effet : 12" rayon sphere 

Jdp : Aucun

Ce sort brings into existence a pair of huge chopsticks, 30 feet long, which attacks all créatures as if they were AC 10 (modified by dexterity). These giant chopsticks attack avec Le mages THAC0. Victims weighing more than 5 tons are immobilised by the chopsticks, while those of lesser weight will be picked up, et may be deposited, within the same round, at any point in le sort's range. Those who successfully roll to bend bars manage to free themselves, but they may suffer falling damage as a result. Most probably, Le mage will choose to deposit the victims into a gargantuan mouth which appears above his head. This mouth can hold 2 size L, 4 size M, or 8 of size S créatures at one time. Each round, the mouth "chews" its contents pour 10D10 damage each. When a créature trapped inside the mouth is reduced to below 0 Pv, the créature is "swallowed" into the astral plane, et more rooMbecomes available pour créatures to be dropped into the mouth. Normally, persons reduced to such a Pv score would die in a matter of minutes, but in the timelessness of the astral plane, they may remain unconscious but barely alive pour thousands of years, provided they had more than -10 Pv when they entered the plane. This of course is seulement valid in campaigns which use the optional rule concerning hovering at death's door. If the créature caught by the chopsticks weighs more than 5 tons, then the mouth will move toward the trapped créature et start biting it into little pieces jusqu'à it is all gone. Le sort requires minimal concentration et direction once it has been cast. This allows Le mage to cast other spells, et maintain concentration on them instead. If Le mage is killed before the end of le sort's duration, the mouth et chopsticks will remain, avec the chopsticks capturing créatures that were enemies of Le mage et depositing them in the mouth when space allows. Naturally, the material componentde ce sort is a pair of chopsticks. 

Sort Majeur de Conversion d'Eldarr 

(Altération)

Portée : 0

Composants : V, S, M

Durée : 1 heure par Ndm 

TI : 3 tours 

Zone d'effet : Le mage 

Jdp : Aucun

Ce sort is similar to the two previous spell conversion spells, except it may convert any spell of Niveau 9 or less to any known spell of 8th Niveau or lower. Les composants pour ce sort sont as pour those pour Improved Spell Conversion, except the geMmust be worth at least 800 Po. 

Vision véritable Majeure
(Altération / Divination) 

RéversiblePortée : 1/2" par Ndm 

Composants : V, S, M

Durée : 1 tour par Ndm 

TI : 9 

Zone d'effet : Une créature 

Jdp : Aucun

Ce sort donne à l'archimage une grande quantité d'informations au sujet de ce qui se passe dans l'aire d'effet où il se trouve. L'archimage reçoit les bénéfices des sorts suivants : Vision véritable, Détection des passages secrets, Détection des charmes, Détection des illusions, Détection du poison, Détection de l'invisiblité, des ennemis, du mal et du bien, des pièges, des alignements, des psionniques et du mensonge. Ce sort est épuisant, car le mage devra faire un jet de Choc métabolique pour ne pas perdre deux points d'intelligence pour 24 heures, car toutes les informations se bousculent dans la tête du mage. La portée de détection pour le sort est de 1,5 mètres par Ndm . Avec l'inverse de ce sort l'archimage pourraient faire dévenir aveugle à tous ces genres de détection n'importe quel autre magicien ou créature douée d'un sens magique. L'inverse ce sort permet à son initiateur de connaître instantanément toutes les détections activées chez un mage qui le scruterait. Il n'y a aucun Jdp contre ce sort. Les composants de ce sort sont une gemme d'une valeur de 1500 Po minimum ou une pierre précieuse noire de même valeur.

Torrent de Flammes de Fellstar 

(Evocation)

Portée : Spéciale 

Composants : V, S, M

Durée : Instantanée 

TI : 9 

Zone d'effet : Spéciale

Jdp : 1/2 

This is an improved version of Fellstar's Flame Arc; it is identical to that spell, avec the following exceptions: The flames fall to the ground from the height at which they were cast, so in effect, anyone at the initial height or below is affected by the flames. In addition, if these flames are blocked by an obstacle, they will flow around the barrier et will rejoin at a distance equal to the width the obstacle; therefore, if the flames are blocked by a 2 foot wide boulder, they will rejoin 60 cm behind the rock. This applies in both the horizontal et vertical dimensions. The flames from Ce sort will continue to burn pour one round après le sort is cast; anyone hit by the flames on the first round suffers 10d10 points de dommage, et those hit on the second round suffer 5d10 points de dommage. On either round, a successful sauver contre les sorts reduces the damage by half (saves pour the second round are at +2); if this save fails, all possessions must save vs. magical fire or be destroyed. Note that damage is cumulative if caught in the flames on both rounds le sort is in effect. Les composants pour ce sort sont as pour those pour the Flame Arc spell, avec the addition of Une ou plus de gems worth at least 500 Po. The gems et the volcanic rock are consumed when le sort is cast.

Doigts Phantasmagoriques de Fenzill

 (Nécromancie) 

Portée : 40 mètres + 1 mètre par Ndm 

Composants : V, S, M

Durée : 2 rounds par Ndm 

TI : 9 

Zone d'effet : One target 

Jdp : Aucun

Ce sort is an enhanced version of the second Niveau spell spectral hand; it differs from that spell in the following ways: it can be used to deliver a touch spell of any Niveau et it gives a +3 to the attack roll. It has an AC of -4, but it cannot be destroyed by any attack (it may seulement be dispelled). Instead, any hit on the hand inflicts full damage on the caster (although a successful sauver contre les sorts reduces this damage by half). Le mage may end le sort avec a single word. 

Génocide 

(Evocation / Nécromancie)

Portée : 1 mètre par Ndm 

Composants : V, S, M

Durée : Permanente 

TI : 9 

Zone d'effet : 20-foot rayon sphere 

Jdp : Spécial

Ce sort allows Le mage to kill Une ou plus de créatures of the same species: Le mage chooses a créature as the initial target pour le sort, et après the incantations are complete, a black bolt shoots forth from Le mage's finger towards the chosen target. If this créature makes its Jdp vs. spell at -2 (or if it has 15 or more DV) there is no effect et le sort terminates. If the save of the initial target fails, the créature dies, et le sort continues as follows: if there are no more créatures of the same species within the area of effect, le sort ends at this point. Otherwise, the bolt will continue jumping to other targets. The bolt jumps randomly from Une cible to the next; range is not a consideration - as long as the target is in the area of effect, et it is of the appropriate race, it may be hit by the bolt. Each créature that is hit avec the bolt must make a successful Jdp vs. spell (avec no modifiers) or die. Ce sort will affect a number of hit dice equal to: 10 DV + 1 DV par Ndm (the number of créatures is not a factor). Le sort will terminate when Une ou plus de of the following occurs: the DV limit is exceeded, there are no more potential targets in the area of effect, or the bolt strikes a target avec more than 15 DV (such a créature is unaffected by Ce sort). Each target hit avec the bolt counts towards the DV limit, whether its Jdp was successful or not. The bolt will never jump to a créature of a different species, or to one that has already been hit (whether living or dead). Any créature avec more DV than the original target will not be affected by the bolt, but its number of DV is still counted towards the DV limit of le sort. If a target's DV would exceed the limit of le sort, it is not affected (and le sort terminates). The bolt will never jump back to Le mage; in addition, Le mage may choose individuals to be unaffected by le sort simply by naming them as part of the incantations (usually used to avoid killing friends or allies). Note that some races are closely related, but are not considered identical species pour purposesde ce sort (i.e. goblinkind). "Half-breeds" will be affected by Ce sort if either of their parent-race is targeted, as well as when the cross-breed is specifically targeted. However, if a parent-race is named as the target, a half-breed of that race earns a +2 to its save. par exemple, a half-elf is affected normally if half-elves are named as the targetde ce sort. They would also be affected if either humans or elves were targeted, although they would gain a +2 to their saves in the latter two cases. Après Ce sort is cast, the wizard must make a successful systeMshock roll or fall unconscious pour 1d10 rounds. Note that the DMmay wish to inflict other penalties on Le mage due to loss of blood (see material components below), espécially if le sort is cast more than once is a short period of time. Les composants de ce sort sont a pint of Le mage's blood et a figurine/statuette of the race to be targeted. The blood is consumed at the time of the casting, et the figurine is also destroyed, unless Le mage makes a successful sauver contre les sorts. 

L
Stoppeur de Sorts de Lazatar
(Abjuration)

Portée : 0

Composants : V, S, M

Durée : Permanente 

TI : 2 heures

Zone d'effet : 100 square foot section of wall par Ndm 

Jdp : Aucun 

This very potent abjuration is used to protect a castle, keep, city, etc. from Une ou plus de enemy spells. pour each Niveau Le mage has obtained, he may protect up to a 100 square foot section of wall; more than one applicationde ce sort may be cast on a single wall at once, as long as the areas of protection do not overlap (Le mage may shrink the area of effect to any size moins de the maximum, as desired); in other words, no one brick 

of the wall may be under protection by more than one Spellstopper at a time. The protection afforded by Ce sort extends to individuals on top of an affected wall. Le sortstopper may be used to affect one other spell pour each Niveau of Le mage; thus a 19th Niveau caster may provide protection against 19 other spells directed at the protected area. These affected spells may be *any* spells, avec the exception of Wish et Dispel Magic; however, the chosen spells must be ones Le mage already has learned. Once Ce sort is cast, any of the chosen spells directed at the protected area automatically fail; le sortstopper has no affect on other spells. Le sortstopper may be removed by a Wish or it may be dispelled. pour every non-chosen spell cast at the area of effect, the chance pour dispelling le sortstopper is increased a pourcentage equal to the Niveau of le sort. This bonus is cumulative (up to 25%) et lasts pour one tour. In order to earn this bonus, the wall itself must be targeted; an attack directed at a defender on top of the wall does not contribute to this bonus. As an exemple, let us assume a wall is protected from , among others spells, Passwall, et Magic Missile, et that Fireball et Transmute Rock to Mud are not affected. On the first round, a Magic Missile is directed at one of the defenders; since the wall protects its defenders, le sort is stopped. The next round, a Passwall is cast on the wall; since it too is a chosen spell, the Passwall has no affect. On the third round, a Fireball is cast at the defenders, et since it was not named during the casting of le sortstopper, it has full effect; in addition, if a Dispel Magic was cast within one tour, it would have a 3% bonus, since Fireball is a third Niveau spell. Nine rounds après the Fireball is cast, a Rock to Mud is cast on the wall; it too has full effect; if a Dispel Magic was cast now, it would have an 8% bonus applied to it (3% pour the Fireball et 5% pour the Rock to Mud). Two rounds later, another Rock to Mud is cast; subsequent dispel attempts now have et 10% bonus (5% pour each Rock to Mud; the 3% pour the Fireball no longer applies, as it has been more than 10 rounds since it was cast). Each casting of le sortstopper temporarily reduces Le mage's constitution by 1d4 points; an heure of undisturbed rest will restore one constitution point lost in this manner. If Le mage's constitution is reduced to 0 or less by casting Ce sort, he must make a successful systeMshock roll to prevent actual death. 

Les composants pour ce sort is a thin sheet of lead, as well as Les composants pour *all* spells le sortstopper will protect against. 
Epée Meurtrière de Lazzaro 

(Enchantement)

Portée : 50 mètres

Composants : V, S, M

Durée : 1 round par Ndm 

TI : 9 

Zone d'effet : Spéciale 

Jdp : Aucun

Ce sort is a version of Mordenkainen's sword, but avec a twist. Ce sort causes a shimmering aura to form around any sword. This sword will then arise et be at the command of le sort caster. He may order to attack, defend, guard, or whatever. The sword can respond to moderately complex tasks like, "Let no one through this door unless they say the word, ixitayal." In combat the sword hit any AC on a 19 or 20, it has the same Pv as a fighter of the Niveau of Le mage (18 con), has the same AC as Le mage, et fights like a fighter of the same Niveau (i.e. 2 attacks pour round, THAC0 whatever). It attacks as if wielded by someone avec an 18/00 strength (+3,+6). It also has it's own bonuses; it requires a magical sword as material component. If the sword has any spécial abilities these will also be used in the combat. The sword acts independently of Le mage (obviously) et requires no concentration to maintain. However the caster must remain avec 50 mètres of the sword or it falls to the ground, inert (avec magic drained from it). The ways to defeat the sword: render Le mage unconscious, hit it pour loss of Pv, encase it in something, or successfully dispel it. As discussed above Les composants is a magical sword, the magic of which is consumed après le sort ends (gives high Niveau mages a reason to collect all those magic swords et destroy them in the process). The other material component is a geMavec the soul of fighter trapped in it. This geMbecomes embedded in the sword during le sort. Each time the geMis used, it has a cumulative 5% change of shattering, freeing the poor soul inside. Obviously the geMis not consumed après le sort ends.

Liche
(Altération)

Portée : 0 

Composants : V, S, M

Durée : Permanente 

TI : 3 heures 

Zone d'effet : Le mage 

Jdp : Spécial

Quand l'Archimage lance le sortilège sur lui et s'il rate son Jdp contre la mort magique, il meurt. Autrement, il tombe inconscient dizaine de minutes et devient au fil des jours une liche. S'il rate, il devient une liche et meurt sous la forme d'un squeltette blanchit. Seul un mage de niveau 18 et plus peut devenir une liche par lui même. Autrement, ce sort ne peut jamais être trouvé sur un parchemin car le composant principal pour l'écrire est du "sang de liche". L'élément principal est un morceau de chaire putréfié de liche.

Translocation de Lorth 

(Altération)

Portée : 0 

Composants : V, S 

Durée : Instantanée 

TI : 1 round 

Zone d'effet : Le mage

Jdp : Aucun 

Lorth's Translocation is a the most advanced teleport-class spell ever devised. Given a description of any sort, Le mage est capable de place himself at the specific location. The description might be a detailed mental image, a verbal description, a painting, "Thirty feet due east", "The center of the rooMin which stands the Sceptre of AshkaMankh", or anything else sufficiently precise. If there does not exist a location such as the one described, nothing will happen. If the description is insufficiently precise ("A field of grass", "The center of a forest"), le sort will have no effect. If the location does exist, then Le mage will be placed there, no matter where it is. Ce sort can transport Le mage to any plane, any distance. Note however that it is very, very difficult to describe a specific place in planes such as the Astral or the Ethereal, due to the lack of good laNdm arks. Of course, if there should happen to be a solid object in the place described, Le mage is slain instantly. 

Essaim Magique 

(Altération)

Portée : Spéciale 

Composants : V, S, M

Durée : Spéciale 

TI : Spécial 

Zone d'effet : Spéciale 

Jdp : Spécial

The magic swarMspell is both a very potent, et a very unstable spell. Avec Ce sort, the wizard may bind up to three attack-type spells (those that cause any type of damage) together into one spell. Le mage begins the incantations of the magic swarMet then "loads" le sorts to be bound into the swarM(this effectively casts le sorts - the proper components are required, et the loaded spells fade from memory; the magic swarMis the "target" pour these spells). The wizard then finishes the binding process by continuing the incantations of the swarm. This entire process takes two tours plus the casting times of le sort(s) to be bound. When the magic swarMis actually cast, the bound spells are released simultaneously (this has a casting time of 3). However, due the unpredictable naturede ce sort, there is a chance that some of the bound spells may not function normally. At the time of casting, the DMrolls 1d3; the result is the number of spells that work properly - the remaining spells fizzle et are lost (le sorts go off in the order they were bound, so it is important to keep track of the order). Due to the extreme exertion required to cast Ce sort, the following penalties/stipulations are placed on its use: - seulement one magic swarMspell may be memorised in any two jour period. - après a magic swarMis cast (actually cast, not après binding), no further spell casting is possible pour one tour (10 minutes). - après le sort is cast, Le mage temporarily loses 1d4 constitution points; if this brings the wizard's constitution score to zero or below, a systeMshock roll must be made; if this roll is failed, the wizard dies, otherwise he falls into a coma jusqu'à his constitution is restored to a positive value; it takes one heure of rest to restore one constitution point lost in this manner. - if the magic swarMis not cast in one heure par Ndm, Le mage must make un Jdp vs. spell; if this save fails, the swarMwill discharge will full effect, centered on Le mage (1d3 is still rolled to determine how many spells actually go off et how many fizzle); if the save is successful, the magic swarMsimply fades from memory et is lost (along avec all bound spells). Les composants pour ce sort is a bag of holding (which effectively "holds" le sorts in the bound state). When le sort is cast, the bag is destroyed unless Le mage makes a successful Jdp vs. spell at -2. 

Librairie Mentale
(Altération)

Portée : 0

Composants : V, S, M

Durée : Permanente 

TI : Voir plus loin.

Zone d'effet : Le mage 

Jdp : Aucun 

Ce sort is similar to the Mental Ledger spell in that it enables Le mage to record information in some unused portion of Le mages brain et then gives Le mage the ability to read the information at a later date as if they were reading it in their own hands. Ce sort actually will allow Le mage to hold as many spells as he knows et any that Le mage might learn in the future. In fact, any spells that are stored in Le mages brain through the use of le sort will remain there essentially forever available pour recall when necessary. Ce sort also allows Le mage to record information other than spells in this "storage area". Le mage can store the entire contents of any book that he reads et can access the book at any time in the future just like le sort Mental Note. Too add more information après le sort is cast requires that Le mage cast le sort again at the time that they wish to add more information. Les composants pour ce sort the first time it is cast is a spécially prepared lead crystal which has been enchanted to absorb magical energies. The value of this item is no moins de 50.000 Po. To add more information in subsequent castings, Le mage would require a pure lead crystal of 5.000 Po (as in the mental ledger spell). Ce sort is highly useful pour mages on the go who want all their spells et library without having to carry it around pour themselves. The casting time depends on what is being stored. It takes one heure pour spell Niveau pour spell memorised, et it takes the time it takes the caster to read a book to store a book (Le mage is allowed to take short breaks et sleep if there is a large amount of information being memorised). 

Poing Choquant de Mezzalldam

(Evocation)

Portée : 3 mètres par Ndm 

Composants : V, S, M

Durée : 1 round par Ndm 

TI : 9

Zone d'effet : Spécial 

Jdp : Aucun

Ce sort creates a disembodied hand similar to those of Bigby's Hand spells, except it is much smaller (about the size of an ogre's hand). It will attack as directed par le mage (no concentration is required to do so - the wizard simply chooses the target). The hand does not automatically hit, but will attack using Le mage's THAC0, avec a +2 "to hit" bonus. If a hit is scored, the fist closes tightly around the victim's throat; it will continue squeezing jusqu'à the target is dead, ou jusqu'à ce que the hold is broken. Once pour round, the fist's lock may be broken by making a successful bend bars roll (the Victime has a 10% penalty applied to this roll); seulement Une personne may do this each round, due to the small size of the hand. Other party members who try to free the Victime must devote their entire attention to this pour the round (i.e. no other action may be taken, DEX bonuses to AC are lost, etc.). Each round the Victime is choked, a systeMshock roll must be made; each additional round 

(past 1) of constriction inflicts a 5% penalty to this roll. If this roll fails, the Victime fall unconscious et if the hold is not broken the following round, the Victime dies. While a Victime is being choked he may perform no other actions (other than breaking the fist's hold) - all the target's efforts are required to fight the effects of the constriction. The fist will continue attacking jusqu'à it is destroyed/dispelled, ou jusqu'à ce que le sorts' duration expires; Le mage can also end le sort avec a single word. The fist may be destroyed by direct attack; it has an armour class of -2 et as many Pv as Le mage at full health. The fist will also break its hold on a Victime every time it loses half its remaining Pv. Note however, that attacking the fist while it is choking a Victime is dangerous; if an attack on the fist fails to hit, another normal attack must be immediately rolled against the victim, inflicting any damage normally. If the fist's hold is released or broken, it may be attacked without fear of hitting companions. If the fist is not choking a victim, it may be attacked by anyone who beats the wizard's initiative roll (or by anyone, if the fist fails to score a hit that round). Les composants pour ce sort sont a bit of bone et skin from any constricting snake; these components are consumed when le sort is cast. 

Nuée d'éclairs de Mezzalldam
(Invocation / Evocation)

Portée : 10 mètres par Ndm 

Composants : V, S, M

Durée : 2 rounds 

TI : 9 

Zone d'effet : 5' wide, 5' par Ndm long ray

Jdp : ½

When Ce sort is cast, a 5' wide, electrically-charged, blue ray shoots from the caster's finger, et strikes as directed up to distances of 10 mètres par Ndm . The ray travels in a straight line et is blocked by most obstacles; however, it will burn through thin, flammable material such as cloth et straw. When the ray reaches its terminal point, as chosen par le mage (or when it strikes a blocking obstacle) it will erupt into a lightning swarm. This swarMappears as a glowing, blue sphere avec dozens of small lightning bolts flashing in all directions. The rayon of the swarMis 1,5 mètre par Ndm . Anyone caught inside the swarMsuffers 10d6 points de dommage; a successful sauver contre les sorts reduces this damage by half (victims wearing metal armour suffer a -2 penalty to their Jdp). Those who fail their save must make saves vs. lightning pour all their objects; items that fail their save are destroyed. If Le mage desires, the swarMmay be continued pour a second round. If full concentration is maintained, Le mage may move the swarM3 mètres par Ndm ; if Le mage's concentration is broken, the swarMstays where it is. Anyone that comes into contact avec the swarMduring the second round suffers 5d6 points de dommage. Those who successfully saved on the first round automatically save on the second round as well. Les composants pour ce sort is the heart of a blue dragon, which is consumed when le sort is cast. Evil spellcasters have discovered that the heart of a bronze dragon will also work as a material component pour this spell.

Missile Mystique de Mystyk 

(Invocation / Evocation)

Portée : 10 mètres + 10 mètres par Ndm 

Composants : V, S, M

Durée : Spéciale 

TI : 9 

Zone d'effet : Spéciale 

Jdp : Spécial

Ce sort causes a sparking, blue ray to shoot from Le mage's hand; the ray will strike any créature as chosen par le mage. When the ray strikes the target, it will evolve into a vortex of electricity that surrounds the victim. The target must make un Jdp vs. spell at -4; if this save succeeds, le sort ends avec no effect. If the save fails, the Victime suffers damage equal to 1d8 + 1 par Ndm, et le sort continues. Each round, a new save must be made, avec a cumulative +1 bonus (i.e. -3 on the second round, -2 on the third, etc.); le sort ends if a save is successful, otherwise the Victime is again subject to a damage roll. The target must devote his or her entire effort on escaping the vortex; if any other action is performed that round, the save automatically fails et damage is inflicted normally. If the Victime is rendered unconscious by the vortex, saves automatically fail (although the bonus still accumulates) jusqu'à the target regains consciousness. If a Victime is killed by Ce sort, the vortex will immediately attack the nearest enemy of Le mage; if none exist (within spell range of Le mage), le sort ends. The vortex moves at a rate of 24, et the new target is attacked normally; the penalty or bonus to the save resumes at the point it left off when the previous target was killed. par exemple, if the initial target was killed during the fifth round, the new victim's save begins avec a +1 bonus. Any number of targets may be attacked by Ce sort, as long as the saves are unsuccessful, et a potential target is within range; otherwise, le sort ends. Les composants pour ce sort sont the heart et scales of a blue dragon, et any geMworth at least 500 Po. All components are consumed when le sort is cast.

Nuke 

(Evocation)

Portée : 0 

Composants : V, S, M

Durée : Instantanée 

TI : 3 heures 

Zone d'effet : 100-yard par Ndm rayon sphere

Jdp : Aucun

Au terme de ce rituel, le sortilège crée une explosion thermonucléaire de 2 kilotonnes de puissance par Ndm . La portée de zéro signifie bien que ce sort est un suicide qui met un terme à la carrière du mage et des environs. 

Mot de Pouvoir : Vaporisation 

(Altération / Conjuration / Invocation)

Portée : Toucher

Composants : V, S, M

Durée : Permanente 

TI : 9 

Zone d'effet : 1" par Ndm high cube 

Jdp : Aucun 

When this symbol is cast, it will cause a large volume of inorganic material to simply vanish et cease to exist as if it had never been. This effect is Instantanée, et remains permanent. Seulement a wish can bring the lost matter back into existence. The volume that is destroyed cab be in any shape Le mage desires up the maximum volume effected. If any of the inorganic material is somehow magical, then assign it a value of 1 to 6, using the guidelines from the magic user spell detect magic where artifacts are assigned a value of 6. This is the basic Jdp number that must be rolled, or rolled under, using a d20 in order pour the object to save et not be disintegrated. If a magic item has powers or bonuses which could protect it from disintegration then they must be taking into account pour the items Jdp. An intelligent item cannot be effected by le sort, as it does not count as an inanimate object. A ring of spell touring would not be able to tour le sort, but the roll is made anyway et if the touring is successful, then the ring would get the bonus or be saved completely. A ring of protection would get it's Jdp bonus, while a device of protection from disintegration would always save. Les composants de ce sort is a pinch of dust from the coffin of a mummy.

Zone Magique de Sarius

(Altération)

Portée : 0

Composants : V, S, M

Durée : 1 jour par Ndm 

TI : Spécial 

Zone d'effet : Spéciale 

Jdp : Aucun

Ce sort puissant fut créé par Sarius Mendlekine, Lord de Telnorne. Il est actuellement utilisé pour créer un bâton enchanté (180 cm de long et de 2 cm de diamètre) qui génére une zone perpétuelle qui augmente les potentiels magiques dans une certaine zone (Rayon de 1 mètre par Ndm). Cette zone sphérique est magique et protége certaines caractéristiques des sorts lorsqu'ils sont lancés sur d'autre plans où la magie est altérée. Dans les plans ou la magie est sublimée, les effets sont optimisés, les pleins effets sont automatiques. Tandis que sur ceux où la magie fait défaut, le bâton permet de protéger les sorts qui restent ce qu'il sont, fiables en théorie. Si un globe d'antimagie entre en intéraction avec l'aire d'effet du bâton, cela à le même effet qu'une dissipation de la magie et doit faire l'objet tous les rounds d'un jet de résistance (Les Ndm de l'antimagie contre le Ndm de l'archimage). Tous les rounds, les deux aires ont une chance dissiper l'autre de par leur interaction. Si par exemple, quelqu'un avec un anneau de vol se trouve dans un plan où la magie est perturbée, il y a des chance qu'elle vole comme une pierre, elle risque tout simplement de chuter. Grâce à ce sort, les effets perturbateurs sont contrecarrés. La durée du sort est d'un jour par Ndm dans un plan où la magie n'est pas perturbée. Sur un plan où elle l'est, la durée est en jour le Ndm divisé par quatre. Par contre, si la plan sublime la magie, la durée est plus que doublée, c'est au Mj de voir. Une dissipation de la magie affectera seulement le bâton pour un round même si il est atteint par le pouvoir la puissance d'un archimage ou d'un démon important. Autrement une dissipation qui réussirait détruirait le bâton. Ce dernier est d'ailleurs le seul composant matériel d ce sort. It is made from the purest mithril et rune inscribing agents (costing at least 7,000 Po). Then, 9 deep blue amethysts (1000 Po each) are inset to the side of the rod among the various runes of power, et a large sapphire (1,000 Po) is affixed to the top. Once the rod has been fashioned (2 months creation time minus 1 jour par Ndm of mage working on the inscribing of the runes down to a minimum of 1 month) this spell can be cast upon it, empowering the rod avec enormous magical potential. From this point, the rod remains dormant jusqu'à its power is activated by speaking the proper command word et willing the rod to function. Jusqu'à the rod is activated the casting mage loses a single 9th-Niveau spell casting slot because of the bond that he has established avec the rod's dormant power. While Ce sort pourrait être inscribed onto a scroll it would still require the rod as a material component et the mage who inscribed le sort would not regain le sort slot jusqu'à the potential of the scroll was released through copying it into a spellbook or casting it onto the rod et activating the rod. (Note: An apprentice may be used to inscribe the runes upon the rod freeing the learned master to further research). Although almost any sentient créature may utilise the rod, in the hands of the original spell-caster it will convey a personal résistance magique equal to his Niveau of experience (and cumulative to any other résistance magique he may be employing). On any Prime Material plane the rod will also act as a Rod of Striking, conveying a +3 magical to hit bonus et striking pour 3d6+3 points de dommage pour round. The rod may seulement strike once in any melee round no matter if the créature wielding it is capable of multiple attacks avec weapons. During the last tour of le sort's duration the rod will begin to huMextremely loud (hearable in a 1/2 mile rayon. During the last round of le sort's duration the rod will glow avec extremely powerful magical electricity, causing 1d20 Pv de dommage to all that touch it, pour segment of contact. In the last round is will flash avec a bright light (causing all in the zone to save vs. rods or be blinded pour 1d20 rounds) et then cease to function. This last burst of energy transmutes the mithril rod into pure lead, causes the runes to dissolve, et disintegrates the 10 gems into a useless powder. 

Souffle de Dragon de Sillvatar 

(Conjuration / Invocation)

Portée : 30 mètres par Ndm 

Composants : V, S, M

Durée : Instantanée 

TI : 9 

Zone d'effet : Spéciale 

Jdp : Spécial

Ce sort conjure la tête d'un dragon similaire à ce qui est crée par le Toucher du Dragon de Sillvatar; cependant, au lieu de dommages classiques, le mage pointe le doigt dans la direction choisie et vers laquelle une attaque instantanée par souffle est faite. Les dimensions et la nature de ce souffle dépendent des composants. Les dommages infligés par cette attaque son identiques à une attaque effectuée par un dragon de catégorie de 1 à 6 (1d6). Par exemple, si un dragon rouge est à la source des composants du sort et que sur le D6 le chiffre 4 sort, le souffle du dragon sera un cône de feu faisant XXXD10 de dommages et long de XXX mètres. Toutes les victimes doivent sauvegarder contre les souffles pour la moitié des dommages. Le composant matériel de ce sort est le coeur de n'importe quel type de dragon. Le composant disparaît lorsque le sort est lancé. 

Invocation Supérieure de Sillvatar 

(Conjuration / Invocation) 

Réversible

Portée : Toucher

Composants : V, S, M

Durée : Spéciale 

TI : 2 tours (puis 5 segments par invocation)

Zone d'effet : Spéciale

Jdp : Aucun

Le mage qui jette ce sortilège, est capable d'invoquer l'aide d'un ou de plusieurs individus déjà choisis; les créatures invoquées doivent être choisie pendant l'incantation et doivent être volontaire pour que fonctionne le sort. La total de Dv ou de Niveau que le mage peut invoquer doit être égal, au maximum, à Ndm . Quand le sort est lancé, le mage doit suivre une palette de procédure pour chaque personne ou créature invoquée : premièrement l'individu doit être marqué de manière permanente avec un sort qui imprime la signature du mage. Ensuite, la marque magique doit être rendue permanente. Finalement, l'invocation supérieure est lancée, l'incantation prend 20 minutes pleines et entières plus le temps d'incantation des deux autres sortilèges. Chaque récipiendaire doit être marqué par une marque de mage différente, mais un seul sort de "Permanence Niv. 8" suffit.. Ces marques ne sont visibles seulement que du mage et des récipiendaires (cependant, une vision véritable Niv 6 ou une magie similaire révélera la marque) et resteront jusqu'à ce qu'elles soient dissipées ou que le sort soit déclenché. Lorsque le mage souhaite déclencher le sort, les incantations finales durent le temps de prononcer les noms des récipiendaires (5 à l'initiative). Les individus invoqués apparaissent dans un rayon de 300 mètres autour du mage et où ce dernier le souhaite. Les individus invoqués doivent se trouver sur le même plan que le mage quand le sort est lancé ou ils ne pourront répondre à l'invocation. L'inverse du sort, Sillvatar's Superior Sending, envoie les individus marqués dans un lieu choisi. Le résultat est similaire à une Téléportation Sans Erreur mais chaque récipiendaire est séparé des autres. La même procédure doit être suivie comme pour l'Invocation supérieure et à l'instant où la marque du mage disparaît quand l'individu est invoqué. Les composants matériels pour ce sort sont un diamant d'une valeur minimum de 500 Po pour chaque individu invoqué. Ces diamants doivent être enchantés sur la marque du mage. 

Sphère d'Annihilation
(Evocation)

Portée : 4" 

Composants : V, S, M

Durée : Permanente

TI : 12 heures

Zone d'effet : sphère de 2 mètres de diamètre

Jdp : Aucun

Cet ancien arcane fut trouvé dans la bibliothèque de Tel'Aknus le dément. le sortilège permet de créer une sphère d'annihilation.. Le mage doit préparer spécialement pour l'occasion un objet enchanté particulier d'une valeur de 15.000 Po à la construction pour emprisonner l'énergie qui amènera la sphère à l'existence. Il devra être fabriqué avec les plus rares minerais (adamantite, mithril) et requiert une année de travail pleine et entière avec un maître forgeron (un nain des montagnes). Un maître alchimiste doit faire fusionner dans l'ordre dix fioles d'essence de Platine, dix autres d'Or, puis dix d'argent dans le récipient d'adamantite ou de mithril. Cela prendra deux semaines par fioles et la chance de succès et égale à celle de l'alchimiste de créer les dites essences (Mélange de chaque fiole dans la structure) une seul fêlure dans la structure et celle-ci se transformera instantanément en la matière correspondant à l'essence qui sera en train d'être fusionnée. Une fois cela fait, la procédure d'incantation peut reprendre. Cela consiste en cérémonie, un haut rituel qui nécessite une superbe perle noire placée dans un cercle magique où sera instillée la puissante énergie anti-planaire de la sphère d'annihilation. Le sort double alors les Pv du mage temporairement lorsqu'il commence. Chaque heure d'incantation donnera à la perle de plus en plus de puissance. A la fin de l'incantation, le mage doit réussir un Jdp contre la magie (Non ajusté). Si c'est un succès, l'incantation dure encore une heure. Si ce n'est pas le cas, le mage prend 1d20 Points de dommages pour chaque heure d'incantation infructueuse. Le sort sera un succès si 12 heures d'incantation continues sont réussies. Souvenez vous que même si le sortilège est un succès, le mage doit encore prendre le contrôle de la sphère. Ce sort ne donne pas de bonus particuliers pour toute tentative de contrôle de la sphère. Si le mage arrive à zéro Pv la perle disparaît (dans un puissant et spectaculaire flash de lumière), sa force et sa constitution sont réduites de 1 point et il tombe dans le coma, il perd tous ses sort connues ( Si vous avez adopté une formule où les mages ont des points de pouvoir, il les perdent tous). Tout est récupéré normalement à aux rythme d'un point par jour or total. Lorsque le mage atteint à nouveau la moitié de ses points de constitution, il est susceptible d'attraper une maladie qui serait quatre fois plus virulente qu'une maladie normale. Quand la moitié de ses dommages en constitution sont récupérés, il doit faire un Jdp chaque jour pour sortir du coma. Un échec indique qu'il retourne dans le coma. Une fois sorti du coma, le mage ne pourra lancer des sorts que lorsqu'il se sera suffisamment restauré et reposé. Que se soit un échec ou un succès, le sort détruira toujours la perle comme un vulgaire composant. Si le sort est une réussite, la structure et la perle sont, en fait, absorbés par la sphère d'annihilation, alors que si c'est un échec la structure se transforme en cristal le plus pur et la perle se brise et tombe en poussière. Si le mage est physiquement touché par quoi que ce soit pendant l'incantation, la perle expulsera une vague d'énergie qui la détruira totalement, infligeant 1d20 de dommage par heure d'incantation effectuées dans un rayon de 9M/ heures d'incantation (Jdp contre les sorts pour ½). Quant tout est terminé les points de vie supplémentaires disparaissent. Une mort par cette explosion signifie que le corps a été désintégré.

[image: image5.wmf]
Fin Ardente de Finargent

(Evocation)

Portée : 0

Composants : V, S, M

Durée : Instantanée 

TI : 3 heures 

Zone d'effet : 10-mile rayon sphère 

Jdp : Aucun

Ce sort ne fut lancé qu'une fois dans son histoire. Il fut crée par Finargent l'archimage immortel et traqueur des Ainevorths. Les Ainevorths sont des créatures qui parasitent les plans pour y détruire la vie dont ils se repaissent. Bien que solitaires, ces créatures multidimensionnelles construisirent un jour une forteresse qui était en fait une porte vers d'autre dimensions, d'autres univers donc une facilité supplémentaire pour envahir d'autres plans. Finargent mis au point ce sortilège dans un plan Vacuitaire. Une fois lancé, le sort dissocie subitement les forces des énergies nucléaires dissociant instantanément la matière dans un rayon de 100 mètres. Il en résulte une explosion titanesque qui brûlera et finalement pulvérisera tout sur 20 Km. Il n'existent que trois copies de ce sort, deux chez Finargent dans ses livres de sort et une autre sur un parchemin qui a été donné à un ami de ce dernier pour détruire un éventuel retour en force des Ainevorths . Note : Ce sort détruit le mage à moins qu'il ne trouve un moyen efficace de se protéger, ce que Finargent a semble t-il trouvé ! 

Mur de Force de Telnorne 

(Evocation)

Portée : 1" 

Composants : V, S 

Durée : Permanente 

TI : 1 heure 

Zone d'effet : One 10'x 10' area 

Jdp : Aucun 

Ce sortilège est une version beaucoup plus puissante de "Mur de force" du Magéocrate de Telnorne. Il permet de créer une barrière ne pouvant être pénétrée par quelques énergies que se soit, ni par aucune force connue, ni même aucun sort connus dans l'ultivers (comme les Sorts puissants, avatars, diables, ou princes démons). Pendant le lancement du sort, le mage doit rester en contemplation et revoir les schémas et/ou diagrammes enfermant les énergies dans l'objet auquel sont attachées les énergies confinées. La surface ainsi protégée couvre une aire de 3m² et doit être attachée à quelque chose de bénéficiant de la gravité terrestre (un objet, une structure ou une aire). Seul le sort "souhait majeur" a le pouvoir d'affecter pleinement le Mur de force de Telnorne comme un sort de "Dissipation de la Magie". Un souhait mineur aura à son égard la puissance d'une "Dissipation de la Magie" d'une puissance de Ndm de moitié moindre. Le Mur de Force de Telnorne peut être attaché à une objet quelconque, mais uniquement à ceux qui sont faits d'une seule pièce.. Quand le sort est lancé sur un plan matériel primaire, les effets s'étendent sur l'éthéré et l'astral et le Mur sera encore invisible. Rien ne peut s'attacher ni se coller au mur sauf un autre Mur de Force de Telnorne. Peintures, poussières et poudres s'écouleront le long de sa surface. La poussière d'apparition seule fera apparaître le mur et seulement pour 1d10 minutes. 

Invocation Ultime d'Uldark 

(Conjuration / Invocation)
Réversible
Portée : 10 mètres par Ndm 

Composants : V, S, M

Durée : 1 round par Ndm 

TI : 9

Zone d'effet : Spéciale

Jdp : Spécial

Ce sort est la réponse d'Uldark au sort de son ami Sillvatar, l'invocation ultime est n'est pas plus puissante que le sort de Sillvatar mais il est plus versatile et requiert moins de temps de préparation. Ce sort permet au mage d'invoquer les créatures qu'il a choisi. Mais une seule créature peut-être invoquée en lançant ce sort et les Dv de la créatures ne peuvent être supérieurs aux deux tiers du Ndm . Une certaine espèces de créatures peut être spécifiée dans l'invocation (ou la classe et le niveau), mais un individu spécifique ne peut être appelé; par exemple, le mage doit invoquer un Paladin de 12ème niveau, mais il n'invoquera pas de paladin particuliers. La créature invoquée peut apparaître partout dans la portée du sort et où l'archimage le désire . Si un mage bon invoque une créature mauvaise (ou l'inverse), la créature et le mage font un Jdp contre les sorts. Si le mage réussit et la créature rate, le sort fonctionne normalement; Si c'est l'inverse, la créature pourra attaquer immédiatement le mage (elle peut feindre un contrôle). Par contre si les deux rate leur jet, la créature ignore totalement le mage; le mage peut tenter de reprendre le contrôle de la créature avec un autre sort. Bien sur, depuis que le sort de Sillvatar est réversible, Uldark a tout fait pour que son sort fasse de même. L'inverse de ce sort, L'Ultime bannissement d'Uldark, oblige la créature à retourner d'où elle vient. Ce sort ne fonctionne que sur les créatures qui sont arrivées par l'inverse de ce sort. Si la créature rate son Jdp contre les sorts (à -4), elle retourne immédiatement d'où elle vient. Les composants sont un rubis, un diamant ou une émeraude d'une valeur minimum de 800 Po. La gemme est consumée par le sort.

A

Anti‑Gravity

(Altération, Enchantement)

Portée : 10 feet par Ndm

Composants : V, S, M

Durée : Permanent

TI : 9 hours per 10‑foot cube

Zone d'effet : 10‑foot cube par Ndm or special

Jdp : Negates

Auteur : Kai Rottenbacher <c/o uwagner@orville.zdv.uni‑mainz.de>

AVANCER \u4
This spell reduces the effect of gravity to absolute zero in the area of effect thus causing anything to effectively float with no weight (note the mass still exists (while a vault door weighs nothing it still can crush someone who has the unfortunate luck of being between it and its door frame)). It can be lain on an area without a focusing object but in that case it is limited to the area of effect noted above. If a focusing object is used the casting time changes to 1 hour per 10 feet par Ndm per side cube. The focusing object is not destroyed in the casting but if it is ever moved from its place or even touched by the caster after the Enchantement is placed the spell fails immediately.

Once the spell is in effect anything within the area of effect of one 10‑foot cube par Ndm can be moved almost without effort (unless it is very large). If the spell is focused on an object then the object is within the centre of the cube. This cube then measures 10 feet par Ndm per side (an 18th‑level wizard creates a 180‑foot cube).

The material component (even without the focusing object) is a hollow diamond which has a perfectly round hollow inside without having any hinges. This diamond must have cost a least 10,000 gp before being hollowed out. The focusing object (if it is used) has to be a completely priceless object which is absolutely unique such as the largest gem ever found on the planet, the complete and untarnished set of platinum teeth of the poorest man ever to have lived on the planet or something likewise illogical or (almost) impossible (as the DM desires for that special case).

Celestarion's Barrier of Blackwhite

(Abjuration, Nécromancie)

AVANCER \u4Portée : 0

Composants : V, S, M

Durée : 1 round par Ndm

TI : 2 rounds

Zone d'effet : 10‑foot radius sphere

Jdp : Spécial

Auteur : Celestarion

AVANCER \u4
This spell was created by Celestarion to be his ultimate form of protection. Whether it is or is not is left up to the individual wizard, but nonetheless it is a powerful spell.

When cast, a sphere of swirling black and white light appears to surround the wizard and all those close to him. The barrier has all of the following effects:

•
It prevents any spells going through it. What happens is that the spell energy is drawn into the top of the sphere.

•
The lighting effects of the sphere prevent anyone from seeing through it, although those on the inside can see out. This results in a -4 to‑hit penalty.

•
All magic within the sphere is unaffected. Spells cannot be cast out of it, but can be cast within it.

•
No living being can pass through the sphere unless a saving throw versus spell is made with a -6 penalty. If they fail their saving throw, they are simply unable to pass through.

•
No magic items of any sort can pass through.

•
Normal physical objects can pass through, as can psionic attacks.

•
If the barrier is not hit by a spell or a magic item or any psionic discipline, then the barrier needs energy. It draws 2d4 of the wizard's hit points for every round that it isn't hit. Should the wizard's hit points go below 10% of their maximum, he starts to lose one level per round. The spell continues for as long as his initial level in rounds. When he has lost half his levels, then he starts to lose 1 Intelligence point per round until the spell ends.

•
The wizard cannot voluntarily end the spell.

Hit point and level losses are temporary and return at the rate of one per turn each, but Intelligence losses are permanent. These effects can be avoided if the wizard himself casts a spell at the barrier. He cannot dispel it when he wishes, however.

The material components of this spell are one star sapphire, and one black star opal of at least 20,000 gp value each. Both are lost in the casting.

Chaos Environment

(Altération, Wild Magic)

AVANCER \u4Portée : 10 yards par Ndm

Composants : V, S, M

Durée : Spécial

TI : 1 turn

Zone d'effet : Spécial

Jdp : Aucun

Auteur : Unknown

AVANCER \u4
This spell is similar to the 4th‑level chaos vision. However, rather than producing an illusion as chaos vision does, this spell produces a very real effect. The ground constantly rolls and twists, and objects from the wizard's mind appear and disappear.

All creatures and objects in the chaos environment are constantly polymorphing, once each round. Note that creatures polymorphed will need to save versus spell each round to keep their former identity and not take on a new one. All creatures and objects will polymorph back to their original form upon leaving the area of effect.

A person entering this environment had best carried nothing with him or risks losing it as he turns into some form which might not be able to carry it. People have to make system shock rolls every turn, for the stresses will tear even the mightiest hero apart, given time.

All damage from being crushed, attacked, and otherwise affected by the spell is real, caused by real creatures and environmental changes in the area. A general rule of thumb for damage caused by the constant changes in the environment is 1d6 hit points per round. However, DMs are encouraged to devise specific environmental changes, and apply damage as appropriate.

The material component of this spell is a wild magic region, which is consumed by the spell. The area of effect fills the area previously formed by the wild magic area. The duration of the chaos environment is the duration remaining on the wildzone which created the wild magic region used.

Coalthirst's Universal Mindbender

(Enchantement/Charm)

AVANCER \u4Portée : 5 yards

Composants : V, S, M

Durée : Permanent

TI : 1 day

Zone d'effet : One creature

Jdp : Spécial

Auteur : Tim Olivas <u28839@uicvm.uic.edu>

AVANCER \u4
Using this spell, a high‑level wizard can rewrite a creature's entire personality. All the subject's memories, mannerisms, preferences, beliefs, allegiances, and behaviour can be changed to fit the wizard's specifications. A rampaging giant could be made into a music loving pacifist, a virtuous knight into a cowardly libertine, a demented killer into a law abiding citizen — and vice versa.

There are limits on what the spell can accomplish. It cannot make subjects wiser, more intelligent, or more charismatic, though it can make them act more cautiously, thoughtfully, or pleasantly. It can also make subjects act more foolish, like feeblemind. The spell cannot bestow new skills or improve existing skills: class and level cannot be altered. However, it could make a fighter think like a thief, or make a wizard believe he is a priest. Furthermore, it will not function on creatures immune to Enchantement/charm spells, including but not limited to golems, spirits, mindless creatures, and the undead.

To cast the spell, the wizard must be alone in a quiet, secure place with the subject, who must be physically restrained, magically held or charmed, or be cooperating with or unaware of the caster's goal in casting the mindbender. The caster burns rare incenses and draws arcane symbols on the subject with alchemical ointments — these components must cost at least 1000 gp, and greater amounts may be required for unusually large subjects, at the DM's discretion. Then the caster enters the subject's mind through a powerful telepathic link, and over the course of 24 hours, edits it. This ritual drains the wizard's energies, and for the next three days he is unable to cast any spells above fifth level.

At the completion of the ritual, the subject receives a saving throw versus spell at -4, subject to all other adjustments including Wisdom, specialization, and malisions or mind fog. Magic resistance also applies, as do the racial bonuses and immunities of elves, half‑elves, dwarves, gnomes, and halflings. If the saving throw is failed, the subject's alignment and personality are permanently changed, and only a second application of the mindbender is sure to restore the old. A wish or restoration have only a 50% chance of succeeding, and the personality change cannot be dispelled, though subjects do radiate Enchantement magic to appropriate detection spells and can be fended off by protection spells.

If the saving throw succeeds, the subject may eventually throw off the spell's effect. The spell's effects last as long as a charm monster (Player's Handbook, page 154) automatically. After that, any time the spell would cause the subject to act contrary to his former nature, he immediately receives a new saving throw, without the -4 adjustment, to regain his old personality.

Note that once the ritual is over, the wizard cannot again alter the subject's personality. The new personality is set, and if the subject throws off the Enchantement, he cannot again be affected by a mindbender from that particular wizard.

Within the constraints noted above, the wizard can create whatever new personality he chooses. Amnesia can be induced, new backgrounds invented. The subject's emotional responses, his loves, hates, and fears, can be chosen. The subject can be made fanatically loyal to the wizard, homicidal, suicidal, or genial, contented, and charitable. Because it seems to deprive subjects of their free will, use of mindbender is an ethical dilemma for many good magicians, though most agree it is a humane alternative to imprisonment or death. Less scrupulous magicians find mindbender a most potent tool.

Curse of Undeath

(Nécromancie)
AVANCER \u4Portée : 10 feet par Ndm

Composants : V, S, M

Durée : Permanent

TI : 1 round

Zone d'effet : One creature

Jdp : Negates

Auteur : Kai Rottenbacher <c/o uwagner@orville.zdv.uni‑mainz.de>

AVANCER \u4
This spell causes a creature which fails a saving throw versus death magic to be under a horrible curse. The creature will live a normal life until it dies (whether of natural causes or unnaturally does not matter). Then, the creature is transformed into an undead creature of the caster's specifications (within special limits). This does not happen until the night after the creature's death. The creature can be a creature having up to the maximum of half the caster's Hit Dice and it may be any kind of undead up to and including a ghost (note: it is not possible to create a lich or special undead via this spell). The creature is completely under the caster's control if it fails a saving throw versus spell against each and every one of his controlling attempts. Once the creature has succeeded at one saving throw per caster level, it is completely free from the caster's control and it knows who tried to control it and it bears an everlasting hatred against the caster. The caster can make use of its senses even if he is on another plane (note: this is not possible if the caster is feebleminded, disminded or otherwise not in control of his body or mind). The creature can be cured with a remove curse, an atonement, and a heal before it dies, all cast with the explicit purpose to remove this spell. Once the spell is in effect, and the creature dies, only the immediate blessing of the slain body can prevent the transformation to undeath. Note: a resurrection is possible, but if it is not done before the next nightfall, the creature will transform into an undead being. Once the creature is transformed, it cannot be saved, unless a god reverses the situation directly (not by sending an avatar but by being there personally and laying on hands).

The material components are a pinch of bone or a drop of the essence of each type of undead that exists on that planet (or in that sphere if used off‑planet). The caster has to have an additional full pound of bone or essence of the type of undead creature he wants to create. Thus, it will take lots of ghost ichor to create the fleeting substance known as ghost's essence in the required amounts. How to get the stuff is the wizard's problem, not mine...

Damian's Mindswap

(Enchantement/Charm)

AVANCER \u4Portée : 70 yards

Composants : V, S, M

Durée : Permanent

TI : 9

Zone d'effet : One creature

Jdp : Negates

Auteur : Jay <krzyston@garfield.cs.wisc.edu>

AVANCER \u4
When this powerful Enchantement is cast, the wizard attempts to rip the target creature's soul from its body and temporarily place it in a gem of not less than 15,000 gp value. At the same time, the wizard's soul is released from his body and also travels through the gem. When, and if, both souls are in the gem, they both proceed to the opposed bodies from which they came. This has two very noticeable effects:

•
The wizard and victim have essentially swapped minds (or bodies, whichever you prefer). This has the effect that the wizard now takes on the physical attributes of that body (Strength, Constitution, Dexterity and Comeliness). The wizard does retain his own mental capacities and previous knowledge (Intelligence, Wisdom, Charisma), hit points and level.

•
If the wizard or victim can kill his former body, the other's soul goes to its respective plane. Thus, after completion of the spell, if the wizard kills his old body, he can never be displaced from his new body, for in all intents and purposes it is his body now. If neither the wizard nor the victim is killed, and at some later point in time a priest casts an exorcise spell at either body (both have to be within 70 yards of each other, though), the caster of the original mindswap must save versus death magic or return to his old body.

If the saving throw is made, this indicates that this person's body will never accept the wizard's soul and need never fear this spell from the same wizard again. After the transferral has been completed, the gem disappears.

Darklight's Poetic Justice

(Conjuration, Enchantement)

AVANCER \u4Portée : Unlimited

Composants : V

Durée : Spécial

TI : Spécial

Zone d'effet : Spécial

Jdp : Aucun

Auteur : Keith Taylor <ktaylor@phoenix.cs.uga.edu>

AVANCER \u4
This spell is similar in some ways to both a wish and a curse. It is cast by the wizard reciting a self‑composed poem, directed at a person, place, or thing at which he wishes to direct some sort of vengeance.

The target in question must be truly the one which the wizard has reason to hate, so that a framed person may not be affected by the poetic justice. The vengeance may be petty, however, so that innocents might be endangered. However, this is not likely due to the extreme nature of the spell.

The duration, range, and area of effect are as per wish. However, the casting time is much greater. The wizard must recite the poem loudly in the presence of the open sky for it to take effect, and depending on the power of the curse, this might take some time.

The poem's length and complexity are determined by how powerful the wizard wishes his revenge to be. The degree to which the described vengeance is carried out by the spell is proportional to the craftsmanship of the said poem. Note that this gives DMs some leeway in interpretation.

If the poem's target is true and its poetic power is sufficient, then the things described in the poem take place. One specific curse or permanent effect (each considered a "term", as in a contract) can be caused per two levels of the wizard, dependent upon the above factors. Note that this is a maximum effect for a single poem, and that a lesser effect can be visited.

The price for casting the spell is dire. For each term set within the poem, the wizard suffers one day of reduced power, being reduced to _ normal casting level with regards to number and level of spells memorised as well as internal spell variables such as range.

Death Wind

(Conjuration/Invocation, Nécromancie)

AVANCER \u4Portée : 20 yards par Ndm

Composants : V, S, M

Durée : 1 round + 1 round per 3 levels

TI : 1 turn (no reduction possible)

Zone d'effet : 20 feet par Ndm per side cube

Jdp : Spécial

Auteur : Kai Rottenbacher <c/o uwagner@orville.zdv.uni‑mainz.de>

AVANCER \u4
This spell causes a magical black‑greyish wind in the area of effect. This wind has a range of 20 yards par Ndm. It has a direct connection to the negative energy plane. For every round in the wind a character has to save twice versus death magic. If they succeed twice, they don't suffer any spell effects; if they save only once, they suffer "only" a 1d3+1 level loss; if they fail twice, they lose 1d6+1 levels. For every level lost, the character suffers 5d4 hit points additional damage (due to the excruciating pain with which these levels are lost), with a saving throw versus spell for half damage.

The order in which they lose their hit points is the following: first, you lose any applicable level hit points lost due to energy level loss, then you lose hit points due to the damage accrued by energy level loss.

Any people killed by the energy level loss change into juju zombies; those killed by the damage (after they lost their levels) are changed into half‑powered juju zombies. Anyone who survives this spell will regain the lost levels slowly (one per hour until the previous maximum is reattained). The damage stays the same, as this was additional to the energy level loss.

Negative plane protection or a similar spell or item effect offers full protection against this spell. Anyone within the full effect of dispel evil or a protection from evil, 10‑foot radius cast by a priest of fourteenth level or higher is also protected.

As the caster needs direct access to the negative energy plane, he is not able to have any protection or other permanent spells going on his person at the time of casting, as this would disrupt the frail link. The only spell he requires is negative plane protection or an item which helps him offset the drain of the negative energy plane.

The material component is a sacrificed baby (less than 6 months old), an active phylactery of a lich, and the full dust from a 500 year old vampire. The material components are completely destroyed during the casting. In the first round of casting the lich (whose phylactery is used) knows with a 100% certainty where, by whom, and for what the phylactery is used and, if possible, it will most certainly jump in to prevent the destruction of its phylactery.

Demonic Immunity

(Abjuration)

AVANCER \u4Portée : 0

Composants : V, S, M

Durée : Spécial

TI : 1 round

Zone d'effet : The caster

Jdp : Aucun

Auteur : Jay <krzyston@garfield.cs.wisc.edu>

AVANCER \u4
Casting this spell requires a demon's amulet of at least a type one demon, which is slowly consumed and will be destroyed when the spell ends. The caster of this spell is rendered invulnerable to all demonic powers, but physical attacks are not affected. The caster cannot be telekinesed or charmed by demons, their unholy words won't affect him, etc. No demonic special powers can harm him at all.

The tougher the demon's amulet, the longer the spell lasts:

Duration
Demon

4 rounds
Type 1




6 rounds
Type 2




8 rounds
Type 3




12 rounds
Type 4




20 rounds
Type 5




50 rounds
Type 6




100 rounds
Named

The duration can be split between people.

Ditan's Nullify

(Altération, Nécromancie)

AVANCER \u4Portée : 30 feet + 10 feet par Ndm

Composants : V, S, M

Durée : 1 week

TI : 9

Zone d'effet : One creature with his magic items

Jdp : Negates

Auteur : Ditan

AVANCER \u4
This spell is a more powerful version of the 7th‑level Ditan's minor nullify. This spell stops the wizard or priest from using their abilities for a week, as well as temporarily disabling any carried magic items to function. Items get a saving throw versus crushing blow, while artifacts are not affected at all. The wizard has a 30% chance of being affected, but if he is affected, he is affected as by minor nullify.The material components for this spell are a 1000 gp worth ball of obsidian and a 1000 gp diamond, that are both consumed in the casting. The victim's saving throw is at -8.

Ditan's Portable Dwelling

(Altération, Conjuration)

AVANCER \u4Portée : Spécial

Composants : V, S, M

Durée : 1 day per 10 levels

TI : 8 rounds

Zone d'effet : Spécial

Jdp : Aucun

Auteur : Ditan

AVANCER \u4
This spell is a more powerful version of the 7th‑level Ditan's portable quarters, with the following exceptions.

The spell only enchants one doorknob, and it opens up onto a two story home, with 5 bedrooms, two bathrooms, 5 miscellaneous rooms, and a kitchen. The owner may allow up to 16 beings in, as well as himself. In addition, the character may contact the outside world via a call portal that allows the characters inside to view the immediate area where they entered.The additional material component is a ring of spell storing with three enlarge spells held within, that is consumed in casting the spell.

Ditan's Power Stripping

(Altération, Nécromancie)

AVANCER \u4Portée : 100 feet + 10 feet par Ndm

Composants : V, S, M

Durée : Permanent, until dispelled

TI : 2 rounds

Zone d'effet : One creature

Jdp : Spécial

Auteur : Ditan

AVANCER \u4
When this spell is cast the wizard calls into being two spheres of negative energy, one from the realm of negative magic energy, and one from the quasi‑negative material plane. The spheres are then hurled at the victim, and the character gets a saving throw at -6, to avoid being affected. If affected, the character loses all the abilities of his class or classes. Spells will not work, specialisation is lost, and skills are forgotten. The only way to dispel this effect is through a wish or divine intervention. A limited wish will temporarily (1d20 turns) restore abilities.

The material component for this spell is a 1‑foot cube of obsidian, the eye of a black dragon, and a trapped soul of a demon of at least 16 HD. All spell components are consumed in the casting. There is a 50% chance of the soul of the demon being released, and trying to take over the wizard. If taken over, the wizard is drained of all spell abilities for 1d4 years.

Ditan's Resolidification

(Altération)

AVANCER \u4Portée : 0

Composants : V, S, M

Durée : Instantaneous

TI : 1 round

Zone d'effet : Item touched

Jdp : Aucun

Auteur : Ditan

AVANCER \u4
This spell will resolidify anything effected by crystalbrittle or a breath weapon. It will not mend items that have been broken since the crystalbrittle, though (eg.: Galgor's sword was crystalbrittled, then he dropped it and it shattered, even though he found every piece and placed it back together, when this spell is cast all he will have is many pieces of metal). If the item was magical when crystalbrittle took effect, then there is only a 25% chance that when it is resolidified it will still be magical. The material component for this spell is 1 pint of dragon blood.

Dual Casting

(Altération)

AVANCER \u4Portée : 0

Composants : V, S, M

Durée : Until used

TI : 1 turn par Ndm

Zone d'effet : Self

Jdp : Aucun

Auteur : Max Becherer <becherer@suna0.cs.uiuc.edu>

AVANCER \u4
This rare and powerful spell allows the wizard to cast two spells at once. When cast, the spell remains on standby until the wizard is ready to use it. On the round it is used, the wizard may cast two spells at the same time. The total spell levels cast may not exceed one third the wizard's experience level. It is possible to have multiple castings of this spell active; the wizard is limited to one per nine levels for a maximum of four.The material component is an egg with two yolks, and a perfect crystal sphere composed of spent ioun stones, lesser shiral crystal, and quartz melted together costing 2000 gold pieces par Ndm of the wizard. The egg is eaten (fried or hard boiled) and the sphere vanishes during casting.

Expanded Awareness

(Altération, Divination)

Réversible
AVANCER \u4Portée : 5 yards par Ndm

Composants : V, S, M

Durée : 1 turn par Ndm

TI : 9

Zone d'effet : One creature

Jdp : Aucun

Auteur : Paul D. Walker <pdwalker@hk.super.net>

AVANCER \u4
This spell, when used, gives the wizard a great deal of information about the immediate area. The wizard receives the effects of the following spells or spell‑like powers: detect charm, detect curse, detect enemies, detect evil, detect good, detect illusion, detect invisibility, detect lie, detect magic, detect phase, detect poison, detect psionics, detect secret doors, detect snares and pits, and detect traps.

The spell remains in effect constantly, and the wizard receives all the information at once. There is no problem with assimilating the data. The range of detection for this spell is 5 yards par Ndm of the wizard.With the appropriate reversed spells, the wizard using this spell could become blind to some or all of the things that the spell detects for as long as the spell would normally last. For example, the reverse of know alignment cast upon the wizard will cause him to be unable to detect evil or good. In some instances, it will become obvious to the wizard that some of the detections are lost.The wizard does not have to concentrate to use this spell, the information arrives immediately and the wizard knows instantly. The wizard can cast other spells while this spell is in effect.The reverse of this spell, reduced awareness, causes one creature to be unable to detect, by any means, any of the above things for the magic of the spell will render all attempts ineffective. There is no saving throw against this effect.The material component of this spell is a miniature platinum telescope worth at least 3,000 gp.

Fenzill's Phantasmal Fingers

(Nécromancie)

AVANCER \u4Portée : 40 yards + 5 yards par Ndm

Composants : V, S, M

Durée : 2 rounds par Ndm

TI : 9

Zone d'effet : One target

Jdp : Aucun

Auteur : Fenzill

AVANCER \u4
This spell is an enhanced version of the 2nd‑level spectral hand; it differs from that spell in the following ways: it can be used to deliver a touch spell of any level and it gives a +3 to the attack roll. It has an Armour Class of -4, but it cannot be destroyed by any attack (it may only be dispelled). Instead, any hit on the hand inflicts full damage on the wizard (although a successful saving throw versus spell reduces this damage by half). The wizard may end the spell with a single word. The material component for this spell is a glove.

Genocide

(Evocation, Nécromancie)

AVANCER \u4Portée : 5 yards par Ndm

Composants : V, S, M

Durée : Permanent

TI : 9

Zone d'effet : 20‑foot radius sphere

Jdp : Spécial

Auteur : Allan J. Mikkola allanm@vulcan.med.ge.com
AVANCER \u4
This spell allows the wizard to kill one or more creatures of the same species: the wizard chooses a creature as the initial target for the spell, and after the incantations are complete, a black bolt shoots forth from the wizard's finger towards the chosen target. If this creature makes its saving throw versus spell at -2 (or if it has 15 or more Hit Dice) there is no effect and the spell terminates.

If the saving throw of the initial target fails, the creature dies, and the spell continues as follows: if there are no more creatures of the same species within the area of effect, the spell ends at this point. Otherwise, the bolt will continue jumping to other targets. The bolt jumps randomly from one target to the next; range is not a consideration — as long as the target is in the area of effect, and it is of the appropriate race, it may be hit by the bolt. Each creature that is hit with the bolt must make a successful saving throw versus spell (with no modifiers) or die.This spell will affect a number of Hit Dice equal to: 10 HD + 1 HD par Ndm of the wizard (the number of creatures is not a factor). The spell will terminate when one or more of the following occurs: the Hit Dice limit is exceeded, there are no more potential targets in the area of effect, or the bolt strikes a target with more than 15 HD (such a creature is unaffected by this spell). Each target hit with the bolt counts towards the Hit Dice limit, whether its saving throw was successful or not.The bolt will never jump to a creature of a different species, or to one that has already been hit (whether living or dead). Any creature with more Hit Dice than the original target will not be affected by the bolt, but its number of Hit Dice is still counted towards the Hit Dice limit of the spell. If a target's Hit Dice would exceed the limit of the spell, it is not affected (and the spell terminates).The bolt will never jump back to the wizard; in addition, the wizard may choose individuals to be unaffected by the spell simply by naming them as part of the incantations (usually used to avoid killing friends or allies).Note that some races are closely related, but are not considered identical species for purposes of this spell (i.e. goblinkind). "Half‑breeds" will be affected by this spell if either of their parent‑race is targeted, as well as when the cross‑breed is specifically targeted. However, if a parent‑race is named as the target, a half‑breed of that race earns a +2 to its saving throw. For example, a half‑elf is affected normally if half‑elves are named as the target of this spell. They would also be affected if either humans or elves were targeted, although they would gain a +2 to their saving throws in the latter two cases.After this spell is cast, the wizard must make a successful system shock roll or fall unconscious for 1d10 rounds. Note that the DM may wish to inflict other penalties on the wizard due to loss of blood (see material components below), especially if the spell is cast more than once is a short period of time.The material components of this spell are a pint of the wizard's blood and a figurine or statuette of the race to be targeted. The blood is consumed at the time of the casting, and the figurine is also destroyed, unless the wizard makes a successful saving throw versus spell.

Heartbreaker

(Conjuration/Invocation)

AVANCER \u4Portée : 6 feet

Composants : V, S

Durée : Permanent

TI : 1 turn

Zone d'effet : One creature

Jdp : Negates

Auteur : John Daniel c548285@umcvmb.missouri.edu
AVANCER \u4
This spell induces a sudden heart attack in its recipient. A saving throw versus death magic is allowed. If the saving throw is failed, the creature must make a Constitution check. If the check fails, the creature dies. If the creature survives, he will be totally incapacitated for 1d6+6 game weeks. He will also permanently lose one point of Strength and one point of Constitution, and will have a 5% chance of a future heart attack every time he is ever again required to make a Constitution check. Note that this spell does require its victim to have a heart, so not all creatures can be affected (golems, undead, slimes, etc.).

Hindsight

(Divination)

AVANCER \u4Portée : 0

Composants : V, S, M

Durée : 1 turn par Ndm

TI : 2 hours

Zone d'effet : The caster

Jdp : Aucun

Auteur : David E. Brooks Jr. and Elizabeth H. Brooks <dbj@central.keywest.mpgn.com>

AVANCER \u4
This powerful spell enables the caster to view past events in time as if he were actually present. The maximum time in the past that may view safely is 100 years par Ndm of the caster. The wizard can try to view even further in the past, but for every 50 years, or fraction thereof, additional, there is a 3% chance that caster will permanently lose 1d4 points of constitution. Thus, if an 18th‑level wizard tried to view an event two‑thousand years in the past, there would be a 12% chance that his Constitution would be reduced by 1d4 points. In any event, at the termination of the spell, the caster's Constitution is temporarily dropped to 3 for a number of days equal to twice the number of centuries viewed backward in time, rounded up.The region being viewed is the same location as where the wizard casts the spell, albeit in the past. While "in the past", the caster may move around and visually inspect anything in sight, but any attempt to touch an item or person nets a negative result (i.e., the caster's hand passes harmlessly through the person or item).Also, the caster has the option of changing which time period he is viewing, subject to the same limitations mentioned above. This allows the caster to "fine‑tune" the date he is viewing without having to re‑cast the entire spell. During the spell's duration, the caster's mind has effectively left the body, thus making the wizard's body a prime target for possession. Normally suitable protections are in place before attempting to use hindsight.During the casting of the spell, the caster is required to burn numerous rare spices and rare woods (worth at least 20,000 gp) in an unused brazier specially constructed for this purpose.

Hobar's Mass‑Mover

(Altération)

AVANCER \u4Portée : 0

Composants : V

Durée : Instantaneous

TI : 1

Zone d'effet : One person touched per 3 levels

Jdp : Negates

Auteur : Sol Sukut <sds7966@silver.sdsmt.edu>

AVANCER \u4
This spell is a replica of teleport, with respect to the possibility of teleporting into the ground, buildings and other errors. All persons must hold or stack hands with the spellcaster to be affected. Unwilling participants may save versus spell to be left behind. Everyone else will be teleported to a location chosen by the spellcaster.

Implant Object

(Altération, Nécromancie)

AVANCER \u4Portée : 0

Composants : V, S

Durée : Permanent

TI : 1 hour

Zone d'effet : One creature

Jdp : Negates

Auteur : The Warlord of Heaven <fsmtw1@alaska.bitnet>

AVANCER \u4
This spell allows the caster to implant one magical device into another being or himself for full effect. Weapons cannot be implanted, and there must be space in the body for the item. Gloves can be sunken under the skin, rings placed around ribs, etc. Only one item per 5 Constitution points can be implanted.

Kiri's Damnable Banishment

(Altération)

AVANCER \u4Portée : 5 feet par Ndm

Composants : V, S, M

Durée : Instantaneous

TI : 5

Zone d'effet : One or more creatures

Jdp : Negates

Auteur : David Kelk <fs337203@sol.yorku.ca>

AVANCER \u4
This is an offensive variation of dimensional teleport. Its purpose is to banish (by dimensional teleport) 2 HD par Ndm of the caster of creatures to a place of the casters choice — known or envisioned (eg., to the elemental place of earth into the den of 20 hungry xorn).The saving throw of this spell is modified by -1 per two levels less of the target compared to the caster or +1 per two levels greater. Excess Hit Dice are not effected. Upon arriving, the targets are compelled to remain on that plane for 1yr par Ndm of the caster. The material component for this spell is a platinum bird cage full of cockatrice feathers.

Kiri's Improved Spell Engine

(Invocation/Evocation)

AVANCER \u4Portée : 0

Composants : V, S, M

Durée : Permanent

TI : 1 round

Zone d'effet : Up to 1 foot par Ndm radius

Jdp : Aucun

Auteur : David Kelk <fs337203@sol.yorku.ca>

AVANCER \u4
When cast, this spell brings into being a large, invisible, insubstantial wheel of force centred on the caster. After the spell is completed, it comes into effect whenever the caster of the spell or anyone named in the casting is attacked by any hostile spell (hostile being defined as any spell that will hit or affect any target who is unaware of the spell or any spell that the target actively resists regardless of whether he normally gets a saving throw), while within the area of effect.

Whenever a "hostile" spell crosses the boundary of the wheel, it is absorbed and the full spell comes into effect: a brilliant, shimmering, multi‑hued wheel of energy materializes and begins to rotate. All "hostile" spells cast onto or across the area of effect are absorbed into the wheel which causes it to become brighter and spin faster.

Note: dispel magic is absorbed by the spell engine and magic resistance does not negate this effect. A wish will destroy one spell engine per casting.

Creatures of less than 4 HD or levels looking at the engine must save versus spell once per round or be blinded for 1d6 turns. The engine persists for one turn per spell level absorbed. Resting, meditation and spell memorisation occur twice as fast within the area of effect while an active engine persists.

When the wheel's energy is exhausted, it will lay dormant until activated again.

The material component for this spell is a hollow glass wheel full of mercury and gold, silver, or platinum dust worth 300 gp.

Kiri's Possession

(Enchantement/Charm)

AVANCER \u4Portée : 10 feet par Ndm

Composants : V, S, M

Durée : 2 rounds par Ndm

TI : 1 round

Zone d'effet : One person

Jdp : Negates

Auteur : David Kelk fs337203@sol.yorku.ca
AVANCER \u4
This spell allows a wizard to totally dominate and possess another. When the wizard possesses his target, he in effect becomes it. Therefore, he knows what abilities the possessed being has. The possessing wizard can force the possessed being to use any of its powers, spells or combat abilities at no penalty, or the wizard can choose to cast his own spells through the creature. Provided he is not casting a spell of his own through the possessed creature, the wizard can give the creature orders and can still act fully on his own. After the spell has worn off, the possessed creature will not remember anything that has happened. A saving throw versus spell is allowed to resist this spell. The material component is a marionette attached to strings that must be shaken as the spell is cast.

Kiri's Soul Transfer

(Nécromancie)

Portée : 0

Composants : V, S, M

Durée : Instantaneous

TI : 1 turn

Zone d'effet : The caster and one other person touched

Jdp : Negates

Auteur : David Kelk <fs337203@sol.yorku.ca>

AVANCER \u4
This morally questionable spell causes two beings or the caster and another being to completely switch bodies. All skills, class abilities, hit points, Intelligence, Wisdom and Charisma stay the same as they were in the original body. The physical statistics (Strength, Dexterity, Constitution) are now those of the new body (note that the hit points may have to be adjusted according to the new Constitution). The same occurs to the second person involved in the spell.

Unwilling participants are allowed a saving throw versus spell. If trap the soul is cast at the same time, Kiri's soul transfer is saved against at -4.

The material components of the spell amount to 7000 gp worth of preparations taking 2 days.

This is a great spell to base adventures around — some old evil wizard looking for a new, young body. The PCs must find some way to reverse the process by finding the spell.

Lazatar's Spellstopper

(Abjuration)

AVANCER \u4Portée : 0

Composants : V, S, M

Durée : Permanent

TI : 2 hours

Zone d'effet : 100 square foot section of wall par Ndm

Jdp : Aucun

Auteur : Lazatar

AVANCER \u4
This very potent abjuration is used to protect a castle, keep, city, etc. from one or more enemy spells. For each level the wizard has obtained, he may protect up to a 100 square foot section of wall; more than one application of this spell may be cast on a single wall at once, as long as the areas of protection do not overlap (the wizard may shrink the area of effect to any size less than the maximum, as desired); in other words, no one brick of the wall may be under protection by more than one spellstopper at a time. The protection afforded by this spell extends to individuals on top of an affected wall.

Spellstopper may be used to affect one other spell for each level of the wizard; thus, a 19th‑level wizard may provide protection against 19 other spells directed at the protected area. These affected spells may be any spells, with the exception of wish and dispel magic; however, the chosen spells must be ones the wizard already has learned. Once this spell is cast, any of the chosen spells directed at the protected area automatically fail; spellstopper has no effect on other spells. Spellstopper may be removed by wish or it may be dispelled. For every non‑chosen spell cast at the area of effect, the chance for dispelling spellstopper is increased a percentage equal to the level of the spell. This bonus is cumulative (up to 25%) and lasts for one turn. In order to earn this bonus, the wall itself must be targeted; an attack directed at a defender on top of the wall does not contribute to this bonus. As an example, let us assume a wall is protected from, among other spells, passwall, and magic missile, and that fireball and transmute rock to mud are not affected. On the first round, magic missile is directed at one of the defenders; since the wall protects its defenders, the spell is stopped. The next round, passwall is cast on the wall; since it too is a chosen spell, passwall has no effect. On the third round, fireball is cast at the defenders, and since it was not named during the casting of spellstopper, it has full effect; in addition, if dispel magic was cast within one turn, it would have a 3% bonus, since fireball is a 3rd‑level spell. Nine rounds after fireball was cast, transmute rock to mud is cast on the wall; it too has full effect; if dispel magic was cast now, it would have an 8% bonus applied to it (3% for the fireball and 5% for rock to mud). Two rounds later, another rock to mud is cast; subsequent dispel attempts now have and 10% bonus (5% for each rock to mud; the 3% for fireball no longer applies, as it has been more than 10 rounds since it was cast). Each casting of spellstopper temporarily reduces the wizard's Constitution by 1d4 points; an hour of undisturbed rest will restore one Constitution point lost in this manner. If the wizard's Constitution is reduced to 0 or less by casting this spell, he must make a successful system shock roll to prevent actual death. 7The material components for this spell are a thin sheet of lead, as well as the material components for all spells spellstopper will protect against. The wizard can only protect against spells he can cast himself.

Lazzaro's Murderous Sword

(Enchantement)

AVANCER \u4Portée : 50 yards

Composants : V, S, M

Durée : 1 round par Ndm

TI : 9

Zone d'effet : Spécial

Jdp : Aucun

Auteur : Lazzaro

AVANCER \u4
This spell is a version of Mordenkainen's sword, but with a twist. This spell causes a shimmering aura to form around any sword. This sword will then arise and be at the command of the wizard. He may order the sword to attack, defend, guard, or whatever. The sword can respond to moderately complex tasks like, "let no one through this door unless they say the word ixitayal". In combat, the sword will hit any Armour Class on a 19 or 20, it has the same hit points as a fighter of the level of the wizard (18/01 Constitution), has the same Armour Class as the wizard, and fights like a fighter of the same level (i.e. 2 attacks per round, THAC0 whatever). It attacks as if wielded by someone with an 18/00 Strength (+3,+6). It also has its own bonuses; it requires a magical sword as material component. If the sword has any special abilities these will also be used in the combat. The sword acts independently of the wizard (obviously) and requires no concentration to maintain. However the wizard must remain with 50 yards of the sword or it falls to the ground, inert (with magic drained from it). Ways to defeat the sword include: rendering the wizard unconscious, hitting the sword for loss of hit points, encasing it in something, or successfully dispelling it. As discussed above, the material component is a magical sword, the magic of which is consumed after the spell ends (gives high level wizards a reason to collect all those magic swords and destroy them in the process). The other material component is a gem with the soul of fighter trapped in it. This gem becomes embedded in the sword during the spell. Each time the gem is used, it has a cumulative 5% change of shattering, freeing the poor soul inside. Obviously, the gem is not consumed after the spell ends.

Lorth's Translocation

(Altération)

AVANCER \u4Portée : 0

Composants : V, S

Durée : Instantaneous

TI : 1 round

Zone d'effet : The caster

Jdp : Aucun

Auteur : Aaron Sher <ars3_cif@uhura.cc.rochester.edu>

AVANCER \u4
Lorth's translocation is a the most advanced teleport class spell ever devised. Given a description of any sort, the wizard is able to place himself at the specific location. The description might be a detailed mental image, a verbal description, a painting, "thirty feet due east", "the centre of the room in which stands the sceptre of Ashkamankh", or anything else sufficiently precise. If there does not exist a location such as the one described, nothing will happen. If the description is insufficiently precise (a field of grass, the centre of a forest), the spell will have no effect. If the location does exist, then the wizard will be placed there, no matter where it is. This spell can transport the wizard to any plane, any distance. Note however that it is very, very difficult to describe a specific place in planes such as the astral or the ethereal, due to the lack of good landmarks. Of course, if there should happen to be a solid object in the place described, the wizard is slain instantly.

Milt's Miniature

(Altération)

AVANCER \u4Portée : 0

Composants : V, S, M

Durée : Spécial

TI : 3 rounds

Zone d'effet : Person touched

Jdp : Negates

Auteur : James Bray <jbray@acad.bryant.edu>

AVANCER \u4
To be able to cast this spell, the "victim" must be frozen, eg. by a successful hold person. The caster must then place a piece of mithril in front of him, one behind of him, and one on both sides. A diamond must then be drawn between these mithril pieces, without touching the mithril once they have been placed. The wizard then casts the spell. No to‑hit roll is needed, because the victim is frozen. An Intelligence check must be made, though. If successful, the victim assumes the form of a small mithril miniature. The mithril pieces are used up in the spell. If the miniature is sold, stolen, or possessed by anyone other than the caster, the spell is broken and the victim enlarges at a very fast rate, and the mithril pieces reappear — end of story. If the caster dies, the victim is freed as well. If the victim comes out of the hold person spell before this spell is completed, the casting failed. If the miniature is destroyed, broken, or melted, the victim dies.

Morgwar's Undead Spellpower

(Altération, Nécromancie)

AVANCER \u4Portée : 10 feet

Composants : V, S, M

Durée : Permanent

TI : 1 day per spell level imbued

Zone d'effet : One undead

Jdp : Aucun

Auteur : Kai Rottenbacher <c/o uwagner@orville.zdv.uni‑mainz.de>

AVANCER \u4
This spell is an improved version of imbue undead with spell ability. It gives one undead creature which is not normally able to cast spells or use spell‑like abilities like energy drain the ability to cast up to one spell. This spell can be used multiple times on these undead until they have the power to cast one spell per Hit Die they possess, maximum. For undead which can already use spells or spell‑like effects (see above), it gives them the ability to cast one spell for every level of the caster plus one per Hit Die, maximum. These spells it regains at the stroke of midnight, whether cast or not. The spells given and implanted in the undead are given by the caster of the spell. These spells are permanently removed from his memory until they relearn this spell as if they had never heard of it (roll their chance to learn a new spell).

The spells have to be cast during the ritual imbuing the undead with their spell abilities. For these spells, the undead don't need any kind of components (neither verbal, nor somatic, nor material components) but the material components have to be provided during the ritual in addition to those noted below.

The material component for this spell is one potion of undead control of the type of undead which is imbued with the spell plus one scroll of with the spell to be imbued — and only that spell must be written on that scroll.

Orko's Absorption

(Altération/Evocation)

AVANCER \u4Portée : 0

Composants : V, S, M

Durée : 5 rounds par Ndm

TI : 9

Zone d'effet : The caster

Jdp : Aucun

Auteur : Orko

AVANCER \u4
This spell enables the wizard to absorb and redirect up to 10 levels of magic energy. Any incoming spell is nullified, and the energy stored as potential. Only the same spell can be redirected, even if the wizard is not familiar with it. Any type of spell directed at the wizard may be absorbed, with the exception of area of effect spells, touch spells, and effects from magic items. Unused stored energy is lost at the end of the spell's duration. If an incoming spell exceeds the spell's remaining capacity, the wizard may make a saving throw versus spell (with a bonus of +2 par Ndm of the incoming spell absorbed), to avoid the effects of any remaining spell energy, even for spells that ordinarily do not allow saving throws. The material component is an amulet that glows when spell energy is stored then disintegrates on the ending of the spell.

Orko's Dimensional Travel

(Altération)

AVANCER \u4Portée : 0

Composants : V, S, M

Durée : Spécial

TI : 1 turn

Zone d'effet : The wizard plus an additional 1d6 beings

Jdp : Negates

Auteur : Orko

AVANCER \u4
This spell allows the wizard and 1d6 beings to travel the circuits of the woven dimensions. The wizard can travel to the different realms or dimensions and back with this spell. The duration of the spell is completely dependent upon the will of the wizard, with a maximum of 2 days. The number of creatures that can accompany the wizard should be rolled secretly by the DM, and only revealed after the first dimension travel has been made. No creatures other than those that accompanied the wizard on the first travel can accompany him on subsequent travels. Any unwilling creature gets a saving throw versus spell to avoid the effects of this spell.

The material component for this spell is a brazier burning various rare herbs during the casting of the spell.

Orko's Laser

(Evocation)

AVANCER \u4Portée : Spécial

Composants : S

Durée : Instantaneous

TI : 1 round

Zone d'effet : One creature

Jdp : Spécial

Auteur : Orko

AVANCER \u4
Upon utterance of this spell the wizard releases a light beam of positive energy from his finger. The beam inflicts a total of 10d10 HP of damage, and if the saving throw versus spell is failed, there is a 20% chance that a body part will be damaged (roll on the chart below if this is the case).


D6 Roll
Hit

Effect




1
Head

Instant Death




2 or 3
Arm

Useless until healed




4 or 5
Leg

Useless until healed




6
Rear

Useless until healed



If the victim makes his saving throw he will sustain only half damage and reduce the chance of body part damage to 5%. The only spell component for this spell is a slight unique finger pattern.

It is easier to aim at larger creatures, but a larger creature gets a better saving throw. Therefore, range and saving throw for this spell vary according to the creature attacked by the beam:


Creature is
Range

Saving Throw




Small
60 feet

½; made at -6




Medium
120 feet

½; made at -4




Large
240 feet

Negates



This spell has only somatic components.

Pilpin's Nightmare

(Enchantement/Charm, Nécromancie)

AVANCER \u4Portée : Plane of casting

Composants : V, S, M

Durée : Spécial

TI : Spécial

Zone d'effet : One creature

Jdp : Spécial

Auteur : Pilpin

AVANCER \u4
This spell allows the wizard to enter a creature's dream and attempt to control it, but the spell can backfire and destroy the wizard. Creatures that do not dream are not affected by this spell (i.e., undead, non‑intelligent monsters, etc.). The creature must have been asleep for at least one hour before the spell will work. The wizard goes into a deep trance for the duration of the spell and is totally oblivious to the surrounding environment. If the wizard is disturbed, the spell ends.The wizard projects from the trance into the creature's dream. The wizard will appear in the dream as an observer, unable to influence the dream or say anything. There is a 5% chance that the dream projected into is hostile to the wizard (see below for the effects of a dream hostile to the wizard). Once in the dream, the wizard attempts to take control of the dream. The target creature is allowed a saving throw at -4 to resist the wizard's attempt. If this first saving throw is successful, the wizard does not take control of the dream and cannot try again for a week. At this point, the wizard can leave, or remain as an observer. If the wizard chooses to remain, there is a 5% chance per round that the dream turns hostile to the wizard. If the creature fails the saving throw, the wizard takes control of the dream and can make anything happen in that dream. If the wizard causes the dream to become hostile to the creature (i.e.: turning it into a nightmare), the target creature must make a saving throw versus death magic or die in its sleep. If the creature's saving throw is successful, the wizard loses control of the dream, but the target creature still takes physical damage equal to 25% of its maximum hit points. The target creature will not awaken due to the physical damage caused by the nightmare, but may be awaken by another, who witnesses the damage suddenly appearing on the creature. After the first attempt at turning the dream to a nightmare there is a 50% chance that the dream turns hostile to the wizard. The wizard can again attempt to take control of the dream or leave. If the wizard regains control of the dream, he can again attempt to kill the target. If the target saves versus death magic again, the wizard loses control of the dream and the target takes another 25% of its maximum hit points in damage. The dream now automatically turns hostile to the wizard. The wizard can continue to go through this, each time the creature can either fail its saving throw and die, or successfully save and take 25% of its hit points in damage. If the target creature saves and takes damage four times, it dies from physical damage. If at any time the dream turns hostile to the wizard, the wizard can attempt to control the dream in the usual manner, or attempt to leave the dream. If the wizard chooses to leave, a successful saving throw versus spell is required (leaving a non‑hostile dream does not require a saving throw), if the saving throw fails, the wizard is trapped. If the wizard unsuccessfully attempts to control the dream (i.e., the target saves against the attempt), the wizard is trapped. A wizard trapped in a dream hostile to himself cannot make the dream hostile to the target again and must make a successful saving throw versus death magic or die for each round trapped. If the saving throw is successful, the wizard loses 25% of his hit points due to physical damage (a wise wizard will have somebody watching in case this starts to happen). If the wizard is not awoke by another, he must regain control of the dream before he can attempt escape. If unsuccessful in gaining control of the dream, the wizard will die in four rounds from physical damage, if not sooner from a failed saving throw versus death magic. The material components are a personal possession from the target creature and a lock of hair from a night hag.

Echange des âmes de Pilpin

(Altération, Nécromancie)

AVANCER \u4Portée : 0

Composants : V, S, M

Durée : Permanent until wizard reverses

TI : 1 turn

Zone d'effet : Two creatures touched

Jdp : Spécial

Auteur : Pilpin

AVANCER \u4


Ce sort échange les âmes des corps de deux créatures. Le mage doit pouvoir toucher les deux créatures silmutanémentà la fin de l'incantation sans avoir à faire de jet de toucher. Toutes les créatures avec un esprit ou une âme (eg., humans, elves, animals, birds, dragons, fish, etc.) peuvent être affectées. Examples of creatures that do not have souls or spirits (as we understand them) are: undead, demons, devils, automatons such as golems, and extra‑planar creatures in general. The saving throw against Pilpin's soul exchange depends on whether both, one, or neither of the recipients are willing to undergo the exchange. Treat indifferent as unwilling. If both recipients are willing, no saving throw is required. If one recipient is willing but the other is not, then the unwilling target is allowed a saving throw with a -2 penalty. If both are unwilling, then they are both allowed a normal saving throw. A successful saving throw by any one of the recipients negates the spell. This spell is much more powerful when used in combination with the 8th‑level trap the soul. Unwilling creatures that are trapped within a gem prison have an additional -6 penalty on their saving throw. So if one recipient is willing and the other not, and the unwilling recipient is first imprisoned by trap the soul, the unwilling creature saves with a -8 penalty. If both recipients are unwilling and trapped in gem prisons, they both save with a -6 penalty. The spell does not release them from the gem prisons, only exchanges their souls. A creature's soul in a different body has that body's hit points or Hit Dice, Strength, Dexterity, Constitution, and Comeliness, but the soul's Intelligence, Wisdom, Charisma (modified by the body's new Comeliness), memories, and Intelligence based skills (languages, nonweapon proficiencies, spellcasting ability, etc.). The non‑physical abilities can be used only if the body has the required physical attributes. If the body has extraordinary Strength, it can only be used if a warrior's soul enters the body. The body will not radiate magic. The alignment will be that of the soul. True seeing will reveal to a person that previously knew the recipient of the soul exchange that it is no longer the same person. The spell can only be reversed by a carefully worded and executed wish (creatures must be touching each other), another soul exchange, or the will of the original wizard. If a creature dies while in another's body, it can only be brought back with its own body, so if both creatures died this could be a reckless way to reverse the spell. The material components are a diamond worth 1000 gp and a bit of fresh brain tissue from a mind flayer (not necessarily freshly acquired, possibly magically preserved).

Power Word, Banish

(Conjuration/Invocation)

AVANCER \u4Portée : 20 yards

Composants : V

Durée : Instantaneous

TI : 1

Zone d'effet : One creature

Jdp : Aucun

Auteur : Phill Hatch <phatch@slc.mentorg.com>

AVANCER \u4
This spell sends an extraplanar creature back to its home plane. If cast on a creature native to the plane it is currently on, the spell sends that creature to the outer plane best matching its alignment (yes, it can be used on PCs). If the creature has more Hit Dice or levels than the caster, it is not affected, even if it wishes so. If the target is already in an outer plane that is its home plane, the spell has no effect. There is no possible backlash to the caster as in the 7th‑level banishment.

Regenerative Restoration

(Abjuration, Altération)

AVANCER \u4Portée : 0

Composants : V, S, M

Durée : 1 week par Ndm

TI : 1 day

Zone d'effet : Creature touched

Jdp : Aucun

Auteur : Kai Rottenbacher <c/o uwagner@orville.zdv.uni‑mainz.de>

AVANCER \u4
This spell allows the caster to give a touched creature the ability to regenerate lost or drained energy levels or ability points at a very slow rate. The effect lasts for the whole duration of the spell. If at any time during the spell's effect the creature is affected by any such losses, it is allowed to negate the loss by succeeding at a base saving throw versus death magic minus one per point of damage that is dealt with the loss (if a vampire dealt a blow causing 9 hit points damage, the affected creature would have to succeed at its death magic saving throw (base) minus 9 to prevent two level losses). This ability also applies to ability points lost due to sudden or continuous draining effects (undead drains as well as strenuous activity like running at high speeds). If any losses still occur due to failed saving throws or because the spell was not in effect at the time of the loss, the creature gains the ability to gain the losses back at the following rates:

•
lost levels are replaced either at one per week (if normally a permanent loss) or in one tenth of the time (if a temporary loss),

•
lost ability points are replaced either at one per week (if a normally permanent loss) or in one tenth of the time (if a temporary loss).

Each time one level or ability point loss is prevented or a point is regained, the duration is reduced by one week. If the remaining duration is less than a week, the spell instantly expires with no protection offered nor any returned point. Thus, a 20th‑level wizard would have the ability to prevent the loss of one point in the 19th week of duration only. He could also restore only one point.

It is not possible to stack this spell.

The material components are one potion of heroism for each week or one potion of superheroism for every three weeks duration. These have to mixed with the remains of a cremated wraith's essence. It is possible to substitute any ashes of any other higher powered undead with a draining ability for the wraith's essence.

Shade Transformation

(Altération, Illusion)

AVANCER \u4Portée : 0

Composants : V, S, M

Durée : Permanent

TI : 1 week

Zone d'effet : The caster

Jdp : Aucun

Auteur : Keith Taylor <ktaylor@phoenix.cs.uga.edu>

AVANCER \u4
This was researched by Darklight in order to recreate the fabled transformation of a mortal into undying shadow‑stuff. It was seen as an alternative to a potion of longevity (which is difficult to make) or lichdom (which brings the stigma of undead onto oneself). The experiment was successful, as this spell attests.

The spell is highly difficult to cast, taking a full month of preparation (involving rare and dangerous components) before casting, and an entire week to cast (the caster might have to take precautions not to fall asleep during the casting). It irrevocably changes the caster of the spell into the type of creature known to men as a shade (see the Monster Manual II).

The body of the caster is infused and altered with shadow‑stuff from the plane of shadow. This process permanently incurs a psychological weakness in the caster, amplifying some trait which formerly existed into a true downfall. This may not actually cause the shade to be incapable of happiness or meaningful existence, but it does add an element of the tragic into their nature.

The wizard may continue to advance in levels after becoming a shade, but will probably be more comfortable living on the plane of shadow. The wizard gains all the powers and vulnerabilities of a shade, including becoming immortal unless slain.

This process costs anywhere from 10,000–60,000 gp, and involves the heart of a shadow dragon, cloaker blood, and phase spider venom. It is not an evil process, but the shadowphilic nature of shade‑life is not appealing to a truly good creature. It is best suited for neutral (or evil) beings. The shadow‑mage Darklight has undergone this process, and has lived for several centuries as a shade, during which time most of his spell research has taken place.

Staff of Smiting

(Altération, Enchantement/Charm)

AVANCER \u4Portée : 0

Composants : V, S, M

Durée : Permanent

TI : 1 day

Zone d'effet : Hazel staff touched

Jdp : Aucun

Auteur : Jim Vassilakos <jimv@ucrmath.ucr.edu>

AVANCER \u4
This spell creates a magical staff. First, a thaumaturge must find the finest wood of a hazel tree and fashion it magically into a wizard's staff. The staff must be then dipped in serpent's venom and touched by a dragon's breath. Then, it must be enchanted and sprinkled with mithril dust. The staff thus created will be capable of striking at +3 to‑hit for 1d6+3 HP twice per round. Once per day it may strike as a venomous weapon, doing double damage for the attack and causing the victim to save versus poison or suffer the effects. The staff may also attack for 10d6 with the breath of the dragon which imbued this magic, however, this attack destroys the staff.

Tabra's Dragonshape

(Altération)

AVANCER \u4Portée : 0

Composants : V, S

Durée : 1 turn par Ndm

TI : 9

Zone d'effet : The caster or one person touched

Jdp : Aucun

Auteur : David Campitelli <r3dac1@akronvm.bitnet>

AVANCER \u4
This spell allows the caster to assume the form of any dragon the caster has personally seen. It grants all powers and abilities of that dragon type. Spells can be cast while in dragon shape and take no material components. Items are still in effect while in dragon shape (if they are activated before the change or are continuous) after the change only items that be activated by altered speech and manipulative with claws can be used. The change is instantaneous and affects the person as a heal spell, but the hit points gained remain only while in dragon form. Changing back returns half of any hit points lost while in dragon form.

After using this spell several times Tabra has gained the reputation of being a gold dragon in disguise as a human.

Transfert de la Vie

(Nécromancie)

AVANCER \u4Portée : 0

Composants : V, S, M

Durée : Spécial

TI : 1 round

Zone d'effet : One weapon

Jdp : Negates

Auteur : The Warlord of Heaven <fsmtw1@alaska.bitnet>

AVANCER \u4
Ce sort peut être utilisé sur le armes enchantées. Cette arme pourra être utilisée après un jour révolu suivant le sortilège Le nécromant doit tuer quelqu'un avec l'arme, la vie de la victime sera alors transferée dans la lame. L'arme pourra être plongée dans le corps d'un mort pour lui redonner vie. Un maximum de cinq niveaux ou Dv seront redonnés au bénéficaire. The victim's dead body then either rots away (when he still would have had one or more levels left), or explodes. Le composant matériel de ce sort est une dague +3.

Tyvek's Indestructible Cover

(Abjuration)
AVANCER \u4Portée : 0

Composants : V, M

Durée : 1 round

TI : 1

Zone d'effet : The caster

Jdp : Aucun

Auteur : The Warlord of Heaven <fsmtw1@alaska.bitnet>

AVANCER \u4
This spell requires a scrap of elven chain mail. It conjures into being a body shaped force shell that can resist any one attack. Its weakness is its short duration. Normally, it's used to avoid an apparent death blow. It would allow the wizard to take a boulder to the head and live, or hold up a collapsing ceiling for one round. No spell can penetrate it, and dispel magic is ineffective. Spellstrike is the only other known attack that would work, but who memorises spellstrike anyway but other abjurers.

Beholderblast

(Evocation)

Portée : 10 yards + 10 yards/Level

Composants : V, S, M

Durée : Instant

Temps d'incantation : 1 Round

Zone d'effet : 1 Target

Jdp : Neg.


This is a powerful spell which, when cast, causes the target to make the following saving throws.


Sauver contre les sorts or be Slain


Save vs. Poison or die of Poison


Sauver contre les sorts or be Disintegrated


Sauver contre les sorts or be Charmed


Sauver contre les sorts or be Disintegrated


Sauver contre les sorts or be Disintegrated


Sauver contre les sorts or be Disintegrated


If the recipient fails any one saving throw, the spell is terminated at that point.  The spell first tests the target's saving throws (to determine level) and if they are good, it tries to charm them.  If not, it attempts to destroy them. The material component of the spell is a Beholder eye which is consumed in the casting.

Destruction des Morts vivants

(Nécromancie)

Portée : 5 mètres / Ndm

Composants : V, S, M

Durée : Permanente

Temps d'incantation : 9

Zone d'effet : Spéciale

Jdp : aucun


Ce sort détruit un Dv par Ndm. Le composant matériel du sort est le symbole sacré et bénit d’un prêtre, qui ne sera pas consummé par le sort.

Golem

(Nécromancie)

Portée : Touch

Composants : V, S, M

Durée : Permanent

Temps d'incantation : 9

Zone d'effet : 1 statue

Jdp : aucun


This spell animates a statue as a particular type of golem with standard golem statistics.  An Iron Statue becomes an Iron Golem, a Stone Statue becomes a Stone Golem etc.  Statue types which do not have accompanying golem types (Gold, Platinum etc.) leaves the DM plenty of Leeway with regard to the Golem's Capabilities.

Improved Curse

(Abjuration)

Portée : 5 feet

Composants : V, S

Durée : Special

Temps d'incantation : 2 rounds

Zone d'effet : 1 Person

Jdp : aucun


When this spell is cast, the caster may put any curse he/she wished upon the recipient with one limitation.  The worse the effect of the curse, the easier it is to remove.  A curse which causes the character to die will be easy to remove, while a simple curse such as to always have an itchy nose etc. will be much more difficult to remove.

Lich

(Nécromancie/Altération)

Portée : 0

Composants : V, S, M

Durée : Permanent

Temps d'incantation : 3 Days

Zone d'effet : Self

Jdp : aucun


When this spell is cast, the Caster enters Lichdom.  If the character is Neutral or Evil, See Lich in the Monstrous Compendium.  If the character is of Good alignment, see the Archlich in the Spelljammer accessory "Lost Ships".  The caster must have a Phylactery (or other magic item if of good alignment) which is the material component of the spell.  This obtains the same effect as enter Lichdom the standard way except that the character has no chance of dying in the process.  This spell may only be reversed by a Wish Spell.

Mushroom Swarm

(Evocation)

Portée : 10 yards + 10 Yards/Level

Composants : V, S

Durée : Instant

Temps d'incantation : 9

Zone d'effet : 40' radius

Jdp : 1/2


This spell causes a large mushroom to appear at the centre of the area of effect and explode outwards, causing a concussion blast to all within the area of effect for 2D6 damage per level of the caster.  This spell's main advantage is that it has a very large area of effect, it's radius is twice that of a fireball.

Re-Animate

(Nécromancie)

Portée : 5'

Composants : V, S, M

Durée : Permanent

Temps d'incantation : 9

Zone d'effet : 15' Rad

Jdp : aucun


This spell restores 5-10 Undead within the radius to full strength, even if they have been destroyed by a high level cleric.

Restore

(Nécromancie)

Portée : 0

Composants : V, S

Durée : Permanent

Temps d'incantation : 9

Zone d'effet : 15' Radius

Jdp : aucun


This spell restores D% hit points to all undead and 2D20 hit points to all living creatures within the area of effect.

Spectre

(Nécromancie)

Portée : Touch

Composants : V, S, M

Durée : Permanent

Temps d'incantation : 9

Zone d'effet : 1 Body

Jdp : aucun


This spell animates a single body as a Spectre (See Monstrous Compendium)

Spelluser Bane

(Evocation)

Portée : 10 yards + 10 yards/Level

Composants : V, M

Durée : Special

Temps d'incantation : 1 round

Zone d'effet : Special

Jdp : Half


When this spell is cast, it causes four targets selected by the caster to be effected by Melf's Acid arrow.  If less than 4 targets are available, then the wizard may put more than one on a single target.

Tactical Nuke

(Evocation)

Portée : 10 yards + 10 yards/Level

Composants : V, S, M

Durée : Instantaneous

Temps d'incantation : 9

Zone d'effet : 20-foot radius

Jdp : Half


When this spell is cast, it causes all targets within the area of effect to suffer 1D6+6 damage per level of the caster.  A saving throw vs. Spell for half damage is allowed.  Since the blast is pure concussion, immunity to fire does not protect targets.

Conjuration d'un élémentaire de 22 dv 

(Conjuration/Invocation)

Portée : 60 yards

Composants : V, S, M

Durée : 1 turn/Level

Temps d'incantation : 1 turn

Zone d'effet : Special

Jdp : aucun


Ce sort est identique au sort du 5ème niveau Invocation d’un élémentaire excepté que l’élémentaire conjuré possède 22Dv et qu’il ne peut se retourner contre l’invocateur.

Chaos Environment

(Altération, Wild)

Portée : 10 yards per level

Composants : V, S, M

Durée : Special

Temps d'incantation : 1 turn

Zone d'effet : Special

Jet de sauvegarde : aucun

Ce sort is similar to the fourth level spell Chaos Vision.However, rather than producing an illusion as Chaos Vision does, Ce sort produces a very real effect. The ground constantly rolls and twists, and objects from the wizard's mind appear and disappear. All creatures and objects in the Chaos Environment are constantly polymorphing, once each round.Note that creatures polymorphed will need to sauver contre les sortss each round to keep their former identity and not take on a new one.All creatures and objects will polymorph back to their original form upon leaving the area of effect. A person entering this environment had best carry nothing with her or risk losing it as it turns into some form which might not be carryable.People have to make system shock rolls every turn, for the stresses will tear even the mightiest hero apart, given time. All damage from being crushed, attacked, and otherwise affected by Le sort are real, caused by real creatures and environmental changes in the area.A general rule of thumb for damage caused by the constant changes in the environment is 1d6 hit points per round.However, DM's are encouraged to devise specific environmental changes, and apply damage as appropriate. The material component of Ce sort is a Wild Magic region, which is consumed by Le sort.The area of effect fills the area previously formed by the Wild Magic area.The duration of the Chaos Environment is the duration remaining on the Wildzone which created the Wild Magic region used.

Cloud Wall

Portée : 40 ft per lev.

Composants : S V

Durée : 1 hr per 3lev.

Temps d'incantation : 5

Zone d'effet : 100 sq ft per 5 lev

Saving Throw N/A

Ce sort causes a wall of fog to form around and over a city or area. It was developed as a combat spell and it is very powerful. The cloudwall itself acts as a inert solid fog spell. In addition to this the wall can defend itself with lighting bolts. It unleashes these instantly and can throw 2d20 per round. These bolts do 1d12 points of .dmg to any one struck and have a THAC0 of 12. The wall will "Attack " any one within 12 ft. of it unless they meet the requirments the caster set for Le sort at it's casting. It has an AC of -1 and 1d100 x 2 hp.
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