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Foreword

This foreword discusses rules issues encountered in the preparation
of this work. Those not interested or generally unfamiliar with the system
details can skip directly to the Introduction.

¢ he purpose of this series is to provide a compamon to the Wizard Spell
934 Compendium set. However, as this pl'OjeCl was begun, a number of

% complicating factors absent from the previous books soon surfaced.
&) They have shaped the development of this work, and understanding
7, these factors is useful for any DM or player who wishes to derive full
‘ A2 value from this series.

In brlef it is more important with this series than with the wizard series that the DM use
careful judgment and firmly control priest spell availability. Specialty spells for priest
characters should be set within the context of the individual campaign—completely free
spell selection from these series should not be allowed. This general advice has its roots
in how the collection of priest spells has developed over the years.

First, the combination of priest spell spheres introduced in the 2nd Ed. Rules and the
specialized deity portfolios in The Complete Priest’s Handbook completely shattered the
cohesion of the priest as a character group (clerics, druids, specialty priests). These ef-
fects have proved far greater than the changes wrought in the wizard character group by
the introduction of specialty schools. I

Second, the concept of a deity providing special granted powers has broadened over
time. Instead of a few free spell uses (or access to such nonpriest spells as fly), nonspell
abilities like berserker rage have been introduced, as well as other abilities that are nearly
spells in all but name (but without such details as level and casting time). A more recent
development has been the deliberate placement of specialty spells on a deity-specific
spell list several levels lower than their game effects would suggest, as a special boon
granted by that deity alone. At the same time, such lists have also been used to bring back
older spells from out-of-print sources.

The result has been two-fold. On an individual case basis, priests of specific deities are
more interesting. However, the general utility of spell level as a measure of power for
priests has been badly eroded. This effect is becoming more pronounced as the line be-
tween granted special powers and a list of spells specific to each power steadily blurs.
Guiding players and DMs through this particular thicket of options has been a major con-
cemn in preparing this series.

Third, the priest spell list (always growing more slowly than the wizard list, and heav-
ily weighted toward druids) has experienced a phenomenal growth spurt. Between the
time the first comprehensive priest spell list was assembled in 1995 and closed in
December of 1997, more than 400 new priest spells have been published in official mate-
rials. This number of new priest spells is about the same as the number of wizard spells in
the 2nd Ed. Player's Handbook! At the time of this compilation, the new material is only
beginning to make its impact felt.

While DMs of considerable experience should fare well, those with a lesser degree of
mastery should proceed with caution. The Introduction has been deliberately slanted
toward a conservative approach for the sake of the latter. Experienced DMs are encour-
aged to use this material in any way they desire to enhance the enjoyment of their players.
That is, after all, what it’s all about.

Yoo ol

Spring, 1999




Introduction

The first volume of the Priest’s Spell Compendium
continues the work of the Wizard's Spell Compendium
series. It creating an alphabetical reference to priest
spells of the AD&D® game system, covering the letters
A through F. The full series covers priest spells created
for the game from 1975 to 1995.

For the uninitiated, this is not a book of “real”
magical spells. In a fantasy game world, characters
like Merlin the Magician create marvelous magical
effects with a wave of the hand. This is a book of mar-
velous effects that can be used by the good guys (and
the bad guys) in the course of a game session. The key
to the game is, as always, the decisions made by the
players (heroic or otherwise), and the impact those de-
cisions have on the ongoing plot of the game. New
spells are fun, but it's even more fun figuring out un-
usual ways to use them.

Up to this time, lists of spell effects have been
keyed to spell level; that is, relative spell power. In
other words, if all a gamer or Dungeon Master knew
was a spell name, each level's list of spells had to be
checked. While the last volume of the series will in-
clude level lists (as well as lists by race and specialty),
the most important principle of organization used in
the series as a whole is alphabetical.

The material in these books is presented in the
most current game format: that of the 2nd Edition
rules. Some descriptions have been updated or com-
bined with similar spell effects to eliminate duplica-
tion; some have been modified for better play, and a
very few have been dropped entirely

Generally, “granted powers™ of specialty priests
are beyond the scope of this series, although a few
have been configured as spells. Variant magical sys-
tems, such as the kingdom-level magic of the
BIRTHRIGHT setting are also beyond the scope of this
book. However, the optional Sphere of War, intro-
duced in the Tome oF MaGic book (essentially a
Barriesystem rules variant) and the psionics-based
spells of the Dragon-Kings of the DArRk Sun setting
are close enough to standard spells to be included in a
special section in the final volume. Clerical cantrips, or
orisons, will be included in the final volume as well.

About This Book
The spells listed in this book are given alphabeti-
cally. Spell names that include a proper name are
given a primary listing under that name. For example,
for Abbathor’s greed, the primary entry is under “A.”
Another reference to the main entry will be found at
the second word of the spell name; in this case, the

entry would read: “Greed, Abbathor’s.”

ﬁ

Be aware that many spell names are irregular com-
pound words, and that standard alphabetical order fol-
lows complete words. Thus, dark road will appear
before darkbolt. If you can't find a spell, try looking
for it as a compound form.

Some spells may have the same name; or the
name of a spell might have been changed. Where two
spells have the same name but come from different
cultures, the spell from the culture most similar to
Medieval Europe is given first. Renamed spells have a
short reference under the original name.

Spells associated with specific campaign worlds
(other than the FORGOTTEN REALMS and WORLD OF
GREYHAWK settings) are marked with a special
symbol so they can be easily recognized. See page 9
for a summary of these symbols. Spells associated
with a specific monster or nonhuman race (dragons,
elves, and so on) are noted; the race name is separated
from the spell name by a dash. Specialized priests
with unique spell lists, such as the NPC savant-cleric,
from DRAGON Magazine are also specially noted.

Generally, spell names and secondary game ef-
fects are italicized. For example, the symbol spell has
a secondary effect called discord.

How to Use This Book

Each spell in this book is organized along the
same general lines, Each is listed by its name, school,
sphere, and a number of statistics that govern its use
such as Level (of power), Range, Casting Time, and
so on. The game powers of each spell are described,
along with any special rules that govern its use, how
the spell target can avoid or counter its effects, any
limitations on how the spell can be used, and any spe-
cial preparations or materials that needed for a suc-
cessful casting. Next, the details of any reversed form
the spell might have are given. Finally, a section called
Notes has been appended to each spell: this deals with
patron power, the spell’s rarity, and any special restric-
tions on who (or what) can use it.

Having covered the field briefly, a more detailed
look is in order:

Name: This is the name by which the spell is gener-
ally known. Although we have tried to ensure unique
names, this has not always been possible. For exam-
ple, dark fire, a minor spell that gives heat without
light, is very different from darkfire, an evil and pow-
erful black flame commanded by the drow elves.
Where two spells have the same name, the most gen-
eral version is given first, while variants cast by other
races or found in specialized campaign settings are
given later. A name marked with an asterisk (¥*) is a
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cooperative magic spell in which a circle of priests
combines their efforts (cooperative magic is discussed
in the final book).

School: Each school governs a type of magic, accord-
ing to the type of energy its spells employ and the spe-
cial practices and methods used in casting them. The
basic schools are;

ScHoOLS OF MAGIC (PHILOSOPHY)

Abjuration: Protective, warding, or banishing
magics.

Alteration: Magic that changes physical properties
of an object, creature, or condition.

Conjuration/Summoning: Magic that calls or
brings objects or creatures from elsewhere.

Divination: Magic that uncovers what is lost or
hidden in the past, present, or future.

Enchantment/Charm: Magic that bestows magical
properties on objects or influences creatures magi-
cally.

Hlusion/Phantasm: Illusions create and alter ap-
pearances; phantasms affect the mind.

Invecation/Evocation: Magic that channels and
shapes magical energy to create an effect or object.

Necromancy: Magic that works on life energy, in-
cluding the negative energy of the undead.

Sphere: Priest spells are grouped into a number of
spheres of influence, or spheres. These spheres are the
building blocks of a divine power’s portfolio, and de-
termine which spells are made available to priests of
that faith. For the most part, the revised sphere assign-
ments from the PLAYER'S OPTION: Spells & Magic
assignments are official errata. For the purpose of this
series, spheres are grouped into three categories:
Clerical Spheres, Druidical Spheres, and Specialty
Spheres. In addition, there is an All sphere, to which
all priests have access.

Clerical Spheres are those governed by the powers
of the Outer Planes. These are spheres to which the
cleric class has access. In the DARK SUN setting, these
are collectively grouped as the Sphere of Cosmos.

Druidical spheres are primarily those concerned
with the Prime Material Plane and Elemental Planes.
They are drawn upon by religions of the natural

Specialty spheres include spheres created for spe-
cialty priesthoods, concerned with specialized knowl-
edge, and are generally closed to the clerical class.
Most were introduced in the ToME oF MaGIC book.

Priests have either major or minor sphere access.

Major access to a sphere allows the priest to cast

all spells in the sphere.

Minor access to a sphere allows the priest to cast
spells of 1st to 3rd level in the sphere,

Complete lists of spells by sphere appear in the
final volume of this set.

CLERICAL SPHERES

Astral spells are those that allow access to the
Astral Plane, for purposes of movement and commu-
nication.

Charm spells affect attitudes and actions of
people. Powers of love, trickery, or art, often grant
access 1o this sphere. Expansive faiths deal with this
sphere as well.

Combat spells are often granted by powers of war
or strife. Many faiths that defend themselves by force
have access o this sphere.

Creation spells can produce something from noth-
ing, often to benefit the followers. Prime creator
powers often grant access to this sphere.

Divination spells recover long-lost information or
provide guidance. Most specialty priests should have
at least minor access to this sphere.

Guardian spells summon an actual guardian of
some sort.

Healing spells remove afflictions or heal wounds,
They cannot restore life or lost limbs. Reversal of
these spells is restricted to evil priests.

Necromantic spells restore destroyed life force
such as life, limbs, and experience levels. Reversal of
these spells is restricted to evil priests.

Protection spells that provide personal protection
to the caster or creatures aided.

Summoning spells call creatures from other places
or dimensions to serve the caster. This is usually risky,
as the service is often against the will of such crea-
tures.

Clerics have major access all Clerical Spheres,
and minor access 1o the Elemental Spheres of Earth
and Water.

Paladins have access to the spheres of Combat,
Divination, Healing, and Protection.

Drutpic SPHERES

Animal spells affect or alter creatures. This sphere
does not include spells that affect people. Powers of
nature or husbandry often grant access to this sphere.

Elemental spells affect the four basic elements of
air, earth, fire, and water. Powers of nature or powers
with elemental interests typically grant access to at
least part of this sphere, Few priests have access to all
four elements.

Plant spells affect plants, ranging from simple
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agriculture (improving crop yields) to communicating
with plantlike creatures. Powers of nature or agricul-
wre often grant access to this sphere.

Sun spells deal in the basic powers of the solar uni-
verse—the purity of light and its counterpart darkness.

Weather spells enable the priest to manipulate
forces of weather. Powers of nature and tempests
often grant access to this sphere.

Druids have access to the Druidic Spheres and to
the Sphere of Healing.
Rangers have the spheres of Animal and Plant.

SPECIALTY SPHERES

In general, specialty spheres include those spheres
introduced either in the Tome oF MaGic or in other
sources.

Chaos spells add randomness and confusion to the
world around the caster. The results are unpredictable
and uncertain. Powers of mischief and ill luck often
grant access to this sphere.

Law spells increase order in the world around the
caster. This may enhance cooperation or limit individ-
ual thought or action. Powers of community and
rulership often grant access to this sphere.

Numbers spells are based on the theory that num-
bers and mathematical relationships provide insight
into the nature of the universe. Powers of arcane lore
sometimes grant access to this sphere.

Thought spells concern such abstract topics as
thought, time, and boundaries. Powers concerned
with the mind or knowledge often grant access to this
sphere.

Time spells manipulate the effects of time on ob-
jects and creatures, as well as the passage of time
itself.

Travelers spells aid and comfort the traveler,
making such endeavors safer, easier, and more enjoy-
able. Powers that protect wayfarers often grant access
to this sphere.

War spells are battlefield spells granted when
large-scale battles are imminent.

Wands spells seal and area against intrusion, either
by creating a barrier or forbidden zone, or by inflict-
ing a magical effect.

Specialty priests might have access to one or more
specialty spheres, in addition to certain Clerical or
Druidical spheres. The DM decides the exact number
and type of spheres available to a power or deity.

‘not both). I

'an Mmhrmhm
Paladins nﬂwmwu Law and to War.
‘Rangers wmm nmmw
m rEp ey p s

THE “ALL" SPHERE

This special list of spells is common to all priests.
This group includes spells a priest needs to perform
basic functions. Paladins and Rangers do not receive
access to the All sphere.

Reversed Form: An entry of “Reversible” means the
spell can be cast with the opposite effect. For exam-
ple, the cure light wounds spell which restores lost hit
points, can be reversed as cause light wounds, which
inflicts damage. Often, a reversed form of a clerical
spell will be favored by evil clerics. Usually, a priest
must memorize the exact form of the reversible spell
he wants available.

Level: This is the relative power level of the spell,
ranging from st level (weakest) to 7th level (most
powerful). A high priest in a major city generally has
access to a 6th-level spell, a few Sth-level spells, and
an increasing number of 4th- through 1st-level spells
each day.

Range: The distance from the caster at which the mag-
ical effect occurs. A range of “0” means the effect is
centered on the caster’s person or location; in the latter
case the effect is usually immobile., “Touch™ means the
effect can be used on another creature or object, and
generally on the caster as well. Unless otherwise spec-
ified, ranged spells are centered on a point visible to
the caster and within the spell’s range; this can be a
specific creature or object if desired. Most ranges are
measured in yards; some are measured in feet.

Components: These are the types of components
that the spell requires; if the components are not pres-
ent, the casting fails. “V™ is verbal; that is, a spoken
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incantation the priest is assumed to deliver while
casting. “S" is somatic; thal is, measured and precise
gestures with the hands, which the priest is assumed
to make while casting. “M™ is for material; that is,
physical substances or objects that are annihilated by
the spell energies in the casting process. This abbre-
viation sometimes signifies a focus, or device that is
reusable; sometimes this is a temporary focus whose
premature destruction ends the spell.

Often the components are merely suggestive or
colorful, at other times they will be a significant re-
striction on how often a spell can be cast. Unless a
cost for a component is given in the description
(which means the component is intended as a limit),
the cost is negligible and can be assumed as part of the
priest’s daily or monthly general expenses.

Casting Time: This is relative time required to cast a
spell. Unless rounds, mms, or a longer casting time is
specified, the casting will be completed in the same
round it is started. A casting time less than one round is
a modifier to the initiative roll, and is essentially the
same as a weapon speed factor. A spell that takes a full
round to cast comes into effect at the end of that round.

Duration: This is how long the magical energy of the
spell lasts. An instantaneous duration means the spell
energy comes and goes the instant the spell is cast,
though the spell effect might be long lasting. A dura-
tion of permanent means the spell energy remains as
long as the effect does; this means that the spell is vul-
nerable to a dispel magic spell. This is an altered
usage. Many spells listed in earlier sources as having a
“permanent” duration (such as cure light wounds) are
altered in this series and in future to “instantaneous.”

Spells with a set duration (such as 1 round per
level) must be kept track of by the player; those with a
variable duration are secretly rolled by the DM.

Some spells can be ended by the caster at will; the
caster must be in range of the center of the spell’s
effect and must usually (though not always) speak
words of dismissal.

Area of Effect: This entry lists the creatures, dimen-
sions, volume, weight, and so on, that the spell can
affect. Some spells have areas that can be shaped by
the caster; of these, no dimension can be less than 10
feet unless the spell specifically allows it. Many areas
are given as cubes to make it easy to figure out areas
of effect when using maps gridded into 10-foot or 5-
foot squares. Three-dimensional volumes are most
often needed to resolve aerial or underwater effects.
Unless specifically stated otherwise in the descrip-

tion, areas of effect conform to their physical sur-
roundings; for example, a light spell with a 60-foot
radius centered in a closed room that is a 20-foot cube
will light the room. It will not penetrate a solid wall to
light a room beyond.

Many areas are given as geometric shapes.

Radius: This might yield a circle, hemisphere, or
sphere, depending on the situation.

Cloud: Usually given as a block of cubes for con-
venience, although it's actually amorphous and billowy.

Cone: This projects outward from the caster, with
the smallest end toward the caster and the largest di-
ameter farthest from the caster.

Path: This is usually a 10-foot wide line starting at
the caster projecting away in a straight line to a speci-
fied length.

Spells that affect the caster’s friends or enemies
are based on the current perceptions of the caster.

Saving Throw: This entry lists whether a spell allows
a saving throw and, often, the effect of a successful
saving throw: “Neg." means the spell is negated and
has no effect; *¥2”" means that the spell inflicts damage
and that a successful saving throw halves the damage
taken; “None" means no saving throw is allowed to an
unwilling subject. The result of a saving throw for a
reversed spell is given in the paragraph that details the
reversed form.

The saving throw itself is a roll on a 20-sided die;
high numbers are generally good.

Wisdom allows adjustments to saving throws
against enchantment/charm spells. Dexterity may
provide adjustments against spells that affect a large
area.

Solid physical barriers may give saving throw
modifiers and reduce damage. Cover and conceal-
ment may also affect saving throws. The DUNGEON
MASTER Guide (DMG) has more information.

A creature that successfully saves against a spell
without obvious physical effects often feels a hostile
force or tingle, but the exact nature of the attack
cannot be deduced.

Unless the spell specifies otherwise, if a character
makes a saving throw, all items carried and worn are
assumed to survive the attack. If the character fails the
saving throw, exposed items must make saving throws
against the attack form. An item exposed by the de-
struction of a covering (a parchment scroll protected
by a bone scroll case, for example) must also save
against the attack.

Unless specifically forbidden, a character can vol-
untarily forego a saving throw and willingly accept
the spell result. Even a character with a special resist-
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ance to magic (for example, an elf’s resistance to a
charm spell) can voluntarily suppress this if he wants,

Spell Description: This contains the details of what
the spell does and how it works. Spells with multiple
functions usually allow the caster to pick the desired
function at the time of casting (for example, the emo-
tion spell can create fear; courage, hope, despair. joy,
and several other effects).

Spells that give bonuses or penalties to attack
rolls, damage rolls, saving throws, and so on, are usu-
ally not cumulative; only the strongest magic is effec-
tive. However, duration may be a factor, and spell
effects might overlap in different ways at different
times.

Notes: This new section deals with the spell’s rec-
ommended rarity on the following scale: common,
uncommon, rare, very rare, and unigue. These are dis-
cussed in detail in the Definitions of Spell Frequency
section. Spells of any rarity also may be restricted to
certain races or specialty casters. Any notes on a
spell’s source or origin, such as a game world or a

Monster Details: Some of the spells summon or
create monsters. The standard abbreviations used for
monster details given later. Not all monsters will use
all abbreviations.

AC: Armor Class

MV: Movement— Fl: fly

(MC) = Maneuverability Class (A to E)

HD: Hit Dice

#AT: Number of Atacks

THACO: To Hit Armor Class 0

Dmg: Damage

S5A: Special Antacks

SD: Special Defenses

SW: Special Weaknesses

MR: Magic Resistance

SZ: Size

Inr: Intelligence

ML: Morale

AL: Alignment

Common Spell: The details and effects of a common
spell are generally known, even by priests who may not
have access to the spell. All spells in the Player’s
Handbeok are common spells, Spells listed for the basic
priest class in world-specific material (such as the DARk
Sun* campaign set) are common for priests of that
world, but might be rarer or even unknown elsewhere.

Player character priests of st level can choose
Ist-level spells given in the Player’s Handbook from
allowed spheres. Any limitation on spell selection—
such as those for specialty priesthood or kit—apply
even to common spells. Note also that DMs may have
their own campaign guidelines. For example, the DM
might have special spell lists for each divine patron,
restricting any spells not included in the specific list.
A DM might rule that named spells (such as Henley's
disrupting digir) are uncommon or restricted spells, as
well.

Players and DMs should be aware that while the
standard rule is that priests have free access to all
spells on their respective lists, a more useful ruling is
to use all common spells in allowed spheres. This
gives the maximum ability to the DM to reward play-
ers occasionally with new spells and to encourage
magical research as a campaign activity. We highly
recommend that additions to priest spell lists be al-
lowed only through research or through the recovery
of certain lost tomes.

The DM always decides whether a
priesthood is allowed a spell if
there is any question.

Uncommon Spell: Priest spells found in the Tome of
Magic and PO: Spells & Magic fall into this cate-
gory. These spells are less well known, but not re-
stricted to a race or special group like, for example,
druids, dragons, or the Emerald Enclave. A kit,
school, or other specialty might aliow some uncom-
mon spells to be treated as common spells. Clerics
can research uncommon spells using the normal re-
search rules.

Generally, a player character will not start with an
uncommon spell or leam it in the course of normal
level advancement (unless a divine patron allows it).
Such spells enter play when found on a magical scroll
or in a special book, or when developed as a result of
spell research, In the average AD&D campaign, find-
ing a new common or uncommon spell is a little more
common that a fighter class character finding a +1
magical sword. Some uncommon spells may be re-
stricted (see Restricted Spells).

L8
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Rare Spell: Rare spells are specialized or hidden
magic, such as those introduced in modules or ac-
cessories. Besides spells that are just less well
known, two special types of rare spells exist: 1)
Spells known by a specific nonhuman race (like
elven spells from the Complete Book of Elves); and
2) Spells of a specialty or campaign-specific group
that is not given in the Player’s Handbook (like the
spells of the Thornwater Circle, the spells from the
Complete Necromancer's Handbook, or spells of a
defiler priest who specializes in Elemental Fire
magic). Rare spells are likely to be restricted (see
Restricted Spells).

A specialty priest treats the spells allowed by the
specialty as common.

Player characters have access to rare magics only
as a result of campaign-specific conditions. Priest re-
search of rare magics has a base —15% penalty to the
research success rolls, unless the character has
access to some sort of knowledge or resource that
would offset this. Of course, a spell not pleasing to
the divine patron will not be granted at all.

Certain campaign-specific or storyline condi-
tions might allow rare spell research at common
spell chances. For example, if a human priest’s
reward for an adventure on behalf of the elves is
clven lore (a race-specific spell), the DM may
choose to waive some or all of the research cost,
and/or the research success roll (time requirements
should not be waived under any circumstances),

Very Rare Spell: Spells that appear only in maga-
zine articles, or are otherwise variant, should be clas-
sified as very rare. Spells newly introduced in
Prayers From the Faithful fall into this category as
well (this makes those special tomes a treat to find).
The DM should closely control very rare spells. For
example, they might be available only in a single
special book or tome in which they were recorded.
Many very rare spells are also restricted (see
Restricted Spells).

A DM who allows the spell to be researched at
all rolls for the success of the research secretly and
announces the result to the player. At the DM’s
option, the standard research success chances may
be halved, or even quartered.

Classifying a spell as very rare is one way for a
DM to handle an experimental spell that is too pow-
erful or one that encroaches too much on the class
abilities of nonpriests. It is also possible, over time,
for a spell devised by a player character to become
rare, uncommon, or even common, either within a

specific sect, or generally.

Unique Spell: This spell is known only to its orig-
inal creator and is intrinsic to the creator’s cam-
paign function. Some spells of this type might be
available only to a character holding a certain posi-
tion or office. Most unique spells are of the 6th-
spell level or higher; the creator is nearly always of
12th level or higher. Such spells are marked with a
double dagger (171).

There are fewer priest than wizard spells of this
type, since a patron deity is more likely to grant or
withhold spells of this type directly.

The acquisition of a unique spell, or the cre-
ation of one by a player character, is a major cam-
paign event, similar in campaign impact to the
completion of an epic high-level quest, the open-
ing of a fixed interplanar gate, the founding of a
barony, the destruction of an artifact, and so on.

Other Definitions

Lost Spell: Rarely, a spell is mentioned for which
no 2nd Edition detail exists (including a few spells
deliberately withdrawn from the system). No de-
tails are given for these other than the spell name.
They are “lost knowledge,” included only to con-
firm their one-time existence for the curious.

Restricted Spell: A restricted spell is barred to
generalists (that is, the cleric class), and to all
other priests except those specifically allowed in
the spell description or by the DM. Optionally, an
independently researched spell that matches the
effects of a restricted spell might be possible, but
at no less than rwo levels above the listed level.

Optional Priest Magic: In addition to normal
priest spells, three other types of priest magic are
optional.

Quest spells are special campaign-affecting
spells occasionally made available to priests of at
least 10th level and possessing a Wisdom ability
score of at least 17. Quest spells are located in a
special appendix in the final book.

Faith Magic involves the harnessing of the de-
votional power of priests and worshipers to am-
plify the effect of certain spells. A discussion of
faith magic is found in the final book.

Cooperative Magic involves the linking of two
or more priests who are of the same ethos (the
Law-Neutral-Chaos axis) in order to increase the
effectiveness of a joint spellcasting. A more com-
plete discussion appears in the final book.
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A Guide to Spell Icons
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Setting of Kings

Savage Lands' Setting

! Although there is no specific setting for savage spellcasters, many worlds have areas from which these might
come. This icon marks spells particularly suited to an outland “savage™ wizard or witch-doctor.
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DARK SUN®
Psionic World Setting

A K

Maztica PLANESCAPE®

Aztec/New Other Planes’

World Setting Setting
SPELLJAMMER®

Fantasy Space Setting

Elemental magic in the traditional FORGOTTEN
REALMS, WORLD OF GREYHAWK, DRAGONLANCE,
and MYSTARA settings is based on air; earth, fire,
and warer. This varies in other settings: In the ori-
ental setting, air, earth, fire, and water are joined
by a fifth element, wood, and priests are called
shukenja. In the AL-QADIM setting, the four basic
elements are traditional, but are called the
Provinces of Flame, Sand, Sea, and Wind. In the
In the sword-and-sandal DARK SUN setting, priests
are preservers or defilers, depending on whether or
not their magic drains the living energy of that

normal magics; nniomnfevﬂhlood]mmmﬂnd
awnsheglien, and those of heroic bloodlines are
called ensheglien. In the SPELLIAMMING setting,
flying ships are propelled by spellcasters using
magical power sources called major helms and
minor helms. In the swashbuckling Rep STEEL set-
ting, latent magical abilities called legacies result

in baneful mutations (the Red Curse) unless con-
trolled by exposure to the rare ore cinnabryl. The
depletion of this ore is cause for concern. In the
RAVENLOFT setting, the Demiplane of Dread,
gothic horror in form of Dark Lords, each a god-
like power trapped in a private domain, keeps ad-
venturers on the run, looking for a way out and
making special fear, horror, and Ravenloft powers
checks. The PLANESCAPE campaign presents new
settings from the inner (Elemental) Planes 1o the
Outer Planes, where the gods live. Casting magic
are divided into factions along alignment lines.

Abbreviations referring to Source Material
PHB = Apvancep DuNGeons & Dracons®
Player’s Handbook

DMG = ApVANCED DUNGEONS & DRrRAGONS®
DUNGEON MASTER® Guide

PO:SM = PLAYER'S OPTION: Spells & Magic
WoG = WORLD OF GREYHAWK® setting




A Day in the Life — Halfling

A Day in the Life — Halfling
(Alteration, Abjuration)
Sphere: Law, Combat

Level: 5

Range: Touch

Components: V, S, M

Casting Time: 8

Duration: | day

Area of Effect: Creature touched
Saving Throw: Neg.

This spell transforms a living, sentient, intelli-
gent creature touched by the caster (successful
attack roll required) into a normal halfling with no
character class abilities (see the MoNSTROUS MANUAL
tome) provided the creature fails a saving throw vs.
spell. The creature transformed retains its alignment,
its memory and mental capacity, its normal saving
throws, and its hit points. It does not gain the saving
throw bonuses that halflings normally possess; the
spell gives halfling form and THACO. Items carried
or worn are not changed with the creature, which
may now be awash in ill-fitting armor or holding a
weapon too big to wield effectively. Magical items
usable only by character classes other than fighters
no longer function for the creature. The casting of
spells by a creature transformed by a day in the life
is not possible, although they are not forgotten and
can be cast when the creature once again assumes its
normal form; similarly, the use of psionic capabili-
ties granted by the psionicist class is not possible.
The spell does not require a system shock roll for the
creature when it is transformed or when it assumes
its normal form; at the spell’s expiration.

The material components are the priest’s holy
symbol and a hair from a halfling’s foot.

Notes: Granted by the halfling deity Yondalla.

Abbathor’s Greed — Dwarf

(Divination)
Sphere: Divination

Level: 3

Range: 0

Components: V, §

Casting Time: 6

Duration: Instantaneous

Area of Effect: 10-ft.-path, 10 ft./level
Saving Throw: None

The priest who casts this spell can determine
the single most valuable item within the spell’s

area of effect. This information gained
M involves the item’s monetary value only.
Magical items are revealed to be only as
valuable as the materials from which they
are made. This aside, the caster learns the item’s
exact value (in terms of gold pieces).

For every 1,000 gp value of the item, there is a
1% cumulative chance that Abbathor himself takes
notice of the item and desires it for himself. If this
occurs, there is an equal chance that Abbathor
sends an avatar to retrieve the object. The total
chance won’t exceed 95%.

The avatar’s sole purpose is to retrieve the de-
sired item and return with it to the Gray Wastes.
Under no circumstances does the avatar of
Abbathor become involved in the affairs of the
priest. Any attempt to prevent the avatar from car-
rying out its duty is dealt with accordingly.

Notes: Granted by the evil dwarven deity
Abbathor.

Abeyance
(Alteration)
Sphere: All

Level: 5

Range: Touch

Components: V, S

Casting Time: 8

Duration: Special

Area of Effect: | focal stone or | magical item
Saving Throw: None

This spell can be cast in one of two forms. In the
most commonly used form, this magic freezes an-
other spell that has earlier been cast into a focal
stone, delaying its execution indefinitely. The
frozen dweomer may not take effect for years, until
released by a dweomerflow, wondrous web, or holy
vesting spell; by the shattering of the focal srone; or
by certain other spells that can extract magics from
within such a magical prison. (Dispel magic is not
one of these) The abeyance is broken by any such
contact, freeing the spell to take instant effect, but
if the contact is with a dweomerflow, wondrous
web, or holy vesting spell, the abeyance fades but
the stored magic is not released, being conveyed in-
stead to another magical receptacle.

The second way that abeyance can be used af-
fects only magical items (not artifacts). If the
caster of the abeyance manages to directly touch a
magical item with his or her bare flesh as this spell
is cast, the next time the magical item is activated,

j_
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Accelerate Healing

_

its effect is delayed from taking effect for 1 round,
and the abeyance dissipates thereafter.

Notes: Very rare spell from the FORGOTTEN
REALMS setting.

Ability Alteration
(Alteration)
Sphere: Creation

Level: 3

Range: 0

Components: V

Casting Time: 6

Duration: 1 turn + 5 rds./level
Area of Effect: The caster
Saving Throw: None

By means of this spell, the priest can enhance
one or more of his physical abilities by temporar-
ily suppressing another physical ability. The priest
can expend ability points from one physical ability
to gain ability points in another. The ratio is 2
points expended to | gained. No ability score can
be reduced below 8 by this spell, nor can racial
maximums or minimums be exceeded.
Exceptional strength is possible, but costs 2 points
spent per 10% gain. Example: A priest with
Strength 17 and Dexterity 16 could expend up to 8
points of Dexterity to increment Strength to 18/30
(17 to 18 to 18/10 to 18/20 to 18/30). When the
spell expires, the original ability score is restored.

Notes: Granted by Wee Jas, intermediate
power of magic and death, of the WoRLD OF
GREYHAWK setting.

Abjure
(Abjuration)
Sphere: Guardian, Summoning
Level: 4
Range: 10 ft.

Components: V, 5, M
Casting Time: 1 rd.
Duration: Special

Area of Effect: | creature
Saving Throw: Special

This spell can send an extraplanar creature
back to its own plane of existence. The spell fails
against entities of demigod status or greater, but
their servants or minions can be abjured. If the
creature has a specific (proper) name, then that
must be known and used. Any magic resistance of

the subject must be overcome, or the spell fails.
The priest has a 50% chance of success (a roll of
11 or better on 1d20).

The roll is adjusted by the difference in level or
Hit Dice between the caster and the creature being
abjured: the number needed is decreased if the
priest has more Hit Dice and increased if the crea-
ture has more Hit Dice. If the spell is successful, the
creature is instantly hurled back to its own plane.

The affected creature must survive a system
shock check. If the creature does not have a
Constitution score, the required roll is 70%, plus
2% per Hit Die or level. The caster has no control
over where in the creature’s plane the abjured crea-
ture arrives. If the attempt fails, the priest must
gain another level before another attempt can be
made on that particular creature.

The spell requires the priest’s holy symbol, holy
water, and some material inimical to the creature.

Notes: Common spell for clerics (PHB).

Abjure — Shukenja
The oriental (shukenja) version of this spell is the
same, excepi that it is reversible.
The spell's reverse, implore, can
summon a specific creature, of the
same alignment as the shukenja, from
another plane. Success is the same as for abjure,
and the exact and proper names of the creatire
must be known. The implore does not restrain a
summoned creature, and neither version affects en-
tities of deity or demigod power
The material components include the holy
symbol of the shukenja, holy water, and any sub-
stance the creature craves or respects.

Abundance
Quest spell, see appendix in Vol. 3.

Accelerate Erosion
Reversed form, sands of time.

Accelerate Healing
(Alteration)
Sphere: Time

Level: 3

Range: Touch

Components: V, S

Casting Time: 1 turn

Duration: 1-4 days

Area of Effect: Creature touched
Saving Throw: None




Acid Rain -

This spell enables the affected creature to expe-
rience natural healing at twice the normal rate for
14 days. In other words, an individual affected by
accelerate healing regains 2 hit points per day of
normal rest or 6 hit points per day spent resting in
bed. The spell has no effect on potions of healing
or other magical forms of healing.

Notes: Uncommon spell; a specialty for priests
of Time (ToM).

Acid Rain
(Conjuration)
Sphere: Elemental Water
Range: 120 yds.

Components: V, S

Casting Time: 3 rds.

Duration: 1 rd./level

Area of Effect: 20-ft. X 20-ft. cube
Saving Throw: Special

This terrible conjuration creates a toxic shower
that covers all within its area of effect. The droplets
are a corrosive acid that eats through metal, cloth,
and flesh. Creatures caught beneath the rain take
2d6 points of damage. It is easy enough to move
out of the cube, but those who cannot continue to
take 1d6 points of damage for each round spent in
the rain. Anyone who fails to make a successful
saving throw vs. spell must make item saving
throws vs. acid for exposed equipment as well.

Notes: Common for Elemental Water priests
from the DARK SUN setting.

Acorn Barrage — EIf
(Enchantment)
Sphere: Plant

Level: 2

Range: 10 yds.
Components: V, S, M
Casting Time: 5

Duration: 1 rd.

Area of Effect: 1 acorn/level
Saving Throw: None

By means of this spell, the priest can cause a
barrage of acomns to launch from his or her hand,
from the ground, or from an oak tree within 10
yards. The acorns, up to one acorn per level of the
caster, fly up to 40 yards in the round of casting.
The priest can direct them in any combination

against any living or nonliving targets in sight.

Each acom requires a successful attack roil to hit
its target. Each attack is made as if the priest was hurl-
ing the acoms with a sling. Each acorn that hits a crea-
ture inflicts 1d2 points of damage. Although they are
magically propelled, the acors are nonmagical mis-
siles and range modifiers apply (10/20/40). Dexterity
modifiers apply only if the acorns are hurled from the
hand. The spell is ineffective underwater.

The material components of this spell are the
priest’s holy symbol and as many acorns as
needed.

Notes: Granted by the elven deity Rillifane
Rallathil.

Accounts Ela’s
See Ela’s accounts.

Adamantite Mace
(Alteration)
Sphere: Elemental Earth

Level: 4

Range: Touch

Components: V, S, M

Casting Time: 7

Duration: 1 rd./level

Area of Effect: The caster’s weapon
Saving Throw: None

By means of this spell, the priest transmutes his
own cudgel, mace, or staff into an enchanted
weapon of adamantite. The adamantite mace gains
a +2 bonus to attack and damage rolls and can
strike creatures hit by +4 weapons or less. As an
incarnation of elemental earth, the mace inflicts up
to twice the damage (roll damage dice twice)
against creatures of elemental air and magical
avians, such as griffons, perytons, pegasi, and
winged baatezu or tanar’ri. The adamantite mace
retains its special properties for one round per
level of the caster.

The material component is a special powder
made from a diamond worth 100 gp, sprinkled
over the weapon.

Notes: Uncommon spell for druids and spe-
cialty priests of Elemental Earth. (PO:SM)

Adaptation
A 3rd-level spell from the sphere of War. See ap-
pendix in Vol. 3.

7/
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Addition

Adaptation
(Alteration)
Sphere: Protection
Level: 5
Range: Touch

Components: V, S, M

Casting Time: 8

Duration: 24 hrs.

Area of Effect: Creature touched
Saving Throw: None

This spell allows the recipient to ignore gases
affecting respiration, to breathe underwater, or
even 1o exist in airless space for the duration of the
spell (much like the magical item, necklace of
adaptation). The priest can divide the base dura-
tion between multiple beings, to a minimum of
one half hour each.

The material component is holy water.

Notes: Very rare spell for clerics. (Updated
from PoLYHEDRON Newszine. )

Addition
(Alteration)
Sphere: Numbers

Level: 4

Range: 30 yds.
Components: V, S, M
Casting Time: 1 rd.
Duration: Special
Area of Effect: Special
Saving Throw: None

The Sphere of Numbers holds that the structure
of reality, the equation of the moment, can be ana-
lyzed and modified by someone with sufficient
knowledge and power. The addition spell allows a
priest to add a new mathematical term to the equa-
tion of the moment. This effectively allows a new
object or even a living creature to be brought into
existence temporarily.

The effect of this spell varies depending on the
level of the caster. A caster of 10th level or less can
create a single, inanimate object weighing up to 10
pounds. The caster’s control is rudimentary, the
object cannot be complex. The object must be de-
scribed in a single word or short phrase (for exam-
ple, a water pitcher or a block of stone). The caster
has no control over elements such as shape or color;
thus, the water pitcher might be short, squat, and
blue, or tall, slender, and red. Objects created with

this spell cannot be of any greater mechanical com-
plexity or technological level than a crossbow. If the
priest tries to create an object that breaks this prohi-
bition, the spell fails and nothing is created. Thus, if
the priest tried to create a pistol, assuming he had
heard the word somewhere, the spell would fail.

Objects cannot contain any information in an
abstract form such as writing or diagrams. If the
priest tries to create an object that breaks this pro-
hibition, there are two possible results: the spell
may fail, or the object may be created without the
information. Thus, if the priest were to attempt to
create a spellbook, the result would be either a
book similar to a spellbook with blank pages or
nothing at all.

The object appears at whatever location the
caster wills, as long as it is within spell range. The
object cannot appear in the same space occupied
by another object or creature, or within a hollow
object (for example, the priest cannot create an
object blocking the trachea of an enemy).

The created object exists for 1 turn per level of
the caster. During this time, it obeys all the laws of
physics as if it were a real object. The object cannot
be disbelieved and spells such as true seeing cannot
distinguish it from a naturally occurring object.

13

L



Advanced Sunshine

ﬁ

Priests of 11th to 15th level can create a single
inanimate object of up to 20 pounds in mass or two
identical objects, each of up to five pounds in
mass. The object(s) so created exists for two hours
(12 turns) per level of the caster.

Priests of 16th to 19th level can create a single
inanimate object of up to 50 pounds in mass or up
to 10 identical objects, each of up to five pounds in
mass. The object(s) is permanent unless destroyed.
Since these objects are not magical constructs, but
real additions to the equation of the moment,
dispel magic has no effect on them. Alternatively,
the caster can create a single normal (nonmon-
strous) living creature of up to 20 pounds in
weight. The creature, once created, behaves as a
normal member of its species; the caster has no
control over its actions. This creature remains in
existence for 5 rounds per level of the caster.

Priests of 20th level and above can create a
single inanimate object of up to 100 pounds in
mass or up to 10 identical objects, each of up to 10
pounds in mass. The object(s) are permanent,
Alternatively, the caster can create a single normal
(nonmonstrous) living creature of up to 100
pounds in weight and up to 2 Hit Dice. The crea-
ture, once created, behaves as a normal member of
its species; the caster has no control over its ac-
tions. This creature remains in existence for 2
turns per level of the caster.

The material component is a small table of nu-
merological formulae inscribed on an ivory
plaque, plus a length of silken cord. During the
casting, the priest ties the cord into a complex
knot. As the magical energy is discharged, the cord
vanishes in a flash of light. The plaque is not con-
sumed in the casting.

Notes: Common spell for priests with major
access to the sphere of Numbers (ToM).

Advanced Sunshine
(Alteration)
Sphere: Sun

Level: 4

Range: 5 yds./level
Components: V, M
Casting Time: 7

Duration: Special

Area of Effect: 15 ft./level
Saving Throw: Special

This spell is a multi-use incantation that can be
cast in one of three forms. The spell borrows the

sunshine from the day it is cast (or the next day if
cast at night) to render these effects. This spell is
unpopular among farmers and herders, who see it
as a miscarriage of divine intervention.

Light: This form of the spell borrows sunshine
to create a [ight spell lasting one turn per level of
the caster. It shortens the day's sunshine by one
minute per level of the caster.

Fireball: A piece of the sun's energy can be
converted into a fireball as though cast by a mage
of the casting priest’s level. This lowers the tem-
perature within a 90-mile radius by 1 degree
Fahrenheit for a tenday each time it is cast. This
aspect of the spell cannot be cast at night or during
cloudy days.

Hlumination: This version of advanced sun-
shine can be used to borrow sunlight from later in
the day (or the next day if at night) to cast contin-
ual light at double the range and effect for the
caster’s level. This shortens the day’s sunshine by
one hour.

Notes: Granted by the sun god Amaunator of
the FORGOTTEN REALMS setting.

Advice
(Enchantment/Charm)
Sphere: Charm
Level: 5
Range: |
Components: V

Casting Time: 5
Duration: Instantaneous
Area of Effect: | creature
Saving Throw: Neg.

This spell allows the shukenja to give profound
and thoughtful advice to any creature of at least low
intelligence The two must also share a common lan-
guage. When cast, the creature is allowed a saving
throw vs. spell to avoid the effect. If this is failed,
the shukenja can give the creature instructions in the
form of advice. These can be instructions to do any-
thing, including acts obviously foolish or destruc-
tive. The advised creature then does its best to obey
the instructions. However, if the advice would place
the creature in great peril or cause its death, the
creature is allowed a second saving throw vs. spell
with a +4 bonus just before committing the act.
Should, for example, the shukenja give advice to go
to a nearby cliff and jump off (and the creature
cannot fly), the second saving throw would be al-
lowed just before, the creature took the fatal step.
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The spell does not in any way conceal the identity
of the one who gave the advice, and bad advice can
often cause trouble for the shukenja, should those
who follow it survive.

Notes: Common for oriental priests; otherwise,
very rare,

Aerial Servant

(Conjuration/Summoning)
Sphere: Summoning

Level: 6

Range: 10 yds.
Components: V, S
Casting Time: 9
Duration: 1 day/level
Area of Effect: Special
Saving Throw: None

This spell summons an invisible aerial servant
to find and bring back an object or creature de-
scribed to it by the priest. Unlike an elemental, an
aerial servant cannot be commanded to fight for the
caster. When it is summoned, the priest must have
cast a protection from evil spell, be within a protec-
tive circle, or have a special item used to control the
aerial servant. Otherwise, it attempts to slay its
summoner and return from whence it came.

The object or creature to be brought must be
such as to allow the aerial servant to physically
bring it to the priest (an aerial servant can carry at
least 1,000 pounds). If prevented, for any reason,
from completing the assigned duty, the aerial ser-
vant returns to its own plane whenever the spell
lapses, its duty is fulfilled, it is dispelled, the priest
releases it, or the priest is slain, The spell lasts for
a maximum of one day for each level of experi-
ence of the priest who cast it.

If the creature to be fetched cannot detect invis-
ible objects, the aerial servant attacks, automati-
cally gaining surprise. If the creature involved can
detect invisible objects, it still suffers a ~2 penalty
to all surprise rolls caused by the aerial servant.
Each round of combat, the aerial servant must roll
to attack. When a hit is scored, the aerial servant
has grabbed the item or creature it was sent for. A
creature with a Strength rating is allowed an eva-
sion roll, equal to twice its bend bars chance, to
escape the hold. If the creature in question does
not have a Strength rating, roll 1d8 for each Hit
Die the aerial servant and the creature grabbed
have. The higher total is the stronger. Once seized,
the creature cannot free itself by Strength or

Age Creature

ﬁ

Dexterity and is flown to the priest forthwith.
Notes: Common spell for clerics (PHB).

Age Creature
(Alteration)
Reversible
Sphere: Time

Level: 6

Range: Touch

Components: V, S, M

Casting Time: | rd.

Duration: Instantaneous

Area of Effect: Creature touched
Saving Throw: Neg.

This spell ages the affected creature one year
per level of the caster. Unwilling creatures are al-
lowed a saving throw vs. spell to negate the effect.
Those affected must make a successful system
shock roll to survive the aging.

A creature cannot be aged beyond its natural
life span. If the priest’s level indicates that a crea-
ture would be aged beyond this point, the creature
is aged to one year short of its maximum age. The
spell cannot cause a creature to die of old age.

Humans and humanoids affected by the spell
experience changes in appearance associated with
increased age, such as gray hair and wrinkles.
More significantly, they suffer losses in Strength,
Dexterity, and Constitution when they reach cer-
tain age levels. These are summarized in Table 12:
Aging Effects in the Player’s Handbook

Nonmagical monsters can be affected. The DM
determines a monster’s current age and natural life
span based on its description in the MoNSTROUS
Compenpium or based on his own judgment. To
determine the effects of aging on a monster,
assume the following: A monster is middle-aged
when it reaches half its natural life span; a monster
reaches old age at two-thirds of its natural life
span; a monster reaches venerable age in the last
one-sixth of its years. A monster suffers the penal-
ties that follow when it reaches these age levels.
The penalties are cumulative and permanent
(unless the affected monster becomes younger).

Age Penalty

Middle Age -1 to all saving throws

Old Age ~1 to all saving throws
~1 to all attack rolls

Venerable ~1 to all saving throws

~1 to all attack rolls
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Age Dragon -

The material component is a pinch of pow-
dered emerald.

The reverse of this spell, restore youth, perma-
nently restores age that has been lost as a result of
magic in which aging is the primary effect, such as
an age creature spell, staff of withering, and at-
tacks by ghosts. It does not reverse incidental
aging effects, such as those inflicted by casting a
wish or receiving a haste spell. Restore youth re-
duces the creature’s age by one year per level of
the caster. The creature must make a successful
system shock roll to survive the change. Creatures
that become younger regain the lost ability scores
described above. A creature cannot become
younger than its actual age as a result of this spell.

The material component is a pinch of pow-
dered ruby.

Notes: Common for to priests with major
access to the sphere of Time (ToM).

Age Dragon
(Alteration)
Sphere: Time

Level: 7

Range: 30 yds.
Components: V, S, M
Casting Time: 1 rd.
Duration: 1 rd./level
Area of Effect: 1 dragon
Saving Throw: Neg.

This spell allows the caster to cause any dragon
to temporarily gain or lose one age level per five
levels of the caster. For instance, a 14th-level
caster could cause a dragon to gain or lose two age
levels; a mature adult dragon could be temporarily
transformed into a young adult dragon or into a
very old dragon. A dragon’s age cannot be reduced
below hatchling or increased beyond great wyrm.

Unwilling dragons are allowed a saving throw
vs. spell with a —4 penalty to avoid the effect.

A dragon affected by age dragon temporarily
acquires the armor class, hit points, spell abilities,
combat modifiers, size, and other attributes of his
new age level. The dragon retains its memories
and personality. At the end of the spell’s duration,
the dragon returns to its normal age level,

Damage suffered at the modified age remains
when the dragon resumes its normal age. A dragon
losing more hit points at the modified age than it
has at its actual age dies when the spell expires.
For example, a young adult bronze dragon with

110 hit points is aged to a mature adult with 120
hit points. The dragon suffers 115 hit points in
combat. Unless the dragon is healed of 6 points of
damage before the spell expires, the dragon dies
when the spell ends. A dragon is killed while under
the effect of age dragon is dead at the end of the
spell’s duration.

The material component is a handful of dirt
taken from a dragon’s footprint.

Notes: Common for to priests with major
access to the sphere of Time (ToM).

Age Object
(Alteration)
Reversible
Sphere: Time

Level: 5

Range: 10 yds.
Components: V, S, M
Casting Time: 1 rd.
Duration: Instantaneous
Area of Effect: 1 cu. ft./level
Saving Throw: None

With this spell, the caster can cause an amount
of nonliving, nonmagical matter to age dramati-
cally. Matter can be aged up to 20 years per level
of the caster. The following table gives typical re-
sults of 100 years of aging for various objects,
arranged in order of descending severity:

Object Result of Aging

Diamond  None

Silver Becomes tarnished

Masonry  Cracks and weakens

Iron Rusts and corrodes

Parchment Cracks, turns brittle

Wood Rots, crumbles, turns to sawdust

The caster controls the extent of the aging;
thus, he could age a book so its pages become yel-
lowed and brirtle but stop short of causing the
book to crumble to dust. As a guideline, each addi-
tional 100 years of aging causes an increasingly
severe reaction. Thus, after 200 years, parchment
might become little more than powder, while iron
might begin to flake away at a touch.

Many items (especially gems) show little reac-
tion to age. The DM must adjudicate all effects.

The material components are a flask of seawa-
ter and a piece of coal.

The reverse of this spell, youthful object, re-

Y

16

N



Air Lens
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turns an object ravaged by the effects of time to its
original condition: thus, rusty iron becomes strong
and shiny, crumbled masonry becomes firm, and
rotten wood becomes solid. The age of matter can
be reduced by 20 years per level of the caster,

The material components for youthful object
are a piece of eggshell and a hair from the head of
a human or humanoid infant.

Notes: Common for to priests with major
access to the sphere of Time (ToM).

Age Plant
(Alteration)
Sphere: Time

Level: 4

Range: 30 yds.

Components: V, S, M

Casting Time: 1 rd.

Duration: Instantaneous

Area of Effect: 1 plant, seed, or tree/level
Saving Throw: None

This spell enables the caster to affect the aging
of any plant, seed, or tree. The process can operate
either forward or backward, causing flowers to
blossom, seeds to sprout and grow, and trees to
bear fruit; or fruit to turn to blossoms, trees to
become saplings, and new shoots to turn to seeds.

The change in age, either forward or backward,
is chosen by the priest at the time of casting. The
changes associated with normal or reversed
growth occur instantaneously. Plants can be al-
tered in age up to 10 years per level of the caster.
The caster can stop the aging at any point within
the limits imposed by his level: He could cause a
tree to grow from a sapling until it withers and dies
from old age or he could stop the tree’s growth at a
stage at which it would shelter his home,

The spell does not alter the appearance or char-
acteristics of a plant except those that result from
normal aging (or regression). Age plant has no
effect on magically generated plants or plant-
based monsters.

The material components are the priest's holy
symbol and the petal from an apple blossom.

Notes: Common for to priests with major
access to the sphere of Time (ToM).

Aid
(Necromancy, Conjuration)
Sphere: Combat, Necromantic

Level: 2

Range: Touch

Components: V, S, M

Casting Time: 5

Duration: 1 rd. + 1 rd./level
Area of Effect: Creature touched
Saving Throw: None

The recipient of this spell gains the benefit of a
bless spell (+1 to attack rolls and saving throws)
and a special bonus of 1d8 additional hit points for
the duration of the spell. The aid spell enables the
recipient to actually have more bit points than his
full normal total. The bonus hit points are lost first
when the recipient takes damage; they cannot be
regained by curative magic. Example: A Ist-level
fighter has 8 hit points, suffers 2 points of damage
(8 — 2 = 6), and then receives an aid spell that gives
5 additional hit points. The fighter now has 11 hit
points, 5 of which are temporary. If he is then hit
for 7 points of damage, 2 normal hit points and all
5 temporary hit points are lost. He then receives a
cure light wounds spell that heals 4 points of
damage, restoring him to his original 8 hit points,

Note that the operation of the spell is unaf-
fected by permanent hit point losses due to energy
drain, Hit Die losses, the loss of a familiar, or the
operation of certain artifacts; the temporary hit
point gain is figured from the new, lower total.

The material components of this spell are a tiny
strip of white cloth with a sticky substance (such as
tree sap) on the ends, plus the priest’s holy symbol.

Notes: Common for clerics (PHB).

Air Breathing
Reversed form, water breathing.

Air Lens
(Alteration)
Sphere: Elemental Air

Level: 3

Range: 90 yds.
Components: V, S, M
Casting Time: 3

Duration: 3 rds. + 1 rd./level
Area of Effect: Special
Saving Throw: None

N

17



Air of Permanence

By means of this spell, the priest creates a mag-
ical lens high in the air, with which he can direct
intensified rays of the sun against his enemies. The
caster must be in the sunlight for the duration of
the spell. Once cast, the priest can attack with the
lens twice per round, against one or two creatures
within range of the spell. Attack rolls are made for
each attack, and the priest suffers no nonprofi-
ciency penalty. Targets under cover receive bene-
fits for both cover and concealment. Each hit
inflicts 2d6 points of damage. Creatures resistant
to heat or fire take only half damage.

The spell can be used to ignite flammable ma-
terials. When doing so against non-mobile targets,
no attack roll is necessary—any normally com-
bustible materials (cloth, wood, paper, and so on)
ignite. Personal equipment can be targeted, but the
priest must, make a successful attack roll with a 4
penalty. If hit, the article of equipment ignites;
burning clothing inflicts 1d6 points of damage for
1d6 rounds or until discarded. Burning shields
become useless. The flames so created are not
magical and can be extinguished normally.
Magical darkness can negate the effects of this
spell, magical shade reduces damage by half.

The material component for this spell is a

small, round piece of glass.
Notes: Common for priests from the DARK SUN
setting; otherwise, very rare.

Air of Permanence

T4

Air Tread — Drow
(Alteration)
Sphere: Necromantic

Athasian Dragon King magic, 9th
level; psionic component renders
the spell uncastable by priests.

Level: 6

Range: Touch

Components: V, S, M

Casting Time: 9

Duration: 1 rd. + 1 rd./level
Area of Effect: Creature touched
Saving Throw: None

This spell, a more powerful version of the air
walk spell, temporarily alters the body weight of
the priest or a touched being (of large size or less),
so that the creature can walk upon liquid or air
with normal balance and at normal movement rate.
Unlike the 3rd-level spell, water walk, the being’s
feet do contact any liquid walked upon.

If cast upon a falling creature, this spell stops
the descent within a further drop of one body
length of the creature. If any surface is struck
during this time, base falling damage is halved.
Using the spell duration to walk straight down-
wards and lessen the height of a remaining un-
avoidable fall can lessen damage from long falls.
When the spell ends, normal descent (with possi-
ble falling damage) occurs.

This spell is often used to walk across chasms,
or from one rooftop to another, but can be used to
cast a single spell while stationary in midair, This
use of the air tread spell exhausts it immediately
upon the completion of casting the other spell, so
the caster immediately begins to fall.

The material components are a feather, a pinch
of dust, and a sandal or shoe of any size,

Notes: Granted by the drow god Vhaeroon.
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Akadi's Vortex
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Air Walk
(Alteration)
Sphere: Elemental Air
Level: 5
Range: Touch

Components: V, S, M

Casting Time: 8

Duration: | hr. + 1 trn/level
Area of Effect: Creature touched
Saving Throw: None

This spell enables a creature, which can be as large
as the largest giant, to tread upon air can just as if it
were walking on solid ground. Moving upward is
similar to walking up a hill: a maximum upward angle
of 45 degrees is possible at one-half the creature’s
movement rate; as is a maximum downward angle of
45 degrees at the normal movement rate is possible.
An air-walking creature is in control of its movement
rate, except when a strong wind is blowing. In this
case the creature gains or loses 10 feet of movement
for every 10 miles per hour of wind velocity. The crea-
ture may be, subject to additional penalties in excep-
tionally strong or turbulent winds, such as loss of
control of movement or suffering physical damage.

The spell can be placed upon a trained mount,
50 it can be ridden through the air. Of course, a
mount not accustomed to such movement would
certainly need careful and lengthy training, the de-
tails for which are up to the DM.

The material components for the spell are the
priest’s holy symbol and a bit of thistledown.

Notes: Common for druids (PHB).

Akadi, Winds of
See winds of Akadi.

Akadi’s Vortex
(Alteration, Invocation/Evocation)
Sphere: Elemental Air

Level: 7

Range: 100 yds.
Components: V, S
Casting Time: | rd.
Duration: | turn

Area of Effect: Special
Saving Throw: ¥z

This spell is similar to the winds of Akadi spell,
except it emits chain lighting every third round as
the 6th-level wizard spell. A 30-foot-diameter

sphere of whirling air comes into existence at a
point indicated by the caster. Creatures in the area
of effect, or entering while the spell is in effect,
must make a successful saving throw vs. spell or
suffer 1d4 points of damage from the winds.

Every third round (3rd, 6th, and 9th), the cloud
releases one chain lightming bolt in a manner and
at a target selected by the caster. While directing
the initial strike of the bolt, the priest loses his or
her normal action for the round.

The chain lightning stroke inflicts 1d6 points of
damage per level of the caster to a maximum of 12d6
points. The bolt initially inflicts 1d6 points of damage
per level of the caster, to a maximum of 12d6 (half
damage if the object or creature rolls a successful
saving throw vs. spell). After the first strike, the light-
ning arcs to the next nearest object or creature. Each
jump reduces the strength of the lightning by 1d6.
Each creature or magical object hit receives a saving
throw vs. spell. Success on this save indicates the
creature suffers only half damage from the bolt.

The lightning can strike as many times (includ-
ing the first object or creature) as the spellcaster
has levels, although each creature or object can be
struck only once. Thus, a bolt cast by a 12th-level
wizard strikes up to 12 times, causing less damage
with each strike. The bolt continues to arc until it
has struck the appropriate number of objects or
creatures, until it strikes an object that grounds it
(interconnecting iron bars of a large cell or cage, a
large pool of liquid, etc.), or until there are no
more objects or creatures to strike.

Direction is not a consideration when plotting
chain lightning arcs. Distance is a factor—an arc
cannot exceed 40 yards, plus 5 yards per caster
level. If the only possible arc is greater than the
this, the stroke fades into nothingness. Creatures
immune to ¢lectrical artack can be struck, though
no damage is taken. It is possible for the chain to
arc back 1o the caster)

Affected creatures are allowed a saving throw
vs. spell for half damage. Creatures within the
cloud in a round when lightning is projected make
their saving throws with a —4 penalty.

On the tenth round, the spell expires abruptly in
a normal lightming bolt (1d6 points of damage per
level of the caster to a maximum of 10d6 points,
save vs. spell for half damage).

Notes: Granted by the elven air god Akadi.
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Alert Allies — Dwarf, Gnome

Alert Allies — Dwarf, Gnome
(Divination, Alteration)
Sphere: Thought

Level: 2

Range: Touch

Components: V, S

Casting Time: 1 rd. + 1 rd. per creature touched
Duration: 8 hrs. maximum

Area of Effect: 90-ft. radius

Saving Throw: None

This spell enables the priest to send an instanta-
neous mental missive to his comrades alerting
them to a dangerous situation. It is not possible to
send any message other than “Alert” by means of
this spell, nor is two-way communication of any
sort possible, but the true meaning of the mental
missive, other than the fact that a dangerous situa-
tion exists, can be prearranged if so desired.

Alert allies can be cast only on awake, living,
and sentient creatures (Animal Intelligence or
higher). The somatic component involves the
priest physically touching foreheads for one full
round with each recipient. One ally per level of the
spellcaster, up to a maximum of ten individuals,
can be linked by means of this spell.

Ongce cast, the mental links forged by means of
this spell last until the alerr is broadcast or for at
most eight hours. An alert has a maximum range
of 90 feet around the priest. Anyone beyond that
range won't hear the alert, although the spell effect
(and the mental link) ends nonetheless.

Likewise, anyone maintaining a psionic de-
fense shield, wearing a ring of mind shielding, or
employing similar magics won’t receive the
mental warning. However, if a recipient is asleep
and that condition is not maintained by chemical
or magical means (although it may have been in-
duced by such), he or she immediately awakens
and is aware that an alers has been issued.

It is possible to issue a mental missive and then
perform another action aside from spell casting in
the same round. The alert broadcast effectively
imposes an initiative penalty of 1 on any other
course of action attempted in the same round.

Notes: Granted by the dwarven god Gorm
Gulthyn. Granted by the gnome god Gaerdal
Ironhand.

Alert Vigil
(Enchantment/Charm, Necromancy)
Sphere: Charm, Necromantic

Level: 1

Range: Touch

Components: V, S

Casting Time: 1 rd.

Duration: 7 turns + 1 turn/level
Area of Effect: Creature touched
Saving Throw: None

This spell causes the creature touched to remain
awake and alert for the spell’s duration (determined
by the caster’s level). Even an exhausted creature
won't doze or fall asleep, and all of its senses per-
form at peak ability (tired eyes keep focus and so
on). A creature under the effects of an alert vigil is
not “resting” (healing), but the magic does not
make the recipient more weary when it expires.

Notes: Granted by the war god Torm in the
FORGOTTEN REALMS setting. This spell is found
only in a few exceptionally rare tomes.

Alicorn Lance
(Invocation/Evocation)
Sphere: Combat

Level: 2

Range: 0

Components: V, S, M

Casting Time: 5

Duration: 1 rd./level maximum
Area of Effect: The caster
Saving Throw: /2

This spell creates a silver-hued, partially ethereal
lance shaped in the form of an alicorn (a unicorn
horn). The alicorm lance hovers above the brow of
the spellcaster for a maximum of 1 round per level of
the spellcaster. By a silent act of will, any time before
the spell expires, the spellcaster can choose a target
within 40 yards. The alicorn lance instantaneously
fires at it. For the purpose of the types of creatures it
can damage, the lance is +1 if the caster is less than
7th level and +2 if the caster is of 7th level or greater.
The alicorn lance inflicts 3d6 points of piercing
damage. It never misses, but a target creature can par-
tially avoid its effects (taking only half damage) by
making a successful saving throw vs. spell.

Afier striking, the lance dissipates into nothing-
ness, leaving only a silvery faerie fire radiance out-
lining the creature, with all the combat penalties of
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Alteration Mantle, Azuth’s
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that spell, for 1d4 rounds.
The material components for this spell are the
priestess’s holy symbol and a lock of unicom mane.
Notes: Granted by the sylvan deity Luru the
Unicorn Queen of the FORGOTTEN REALMS setting.

All-Seeing Crystal Ball
(Divination, Alteration)
Sphere: Divination

Level: 6

Range: 0
Components; V, §, M
Casting Time: 1 turn
Duration: 1 day/level
Area of Effect: Special
Saving Throw: Special

This spell enables the priest to create a tempo-
rary crystal sphere about 6 inches in diameter with
all of the powers of a crystal ball, as described in
the DUNGEON MASTER Guide. In addition, the priest
can cast any memorized spell that is solely from
the school of divination or the sphere of divination
through the all-seeing crystal ball. All other stric-
tures associated with normal crystal balls apply.

Priests of 15th level or above can create an all-
seeing crystal ball with clairaudience.
Spellcasters who are 17th level or above can create
an all-seeing crystal ball with ESP. Spellcasters
who are 19th level or above can create an all-
seeing crystal ball with telepathy (communication
only). These creations have the same abilities as
the magical items of the same name, as well as the
improved capability for casting divination spells
through them mentioned above.

The material components of this spell are the
priest’s holy symbol and a ball of snow and ice or a
pile of fine sand of the volume of a 6-inch sphere.

Notes: Granted by the divinational deity
Savrath in the FORGOTTEN REALMS setting.

Allergy Field
(Alteration)
Sphere: Plant

Level: 1

Range: 10 yds. /level
Components: V, S, M

Casting Time: 4

Duration: 3 rds. + 1 rd./level
Area of Effect: Cube, 5-ft./level
Saving Throw: Neg.

This spell can be cast on any field, meadow,
forest, or other outdoor area with an abundance of
plant life. It causes the plants to produce pollen,
antigens, or similar allergens. Creatures in or en-
tering with the affected area must make a success-
ful saving throw vs. spell. A creature failing the
save experiences swelling of the eyes, fits of
sneezing, and dull headaches for the next 1d4+1
turns. All attack rolls and ability checks for this
time suffer a —1 penalty.

The spell affects a cubic volume whose sides
are 5 feet long per level of the caster; thus, a 9th-
level caster could affect a 45-foot cube. The spell
lasts for the given duration, or until the first frost,
whichever comes first.

The material component is a pinch of ragweed.

Notes: Uncommon for rangers, rare for druids
and other nature priests.

Alter Luck
(Abjuration, Divination)
Sphere: Divination

Level: 6

Range: Touch
Components: V, M
Casting Time: 1 turn
Duration: Special

Area of Effect: 1 creature
Saving Throw: None

This spell alters the luck of the recipient, allow-
ing three chances to avoid bad luck. At any time
within the next month of campaign time, the charac-
ter’s player can reroll a total three failed dice rolls,
in effect getting a second chance at success. Typical
rolls include: attack rolls, saving throws, system
shock or resurrection survival rolls, damage rolls
that inflict less than maximum damage, treasure dis-
tribution rolls, and the like. Only one reroll per
event is allowed, and the creature must abide by the
result, whatever it is. This protection lasts for up to a
full month, but any benefit not used within that time
is lost. The spell itself can be cast only once per
month, lest an unspecified doom strike the caster.

Notes: Very rare spell. (Updated from DraGon
magazine.)

Alteration Mantle, Azuth’s
See Azuth's alteration mantle.
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Altruism -~

(Invocation)
Sphere: Cosmos

Level: 2
Range: Touch

Altruism
Components: V, S
Casting Time: §

Duration: Instantaneous

Area of Effect: Creature touched
Saving Throw: None

With this spell, a priest can transfer as many of his
hit points as desired to heal a willing, living being of
any alignment not directly opposed fo his own (good
vs. evil or lawful vs. chaotic). Each hit point transferred
restores one hit point lost by the subject creature. These
hit points cannot be taken back once the spell has been
cast. The priest’s current hit points are reduced by the
amount actually transferred, and these can be restored
by normal or magical healing. The creature carmot re-
ceive more hit points than its normal maximum.

Notes: Common for priests from the DARK SUN
setting.

Amanuensis
(Alteration, Evocation)
Sphere: Creation

Level: 3

Range: 10 ft.
Components: V, §, M
Casting Time: 6
Duration: 1 turn/level
Area of Effect: Special
Saving Throw: None

‘When cast, this spell generates its own ink and
animates a quill pen as if it were in an invisible
scribe’s hand (though there is in fact nothing tangi-
ble or sentient present) to precisely duplicate non-
magical writing. The animated quill writes as fast
as the caster, and copies as much of any writing the
caster assigns it as can be duplicated before the
spell expires. The quill vanishes when the spell is
done or earlier if the caster wills the magic to end.

Though the ink created by amanuensis is
unique and does not duplicate the copied work, the
penmanship of the copy is exacting. Perfect for-
geries can be made by means of this spell.

Once the quill is set to its task, the caster need
not be present or in range for it to continue; only
destruction of the writing surface or the casting of

dispel magic upon the quill prevents the writing
from being completed. If necessary to complete its
assigned task, the quill becomes intangible and
follows the writing surface if it is moved; it cannot
be grasped or struck aside in an effort to make it
cease. No being except the caster can control or in-
fluence the moving quill. If the quill finishes its
copying and some time remains, the caster can
direct it to begin copying a second writing or
making a second copy of the same writing, if
within range.

An amanuensis spell cannot copy any magical
writing or markings. If directed to do so, the quill
hangs motionless. A diary, grimoire, or other work
containing passages of text interspersed with
spells and magical symbols is copied as text with
gaps where the original displays magical mark-
ings. Many powerful priests have pleaded with
Deneir to allow this spell to be modified so that
their prayers would allow them to copy spells, but
Deneir has steadfastly refused to grant this power.

The material components of this spell are a
quill pen and a blank sheet or sheets of parch-
ment, some vellum scrip, a chapbook, or another
writing surface onto which the writing will be
copied. 