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Introduction

The Priest's Spell Compendium continues the
work of the Wizard's Spell Compendium series.
This, the second volume, creates an alphabetical
reference to priest spells of the AD&D® game
system, covering the letters G through Sp. 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
marvelous 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 deci-
sions made by the players (heroic or otherwise),
and the impact those decisions have on the ongoing
plot of the game. New spells are fun, but it's even
more fun figuring out unusual 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 include 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
combined with similar spell effects to eliminate
duplication; 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
systems, such as the kingdom-level magic of the
BIRTHRIGHT setting are also beyond the scope of
this book. However, the optional Sphere of War,
introduced in the TomE oF Macic book (essentially
a BATTLESYSTEMe tules variant) and the psionics-
based spells of the Dragon-Kings of the DArk Sun
setting are close enough to standard spells 10 be
included in a special section in the final volume.
Clerical cantrips, or erisens, will be included in the
final volume as well.

About This Book

The spells listed in this book are given alpha-
betically. Spell names that include a name are given
a primary listing under that name. For example, for
Abbathor's greed, the primary entry is under “A."

Another reference (o the main entry will be found
at the second word of the spell name; in this case,
the entry would read: “Greed, Abbathor's.”

Be aware that many spell names are irregular
compound words, and that standard alphabetical
order follows complete words. Thus, dark road
will appear before darkbolt. 1If 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 dif-
ferent cultures, the spell from the culture most simi-
lar to Medieval Europe is given first. Renamed spells
have a short reference under the original name.

Spells associated with specific campaign
warlds (other than the FORGOTTEN REALMS® and
GREYHAWK® settings) are marked with a special
symbeol so they can be easily recognized. See page
7 for a summary of these symbols. Spells associ-
ated 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, are also specially noted.

Generally, spell names and secondary game
effects are italicized. For example, the svmbol
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, cast-
ing 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 special preparations or mate-
rials that needed for a successful 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 gen-
erally known. Although we have tried to ensure
unique names, this has not always been possible.
For example, dark fire, a minor spell that gives
heat without light, is very different from darkfire,
an evil and powerful black flame commanded by
the drow elves. Where two spells have the same
name, the most general version is given first, while
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variants cast by other races or found in specialized
campaign settings are given later. A name marked
with an asterisk (*) is a cooperative magic spell in
which a circle of priests combines their efforts
(cooperative magic is discussed in the final book).

School: Each school govemns a type of magic,
according to the type of energy its spells employ
and the special practices and methods used in cast-
ing them. The basic schools are:

ScHOOLS OF MAGIC (PHILOSOPHY)

Abjuration: Protective, warding, or banishing
magics.

Alteration: Magic that changes physical prop-
erties of an object, creature, or condition.

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

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

Enchantment/Charm: Magic that bestows mag-
ical properties on objects or influences creatures
magically.

Hlusion/Phantasm: lllusions create and alter
appearances; phantasms affect the mind.

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

Necromancy: Magic that works on life energy,
including 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 determine which spells are made available to
priests of that faith. For the most pan, the sphere
assignments from the Players Handbook are given
(the PLAYER's OpTION: Spells & Magic assignments
are optional.) For the purpose of this series, spheres
are grouped into three categories: Clerical Spheres,
Druidical Spheres, and Specialty Spheres. In addi-
tion, 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 con-
cerned with the Prime Material Plane and Elemen-
tal Planes. They are drawn upon by religions of the
natural world: animism, shamanism, and druidism.

Specialty spheres include spheres created for
specialty priesthoods, concermmed with specialized
knowledge, and are generally closed to the clerical
class. Most of are introduced in the Tome oF
Maarc 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 1o a sphere allows the priest to
cast spells of Ist 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 com-
munication,

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 to this sphere.

Creation spells can produce something from
nothing, often to benefit the followers. Prime cre-
ator 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 protec-
tion 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 creatures.

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

If the PLaver's Orrion: Spells & Magic rules
are being used, the Sun sphere shifts to the
group of Druidic Spheres.

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

DRruIDIC SPHERES
Animal spells affect or alter creatures. This
sphere does not include spells that affect people.
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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
agriculture (improving crop yields) to communi-
cating with plantlike creatures. Powers of nature or
agriculture often grant access to this sphere.

Weather spells enable the priest 10 manipulate
forces of weather. Powers of nature and tempests
often grant access (o this sphere.

If the Praver's Oprion: Spells & Magic rules
are being used, the Sun sphere shifts to the
group of Prime Spheres.

Druids have access to the Druidic Spheres and
to the Sphere of Healing.

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 unpre-
dictable and uncertain. Powers of mischief and ill
luck often grant access 1o this sphere.

Law spells increase order in the world around
the caster. This may enhance cooperation or limit
individual thought or action. Powers of commu-
nity and rulership often grant access 10 this sphere.

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

Thought spells concemn such abstract 1opics as
thought, time, and boundaries. Powers concemed
with the mind or knowledge often grant access 1o
this sphere.

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

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

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

Wards spells seal and area against intrusion,
either by creating a barrier or forbidden zone, or
by inflicting a magical effect.

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

power or deity.

THE “ALL" SPHERE

This special list of spells is common to all
priests. This group includes spells a priest needs to
perform basic functions.

Reversed Form: An entry of “Reversible” means
the spell can be cast with the oppaosite effect. For
example, 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 cler-
ics. 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 1st level (weakest) to 9th level (most
powerful). A high priest in a major city generally
has access to a 6th-level spell, a few Sth-level
spells, and a number of 4th- through 1st-level spells
each day.

Range: The distance from the caster at which the
magical effect occurs. A range of “0™ means the
effect is centered on the caster’s person or loca-
tion; in the latter case the effect is usuvally immo-
bile. “Touch™ means the effect can be used on
another creature or object, and generally on the
caster as well. Unless otherwise specified, 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
present, the casting fails, “V™" is verbal; that is, a
spoken incantation the priest is assumed to deliver
while casting. “S" is somaric; that 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 annihi-
lated by the spell energies in the casting process. This
abbreviation 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
restriction 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),
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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, turns, or a longer cast-
ing 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 duration of permanent means the spell
energy remains as long as the effect does; this
means that the spell is vulnerable to a dispel magic
spell. This is an altered usage. Many spells listed
in earlier sources as having a “permanent” dura-
tion (such as cure light wounds) are altered in this
series and in future listings to “instantaneous.”

Spelis 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,
dimensions, 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
description, areas of effect conform to their physi-
cal surroundings; 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 pene-
trate 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
convenience, although it's actually amorphous and
billowy.

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

Path: This is usually a 10-foot wide line stari-
ing at the caster projecting away in a straight line
to a specified 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; */4" 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 con-
cealment 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 char-
acter makes a saving throw, all items carried and
worn are assumed to survive the attack. If the char-
acter fails the saving throw, exposed items must
make saving throws against the attack form. An
item exposed by the destruction 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
voluntarily forego a saving throw and willingly
accept the spell result. Even a character with a
special resistance to magic (for example, an elf's
resistance 1o a charm spell) can voluntarily sup-
press this if he or she 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 emation 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
usually not cumulative; only the strongest magic is
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effective. However, duration may be a factor, and
spell effects might overlap in different ways at dif-
ferent 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
discussed in detail in the Spell Frequency section (see
below). Spells of any rarity also may be restricted to
certain races or specialty casters. Any nofes 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 mon-
sters will use all abbreviations.

AC: Armor Class

MV: Movement— F1: fly

(MC) = Maneuverability Class (A to E)

HD: Hit Dice

#AT: Number of Attacks

THACO: To Hit Armor Class 0

Dmg: Damage

SA: Special Attacks

SD: Special Defenses

SW: Special Weaknesses

MR: Magic Resistance

SZ: Size

Inr: Intelligence

ML: Morale

AL: Alignment

Spell Frequency

from those used in FORGOTTEN REALMS products.
settings. The DM, as always, is free to alter them
s needed for local campaign conditions.

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 Handbook 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 priest of 1st 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 guide-
lines. 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
players occasionally with new spells and to encour-
age magical research as a campaign activity. We
highly recommend that additions to priest spell
lists be allowed only through research or through
the recovery of certain lost lomes.

The DM always decides whether a priest-
hood 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 cat-
cgory. These spells are less well known, but not
restricted to a race or special group like, for exam-
ple, druids, dragons, or the Emerald Enclave. A
kit, school, or other specialty might allow some
uncommon spells 10 be treated as common spells.
Clerics can research uncommon spells using the
normal research rules.

Generally, a player character will not start with
an uncommon spell or leamn 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 devel-
oped as a result of spell research. In the average
AD&D campaign, finding a new common or
uncommon spell is a little more commeon that a
fighter class character finding a longsword +1.
Some uncommon spells may be restricted (see
Restricted Spells).

Rare Spell: Rare spells are specialized or hidden
magic, such as those introduced in modules or
accessories. Besides spells that are just less well
known, two special types of rare spells exist: 1)
Spells known by a specific nonhuman race (like
clven 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 Ele-
mental Fire magic). Rare spells are likely to be
restricted (see Restricted Spells).

7
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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 research 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
elven lore (a race-specific spell), the DM may
choose to waive some or all of the research cost,
and/or the research success roll (lime requirements
should not be waived under any circumstances).

Very Rare Spell: Spells that appear only in mag-
azine articles, or are otherwise variant, should be
classified 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 1o handle an experimental spell that is too
powerful 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, uncommeon, 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 (17).

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
details are given for these other than the spell
name. They are “lost knowledge,” included only to
confirm 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
devotional power of priests and worshipers to
amplify 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
AL-QADIM* DARK SUN
BIRTHRIGHT* S 4
: : Wi

Arabian Setting Setting of Kings Psionic World Setting

DRAGONLANCE® Kara-Tur/The Horde Maztica PLANESCAPE®

Epic Romance Oriental Setting Aztec/New Other Planes'

Setting World Setting Setting

‘ RED STEEL® 1 l

RAVENLOFT® Swashbuckling SPELLJIAMMER®
Gothic Fantasy Setting  Fantasy Setting Savage Lands' Setting  Fantasy Space 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 1o an outland “savage™ wizard or witch-docior.

Magic in the Worlds

Elemental magic in the traditional FORGOTTEN REALMS, GREYHAWK, DRAGONLANCE, and MYSTARA
settings is based on air. earth, fire, and water. This varies in other settings: In the oriental setting, air, earth,
fire, and warer are joined by a fifth element, wood, and priests are called shiukenja. In the AL-QADIM set-
ting, the four basic elements are traditional, but are called the Provinces of Flame, Sand, Sea, and Wind. In
the Maztica setting, priest specialties are not detailed. 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 world.
Here, psionics are as important as magic. In the BIRTHRIGHT setting, bloodline abilities augment normal
magics; scions of evil bloodlines are called awnsheglien. and those of heroic bloodlines are called
ensheglien. In the SPELLIAMMING setting, flying ships are propelled by spelicasters using magical power
sources called major helms and minor helms. In the swashbuckling RED STEEL setting, latent magical abil-
ities called /egacies resull in baneful mutations (the Red Curse) unless controlled by exposure to the rare
ore cinnabryl. The depletion of this ore is cause for concem. In the RAVENLOFT setting, the Demiplane of
Dread, gothic horror in form of Dark Lords, each a godlike power trapped in a private domain, keeps advern-
turers on the run, looking for a way out and making special fear, horror, and Ravenloft powers checks. The
PLANESCAPE campaign presents new seftings from the inner (Elemental) Planes to the Outer Planes, where
the gods live. Casting magic here requires special spell keys, and the denizens are divided into factions
along alignment lines.

Abbreviations Referring to Source Material

PHB = Apvancep DuNGeoNns & DRAGONS Player's Handbook
DMG = ADVANCED DUNGEONS & DRAGONS DuNGEON MasTer Guide
PO:SM = PLaYeR's Orprion: Spells & Magic

ToM = Tome of Magic

4 296 L



Gaer, Cloak of % -

See cloak of Gaer. :

\c- -

(- \ -2~

5
Gargauth, Call Upon *-c'l(akt :

See call upon Gargauth.

Gargauth, Mask of
See mask of Gargauth,

Garments of Elvenkind — EIf
(Enchantment/Charm)
Sphere: All

Level: 6

Range: Touch
Components: V, S, M
Casting Time: 3 rds.
Duration: 1 tum/level
Area of Effect: Special
Saving Throw: None

This spell enables the caster temporarily to enchant
a cloak, a pair of boots, and a pair of bracers 5o that
they function as certain magical items. The cloak func-
tions as a cloak of elvenkind for the duration of the
spell, Similarly the boots act as boots of elvenkind and
the bracers act as bracers of archery for the duration.

Once enchanted, these items can be used by
anyone; however, all three must be used by the
same creature. If the items are distributed among
several individuals, the magic fails and is wasted.
A successful dispel magic ends the spell.

The material components for this spell are the
caster’s holy symbol, three drops from a potion of
invisibility (for the cloak), three small objects (a
stone, a twig, a coin, and so on) that once carried a
silence dweomer (for the boots), and three arrows
bearing any form of magical enchantment (includ-
ing an enchantment as simple as a faith arrow or
Nystul's magic aura). With the exception of the
holy symbol, these components are expended in the
casting.

Notes: Granted by elven deities.

Gaseous Form
(Alteration, Necromancy)
Sphere: Necromantic, Elemental Air

Level: 5

Range: 0

Components: S, M
Casting Time: 8
Duration: 1 tumn/level
Area of Effect: The caster
Saving Throw: None

Gate

This spell enables the caster to
assume gaseous form, as the potion of
the same name. In this state, the

- caster's body and anything carried or
wom becomes a cloud of elemental vapor and
essentially invisible. While in this form, the
casler can escape from almost any confinement.
Any small crack or hole that allows air 1o pene-
trate allows passage in gaseous form.

No form of attack or spell casting is possible
while in a gaseous state, but the priest can fly near
the ground at a movement rate equal to his Intelli-
gence (Maneuverability Class B). A gust of wind
spell or even normal strong air currents blow the
caster at air speed in the direction of the gust.

In this form, the caster is all but immune to
attack. Magical fire or lightning inflict normal
damage, and a whirlwind inflicts double damage.
The caster can return to his original form at will,
but this ends the spell immediately. Otherwise,
normal form is regained upon the expiration of the
spell duration,

The material component is a pinch of vampire
dust or a vial of air from the Elemental Plane of
Air,

Notes: Granted by the god Velsharoon the Lich
Lord of the FORGOTTEN REALMS setting.

Gate
(Conjuration/Summoning)
Sphere: All

Level: 7

Range: 30 yds.
Components: V, S
Casting Time: 5
Duration: Special
Area of Effect: Special
Saving Throw: None

Casting a gare spell has two effects: it causes
an interdimensional connection between the plane
of existence the priest is in and the plane in which
dwells a specific being of great power. The result
of this connection is that the sought-after being
can step through the gate or portal from its plane
to that of the priest. Uttering the spell attracts the
attention of the dweller on the other plane. When
casting the spell, the priest must name the entity
he or she desires to make use of the gate and pro-
vide aid.

There is a 100% chance that something steps
through the gate. The actions of the being that
comes through depend on many factors, including
the alignment of the caster, the nature of those in
his or her company, and who or what opposes or

7
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Gate of Doom

threatens the priest. The DM decides the exact
result of the spell. based on the being called, the
desires of the caster, and the needs of the moment.
The being gated in either retums immediately or
remains to take action. Casting this spell ages the
priest five years.

Notes: Common for clerics (PHB).

The being in question might come person-
ally (for example, a deity might appear as an
avatar) or might send a lesser minion, instead.

Gate of Doom
(Conjuration/Summoning)
Sphere: Summoning

Level: 7

Range: 10 yds,

Components: V, S, M

Casting Time: | rd.

Duration: 1 rd./level

Area of Effect: 10 sq. ft./level
Saving Throw: None

This spell creates a wall of energy from the
Negative Energy Plane that is actually a portal to
that fell place. A gare of doom appears as a shim-
mering curtain of lightless black. Any mortal crea-
ture who touches a gate of doom suffers 2d6 points
of damage and permanently loses one level of
experience or Hit Dice per round of contact. Those
foolish enough to pass through this curtain are
instantly transported to the Negative Energy Plane,
almost certainly causing their deaths, as this spell
creates no portal on that side by which to reurn,

The spellcaster can cast this spell in any
loosely rectangular configuration that does not
exceed the area of effect. Once cast, the location of
the gare of doom is fixed and cannot be moved by
the priest or anyone else until the effect fades. This
spell cannot be cast on any living creature.
Attempting to do so causes the gate of doom to
appear nearby in a random location.

The spell negative plane protection provides
complete immunity to this spell while it is in
effect, including preventing an individual from
passing into the Negative Energy Plane. All
undead creatures excepl mummies (or any other
type of undead tied to the Positive Energy Plane)
ignore this spell's effects as well.

Level-draining undead, energy drain spells,
and enervation spells and similar effects and abil-
ities cast or used within 100 yards of a gate of

doom always operate at twice their maximum
effect.

The material components of this spell are a
small stick of black charcoal, a solid black gem-
stone of at least 50 gp value, and the priest's holy
symbol.

Notes: Granted by the demipower Jergal,
Scribe of the Doomed, of the FORGOTTEN REALMS
sefting.

Gaunadaur, Mists of

See mists of Gaunadaur.

Gauntlet of Winds
(Alteration, Invocation/Evocation)
Sphere: Elemental Air, Weather

Level: 4

Range: Touch
Components: V, S, M
Casting Time: 7
Duration: 1 rd./level
Area of Effect: 1 gauntlet
Saving Throw: None

This spell enchants a gauntlet (the Shaundakun
priest's holy symbol) into a magical gauntlet of
winds. The caster can use the gauntlet lo create one
of the following spell effects per round: feather
fall (as the 1st-level wizard spell), gust of wind (as
the 3rd-level wizard spell), wind wall (as the 3rd-
level wizard spell), or calm winds (as the 4th-level
priest spell). Each effect lasts one round. Each
effect can be renewed or repeated the following
round, or a different effect can be selected. If
during any round the caster’s concentration is
interrupted, the spell lapses.

The material component is the priest's holy
symbol, which is not consumed in the casting.

Notes: Granted by the lesser god Shaundakul
of the FORGOTTEN REALMS setting.

Gembomb — Gnome
(Enchantment/Charm)
Sphere: Combat

Level: 3

Range: Touch

Components: V, §, M

Casting Time: 6

Duration: 1 tum

Area of Effect: | gem per 5 levels
Saving Throw: /2

This spell converts up o one gem per five
caster levels into a grenade-like missile that can be

/
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Ghost Knight

_

lobbed by the caster at an enemy targel. The caster
must hold the gems in his or her hand when the
spell is cast. Gems enchanted by gembomb can be
thrown only by hand (range 10/20/30). Misses use
the grenade-like missile table in the DMG to deter-
mine the point of impact.

A gembomb explodes in a rainbow-colored
shower of magical energy when it is thrown to
impact a hard surface. It will not explede if
dropped or if held temporarily in a pouch. On a
direct hit a gembomb inflicts 1d6 points of damage
per 50 gp value of the gem, to a maximum of 3d6
points of damage. Creatures not struck directly,
but within 10 feet of the impact, take 1d3 points of
damage per 50 gp value of the gem, to a maximum
of 3d3 points of damage. Those who suffer
damage from the gembomb are allowed a saving
throw vs. spell for half damage.

Only one enchanted gem can be thrown per
round. The caster cannot have more than one gem-
bomb spell active at a time. Gems that have not
been thrown when the spell expires disappear; all
gems that explode are destroyed. The spell does
not function upon artifacts.

The material components of this spell are one
or more gems worth at least 50 gp.

Notes: Granted by the gnome god Garl Glitter-
gold.

Genius
(Divination)
Sphere: Thought

Level: 4

Range: 0

Components: V, S, M
Casting Time: 5
Duration: Instantaneous
Area of Effect: Caster
Saving Throw: None

This spell is similar to the 2nd-level idea spell,
except that the priest's player can ask the DM one
question about any event occurring at the moment.
The guestion must be somehow related 1o evalua-
tion of the current situation, such as “What are
these monsters?” Speculation about the future
such as “"What's on the other side of the door?”
will fail. This spell can be cast only once in any
12-hour period. Subsequent attempts to cast the
spell result in no answer.

Usually, the answer is a single word or a short
phrase of no more than five words, The answer is
relevant and correct, although not necessarily
complete, and should not be unbalancing to the sit-
uation. The answer might be cryptic or in the form

of a riddle or rhyme, depending on the DM’s
assessment of the situation.

The material component is a gem of at least 50
gp value.

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

Geyser
(Alteration)
Sphere: Elemental Water
Level: 5
Range: 120 yds.

Components: V, S, M

Casting Time: | turn

Duration: | rd.

Area of Effect: 10X 20 fi. 10 45 %90 fi.
Saving Throw: ¥

This spell causes a geyser to erupt from the
ground, shooting scalding steam and water high
into the air. The geyser shoots up to a height of 20
10 90 feet instantaneously (1d8+1 x 10 feer), and
continues to spout for 1 round. The area of effect
is a function of the geyser's height; the scalding
water falls in a circular pattern around the point of
eruption, with a diameter equal to one-half the
geyser's height. A creature hit by the geyser itself
takes 3d12 points of damage from the scalding
water, while creatures within the area of spray take
1d12 points of damage (save vs. breath weapon for
half). The geyser itself is | to 4 feet in diameter
when it erupts.

Notes: Very rare for druids. (Updated from
DraGon® Magazine.)

Ghost Knight
(Conjuration/Summoning, Illusion/Phantasm)
Sphere: Summoning

Level: 4

Range: 30 yds.
Components: V, 5, M
Casting Time: 7
Duration: 2 rds./level
Area of Effect: Special
Saving Throw: None

This spell brings into being the silent, floating
apparition of a fully armored human. The features
of this knight are completely concealed by its
closed helm. Its body armor is an omate coat-of-
plates. A ghost knight can't speak or unleash magic,
but it can move about and gesture as its caster wills
it, and it can carry a single nonliving item (such as
a sword, a scroll, a rope, or the like). The carried

/
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Ghost Pipes

item can bear an enchantment and can be something
harmful that can be dropped on foes from above or
activated from afar by the caster or another being.

A ghost knight always walks about (at MV 12),
but it can walk on empty air at any visible altitude
or in the ground or in walls so that only a part of it
appears above or outside the surface. A carried
item can’t pass into or through such things, and is
left behind if the caster directs the knight to enter
or pass through solid objects.

The caster must be able to see the ghost knight
in order to direct it at least once during each round
of its existence or it simply stops until visual con-
tact is reacquired. A ghost knight has no corporeal
existence. It carries things by means of magical
force. It cannot snatch things, stop someone from
taking what it is carrying, or be struck or harmed
in any way. Contact with a dispel magic spell and
certain magical barriers, instantly destroys a ghost
knight, causing it to wink out.)

A ghost knight can launch apparent attacks
(with illusory weapons). These cause a momen-
tary chilling sensation in any living creatures
struck by the knight—such attacks inflict no
damage. The ghost knight can carry a real
weapon just as it might any other object, but can
wield it in battle only by dropping it from above

(attempts to do this use the caster's THACO with
a -3 penalty).

The priest casting this spell can elect 1o make
more than one ghost knight appear. One for each level
of the caster above 5th can be created, to a maximum
of 20 knights. Each ghost knight can carry one item,
and their movement can be coordinated: one knight
can pass its item to another (who is empty-handed),
and separate items can be held so as to work together
(shields overlapping to form a wall, for example).

A ghost knight can counterfeit the gestures of
spellcasting or aim a real magical item, but it
cannot cast spells, pass on magical effects by its
touch, or otherwise interact with unleashed magic.

The material component is a piece of metal
armor of any size. This can be fragmentary, rusted,
or damaged, but must have been womn into a battle
in which at least one being died.

Notes: Granted by the god Kelemvor, Judge of
the Damned. of the FORGOTTEN REALMS setting.

Ghost Pipes
(Alteration, Ilusion/Phantasm)
Sphere: Charm

Level: 2

Range: Touch

Components: V, S

Casting Time: 1 rd.

Duration: Permanent

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

When this spell is cast, the caster can cause any
one nonmagical musical instrument to play itself,
The instrument must be whole and in playing con-
dition. It need not be an instrument that the caster
can play, but he or she must be able to softly whis-
tle or hum the desired tune. This tune can be no
more than one minute long.

Upon releasing the instrument, it glows as if
limned with faerie fire and levitates at the level it
was released. The various parts of the instrument
(keys, valves, strings, and so on) move under the
control of the magic. Upon reaching the end of the
song, the instrument repeats the tune over and over
until stopped.

The ghost pipes stop playing when any living
creature touches the instrument. The radiance
fades and the instrument slowly settles to the
ground.

Notes: Granted by Finder Wyvernspur of the
ForcoTTEN REALMS setting. (Some sources list
this as a 3rd-level spell—it is 2nd level.)

300



Giant Spider — Drow

_

Giant Insect
(Alteration)
Reversible
Sphere: Animal

Level: 4

Range: 20 yds.
Components: V, S, M
Casting Time: 7

Duration: 2 rds./level

Area of Effect: | to 6 insects
Saving Throw: None

By means of this spell, the priest can tum one or
more normal-sized insects into larger forms resem-
bling the giant insects described in the MonsTROUS
MaNUAL™ tome. Only one type of insect can be
altered at one time (that is, a single casting cannot
affect both an ant and a fly), and all insects affected
must be grown to the same size. The number of
insects and the size to which they can be grown
depend upon the priest’s level (see table).

Priest’s Insect Maximum
Level Hit Dice Total HD
7-9 3 9

10-12 4 12

134 6 15

For example, an 8th-level priest can grow three
insects to 3 Hit Dice, four insects to 2 Hit Dice, or
nine insects to | Hit Die. Insects of 3 Hit Dice or
more can carry a rider of human size (assume that
such can carry 80 pounds per Hit Die).

If the casting is interrupted for any reason, or
if the insects are currently subject to any other
magical effect (including this one), the insects
die and the spell is ruined. The DM decides how
many normal insects of what type are available;
this is often a greater limitation on the spell than
the limits above.

If the insect created by this spell matches an
existing monster description, use the description.
Otherwise, unless the DM creates a special
description, the giant form has an Armor Class of
between 8 and 4, one attack, and inflicts 1d4
points of damage per Hit Die.

For example, a l4th-level priest uses the
giant insect spell to enlarge one beetle (all that is
available) 1o 6 HD size. The DM decides the
beetle has AC 5 and bites once per round for 6d4
points of damage.

The spell works only on actual insects, Arach-
nids, crustaceans, and other types of small crea-
tures are not affected. Any giant insects created
by this spell do not attempt to harm the priest, but
the priest’s control of such creatures is limited to
simple commands (“attack. “defend.” *'guard,”
and so forth). Orders to attack a certain creature
when it appears or lo guard against a particular
occurrence are too complex, Unless commanded
to do otherwise, the giantl insects attempt to
attack whoever or whatever is near them.

The reverse of the spell, shrink insect, reduces
any giant insect to normal insect size. The
number of Hit Dice affected by the priest is sub-
tracted from the number of Hit Dice of the
insects, and any insect reduced to 0 Hit Dice has
been shrunk. Partial shrinking is ignored; an
insect is either shrunk or unaffected. Thus, a 9th-
level priest attacked by giant ants could shrink
three warrior ants or four worker ants to normal
insect size with no saving throw. This spell has no
effect on intelligent insectlike creatures.

The material component for both versions of
the spell is the priest’s holy symbol.

Notes: Common for druids (PHB).

Giant Spider — Drow
(Alteration)
Sphere: Animal

Level: 3

Range: 20 yds.

Components: V, §, M

Casting Time: 2 per arachnid
Duration: 3 rds, + 1 rd./level
Area of Effect: 1 arachnid/level
Saving Throw: None

J
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Gianisize — Halfling =

This spell enables a priest to turn one or more
normal-sized arachnids into giant spiders (see
the “Spider” entry in the MONSTROUS MANUAL
tome). Only arachnids are changed. insects,
crustaceans, and other similar small creatures are
unaffected.

Unlike normal giant spiders, the bite of the
spiders created by this spell is not a fatal poison:
instead, those failing the poison save are stunned
(no attacks or deliberate activities) for one round,
and slowed for the rest of the spell duration.

Even if a spider is normally poisonous, or the
arachnid is a non-spider of some sort, the spell
transforms it into a giant spider as described
above. The giant spiders are unable to spin webs,
but can readily navigale in existing webs (even
the sticky strands of web or spellweb spells).

If spellcasting is interrupted for any reason,
or the spiders used already bear a magical
dweomer (for example, they are other creatures
polymorphed into spiders), the spell is ruined.
They are freed [rom arachnid form by the
attempt to use them in a giant spider spell, and
the would-be caster is stunned (unable to think
or act coherently) for | round.

The material components are the priest’s holy
symbol and the arachnids to be transformed.
They must be alive and relatively unharmed, and
their numbers limit the number of giant spiders
a high-level priest can create.

Notes: Granted by the gods of the drow.

Giantsize — Halfling
(Alteration)
Sphere: Combat

Level: 5

Range: Touch

Components: V, S

Casting Time: 3

Duration: 9 rds. + 1 rds./level above 9th
Area of Effect: | halfling

Saving Throw: None

This spell makes a halfing grow to the size of
hill giant and appear exactly like a hill giant;
however, the halfling’s Armor Class does not
change. Everything the halfling wears and car-
ries (equipment) grows proportionately. A short
sword, for example, grows to the size of a bas-
tard sword (which a giant can wield for full
effect in one hand). The halfling is not disori-
ented by the change and can function as if the
body was of normal size. The halfling’s Strength
becomes 19 for the duration of the spell. Only
true seeing reveals the true race of the affected

halfling. A caster using the spell personally can
end it and return to normal size and form at will;
otherwise, the spell lasts for the full duration.
Notes: Granted by the halfling god Arvoreen
the Defender. (Updated from DraGoN Magazine.)

Gift of Speech
(Enchantment/Charm)
Sphere: Animal

Level: 2

Range: 10 yds./level
Components: V, S, M
Casting Time: 5
Duration: 1 turn/level
Area of Effect: 1 animal
Saving Throw: None

The gift of speech spell grants a normal
animal (or a giant version of a normal animal) the
ability to speak any one of the languages the
caster knows, whichever the caster chooses,
along with the ability to understand words and
simple concepts expressed in that language. The
affected animal’s reactions do not change, nor
does its Intelligence increase. The spell has no
effect if cast on a creature with an Intelligence
score of less than |.

The material component is the priest's holy
symbol.

Notes: Common for druids: otherwise, rare.

Glass Storm
(Evocation, Summoning)
Sphere: Elemental Earth or Silt
Level: 7
Range: 0 &
Components: V, S, M
Casting Time: | turn
Duration: 1 rd./level
Area of Effect: 30 ft. radius
Saving Throw: None

This powerful version of the glass spray spell
not only lifts and separates tiny crystal shards
from sand or silt, it creates a terrible wind to
propel them. The particles whip about the
storm’s area leaving a circular 5-foot “eye"
where the caster and companions can stand
unharmed.

Missile combat is impossible in the spell’s
area of effect. Everyone inside the area is blinded
and distracted. The storm is very rough on leather
armor, flesh, and other soft targets. Any equip-
ment composed of such material must make a

J
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Glow

ﬁ

saving throw vs. normal fire or become useless.
Living and undead creatures take 2d8 points of
damage per round until they leave the path of the
storm. A character escaping from the area is
likely to be facing a randomly determined direc-
tion upon emerging from the storm (the DM
determines this).

Notes: Uncommon for priests from the DARK
SuUN setting: otherwise, very rare.

Gloom — Sahuagin
(Alteration)
Sphere: Combat

Level: 2

Range: Touch

Components: V, S, M
Casting Time: 4

Duration: 2 rds. +1 rd./level
Area of Effect: 20-ft. radius
Saving Throw: Special

Gloom is essentially an underwater version of
the obscurement spell, adapted for sahuagin
preferences. The spell clouds the water in a 40-
foot-diameter globe centered on the spell’s
recipient, which can be a creature, object, or
point in space. Unwilling creatures receive a
saving throw vs. spell to negate the effect. Plac-
ing the spell on a mobile creature or object cre-
ates a mobile effect.

Within the globe of cloudy water, visibility
falls to 2d4 feet for most creatures. Sahuagin,
however, can see twice as far (4d4 feet). All light
sources—including magical sources such as con-
tinual light—dim within the area of effect. A light
source’s radius remains unaffected, but the light
becomes highly diffused, equaling the brightness
of a half moon. (A light or continual light spell
casl on a creature’s eyes, however, still blinds the
creature if it fails its saving throw). Within the
globe, all saving throws vs, light-based attacks
receive a +2 bonus (this negates the sahuagin's
racial penalty against light attacks). If the attack
does not allow a saving throw, creatures within
the globe still resist the effect on a roll of 18 or
higher on 1d20; any magical saving throw adjust-
ments still apply to the roll. Above water, this
spell creates a cloud of acrid smoke. The spell’s
duration halves above the surface (round frac-
tions down), and even a slight breeze disperses it
in a single round.

Notes: Restricted to sahuagin; uncommon,

Gloomcloud
(Conjuration/Summoning)
Sphere: Charm

Level: 4

Range: 10 yds.
Components: V, S, M
Casting Time: 4

Duration: 2 rds. + 1 rd./level
Area of Effect: | creature
Saving Throw: None

Usually reserved as punishment for transgres-
sions, this spell causes a drizzling gray c¢loud to
form over the head of a single creature. The cloud
appears 4 feet above the creature’s head and moves
with it. The cloud is unaffected by wind or fire. The
creature feels despair as if affected by the dih-level
wizard spell emotion unless it makes a successful
saving throw vs. spell at a =2 penalty. No benefit
can be gained from the gloomcloud's drizzle; thirst
is not quenched and fire is not put out by it.

The enchantment can be canceled by dispel
magic. However, the creature is too dispirited to
cast dispel magic on iself.

Those viewing the affected creature might also
be affected by the dismal sight—causing them to
laugh, take pity, or simply distrust the wet individ-
ual (causing a —3 penalty to reaction rolls).

The material component is a drop of dirty water.

Notes: Very rare spell. (Updated from the
PoiyHeproN® Newszine.)

Glow
(Alteration)
Sphere: Sun

Level: 3

Range: 30 yds.
Components: V, M
Casting Time: 5
Duration: | rd./level
Area of Effect: | creature
Saving Throw: Special

The priest can cast this spell on any one crea-
ture. If used personally by the priest, his or her
eyes project cones of light up to 15 yards with a 4-
foot diameter at the base, and a 42 bonus o
Charisma is gained,

Any other creature affected is caused to glow
brightly, shedding radiance as a light spell in a
100-foot radius for the duration of the spell (an
unwilling creature is allowed a saving throw vs.
spell to avoid the effect).

The material component is a holy symbol.
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Glowglory — Dwarf

ﬁ

Notes: Granted by the Pholtus of the Blinding
Light of the GREYHAWK setting.

Glowglory — Dwarf
(Alteration, Invocation/Evocation)
Sphere: Combat, Creation

Level: 3

Range: Touch

Components: V, 5, M

Casting Time: 3

Duration: Special

Area of Effect: | glowstone or 1 sq. ft./level of
normal stone

Saving Throw: None

This spell allows priests 1o unleash a beam of
power from a glowstone or make normal stone
(in a surface area of up to 1 square foot per level
of the caster) radiate a continual light radiance,
for 1 turn per level. If the priest desires, the radi-
ance of normal stone can be accompanied by a
gentle release of heat: that is, enough to warm
chilled beings to prevent frostbite, death from
exposure, and to ensure comfortable sleeping
and activity in exposed or icy-cold conditions.

When used on a glowstone touched by the
caster, this magic unleashes a beam of power. A
beam of power is a cutting beam of radiant force
that rends stone, wood, and flesh alike. It is typ-
ically used as a weapon or as a tool to quarry
stone or open passages in solid rock.

A beam of power inflicts as much damage to
wood or stone objects as a heavy catapult hit, It
deals 6d6 points of damage per contact to living
things. In either case, a beam of power is men-
tally aimed with the same THACO as if the
priest were attacking directly. It lashes out to its
furthest extent (30 feet) in a single round, and
can be directed as a continuous stream or pulsed
(interrupted and resumed), In either case, other
spellcasting, death, or unconsciousness on the
part of the caster ends the beam of power and
the spell instantly. Beams of power can be
tracked in any direction while cutting or to
follow a moving target (at MV 15). A beam of
power lasts for as long as the caster concen-
trates, to a maximum duration of 1 round per
level of the caster.

The material component is a pinch of gold-
or gem-dust, which is sprinkled on the glow-
stone or surface to be affected.

Notes: Granted by the dwarven god Martham-
mor Duin.

Glowstone

A glowstone is a magical power source used
by the dwarves. When created, a glowstone has
1,000 charges and cannot be recharged. It is a
clear, faceted. oval, as long as aman's hand, and
radiates light equal to a continual light spell.

The stone can recharge magical items at the
rate of one charge per turn. [t can give an item
with limited charges in a set time period (for
example, a device usable twice per day) an addi-
tional use after it has been exhausted, at the cost
of 7 charges and five rounds of contact with the
glowstone. Unleashing a beam of power uses 20
charges per round. A fully drained glowstone
fades silently and the stone crumbles to dust.

A glowstone can be destroyed by disintegra-
tion or by receiving a total of 66 or more points
of damage in a single round. The latter method
causes the stone to explode for 1d10 points of
damage per charge remaining to all creatures
within 30 feet (save vs, spell for half damage).

A glowstone attaches itself 1o magical items.
The effect is similar to magnetism, but it can be
pulled free with some effort. While attached to a
charged item, the stone will not only recharge it,
but any charges used are drawn from the glow-
stone instead of the item.

*It is reputed that a creature holding two glowstones
together and transferring their energy through its body
will be purified of all poisons, diseases, parasitic infes-
tations, and foreign materials embedded in its body.

Glyph of Revealing
(Alteration, Evocation)
Sphere: Divination

Level: 2

Range: 0

Components: V, S, M

Casting Time: 5

Duration: 1 hr./level

Area of Effect: 120-ft.-diameter sphere
Saving Throw: None

To enact this magic, the priest draws a special
glyph on any relatively horizontal surface (includ-
ing a shield held out horizontally or the instep of a
boot) with a special ink, When the glyph of reveal-
ing is complete, it glows and then vanishes, but it
subsequently causes all dweomers within a 120-
foot-diameter sphere of itself to glow with a clear
white radiance the same brightness as faerie fire.
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The outlines of magically hidden inscriptions,
invisible wizard marks, magically concealed secrer
pages, runes, glyphs, symbols, and the like within
its area of effect are clearly shown so that they can
be read or identified without being triggered. The
glyph of revealing can be moved without damag-
ing it once it is complete.

The material component is an ink made of the
juice of crushed eyebright, white chalk, and
crushed quartz.

Notes: Granted by the god Deneir, Lord of
Glyphs, of the FORGOTTEN REALMS setting,

Glyph of Warding
(Abjuration, Evocation)
Sphere: Guardian

Level: 3

Range: Touch
Components: V, S, M
Casting Time: Special
Duration: Until discharged
Area of Effect: Special
Saving Throw: Special

A glyph of warding is a powerful inscription
magically drawn to prevent unauthorized or hostile
creatures from passing, entering, or opening. It can
be used to guard a small bridge, to ward an entry,
or as a trap on a chest or box.

The priest must set the conditions of the ward;
typically any creature violating the warded area
without speaking the name of the glyph is subject
to the magic it stores. A successful saving throw
vs. spell enables the creature to escape the effects
of the glyph. Glyphs can be set according to
physical characteristics, such as creature type.
size, and weight. Glyphs can also be set with
respect to good or evil, or to pass those of the
caster's religion. They cannot be set according to
class, Hit Dice, or level. Multiple glyphs cannot
be cast on the same area; although if a cabinet has
three drawers, each can be separately warded.

When the spell is cast, the priest weaves a trac-
ery of faintly glowing lines around the warding
sigil. For every five square feet of area to be pro-
tected, one round is required to trace the warding
lines of the glyph. The caster can affect an area
equal to a square the sides of which are the same as
his level, in feet. The glyph can be placed to con-
form 10 any shape up to the limitations of the
caster's total square footage. Thus a 6th level caster
could place a glyph on a 6-foot X 6-foot square, a 4-
foot x 9-foot rectangle, a 2-foot X 18-foot band, or
I-foot X 36-foot strip. When the spell is completed,
the glyph and tracery become invisible.

Glyph of Warding: Telaltha

The priest traces the glyph with incense, which,
if the area exceeds 50 square feet, must be sprinkled
with powdered diamond (at least 2,000 gp worth),

Typical glyphs shock for 1d4 points of electrical
damage per level of the spellcaster, explode for a like
amount of fire damage, paralyze, blind, deafen, and
so forth. The DM may allow any harmful priest spell
effect to be used as a glyph, provided the caster is of
sufficient level to cast the spell. Successful saving
throws either reduce effects by one-half or negate
them, according to the glyph employed. Glyphs
cannot be affected or bypassed by such means as
physical or magical probing, though they can be dis-
pelled by magic and foiled by high-level thieves
using their find/remove traps skill,

The DM might decide that the exact glyphs
available to priests depend on their religion, and
might make new glyphs available according to the
research rules for spells.

Notes: Common for clerics (PHB).

Glyph of Warding: Telatha
(Abjuration, Evocation)
Sphere: Guardian

Level: 3

Range: Touch

Components: V, S, M

Casting Time: Special

Duration: Permanent until discharged
Area of Effect: Special

Saving Throw: Special

A glyph of warding is a powerful inscription
magically drawn to prevent unauthorized or hostile
creatures from passing, entering, or opening. The
glyph of warding: Telatha, also known as “Mom-
inglow,” is favored by priests and affiliated orders of
the church of Lathander, who claim that the Mom-
inglord taught it to them ages ago. Members of other
faiths worshiping good-aligned deities can use it,
however. The conditions, limitations, and material
components for casting a glyph of warding: Telatha
are the same as for a normal glyph of warding.

When triggered, Telarha explodes with the
intense brightness of the rising sun, automatically
stunning the creature that triggered it for one round.
The triggering creature is also permanently blinded
unless it makes a successful saving throw vs, spell. If
the saving throw is successful, the blindness lasts
only 1d6 tums. (Creatures employing magical dark-
ness at the time they trigger this glyph suffer only 1d4
rounds of blindness, as darkness and the glyph negate
each other—but the darkness must already be operat-
ing. No known magic can trigger and unleash dark-
ness quickly enough to withstand Telatha's effects.)

¥
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Goad of Misfortune
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Notes: Common for priests of Lathander; oth-
erwise, uncommon in the FORGOTTEN REALMS set-
ting. Barred to non-good priests.

Goad of Misfortune
(Invocation/Evocation)
Sphere: Combat

Level: 6

Range: 0 or 5 yds.

Components: V, S, M

Casting Time: 1 rd.

Duration: 15 rds.

Area of Effect: Creature struck or the first being to
enter a 10-ft. X 10-ft.. x 20-ft. area

Saving Throw: 2 or None

This spell creates a hooked metal rod 4 feet in
length, similar in appearance to an elephant goad,
although it has no blade or sharp point. A goad of
misfortune functions in all respects as an iron foot-
man’s mace, except that it inflicts 4d4 points of
damage per blow (save for half).

It can be set aside to free the caster’s hands for
doing other things (such as unrelated spellcasting),
but vanishes instantly but if touched by a being other
than the cater, it vanishes instantly unless the caster
is also in direct contact with it.

‘When a goad of misfortune is specifically used to
strike against any armor, weapon, or item (that is, if its
wielder tries to harm the item and not ils wearer or
carrier, or if the item is successfully used to pamy 2
goad attack), the itern must make a successful item
saving throw vs, crushing blow or be destroyed.
Whenever the goad deals damage to a creature, its
wielder is healed of 2 points of damage (but cannot
gain extra hit points in this fashion, even temporarily).

An attack that deals damage to a being also
empowers the goad to dimension door itself and its
wielder (as the wizard spell, but with a 90-yard max-
imum distance and no recovery time necessary).
This power vanishes if not used within 1 turn of the
attack that enabled it. Successful multiple attacks
can build up multiple dimension door irips to a max-
imum of three, which the caster can use later or even
in succession, so long as a full tum does not elapse
between the strike and teleportation.

When created, a goad of misfortune normally
coalesces in the hand of its caster. The spell range
refers to an alternative version of this spell in which
the goad is rendered invisible and set above a spe-
cific spot (typically a doorway or over a chair). It
hangs in midair, waiting to strike any being except
the caster who enters its 10-foot by 10-foot by 20-
foot high area of activation. It attacks only once,
striking with the caster’s THACO and dealing 4d4
points of damage (no saving throw), This form of
the goad has none of the additional powers pos-
sessed by the caster-wielded form.

The material component is an iron rod of at least
the length of the caster’s arm and the thickness of a
thumb. This rod must have been forged, shattered,
and reformed. It is consumed in the casting.

Notes: Granted by the evil goddess Beshaba,
Maid of Misfortune, of the FORGOTTEN REALMS set-
ting. This spell is found only in a few exceptionally
rare tomes.

Golem
(Enchantment/Charm)
Sphere: Guardian
Level: 5
Range: 10 fi.

Components: V, S, M
Casting Time: 8

Duration: Special (by type)
Area of Effect: Activates | golem
Saving Throw: None

The golem activated by this spell must be man-
shaped and approximately man-sized, although it
can be as short as 3 feet or as tall as 7 feet. The
priest must first personally construct the golem's

J/
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Good Weather

_

body, then place a prayer spell upon the construc-
tion to prepare il.

These magical constructs are collectively
known as least golems. They have no minds, so
spells such as charm, fear, hold, sleep, and the like
have no effect on them. The construct has the
saving throws of a priest of the creator’s level. A
least golem cannot speak, but can comprehend and
carry out simple instructions involving no more
than a dozen words. The material used and the
level of the creator determines the type of golem.

The golem can be destroyed in combat. A suc-
cessful dispel magic spell cast directly against one
will deactivate it. A damaged golem can be
repaired by any spell that repairs or restores
objects, at the rate of | hit point per spell level.

At 9th or higher level, the priest can create a
straw golem.

At 11th or higher level, the priest can create a
rope golem.

At 13th or higher level, the priest can create a
leather golem.

At 15th or higher level, the priest can create a
wood golem.

A permanency spell used in the creation
process makes the golem immune to dispel magic.
The golem remains active until it is destroyed.

Notes: Very rare spell.

Straw Golem: AC 10; MV 12; HD 2+4; hp
20; #AT 2; Dmg 1d2/142; SD immune to pierc-
ing weapons, half damage from blunt weapons;
SW flame inflicts double damage. Carries 30
Ibs. Construction time 1 hour; Duration 1 hour
per caster level.

Rope Golem AC 8; MV 9; HD 346; hp 30; #AT
1; Dmg 1d6 + strangulation (6 points per round
after a hit until destroyed or caused to release its
grip); SD immune to blunt weapons, half damage
from piercing weapons, Carries 40 Ibs. Construc-
tion time 3 hours; Duration 3 hours per caster level.

Leather Golem: AC 6, MV 6; HD 4+8; hp 40;
#AT 2; D 1d6/1d6; SD +1 or better magical
weapons 1o hit, half damage from blunt weapons.
Carries 50 Ibs. Construction time 9 hours; Dura-
tion 6 hours per caster level.

Wood Golem: AC 4; MV 3; HD 5+10; hp 50;
#AT 1; D 3d4; SD +1 or better magical weapon
to hit, immune to blunt and piercing weapons.
Carries 60 Ibs. Construction time 27 hours;
Duration 12 hours per caster level.

Gond, Fist of
See fist of Gond.

Good Medicine
Reversed form, see bad medicine.

Good Weather
(Alteration)
Reversible

Level: 5
Range: Touch

Sphere: Elemental Air, Elemental Water
Components: V, 5, M
Casting Time: 8

Duration: 1 hr./level

Area of Effect: 10 ft./level radius around creature
touched
Saving Throw: Nep.

With this spell, a priest can create an area of
moderate weather. The area affected is a sphere
centered on and mobile with the subject. It has a
radius equal to 10 feet per level of the caster—the
sphere does not extend beneath the ground. The
temperature and level of wind are moderated
toward a more comfortable level for the subject.
Temperature is adjusted by as much as 20 degrees,
and wind speed by as much as 10 miles per hour.
Note that “comfort” is subjective, varying from
race to race. For instance, what a thri-kreen finds
tolerable is sweltering for a halfling.

Preferred Preferred

Race Temp (F) Wind (mph)
Human 80 0

Dwarf 85 0

Elf 100 20

Half-elf 90 20
Half-giant 70 30

Halfling 70 0

Mul 85 0
Thri-kreen 120 20

For example, if the spell was cast on a human
while the temperature outside the radius is 100
degrees and the wind speed is 5 miles per hour, the
good weather spell would adjust the temperature
to 80 degrees and the wind speed to 0 within the
area of effect. If the spell was cast on a thri-kreen,
the temperature would be raised to 120 degrees
and the wind speed to 15 miles per hour.

Every creature within the sphere that is made
more comfortable by the spell receives a +2 bonus
to all morale rolls. They can extend their marching
time by up to half the spell’s duration in hours
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every day (provided the spell's duration covers the
entire length of the march).

The material component is a piece of cloth
from a casual garment.

The reverse of this spell, bad weather, has
exactly the opposite effect, moving the outside
temperature and wind speed away from the com-
fortable range. In the above example, the human's
sphere has a 120-degree temperature and a 15 mph
wind speed. Wind speeds above 20 miles per hour
cut visibility by half. Creatures made less com-
fortable receive a —2 penalty to all morale checks
and have their marching speed cut to half for the
duration of the spell. A successful saving throw vs.
spell negates this effect.

The material component is a bleached bone.

Notes: Uncommon for priests from the DARK
SUN setting.

Goodberry
(Alteration, Evocation)
Reversible
Sphere: Plant
Level: 2
Range: Touch

Components: V, S, M

Casting Time: 1 rd.

Duration: 1 day + 1 day/level
Area of Effect: 2d4 fresh berries
Saving Throw: None

Casting a goodberry spell upon a handful of
freshly picked berries makes 2d4 of them magical. The
caster (as well as any other caster of the same faith and
of 3rd or higher level) can immediately discem which
berries are affected. A detect magic spell discovers this
also. Bemies with the magic either enable a hungry
creature of approximately man-size to eat one and be
as well nourished as if a full normal meal were eaten,
or else cure | point of physical damage from wounds
or other similar causes, subject 10 a maximum of 8
points of such curing in any 24-hour period.

The reverse, badberry, causes 2d4 rotten berries
to appear wholesome, but each actually delivers 1
point of poison damage (no saving throw) if
ingested.

The material is the caster's holy symbol passed
over the freshly picked, edible berries to be
enspelled (blueberries, blackberries, raspberries,
currants, gooseberries, and so on).

Notes: Common for druids (PHB).

Gorm, Fire Eyes of
See fire eyes of Gorm.

Gorm, Sentry of
See sentry of Gorm.

Grace, Kelemvor's
See Kelemvor's grace.,

Grassdart
(Alteration)
Sphere: Plant

Level: 2

Range: 0

Components: V, S, M

Casting Time: 5

Duration: 1 turm

Area of Effect: 1d6+1 blades of grass within 10 ft.
Saving Throw: None

This spell causes 1d6+1 blades of grass to become
stiff and sharp. Taller varieties of grass, such as those
found on savannahs, can be hurled as javelins for 1d6
points of damage. Smaller grasses, such as those
found in the forest, can be thrown as dans for 1d3
points of damage. The grassdarts cannot be fired as
arrows unless fletchings are added. If the blades are
not plucked and hurled before the spell ends, they can
damage (according to their size) any creature that falls
on them. The grassdarts remain stiff for one tum.

The spell requires suitable blades of grass.

Notes: Very rare spell for druids. (Updated
from PoLyHEDRON Newszine.)

Gravity Variation
A Oth-level spell of the sphere of War. See appen-
dix in Vol. 3.

Great Circle*
(Abjuration)
Reversible
Sphere: Creation

Level: 6

Range: 0
Components: V, S
Casting Time: 6 tums
Duration: 1 rd.

Area of Effect: Special
Saving Throw: Special

The great circle is a powerful cooperative spell
that can be used only by four or more priests, each
casting the spell simultaneously. Because of the
nature of this spell and its casting time, it is often
used to cleanse grounds in preparation for the con-
struction of a temple or sanctuary,

)
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Greater Creature of Darkness
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When casting the great circle, the priests stand in
a circle of no more than 20-foot diameter. Each faces
inward; when the spell is completed, each priest
faces outward, directing the energy of the spell.

When the casting is complete, the spell takes
the form of a radiant halo of golden light 20 feet
above the ground. This halo quickly expands in a
shimmering wave. It can pass through objects,
with small arcs of the halo disappearing momen-
tarily and reappearing on the far side. As the halo
moves, it generates a high-pitched hum that varies
in pitch, almost like a chorus. The halo moves
slowly at first, but builds speed, reaching its max-
imum range at the end of one round.

The halo is pure energy tapped from the Posi-
tive Material plane. It causes harm to undead and
evil beings within the area of effect. Undead crea-
tures of 8 or fewer Hit Dice are instantly destroyed
and are not allowed a saving throw to avoid the
effect. More powerful undead suffer 1d8 points of
damage per caster. A successful saving throw vs.
death magic reduces this damage to half. Creatures
of evil alignment suffer 1d6 points of damage per
caster (a saving throw is allowed for half-damage).

The radius of the golden halo is dependent on the
number of priests casting the spell. Each priest adds
60 feet to the radius. Thus, four priests could gener-
ate a halo that extends 240 feet in all directions from
the circle of priests. Theoretically, there is no limit to
the number of priests who can contribute to this spell,
but the need for the priests to be within a 20-foot
diameter circle sets a practical limit of 20 casters.

The reverse of this spell, the black circle, cre-
ates a ring of shimmering black energy. Paladins
and priests of good alignment suffer 1d10 points
of damage per priest in the circle. All other good
creatures suffer 1d4 points of damage per caster.
Affected creatures are allowed a saving throw vs,
death magic to reduce the damage to one-half.

Notes: Uncommon spell for clerics (ToM).

Greater Creature of Darkness
(Alteration, Illusion/Phantasm)
Sphere: Sun

Level: 6

Range: 10 vds./level
Components: V, S, M
Casting Time: 9
Duration: | rd./level
Area of Effect: Special
Saving Throw; None

This spell creates a mobile, bipedal, upright
“shadow person’ that resembles a human in form.
It floats, “walking” about at MV 12 without actu-

ally touching surfaces, and can be controlled by
the caster from afar (1o the limits of the spell’s
range), going where the caster cannot or dare not
go. Observers cannot see through the smokelike
body of this construct, and it quenches magical
light and continual light on contact without being
itself affected.

A greater creature of darkness can achieve
semi-solidity and can carry items of not more than
20 pounds weight. Thus, it can deliver items, wield
magical items or regular weapons in combat, and
even deliver the touch-discharged spells cast by its
caster as if its hands were the caster’s own. (All
these activities are ai the caster’s THACO, but with
a —3 penalty to attack rolls.) The construct is not
sentient, but is controlled by the will of the caster,
who can dimly see through illusory eyes that the
shadow person does not, in fact, possess. (The
caster cannot hear, smell, taste, or feel textures
through the shadow person.)

Gaze attacks (such as the petrifying glare of a
basilisk) cannot harm the caster through the
shadow eyes, but the caster in tum cannot see
through the construct well enough to read, see
expressions, or even to recognize friends by their
features—although pestures can be discerned. The
shadow person can open doors (so long as doing so
does not require pushing more than 20 pounds of
dead weight), unlock things, point at objects or
give directions, and conceal the identity of beings
by enveloping them.

If the caster wishes to harm a living being that
physically moves into a greater creature of dark-
ness, the caster can make the “shadow person™ hit
once per round with any one weapon or magical
item it carries, or launch a touch-delivered spell
attack through the construct for full possible
damage. A creature can freely enter or leave a
greater creature of darkness effect, though the
effect moves with them if its caster desires. The
“shadow person” is not dispelled by the entry and
exit of other beings. Those entering the shadow
can see through it as if its gloom did not exist. Fur-
ther, they are cloaked by it—to a limit of four
small-sized (or smaller) creatures, iwo man-sized
creaiures, or one larger than man-sized creature.
The darkness expands to cover their bodies and