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agic. Yes, I know you think you know what it is, and fiow it works. You don’t. Yow’re an
ignorant fool, just like all the others.
You think that magic is a tool, like a hammer, sometﬁmg that you pick up when you
need it, swing it around for a while, and put down again when youw're done with it. Not so. f
Magic is a living thing—part of the Lac[y of Mysteries, a deity to whom you only pay lip service. You can’t 1
just grab onto her when you need magic, squeeze the power out of hier, and discard fier when you’re done. ) l
That sort of treatment comes back to you. There’s a reason why most old mages are obsessed or msaue— -
Mystra punishes them for their lack’ of respect.

No, you have to study her, learn ﬁow she works, learn what she (ikes, and umferstamf why she does
what she does. While a tool has no sentience, magic has a woman’s mind and conscience befiind it, a
woman who just twelve years ago was a (iving and breathing person you could run into on the street.

I did, once, down in the City, although I had no idea what she was to become.

So yes, magic has a conscience. Mystra knows whether your spell is good or evil, and knows what
yowre doing with it. She may not approve. When she disapproves, yow'll know it. She can slam the
doors upon your ability to use magic, and not open them again until she has decided youw're worthy.
Then there are the other deities of magic—Azuth, Savras, the lich-deity Velsharoon, mysterious Shar,
and the deities of magic in far-off lands and of other races. Each of them has a hand in magic as well.

I'm sure you consider yourself smarter than most. But that Sharran dagger you carry that dulls
your mind every day is a legacy of the dark sister of Mystra’s magic, and its taint can be detected,
although with difficulty. And you have no idea why. I suppose you think it’s cursed, and its powers

- outweigh its costs. So much more to it exists that you do not see. But do not feel too bad. I fiave seen
and spoken with mages all over this world who never bothered to understand the forces they manipulate
every day. Thayan evokers (ike yourself, and mystic wanderers of Besfiaba, nomadic spelldancers, and
those who count themselves among the ranks of my ex-allies, the Harpers. I've met Halruaan
alchemists, Aglarondan sorcerers, and even the rare practitioners of spellfire. All these mages could do
so much more If they studied the methods of magic rather than just its utility. Hundreds of new spells
leap to mind, as do.many magic items, all inspired by a deeper knowledge of the Art. But you are too
busy, busy mastering fireball, and receiving the gentle admonisfiments of your Red Wizard masters, and
planning for the day when you would break into my fiome.

If only you had (earned all this years ago, my little Thayan spellthief, then you wouldn’t be where

‘ you are today, bound in mmy spell that leaves you utterly immobile. You might have known fow to
Bypass a spell engine, or fow to recognize a Kiira from a common gemstone, or talk your way past a
spectator, or spot any of the other wards and traps I have p(acec[ around Blackstaff Tower.

And I wouldn’t have to slay you for your fo[[y

—by Kfielben “Blackstaff” Arunsun

&
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hile a surprisingly large portion of
the creatures of Toril can use magic,
few actually bother to understand
its origin, why it works, and how it functions. What follows
is an overview of the history of magic and basic information
about it that any true user of magic should know.

the Begmmng

Clerics of Chauntea, Seline, and Shar tell of the following legend.
Lord Ao created the universe that now holds the world of
Toril. After this creation, there was a period of timeless noth-
ingness, a misty realm of shadows that existed before light and
darkness were separate concepts. Eventually, this shadowy
essence coalesced to form twin beautiful deities, polar oppo-
sites of each other, one dark and one light. The twin deities
 created the bodies of the heavens and Chauntea, the embodi-
ment of the world Toril. Toril was lit by the cool radiance of
the deity Seline, and darkened by the welcoming embrace of
the deity Shar, but no heat yet existed in this place.
Chauntea begged for warmth that she might nurture life
and living creatures upon her form, and this caused the
twin deities to become divided in intent. The two fought,
and from their divine conflict, the deities of war, disease,
murder, death, and others were created.
Seline reached beyond the universe to a plane of fire,
using pure flame to.ignite one of the heavenly bodies so

r

that Chauntea would be warmed. Shar became enraged and
began to snuff out all light and warmth in the universe.
Desperate and greatly weakened, Seline tore the divine
essence of magic from her body and hurled it at her sister,
tearing through Shar’s form and pulling with it like energy
from the dark twin. This energy formed Mystryl, the deity
of magic. Composed of light and dark magic but favoring
her first mother, Mystryl balanced the battle enough to
establish an uneasy truce between the two sisters.

Shar, who remained powerful, nursed a bitter loneliness
in the darkness and plotted her revenge. Seline waxed and
waned with the light, but drew strength from her allied
daughters and sons, and even interloper deities from other
planes. Their battle continues to this day.

mustryl, mustra,
arlfd MILIJan(;lJ}]T

The birth of the being then known as Mystryl did more
than just balance the war between the sisters of light and
darkness. Her very existence changed the reality of the uni-
verse by creafing the Weave, the conduit that allows crea-
tures to use magic. Suddenly, rather than magic being
restricted to just the deities, any creature with the talent or
training could draw upon the power of magic through the
Weave. When sentient creatures appeared on Toril, some of
them learned to use the Weave whilé shamans and clerics
drew their- magic directly from deities. Acknowledgement
of her gift led to worship, and Mystryl drew power from
that, becoming one of the more powerful deities.

THE MOMENT OF NO MAGIC

Mystryl’s duty was to tend and repair the Weave, but she

herself was so much more than that. Mystryl was the
embodiment of the Weave. It ebbed and flowed with her
moods, actions, and energy. Something that harmed the
Weave harmed Mystryl, and vice versa. Her ties to the
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Weave were so strong that only she could fully understand
and protect it. When Karsus, a powerful arcanist from the
human civilization of Netheril, attempted to drain her
power in order to elevate himself to divinity, he found him-
self unqualified for the task, and magic began to unravel all
over Faerun. The severely crippled Mystryl chose to sacri-
fice herself to save the Weave. Her death caused magic to
cease functioning across the universe, instantly slaying. the
upstart Karsus. The deity was reborn as Mystra, and she was
able to repair the Weave so that such powerful magic was
no longer possible.

THE TIME OF TROUBLES

This new deity shared the same close ties with the Weave as
her predecessor. This was proven in the Year of Shadows
(1358 DR) when she was slain in Waterdeep in battle with
Myrkul and other powerful beings. When her essence
merged with the land, magic ran wild in some areas and
stopped completely in others. When the mortal wizard
Midnight assumed the mantle of divinity and the portfolio
of the fallen Mystra, magic as a whole returned to normal,
although many places still raged with chaotic surges and
others séethed with the cold tranquility of a dead magic
area. While many of these damaged portions of the Weave
have been repaired, enough remain to serve s a warning to
mortals—or deities—who would attempt to harm the
Weave or Mystra.

' Karsus destroys Mystra

" PHILOSOPHY AND WORSHIPERS

As Mystra, Midnight’s philosophy focuses more on the
good use and purposes of magic rather than Mystra’s posi-
tion of keeping the balance of all magical forces. Despite
these differences, Midnight wishes to honor her predecessor
and those who served her, and so'she adopted the name
Mystra and continues to grant divine spells to her wor-
shipers who followed the lawful neutral deity. Despite this
commitment to acceptance, Midnight’s dedication to good
can be seen in some of her acts, such as advising Azuth to
change the selection method of the Magister, and actively
encouraging her clerics and mages to promote the learning
and use of magic.

Arcane spellcasters of all types revere Mystra, whether
bard, sorcerer, or wizard. She does not discriminate between
the types of arcane spellcasters, and because of this, worship
of Mystra shows the greatest diversity in types of spellcasters.

azuth, the first magister

Azuth was once a mortal mage, and a great one at that. His
prowess with spells and magical lore attracted the first
Mystra’s attention, and after completing several quests to
prove his worth, she named him the Magister, the cham-
pion of magic—the first person ever to hold that divine-
granted title. As the Magister, Azuth taught many people
the practice of magic, and was responsible for creating the
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prototypes of man‘y powerful magic items. Azuth is said to
have studied with mages from Mulhorand, explored the

ruins of Netherese cities, bartered spells with wizards of

Halruaa, learned from elven high mages of Cormanthyr,
and studied the genie magic of the far-off land of Zakhara.

. THE BATTLE WITH SAVRAS

Some time in‘ the first few centuries of the Dalereckoning
calendar, Azuth came into conflict with a minor southern
deity of divinations, Savras the All-Seeing. Both were pow-
erful spellcasters (Savras was once a Halruaan wizard), and
Mystra favored both. The near-divine mortal and the
minor deity began a battle that lasted several years, using
agents, magic traps, and personal spell-battles.

Azuth managed to defeat the young deity and imprison
him in a magic scepter. With this victory and the otoriety
among spellcasters he gained from it, Azuth soon after
ascended to godhood and pledged to serve Mystra. Since
those days his power has increased, and he has acted as a
confidant and ally to the Lady of Mysteries. Though the
death of Mystra shook him, he has accepted Midnight as

.

the new deity of magic and has worked with her closely to .

help her understand her' duties.

Azuth’s responsibilities include the patronage of wizards,
the selection and guidance of the Magister, and leading the
more specialized deities of magic. Savras, now freed from the
staff, serves Mystra through him, and the two are cautiously
moving toward a working friendship. Velsharoon, the deity
.of undeath, also reports to Azuth, although only reluctantly.

PHILOSOPHY AND WORSHIPERS

Unlike his superior, Azuth is not a deity of magic but of
spells and spellcasters. While he is the Patron of Mages, his
personal preference is toward wizardry rather than sorcery,
and his philosophy fits better with the studious life of a
wizard than the more haphazard practices of a sorcerer.

Unlike Mystra, he is neither evil nor good, and can appre-
 ciate the craftsmanship in a spell regardless of how benign
or vile it may be. Azuth acts as a force for the use of magic
rather than a protector of its raw power.

Azuth’s worshipers are mainly wizards, although sorcer-
ers attempting to master a newspell often invoke his name.
During his mortal life he was said to be a master of the
mageduel, and his name is called upon for good luck when
such a battle is to take place. Azuth expects all true patrons
of the Art to sponsor (whether alone or with others) a mage
fair at some point in their lives and attend such gatherings
regularly. His clerics are charged with teaching magic to all
who can learn it and will use it carefully, and his temple
libraries-are said to hold hundreds of spells apiece. Many
young wizards got their start when they received a small
spellbook as a gift from a worshiper of Azuth, and such a
practice encourages worship of the ngh One by those
people later in life.

sQuras,
the Imprlsoned Deltg

Savras was once only worshiped in the southern lands,
revered by diviners and oracles in‘the Shining South and in
pockets within the Lands of Intrigue. Eventually,*he came
into conflict with Azuth, who shared a similar portf'blio, and’
Savras was defeated and forced into a magic scepter that bore
his name. He spent hundreds of years as a sentient force
within the scepter, able to teleport his prison and protect
himself from Azuth’s attempts at divining the scepter’s loca-
tion. Savras’s.worship dwindled after his imprisonment. His
last worshiper was Alaundo the Seer, to whom he revealed
only visions that would come true.

SAVRAS’S RETURN

The scepter eventually reached the hands of Storm Silver-
hand, who ignored the demigod’s pleas for release. She even-
tually turned the item over to the Lord of Spells for
safekeeping. After the Time of Troubles, Azuth released
Savras after he swore an oath of fealty, and since then the
two powers have moved toward a friendly relationship.
Savras now focuses on divination, truthspeakers, and fate,
and is the patron deity of many diviners.

Some sages and followers of Savras believe that he inten-
tionally lost the battle with Azuth, seeing it as a more favor-
able alternative to some possible event in his future. This is
debated by followers of Azuth, who point to the more con-
servative nature of Mystra at the time, and they propose
that she therefore would have favored a more aggressive and
passionate deity of spellcasters (Azuth) to complement her
own nature. .

PHILOSOPHY AND WORSHIPERS

Savras’s followers not only seek magical divinations for guid-
ance, but also adhere strictly to their patron’s devotion to truth
and frankness. Savras encourages his followers to pause and
take stock of a situation before acting, and warns that others
might have hidden motives in wishing to learn their fates and
the future. He sees his role (and the role of his followers) as
that of an agent working to prevent future cataclysmic harm
to all Faeriin, and urges his followers to warn of such events
when they are predicted. They also study prophecies and inter-
pret dreams. They promote the careful use of divination
magic, rather than the reckless and exploitive use that some
warlords would put it to in hopes of conquering much with
little work. Most of his arcane spellcasters are bards or wizards,
since few sorcerers develop skills in divination magic.

shar and Her
greatest secret

Shar, the dark_—tressed deity of darkness and :secrets, has
nursed a grudge against her sister Seline and their daughter

(S,
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Mystra since the dawn of creation. While her battles with
Seline have been both grand and subtle, her vengeance
against Mystra has been brewing so long and so coolly that
most don’t realize it exists. Yet sages of divine lore catego-
rize her as “the ruler over pains hidden but not forgotten,
bitterness carefully nurtured away from the light and from

‘ others, and quiet revenge for any slight, no matter how

old” With this as her legacy, it should be no surprise that
Shar would seek recompense from Mystra, but none thought
she would do it in the manner she has chosen.

THE SHADOW WEAVE

Because she knows that striking directly against Mystra at
this time is foolish and dangerous, Shar chose an indirect
method to combat her traitorous daughter. If Mystra is the
source of all magic on Faertin, making every mortal spell-
caster beholden to her to some extent, it would be possible
to steal away some of that power and the associated worship
by creating another source of magic that was under Shar’s
control and whose practitioners would have to be beholden
to her if they wished to survive its use unscathed.

Shar studied the Weave and used her own energy in
remote parts of the world to experiment on it, eventually
coming to understand how ‘it worked and duplicating its
effects with her own subtle and dark creation. Eventually
this experiment grew to encompass the entire globe, although
none knew of its existence. This creation is the Shadow
Weave, a dark and distorted copy of the true Weave that
enhances the magic of shadows, enchantment, necromancy,
and illusion. With the Shadow Weave, Shar hopes to draw
evil-inclined spellcasters to her flock, especially since those
are the kind of people who would avoid paying homage to the
good-aligned Mystra anyway. While the Shadow Weave has
existed for quite some time, ohly recently has its use begun to
spread rapidly and its power become known to many.

With people drawn to her faith and her source of magic
rather than that of the normal Weave, Shar hopes to draw
power away from Mystra so that the Lady of Mysteries is

-reduced to the power of an intermediate or lesser deity, at

which point Shar might be able to force Mystra to serve
her or destroy her outright. With Mystra subservient or
gone, Shar would be able to attack Seline, using her com-
plete control over magic to slaughter large numbers of the
Moon Maiden’s worshipers, weakening her eternal rival to
such an extent that Shar could finally be victorious.

PHILOSOPHY AND WORSHIPERS
Shar is a newcomer to the powers of magic and has not
established a firm platform for her followers who worship
this aspeet of her. Her primary ‘goals are the acquisition of
new followers, mainly by tempting them with the power
offered by the Shadow Weave. She tries to have those who
turn to the Shadow Weave choose her as a patron, and in
returnifor this she soothes the pain of the mental damage

\

caused by drawing upon her dark secret. Shar is careful to
avoid tempting divine spellcasters to take this last step,
since she has no desire to create more enemies when she sees
her moment of victory over Mystra and Seline on the
horizon. It is possible that Shar and another deity might
make arrangements for a special follower to gain Shar’s
blessing without having to choose her as a patron; such
agreements usually involve an extra quest for Shar and one
for the character’s actual patron as well.

Shar is particularly fond of seducing sorcerers and wiz-
ards known to train many apprentices, for such mages tend
to produce young mages who also rely upon the Shadow
Weave. She also enjoys corrupting those who manufacture
magic items, particularly prolific crafters such as enclave
Red Wizards, for their items are Shadow Weave items,
which encourage every person who handles them to turn to
the Shadow Weave.

velsharoon the Ungrateful

Velsharoon is a former Red Wizard and candidate for

-zulkir of necromancy of Thay. After being driven off by

Szass Tam, he later discovered a magical process described
by Talos the Destroyer that would allow a powerful wizard

to ascend to godhood. Velsharoon used the process to be- -
come a lich and then a godling (with the sponsorship of

Talos). While he served Talos loyally for two years, he
found his. power being depleted rapidly in service to his
sponsor, so he switched his allegiance to Azuth. Now he has
an uneasy agreement with the Destroyer, paying lip service
to the Lord of Spells while promoting destruction by en-
couraging his followers to unleash undead monsters upon
the world. Shar has recently approached him about the use
of the Shadow Weave, and it is likely that Velsharoon will
soon have a third master.

VANITY AND AMBITION

Velsharoon has his fair share of enemies. His protector
Azuth dislikes him and only protects him from Talos be-
cause it serves Mystra’s will to check Talos for his attempts
at usurping wild magic from Mystra’s portfolio. Talos has
not forgotten Velsharoon’s treachery and is likely to teach
him a lesson when the opportunity comes. Kelemvor and
Jergal hate him for his creation of undead, which disturbs
their concept of the natural order, and most of the nature
deities oppose him on similar grounds. Finally, he has a
rivalry with Cyric, for they both wish to steal power from
the deity of death. Fry I

At the same time, Velsharoon has proven a master of
diplomacy and bargaining when he needs to be, and has been
able to play off his allies against each other. Whether he can
do the same with Shar remains to be seen. Given his talents

-and recklessness, he is likely either to shoot rapidly upward in

status or be crushed and absorbed after a catastrophic mistake.
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PHILOSOPHY AND WORSHIPERS
Velsharoon encourages the study and practice of necroman-

cy by all who have the talent for it. He sees necromancy

and undeath as the ideal state for those who wish to make
a mark on the world, rather than fading from-obscurity.
His philosophy has an odd dualism that embraces necro-
mantic study as a metaphysical scholar’s ideal and at the
same time entourages experimentation and creation of un-
dead regardless of the consequences.

Because of their focus on necromancy, many of his follow-
ers are turning to the Shadow Weave, which is putting him in
an awkward position in dealing wish Shar, for he wishes his
followers to become more powerful but doesn’t want to lose
them to a rival deity. While he professes service to Azuth (and
through him, Mystra), Velsharoon actually encourages his
followers to kill followers of these deities when they have a
chance in order to vaunt his own power. Most of his arcane
worshipers are wizards; a few strange sorcerers with an obses-
sion for creating undead have also joined his clergy.

other perties of Matgic

While the entities described above are the best-known
deities of magic in Faerin, the elves, dwarves, and Mulho-
randi have their own deities of magic, which deserve some
mention here. )

Corellon Larethian: The head of the elven pantheon is also
the deity of elven magic. He is on friendly terms with Mystra,
Azuth, and (through his consort, Sehanine Moonbow) Savras,
although when human empires grow powerful and greedy for
“magic (such as lost Netheril), he becomes more distant. He is
often described as the vigilant defender of elven magic and
craft. He opposes the corruption caused by the Shadow Weave,

and casts his angry gaze upon any elf who dabbles in it, seeing -

such acts as the province of the dark elves.
Deep Sashelas: The deity of sea elves is also the patron of
water magic, and beings of other races sometimes turn to
~ him as a patron. He is friendly but indifferent to Mystra
and ignores the other deities of magic. Like Corellon, he
forbids the use of the Shadow Weave among his followers.

Hanali Celanil: Rather than being a patron of magic
itself, Hanali is interested in magical artistry—the creation
of beautiful spells and magic items. She is indifferent to
Azuth, Mystra, and Savras but dislikes Velsharoon for his
hideous undead and Shar for her nurturing of bitterness and
heartache. She agrees with Corellon that the Shadow Weave
is a path to corruption.

Isis: Isis is Mulhorand’s patron deity of good-aligned
mages. She is coolly friendly to Mystra and opposes Shar
and the use of the Shadow Weave.

Laduguer: The deity of the duergar is the patron of dwar-
ven magical craftsmen and dwarven magic. He cares little
for the deities of the surface world and even less about what
magic his followers use as long as it allows them to create
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weapons for the fight against their Underdark adversaries.

Set: Set is the Mulhorandi deity of evil mages and’spells.
He cares little for any of the Faertinian deities, but admires
the creation of the Shadow Weave, a concept he wishes he
had thought of himself. -

Thoth: Thoth is the Mulhorandi deity of magic in its
theoretical and practical form, as well as of neutral-aligned’
spellcasters. He is indifferent to the Faertinian magic
deities, and neither supports nor opposes the Shadow
Weave, seeing it as a tool for magic (created by 'a non-Mul-
horandi deity) and nothing more. '

Magic Terminologg
pefined

This section explains the differences between various users
of the Weave and how they draw their power from it. Users
of the Shadow Weave function almost eactly in the same
manner, with a few more limitations.

The At 7

Any magic that doesn’t have its origin in the power of a
deity is arcane magic. (While all magic is accessed through
the Weave, which is maintained by a deity, this does not
make all magic divine magic.) The use of arcane magic is
called the Art, and so bards, sorcerers, wizards, assassins,
harpers, and other specialists who draw upon arcane magic
are all users of the Art, whether or not they acknowledge
their kinship with each other. ]

Those who use the “Art have trained or innate skills in
touching the Weave and bending it to achieve the desired
results. They may not consciously understand the relation-
ship between their words, objects, and movements and the
Weave, but they know it exists and it can be felt reacting to
their manipulation. Different arcane spellcasters have dif-
ferent experiences with the Weave—some say it feels like
weaving a tapestry, others like pulling on ropes, and others
like the play of cascading water in a waterfall. These feelings
are purely subjective and do not affect how their spells work.

The power

Magic that originates in the power of a deity, usually
through prayer, is divine magic. The use of divine magic is
called the Power. Clerics, druids, paladins, rangers, black-
guards, and other practitioners of divine magic are taught
this name of their magic by their mentors.

Unlike masters of the Art, those who use the Power have
no skill in using the Weave. Their spellcasting knowledge is
planted directly in their minds by deities in response to their
fervent prayers. To one using the Power, casting a spell is an
exclamation of faith and is usually accompanied by a sensa-
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tion appropriate to the patron of that spellcaster. For exam-
ple, clerics of Lathander feel a warm heat upon their backs,
rangers of Malar feel the hot blood of a fresh kill in their
mouths, and paladins of Kelemvor hear the quiet crunch of
bone under their boots. As with arcane spellcasting, these
sensations do not alter the effects of the spells cast.

the weave -

Raw magic exists in Faeriin, but it is a powerful and dangerous
force that can easily destroy even a patient and skilled mortal.
It is locked away inside all matter and difficult to access. Most
spellcasters instead draw upon magic through the controlled
and relatively safe magic accessed through the Weave.

what 1t 18

The Weave acts as both a barrier and a gate between raw
magic and the world. With the Weave in place, mortals can
access magic and are protected from the harmful effects of
contacting raw magic while still able to tap its refined energy.
With the Weave gone, raw magic quickly dissipates from the
world, but only after disrupting existing magic and lashing
out at nearby magical conductors. Both times that the Weave
has been destroyed (with the death of Mystryl and the first
Mystra), widespread destruction resulted, and the Weave’s
return was only partially able to correct for this, with some
portions of the Weave left absent or damaged.

The Weave is present in everything in Faern, whether '

living, dead, undead, inanimate, solid, liquid, or gas. It per-
meates the soil, suffuses the deeps of the ocean, and
stretches to the limits of the air in the sky and beyond. The
Weave is like a great base fabric upon which the substance
of the world is embroidered, a web upon which mortals walk
like spiders, a great ocean upon which all objects float. At
the same time, it is an aspect of Mystra, and it is by her will
that the Weave reaches where it does.

Spellcasters, knowingly or not, cause spells to work by
drawing power from the Weave, adjusting the balance of
energy so that the power of the Weave comes forth and is
shaped by their actions and will. When the Weave is dam-
aged by reckless spellcasting or magical disaster, it can be
torn, shredded, or destroyed, leaving dead magic and wild
magic areas.

pead Magic

As explained in the FORGOTTEN REALMS® Campaign Setting,
dead magic areas are places where the Weave is absent. Magic
simply does not work there. Magic items withirr its bounds do
not function, no item can be detected by magic, and creatures
cannot be magically called, summoned, or teleported into or
out of its confines. Adamantine items retain their nonmagi-
cal enhancement bonuses within a dead magic area.

While no temporary repair of a dead magic area is
known, a wish or miracle spell permanently repairs the
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Weave within 30 feet of its point of origin (which must be
outside the dead magic area, of course). A character with
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the Tenacious Magic feat must first make a caster level ’

check (DC 14) to repair a wild magic area, whether tem-
porarily or permanently. Multiple spells must be used to
repair larger areas. Theoretically, wish and miracle spells
could be used to create a dead magic area, but none have
come forward with evidence that this is so.

Any creature that uses the Weave to cast spells or use spell-
like or supernatural abilities becomés uneasy and uncomfort-
able immediately when entering a dead magic area, and may
take a move-equivalent action to note the exact boundary of
the area within 5 feet of their location. Users of the Shadow
Weave do not feel the difference and cannot determine the
borders of a dead magic area in this manner.

Any creature, whether a user of the Weave or'Shadow
Weave, can use a detect magic spell to determine the extent
of a dead magic area within range (a Weave user would have
to cast the spell outside the dead magic area). A character
with the Insidious Magic feat must make a caster level
check (DC 10) to detect a dead magic area in this manner.

A dead magic area is not the same as an area affected by
a dispel magic or similar spell. Dispel magic smoothes out
the energies of the Weave, returning it to its normal un-

tapped state, while a dead magic area is a complete absence
of the Weave.

wild Magic |

Unlike a dead magic area, where the Weave is simply absent,

a wild magic area is a place whére the Weave has been
severely damaged. The area initially appears normal and
does not cause any uncomfortable feglings like a dead magic

area does, so it is much more dangerous and hard to detect. -

Any creature, whether a user of the Weave or Shadow
Weave, can use a defect magic spell to determine the extent
of a wild magic area within range. On the first round, the

~ presence of magic is revealed (as it would be with any ongo-

ing magical effect), and on the second round, the existence
of a wild magic area within the area of the spell is revealed.

~ On the third round, a character can attempt a Spellcraft

check (DC 25) to determine the exact borders of the affected
area within the operating area of the spell. A character with
the Insidious Magic feat must first make a caster level check
(DC 10) to detect a wild magic area in this manner (a check
must be made on the second and third round).

Wild magic areas only affect spells and spell-like abilities
cast within their confines, including these effects that origi-
nate from magic items. They do not affect supernatural abil-
ities, ongoing spells brought into their area, or spells cast from
outside the wild magic area that reach into it. For effects that
are affected by a wild magic area, roll on Table 2-1: Wild
Magic Effects in the FORGOTTEN REALMS Campaign Setting,.

A dispel magic spell used for an area dispel against a wild

I0

magic area causes magic within the area of the spell to func-
tion normally, since it temporarily smoothes out thé:dam-
aged portions of the Weave and causes them to function
normally again. Greater dispelling works similarly but' for
1d4x10 minutes. A wish or miracle -permanently repairs
the Weave within 30 feet of its point of origin. A c¢haracter
with the Tenacious Magic feat must first make a caster’
level check (DC 14) to repair a wild magic area, whether
temporarily or permanently. Multiple spells must be used
to repair larger areas. In theory, miracle and wish spells
could be cast to create a wild magic area, but no evidence of
this has ever been confirmed.

The shadow weave

The Shadow Weave is the space between the strands of the
Weave, the gaps in the spider’s web, the bubbles of air
trapped in the waters of the ocean. It reaches everywhere the
Weave does, and more, for the Shadow Weave is not subject
to Mystra’s laws or state of well being. If Mystra were to die
and the Weave collapse, the Shadow Weave would persist.

Users of the Shadow Weave are not subject to wild magic
areas or dead magic areas in the Weave, for they draw upon
another source of power. It might be possible for dead or wild
magic areas to form in the Shadow Weave, but that would
require great magical force to be expended against it, such as
the death of a deity who uses the Shadow Weave or the
destruction of an artifact or mythal created with the Shadow
Weave. No such events are known. Should these events come
to pass, the effects would be similar to a Weave user in an
area of wild or dead magic, except that a Shadow Weave user
would be affected and @ normal Weave caster would not.

A creature that uses the Shadow Weave cannot cast spells
with the light designator or activate spell completion or spell
trigger items with the light designator. Any attempt to do so
is a standard action and produces no effect, just as if the user
were attempting to cast a spell within an entimagic field.

An antimagic field negates all magic within its area, so
it does affect a user of the Shadow Weave. Likewise, Shadow
Weave spells do not bypass spell resistance, although users
of the Shadow Weave get a bonus on level checks to over-
come spell resistance-when casting spells of the schools of
Enchantment, Illusion, and Necromancy.

mystra’s refusal
Mystra, as the manifestation of the Weave, decides who can
draw upon it and who is barred from accessing it. Deciding is
somewhat taxing to her, for every attempted use of the
Weave by the target of this ability draws her attention and
some small bit of her power, but for a mortal (or even a hun-
dred mortals) doing so, this distraction is trivial to the deity.
Such a punishment is normally reserved for someone
who has been abusive of magic, trying to inflict great harm
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to magic itself (such as by intentionally creating areas of
wild or dead magic), or researching spells of mass destruc-
tion, such as many of those known in Imaskar, Narfell,
Netheril, and Raumathar. Such a being cannot access the
power of the Weave, cannot cast spells or use spell comple-
tion or spell trigger items or activate spell-like or supernat-

" ural abilities. However, magic and its effects can still harm

them, and such beings typically are slain by their rivals or
angry commoners for their cruel and mad works.

Mystra can also bar a deity from accessing the Weave,
which would prevent the deity from using magic while in
Faeriin but not while the deity was on another plane where the
Weave does not exist, such as any of the planar homes of the
deities. Such an act is very draining to her, and she only does it
to reduce the power of a deity intervening directly in Faertin.

She cannot block a deity’s ability to grant spells to wor-
shipers without negating the ability of each,worshiper to
draw on the Weave. In addition to being time-consuming to
locate each of the target deity’s followers and sever their

individual connections to the Weave, such an act would
greatly upset the.balance of power between the deities,
angering Lord Ao.

Mystra cannot block someone from accessing the
Shadow Weave. It is not a part of her, and her power holds
nosway over it. If a creature barred from the Weave by her
will later turned to the Shadow Weave, it would not only be
unaffected by her power of refusal, but she wouldn’t know
that the creature was again able to access magic (albelt
from another source).

Presumably Shar has a similar power over users of the
Shadow Weave, since she modeled her creation on Mystra’s,
but if someone drawing on her power (or worse, one of her
worshipers) offended her_so, she would be more likely to
have them killed than simply end their access to the
Shadow Weave. Once a creature has chosen: the Shadow
Weave, no known way exists for it to draw upon the true
Weave in the former manner, although a wish, miracle, or
similar magic might work.

_—1 -
. the famous spell inventors £

Everyone has heard of Elmmster, the Blackstaff, and the
Seven Sisters, so I'll not set' down once more what even
the most inattentive would-be archmage must by now
know. Instead, read and heed, of the fates of a handful of
lesser-known spellcrafters.
" Archvenlt: A pupil of the Seven leards in Myth
",Brannor, Archveult was dignified and handsome and
impressive from the first. Tall,. graceful, “and silver-
bearded, he was soon the epitome of the cultured, awe-
inspiring archwizard. He is believed to have been trapped
and imprisoned by feltmagic in Calimshan, and is said to
still exist today as a tortured sentience as his unknown
captor somehow forces him. to power and guide magical
automata from afar.
‘Caligarde: Another pupil of the Seven Wizards in Myth
Drannor, Caligarde was a sarcastic, sharp-tongued, arro-
- gant man of dark good looks and little patience: He some-
how survived the fall of that fair city and lived beyond his

normal life span. He ‘burns with an unknown hatred

agamst elvenkind, and now slays elven mage$ whenever he
catches them unguarded. Caligarde works mischief wher-"

.ever he goes, stealing or seizing magic. He seems to have

taken on young human apprentices, or agents, who are as
cruel and ruthless as he.

Grimwald: A mage of the Covenant, Grimwald was a
hunched and untidy, shuffling, muttering, and yet kind-
hearted man. He dwelt in the Tower Terrible at Wrinkle-
stone in the Sword Coast North, and has not been seen in

‘Faertin since at least 1298*DR. He and Presper embarked
on expeditions through portals to “other worlds” They

reappeared three or four tunes, only to net-come back\

_thereafter. His home was plundered.long ago.

Nchaser: A wandering mage of the Sword -Coast prmm—
palIy known today for ‘his glowing globe spell, Nchaser was:
a kindly, inquisitive, nigh-fearless man of homely looks and
great endurance. He disappeared in the 1330s, and was long
thought dead—but recently walked into a sage’s shop.in
Neverwinter, demanding information about “the Thalang.”
Nchaser seemed much changed, almost (Ieranged, and told

+ the sage Harquel that the Thalang is an enthanted, ani-

mated gem from lost Netheril that can cast spells, that it
holds the sentience of many ‘Netherese wizards, and “is the
only thing that can save us from the coming doom.”
Nchaser’s present whereabouts are unknown.

Nulathae: Famous today for his ninemen spell (that
makes the bones and sinews of ‘skeletons supple so they
don’t fall apart upon being amimated), Nulathoe was a
mage intensely interested in necromancy, who lived in-.
various places around the Sword Coast North. He created
many strange guardian creatures by combining skeletal

_ parts from various monsters, and ultimately, as he grew

elderly and frail, prepared his own series of skeletal bodies
to live on in. He’s presumed to have hidden his yarious
bodies up and down the Sword Coast, and to be inhabiting -
them yet, jumping from one to another as he desires.

—Malchor Harpell

The Fools Who've Stood Here Before You:
First Lessons in Magecraft

written in the Year of the Sword, 1365 DR
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“Why? asked the Red Wizard.

“Because Zhelluk is a cold mage, which'is the perfect oppo-
site to that man'’s fire magic.”

“Nonsense,” quipped the Thayan. “Everyone knows ﬁre is

" h A\ . opposed by water, not cold.”

o gy \ )
B e > Bt ‘ Some spellcasters wax poetic about the four classical ele-
- B ; ments—air, earth, fire, and water—and that the division of

magic into these categories is magic in its purest form.
) Some (particularly those from Kara-Tur and other lands
n addition to the most common forms of the Art _ far to the east) add a fifth element, wood, or use a slightly
and the Power practiced by wizards, clerics, and so  different ring of elements. Yet others espouse the merits of
B | on, many lesser-known kinds of magic exist. Some, - studying the energy “elements” of spells—acid, cold, elec-

i - - \

- !l such as elemental magic; merely represent the specialization tricity, fire, and sonic, and a few elect to include force. Clerics
of a particular field. Guild wizards combine their magical  muddle the discussion ‘with the Plant and Animal domains
" powers to create reservoirs of spells known as spellpools.  in addition to the domains relating to the classical elements,

Other magic-wielding characters store their powers in ensor- = with the clerics of the elemental lords weighing in as well.
celled gems, candles, or runes. And some disdain any form of ~ Other mages insist that the genies represent the true ele-
. training or organized learning to ifstead wield the pure, raw  mental essences and talk of the connections between ele-

magic known as spellfire. mental spirits and the Material Plane.
Seline’s clerics practice a ritual that channels her power In short, spellcasters cannot reach a consensus on what the
into a substance known as moonfire, while Mystra herself has  elements are or what elemental magic is, and so “elemental
ﬁ created a form of spellcasting called the mageduel that allows ~ mages” vary greatly even within the same type of element.
uf arcane casters to battle each other without the danger of death. In practice, specialists in the various elements have cer-

: . . : tain similarities. They tend to dress in colors appropriate to
_ E 1 e m e ni‘al M O(gl C . their element, proclaim their element superior to all others,
! : eschew spells of the opposing elemental type (if such a
The red-robed sorcerer created a globe of fire in his palm,  concept truly exists), and focus on magic relating to their
then threw it at bis opponent. The globe exploded upon  element in preference to all other types of spells. Elemen-

3 impact. When the smoke cleared, the observers saw that the  talists of the classical types are the most common.
globe had hit a cubical stone barrier comjured by the sor- Air elementalists are often conjurers, since that school
{ cerer’s targer. The cube shattered, revealing a sandy-haired  has the greatest number of fog, cloud, and gas spells. Hal-
‘ woman in dull brown robes, unharmed. _ ruaa has a slightly higher proportion of air elementalists
“An excellent mageduel 5o far,” remarked Ghorus Toth  than other elemental casters, perhaps because of its skyships
i1 of Thay, standing outside the arena. or its ties to the ancient floating cities of Netheril: Of the
9 “Tes, but Pd like to see bim battle Zbellak of Faasa,” types of magical energy, air elementalists relate ‘mgst'

ar:m/ered a nearby incantatrix. . strongly to cold.
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Earth elementalists often specialize in transmutation
spells, since many of those spells relate to earth, stone, and
metal. A few pursue the path of conjuration. Earth ele-
mentalists relate most strongly to acid energy spells when
not using “true” earth magic. They are common among
desert and mountain peoples. '

Fire elementalists are often evokers, frequently special-
izing in battle magic. Many choose the Energy Substitution
feat (see the Feats section in the next chapter) to give them
even more fire spells to choose from. Fire elementalists are
the most visible sort of elemental mage, and no place pro-
duces more of them than Thay, where Kossuth the Firelord
is a popular deity.

Water elementalists tend not to specialize in schools of
magic, but favor abjurations, divinations, and some kinds of
enchantments. They favor electrical energy over any other
type of magical energy. Many come from the,lands around
the Sea of Fallen Stars.

elven High Magic

“T'he elven high mage was ancient, even to bis own people.
Yet he stood in the middle of the great circle, drawing mag-
ical power from the elven wizards-and apprentices, and
even streams of life energy from the other elves in the second
circle. Though the old one spoke only in a whisper, too soft to
be heard by any other, the energy of his spell thrummed in
the elven blood of all present with the voice of their ancestors
and their ties to the Weave: mormbaor sykerylor, mormbaor
sykerylor, the killing storm, the killing storm.

Al could sense the terrible magic that was being wrought,
but none expected its manifestation: a mist that.was both
black and olive drab, with rains of acid and foul ichor. The
mist crawled through the sky Tike a living, bateful thing, and
Sell upon Miyeritar, tearing at it like a maddened beast.
Where it touched, stone burned, wood crumbled, and earth
grew barren. The storm persisted for months, and when it
[finally dispersed, the battered nation of Miyeritar and its
forest were gone, leaving only a poisoned wasteland. Thus
was born the High Moor.”

—unotes from a mad d:fumer of Halruaa, date unknown

The greatest and oldest elven wizards are sometimes initi-
ated into a higher level of magic called elven high magic.
This magic goes beyond the bounds of normal spellcasting,
affecting huge areas or hundreds of people at once. High
magic requires decades of study, and its implementation
takes days of casting and draws upon the collective energy
of dozens or even hundreds of elven participants, but is
capable of fantastic magical effects that cannot be achieved
without such expenditures of large amounts of time,
resources, and personal energy. Examples of high magic are
rituals capable of healing hundreds of people at once, creat-
ing multiple magic items at once, restoring large portions

of forest, or. destroying an ené’n’e city by concentrated
forces of nature. The most famous sort of elven high magic
is the creation of a mythal, a magical ward capable of pro-
tecting an entire city.

Elyen high magic is incredibly rare and taught only to a
select few elves considered worthy and hardy enough to
learn it. It is said that asking to be taught is a sign of one’s
unreadiness, and it is possible that the practice of high
magic will die out within a generation unless the elder elves
consider teaching more elves how to use it. Considering its
destructive potential to the world and the Weave if mis-
used, there are many conservative mages who would prefer
if high magic were practiced no more.

L]
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Thorik shook the last gobbets of ichor from his axe, then
thumped its handle on the ground in a self-congratulatory
manner. “Damn, that was a good fight. Those ghouls were

thie toughest I had ever seen.”
“Certainly more powerful than what I could destroy with

-the power of Latbander, agreed Randal, polishing his holy

symbol.

“So shall we see what's bebind that door they're guard-
ing? asked Tasheira. “This was a wizard's tomb, so e ought
to have some good stuff.”

“Wait,” interrupted Colmarr. Tbere: something familiar

about those runes. They're in Draconic. P'm not sure I recog-
nize the language ... by Mystra’s breath, if’s in Loross.” In
response to blank stares, be explained. “The noble tongue of
Netheril. They were said to have held my people in slavery
ages ago.”

The dwarf raised his eyebrms “Ah, a wizard’s door,
then. That explains the gem in the center, and no real han-
dles. Get to it, Tasheira”

“How about I just push the gem?

“No!” exclaimed Colmarr, too late.

Their world became fire.

From time to time, adventurers recover a pretty trinket
from some long-lost hoard, only to discover later that the
gemstone is a deadly trap left for some poor fool by a gem
master long dead. Others find items that grant a benign
spell when touched, crumbling to dust with the activation
of its magic. These items are the legacy of gem magic, a
long-forgotten art that 'has only recently been revived in
parts of Faeriin.

Gem magic, like rune magic, is the practice of affixing
spells to items so they can be triggered later. While it
results in the destruction of the gem, gem magic is versatile
and faster than other sorts of magic item creation.




e —

Magic VARIANTS
S ——

Attuned Ggems

A practitioner of gem magic—that is, a character with the °

Attune Gem feat, described in the next chapter—can cast a
spell into-a gem and set the conditions for its release: time,
touch, or proximity of a creature or object described by
‘observable physical characteristics. The gem cannot be set
to trigger baséd on class, Hit Dice, or level, but could be set
to trigger by touch or proximity.to a creature of a particu-
lar type, race, alignment, or appeatance. &

Placing a spell in a gem requires the caster to prepare the
spell he wishes to embed, supply a gemstone worth at least
50 gp per spell level of the spell to be used, and spend 1 hour
plus the spell’s normal casting time to finish the process.

The character attuning the gem can set the caster level
anywhere between the minimum necessary to cast the spell
and his own.level. A gem can only be attuned with a single
spell. The magic gem has a base price 5O gp per spell level
times the caster level (a O-level spell counts as 1/2 level). You
must spend 1/25 of its base price in XP and use up raw mate-
rials costing half this base price. The magic gem’s market
price equals its base price plus its inherent value as a gem.

Any decisions the caster would make during the casting
of the spell must be made when the gem is attuned. The
release of the spell destroys the gem. The act of attuning a
gem does not physically alter the gem in any mundane way,
although it radiates magic. Recognizing that a gem has been
attuned requires a Knowledge (arcana) check (DC 25).

,Trlggermg Gems
When a gem is attuned, the spellcaster determines its trigger-
ing conditions. A gem can be triggered by touch, by an incre-

ment of time (such as-24 hours after being attuned), or when °

a creature of the appropriate type comes within 5 feet of it.
The creator determines if the spell’s target is the creature that

triggers it or if the target is the gem itself. A chronological
 trigger always targets the gem with its spell. If the gem’s spell
only affects objects, then an object must somehow trigger the
spell (or the gem must have a chronological trigger).

If the gem is the target and it is affixed to an object
~ (such as a weapon, door, or other object Medium-size or
smaller) or worn against the skin of a creature, the spell
affects the entire object or creature. For example, a gem
attuned with a protection from evil spell could be mounted
on the pommel of a sword or worn on a chain around the
neck of a child. If the spell was triggered (such as by the
proximity of an evil cutsider), it would affect the sword or
the child, providing protection against that outsider. While
the gem 1is destroyed normally in this manner, the object or
creature is not otherwise harmed.

The gem’s creator may touch the gem safely without

triggering it, or deliberately trigger it if he so desires (pro-
tective spells are often placed in gems for just this purpose).
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These protective items are often called gem wards.
Common gem wards are the protection from evil. gem
described above, or gems bearing a feather fall, protectzon
from arrows, or stoneskin spell.

the Magedtjél ;

The two mages stood at arm’s length, eyes closed, focusing all
their attention on each other. After a moment they nodded,
then began to walk backward. Between them formed a
barely wisible shimmer, encompassing a spherical area
between the two spellcasters.

When they were 100 yards distant from each other, they
stopped, and the shimmering field halted its growth. The
moon elf raised his right hand, the first two fingers upward.

The Halruaan answered with a similar gesture. The two

nodded, then each cast two spells.

“For Nchaser’s Gold Libram,” said the elf to his opponent.

“And for honor,” replied the human. The two stepped into
the shimmering arena.

The magednel had begun.

Combats between spellcasters are legendary, often resulting
in the destruction of castles, villages, and local terrain. In
the case of large-scale battles, such as those between Narfell
and Raumathar, entire regions of land can be destroyed,
resulting in barren locations such as the Endless Waste.
Fearing that such acts might turn the world to little more
than a battered magical war zone (and not wishing talented
mages to destroy themselves in pointless battles), Mystra
altered the Weave to allow for a system of combative spell-
casting that allowed. fivals to' test their strength against
each other.without causing mass destruction. This system
eventually became known as the mageduel, and every
arcane spellcaster in Faertin knows how to invoke this rite.

While reckless or murderous mages prefer traditional
(lethal) spellcasting to settle their differences, most civi-
lized spellcasters enjoy the opportunity to prove their skill
in a mageduel. It has become tradition that every mage fair
has a mageduel, and most of any, reasonable size schedule
two or more, offering prizes for the victor, while others
make wagers on the outcome. .

A mageduel normally has only two participants, al-
though there have been times when three spellcasters have
faced off simultaneously, or pairs of opponents engaged
each other. The rules for a mageduel are the same, regard-
less of the number of participants.

Qualifications.

In order to participate in a mageduel, a creature has to be
able to cast arcane spells in the manner of a sorcerer or
wizard. Spell-like or supernatural abilities do not involve
the proper knowledge to initiate a mageduel, nor do magnc

-
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Mageduel

items that grant magical abilities to nonspellcasters. Any
attempt by an unqualified creature to be involved in the
preparation of a mageduel (see below) causes the attempt to
fail, and the mageduel is not begun.

Declaring a mageduel ‘

When one mage challenges another, the challenger may
offer the option of a mageduel. Even if the challenger does
not propose the option of having a mageduel, the defender
can propose it; refusing this offer is tantamount to admit-
ting that you wish to kill your rival.

preparing A mageduel
A mageduel requires preparation, which takes place in six steps.

Attunement: The participants must stand adjacent to
each other and concentrate for 1 full round, attuning
themselves to each other and the localities of the Weave. A
person can only attune herself if she is doing so of her own
free will (as opposed to being convinced by a charm person
spell, for example).

Define Size: The duelists next determine the size and
shape of the mageduél aréna. If they cannot agree on a size
and shape, they make opposed ability checks (using the abil-
ity from which their bonus spells would be acquired), with
the winner’s choice being the one used.

The minimum size for a mageduel is a cube with sides
equal to twice the sum of the arcane caster levels of all par-
ticipants in feet (rounded down to the nearest 5 feet). The
maximum size of a mageduel arena is a cube with sides
equal to five times the product of the arcane caster levels
of all participants. For example, a mageduel between a th-
level sorcerer and an 4th-level wizard would have a mini-
mum size equal to a cube 15 feet on a side (4 + 5, X 2, = 18,
rounded down to the nearest 3 feet is 15 feet), and a maxi-
mum size equal to a cube 100 feet on a side (4 X 3, X ¥, =
100). Only a character’s highest caster level applies for this
calculation. Most mages prefer larger arenas so as to allow
them greater maneuverability.

The arena need not be cube-shaped, though the dimen-
sions given above indicate the maximum volume of the
area. Indeed, the mageduel arena is often shaped to allow
for odd terrain or to avoid or include certain obstacles.
Once the size and shape is determined, the arena forms, re-
quiring 1-round per participant.

An obvious visible shimmer in the air defines the edge of
the arena. Animals and vermin shy away from the area. Such
creatures within the arena must succeed at a Will saving
throw (DC.15 +1 per participant) each round or be fright-
ened. This condition fades when the creature leaves the arena.

Define Preparation: All participants must agree on the
number of rounds each mage is allowed to cast spells before the
mageduel begins. The standard is 1 to 3 rounds; longer prepa-
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rations usually result in a stalemate because the participants
are too well protected to harm each other. Quickened spells and

extra spells from a haste partial action are allowed during this *

time, although it is considered rude to use them. If the com-
batants cannot agree, they make opposed ability -checks (as
above) to determine the amount of preparation time.

Prepare for Dueling: The participants space themselves
equally arount the perimeter of the arena and use the allot-
ted preparation time to cast spells upon themselves. The
only spells that can enter the arend.from the outside in this
manner are touch spells and spells that affect the caster; all
others are suppressed as if within an aentimagic field.

Enter the Arena: When the preparation time ends, all
participants step into the arena at the same time. A partic-
ipant that does not enter on time (for example, if he pauses
to cast another spell, even a quickened spell) defaults on the
mageduel. 1

Begin the Mageduel: Once all participants have entered
the arena, the mageduel begins. Roll initiative normally
(there is no surprise round), though neither combatant is con-
sidered flat-footed at the beginning of a mageduel.

effects of a Mageduel

A mageduel differs from normal combat in a number of
ways. )

Limited Scope: Spells cast during a mageduel do not
leave the confines of the arena. A fireball cast at a wizard
standing near the arena’s border does not extend into the
area outside the arena. Monsters summoned within the
“arena cannot pass through its edge, rebuffed as if it were a
magic circle of the appropriate type. This allows observers
of the mageduel to watch in safety. v

Counterspell Action: In addition to normal actions during -

their turns, each participant in a mageduel gets one coun-
terspell action every round. This counterspell may be used at
any point in the round and works as if the mage had readied
a counterspell action against another caster.

For example, Ghorus Toth is a Red Wizard involved in a
mageduel with Henyaek, a necromancer from Halruaa.
Henyaek has a higher initiative and goes first, casting a
fireball at his Thayan foe. Ghorus Toth makes his Spell-
craft check and uses his counterspell action to counterspell
Henyaek’s fireball with a fireball of his own. On Ghorus
Toth’s turn, he casts /ightning bolt at Henyaek. The necro-
mancer still has his free counterspell action (he hasn’t used
it this round), but he doesn’t have /ightning bolt or a dispel
magic prepared, so he cannot counterspell the attack and is
struck by the lightning bolt.

The mage can also use his normal standard action to
ready another counterspell, possibly counterspelling two
spells per round.

Limited Items: Because a mageduel is supposed to be a
contest of spells between two mages, using magic items to
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directly attack an opponent violates the intent of the mage-
duel. Using an item in such a fashion disqualifies themage
from the mageduel. Using an item to summon a monster,
create a wall of force, or other magic that does not directly
attack an opponent (in short, anything-that wouldn’t end an
invisibility spell) does not disqualify a participant. ™

Subdual Damage: A mageduel is an entirely nonlethal’
combat. It is impossible to die in a mageduel. Anything that
causes hit points of damage instead causes subdual damage.
Creatures that become unconscious from subdual damage are
considered “killed” for the purpose of the rules of a mageduel.

Ability Damage or Drain: Ability damage can still occur
in a mageduel, although a creature that is reduced to O Con-
stitution (or that would die from hit points lost due to a
reduction in Constitution) does not die. Instead, she remains
at the minimum Constitution necessary to keep her alive, is
unconscious, and is treated as “killed” for the purpose of the
mageduel. Attacks in a mageduel that would cause ability
drain instead cause ability damage.

Half Damage: All attacks that cause hit point damage,
ability damage, or ability drain cause half the normal
damage (and this damage is subdual damage, as described
above). This applies to everything within the mageduel,
even attacks made by summoned creatures. This makes the
mageduel less a contest of who can activate the most pow-
erful spell first.

Lethal Attacks: Attacks that result in the defender being
killed outright (such as disintegrate, finger of death, and
power word, kill) instead inflict subdual damage equal to
half of the defender’s maximum normal hit points.

Mageduel Arena Invulnerability: No known magic can
affect the existence of @ mageduel arena. It can’t be dispelled
or otherwise affected by the participants or observers.

outside intecference

If a creature that isn’t one of the duelists enters the arena
from the outside (whether by conventional movement or
through extraplanar means such as entering via the Ethe-
real Plane or with zeleport), the mageduel immediately ends
as if all participants had declared it a draw (see below). Like-
wise, if a. weapon or an attack effect enters the arena, the
attack fails and the mageduel immediately ends as if all par-
ticipants had declared it a draw.

running a mageduel
. between pcs

If PCs are oppongilts En a magedtfel, don’t have one of

them announce his spells out loud until his opponent
has (a) decided to use her counterspell, and (b) made her

Spellcraft check (DC + the spell’s level). -
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Endlng Q Mageduel

When the mageduel ends, all participants recover all sub-
dual damage and ability damage caused during the mage-
duel. Spells cast during the mageduel vanish as if dispelled,
as do lingering effects of spells cast during the mageduel
(such as disease or poison from spells or summoned mon-
sters). The magic defining the arena ends. Spells that are
suppressed by the area (such as noncaster-only and non-
touch spells cast by the duelists before entering the arena)
begin fi unctioning normally.

A mageduel can be terminated in several ways.

Defeat of Opponents: When only one person remains
within the arena who is not “killed,” that person is the
victor in the mageduel.

Removing Opponents: Any participant who leaves the
arena is considered to be out of the mageduel., This includes
intentionally moving out of the arena physically or being
pushed by a creature or spell, but does not include using
spells such as &link, dimension door, or teleport to move
about within the area. If all but one participant leaves the
arena, the one remaining is the victor.

Disqualification: A participant who is disqualified from a
mageduel is treated as an outside influence on the mageduel
(although hedoesn’t end the mageduel automatically just
by being in the arena). If he reenters the arena after leav-
ing it, uses magic within the arena, or makes attacks against
any other participant, the mageduel ends because of outside
interference as described above.

Time: A mageduel automatically ends after 1 hour. If
none of the other victory conditions have been met by this
point, the mageduel is declared a draw.

Draw: If all active (non-“killed”) part1c1pants verbally
declare the duel to be a draw, the duel ends.

Moonfire

High Initiate Courynna Facerryl poured the milk and wine
upon the moonstone-inlaid altar of Seline, then began the
dance while chanting the holy prayer to the deity. Her move-
ments were duplicated by the seventeen young clerics of the
faith, honored to be involved in the ceremony. Eventually,
the High Initiate and her young assistants fell to the ground,
exhausted from their efforts.

A white glow appeared on the altar, encompassing the
of ferings and flowing down toward the faithful.

“It is a blessed night,” said Courynna, “and a good sign
Jfor you all, that Our Lady of Silver considers you worthy to
see her gift.” The glow had finally stretched far enough to
touch the-hands of one of the novice clerics. “And it seems
she has something special planned for you, Maera.” The
glow then retreated to the altar and lingered there, chang-
ing form. “Quickly, gather the sacred moonfire. There is not
much time.?”
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One of the holy rituals of Selane is called the Mystery of
the Night, which must be performed at least once a year by
her high priest. The ritual is very draining, and involves
offerings of milk and wine poured upon a sacred altar on
nights of the full moon. Sometimes when the Moonmaiden
is particularly pleased, she changes the mixed liquid into
moonfire, an opalescent, glowing, animate fluid mass with
the consistency of custard. The moonfire flows from the
altar to envelop beings and items, often bestowing them
with magical powers. Whatever remains becomes inert and
is called moonfire salve, and is stored by Seline’s clerics in
special white translucent ceramic jars (see the Magic Items
chapter). The salve is given to those who have performed
exceptional service for the church. The clerics of Seline
consider moonfire (and moonfire salve) a holy substance and
spare no effort to recover it if it is stolen.

The items that moonfire typically creates are moon brac-
ers, mooncloaks, moon motes, and moon poti'om (see the'Magic
Items chapter). Typically, ¥,000-10,000 gp worth of these
items are created by the moonfire, and typically, enough is
left over for 1d6 jars of moonfire salve.

MQQT
RUNC Qg‘ 1C
The old dwarf set bis chisel against the stone. Focusing his -
mind with a prayer to the Soul Forger, he began to carve a
line across the center of its surface. Another followed the
line, and a curve bisected the two. Soon, the carved lines
began to glow faintly with a deep red hue. Most prominent
of the shapes forming was the hammer of Moradin.

The craftsman didn’t rush. He knew these works took time,
and his craft was older than his grandfather’s grandfather.
Soon his most powerful rune of healing would be finished.

Rune magic is a2 means of binding spells to objects in the
form of magic runes that are triggered by touch. Tradi-
tionally practiced by dwarves and giants, rune magic has
begun to spread and is becoming prevalent in areas other
than the mountains and tunnels in which the stout folk and
giants make their homes. Rune magic is fully described in
the FORGOTTEN REALMS Campaign Setting.

spellfire

Bony claws raked shrieking agony across her back. Pain
almost overwhelmed her.

Shandril opened her eyes and looked for the dracolich. On
hands and knees, Shandril turned and saw Shargrailar
sweeping down again, its cold eyes glimmering at her from
its cruel skull, its claws outstretched to rend and tear. The
onetime thief from Deepingdale met the dracolich’s chilling
gaze and laughed.

FErom her eyes flames shot forth, in two fiery beams that
struck the undead dragon’s own eyes. Smoke rose, and Shar-




Moonfire

grailar screamed. Bony wings sheared away to one side in
.agony. Shandril was still langhing in triumph as she spat a
white inferno of flames into the blinded dracolich. It reeled
backward in the air, blazing, and crashed to earth.
—from the novel Spelifire
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Spellfire is refined, controlled, raw magic. In beneficent -

manifestations, it appears as a font of silver light and heal-
ing energy. In battle, it is a searing blue-white jet of all-con-
suming radiance. Spellfire in its basic form is described in
* the FORGOTTEN RE.4LMS Campaign Setting, and that infor-
mation is expanded here.

The supernatural ability known as spellfire is thought by
many to be unique to a single person each generation, but
recent information indicates that this is a fallacy, and that
spellfire wielders are more common than originally thought.
People born with-the ability to use spellfire have the Spell-
fire Wielder feat, described in the next chapter.

. A person gifted with spellfire can perform amazing
deeds, depending upon their skill, talent, and the amount of
magical energy they Have within them at the time. In gen-
eral, spellfire can be used to heal, create blasts of destruc-
tive fire, or absorb magical effects it contacts, although the
exact effects vary by circumstance and user. Talented wield-
ers have developed the ability to release multiple blasts at
once or even fly (see the spellfire channeler prestige class in
the next chapter). :

18

AbSOfbing spell enerqy

A spellfire.wielder can ready an action to absorb spells tar-
geted at her as if she were a rod of absorption. She gains one
level of spellfire energy for every spell level absorbed and
can store a number of spellfire energy levels equal to her
Constitution. If she has reached her limit, she cannot
absorb spells until she expends some of her stored spellfire
energy levels.

If an incoming spell effect has a greater number of spell
levels than she can currently store, she absorbs spell levels
up to her limit, and the remaining spell levels are divided
by the original number of spell levels to determine what
fraction of the effect gets through (as with the spel/ turn-
ing spell, except that the caster of the spell is never at risk
of being harmed).

If her Constitution decreases so that her number of
stored spelifire levels is greater than her current Constitu-
tion, the excess levels discharge at a random creature in
range as destructive spellfire (see below).

Stored spellfire energy levels are unavailable in an
antimagic field, but are not lost. Once the wielder is out of
the antimagic field, the spellfire energy levels are again
available for use, Dispe/ magic and similar effects cannot
negate stored spellfire energy levels. A character with
stored levels radiates magic as if he were an item with a
caster level equal to his number of stored levels.

\

qosIgn@ 19791y g wouvsssnyry



Magic VARIANTS

- | ——p——

Usmg S pellflre

As a standard action, a spellfire wielder may expend stored
spellfire energy levels as a melee or ranged touch attack
(maximum range 400 feet), dealing 1d6 points of spellfire
damage per level expended (Reflex half, DC 20). Spellfire
damage is half fire damage and half raw magical power.
Creatures with immunity, resistance, or protection against
fire effects apply these to half of the damage, but not the
other half. A creature can choose “spellfire” as a weapon for
the purpose of the Weapon Focus feat.

A spellfire wielder -can heal a target by touch, restoring
2 hit points per spellfire energy level expended for this pur-
pose. This is not considered positive energy, so it does not
injure undead.

Unlike most supernatural abilities, spellfire is affected
by spells and magic items that affect spell;like abilities,
such as a rod of absorption or rod of negation (if pointed at
the manifestation rather than the wielder). It can be
thwarted or counterspelled by dispe/ magic, and theoreti-
cally a spellfire wielder could counterspell another’s spell-
fire. However, spellfire is a supernatural ability and does
not provoke an attack of opportumty when used, nor is it
subject to spell resistance. .

§pellpools

Many wizardly guilds make use of a spellpool: a magical
reservoir of spells that can be drawn upon by their mem-
bers. (The Watchful Order of Magists and Protectors,
based in Waterdeep, is one such guild; membership in this
organization is described under the guild wizard of Water-
deep prestige class in the next chapter.) Generally, each
member receives a special focus (such as a ring, brooch,
scarf, or other easily portable item) at the time of her-ini-
tiation. This focus allows a guild spellcaster access to the
spellpool. The focus only works for its owner, and if the
owner loses his focus, he must obtain another through
another initiation.

Calling a Spell: A spell can be called from the spellpool
from any distance. The act of calling is a spell-like ability.
Calling a spell from the spellpool requires an open, unused
spell slot and access to the spe/lpool class ability. The caster
checks for spell availability in the spellpool, and can call
for one. A spellcaster can call a number of spells per day
whose spell:level total is equal to or less than half the
caster level (minimum of 1). Thus, a Sth-level caster can
call one 2nd-level spell or two 1st-level spells per day,
assuming he had open slots and his spellpool debt wasn’t
too high'(see below).

The spell, if available, appears in the caster’s mind (in an
open slot of the appropriate level) at the beginning of his
next round of action, and can then be used immediately. If
the called spell is not used within 1 minute per level of the

spellcaster, the spell fades as if cast. Neither sorcerers nor’
wizards can learn the called spell via spellpool access,
despite its being temporarily resident in their minds.

Spell Availability: The spells in the spellpool change
daily, based on the contributions of member casters (see
Spellpool Debt, below). The percentage chance that a
desired spell is available in any given 24-hour period is
equal to 65% minus 5% per level of- the spell. For exam-
ple, any given 1st-level spell is 60% likely to be available.
On the other hand, a given 9th-level spell is only 20%
likely to be available. If a spell is available and called, the
caster may later attempt to call for the-same spell with
the same chance of availability minus 5%; however, if a
spell is'unavailable, the caster can not check for it again
until the following day. If a desired spell is unavailable,
the caster can continue checking other spells until an
available spell is revealed, which does not add any time to
the full-round action required for calling a spell. Spells
stored in the spellpool include the list of wizard/sorcerer
it the Player’s Handbook plus any other source designated
by the DM.

Access to the spellpool is grantcd in three stages (I-I1T);
spellpool I grants access to 1st-3rd level spells, spellpool 1T
grants access to 4th-6th level spells, and speZlpool 117 grants
access to 7th-9th level spells (O-level spells are not stored in
the spellpool).

Spelipool Debt: Every time a spellcaster calls a spell, he -
incurs a debt. The spellcaster must return a spell he has pre-
pared (or can cast, in the sorcerer’s case) of a level equal to
the spellpool that he previously called, or a number of spells
whose combined levels are equal to the level of the spell
originally called. For instance, if the caster called a 5th-
level spell, his spell debt is 5 levels, which he could pay off
with another Sth-level spell, or a combination of a 2nd- and
a 3rd-level spell. Returning a spell is a full-round action,
just like calling a spell, and depletes a prepared spell slot
from the caster’s mind, or uses up a spell slot for the day
for the sorcerer, as if the spell had been cast.

The caster need not repay his spellpool debt immediately.
In fact, ‘the spellcaster can accumulate a spell-level debt
equal to three times his caster level before facing penalties.
Thus, a 10th-level caster (Sth-level sorcerer, Sth-level guild
caster) could call up to 30 levels of spells from the spell-
pool. However, upon incurring 31 or more spell levels of
debt, call access is automatically suspended until his debt
falls back-to 30 or less. -

Nothing prevents a spellcaster from paying ahead,
giving him a “positive balance,” so to speak. Likewise,
another guild caster may agree to pay off or pay ahead a
guild caster’s spellpool debt in return for a service, money,
or other consideration. Thus, a “spell currency” of a sort
tends to develop within each guild, where spellcasters often

-pay each other with levels of spellpool debt (mformally
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called “charms”).




‘hile at its simplest classification
magic is either arcane or divine,
more than just two kinds of
magic exist, as evidenced by the different kinds of spell-
casting classes presented in the Player’s Handbook. The
DUNGEON M ASTER’s Guide and the FORGOTTEN REALMS
Campaign Setting introduce other kinds of spellcasters,
new kinds of magic, new magic-oriented feats, and new
uses for skills related to the study and use of magic. These
are not the only sorts of magic known in Faerin. Ancient
wizards leave a legacy of enspelled gems. Some folk wield
the raw power of magic without using spells at all. Some
gnomes take technology to such an extreme that its
effects resemble magic. Some mages find new uses for
metamagic. Sorcerers expand their repertoire by altering
fire spells to acid. :

All of these are valid and accepted forms of magical
practice in the world, and they only scratch the surface of
the types of magic possible, whether through different
means of casting, specialized forms of study, or odd twists
in magic itself. This book addresses some of the best known
forms, leaving the rumors, speculation, and hoaxes to the
gossipmongers and magical dabblers.
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skills and feats

While magic is fundamentally important to the world of
Faerin, and those who.practice it may be some of the
world’s most important inhabitants, magic is more than
Just the application of spells. Magical knowledge is also crit-
ical, whether in the form of skills improved over time or
special abilities that allow additional uses for magic. .

- skills

Rather than introducing new skills, this section presents
additional information that can be used with the skills
described in the Player’s Handbook.

CRAfT

Item Craft DC

Paper (100 sheets) Bookbinding 11

Papyrus (100 sheets) Bookbinding 10

Parchment (100 sheets). Bookbinding 10

Spellbook . Bookbinding 15

Magic rune* varies 20 + spell
level

Magic tattoo™* Calligraphy 10, 15, or 20

"Requires the Inscribe Rune feat detailed in the FORGOTTEN
REALMS Campaign Setting. :

**Using the create magic tattoo spell in the FORGOTTEN
REALMS Campaign Setting. :

DisABLE Device

Task : ~ DC .

Disable magic rune - 25 + spell level (same
. as regular magic trap)
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FORGERY
Task
Make a false magic scroll or spellbook

KNOWLEDGE (ABCANA)

" Task

Recognize a spellcaster’s personal rune
Recognize an attuned gem
Recognize an inscribed rune as magical
Recognize a material’s affinity

or resistance

KNowLEDGE (BELIgION)
Task

Identify a pafron of a religious magic item

SEARCH

Task

Detect active or inactive portal
(requires Portal domain)

SPELLCRAFT _
Task b
Identify spell-held in an inscribed rune

Reveal all powers of a self-identifying
magic item :

Recognize if a material is of magical
crafting quality

Recognize a known magic item as a
shadow weave item (with detect magic)

Determine exact borders of a wild magic
area (requires 3 rounds of 'study)

Identify if a raw material has been
prepared for magical crafting

Draw a circle to increase caster level

Master a foreign spellbook’s notations

Use MAgGic DEvICE'

Task ) { )

Emulate the Shadow Weave Magic feat
to safely use shadow weave item
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increase of an
area spell

25 + highest
spell level in
the book
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fFeats -

The feats in this chapter supplement the feat listings in the
Player’s Handbook and the FORGOTTEN REALMS Campaign
Setting. They follow all the rules in the Player’s Handbook
for determining how many may be chosen and how often a
character may do so. None of these feats are regional feats.

ATTUNE GEM [ITEM CREATION]
You can magically imbue gems to hold a spell until trig-
gered. :
Prerequisite: Intelligence 13+, Craft (gemcutting) skill,
arcane spellcaster level 3rd+.

“Benefit: You can store an arcane spell in a gem. You must
have the spell available to cast (prepared if you must pre-
pare spells; known otherwise) and must provide any mate-
rial components or focuses the spell requires. If casting the
spell would reduce your XP total, you i)ay the cost upoh
beginning the attunement in addition to the XP cost for
making the attuned gem-itself. Likewise, material compo-
nents are consumed when you begin casting, but focuses are

‘not. (A focus used in attuning a gem can be reused.) The

caster level of the spell must be sufficient to cast the spell
in question and no higher than your own caster level.

A gem can only be attuned witha single spell. The gem -
must have a minimum value equal to 50O gp per level of the
spell to be stored. The base price of an attuned gem (not
including the gem’s inherent value) is equal to 5O gp per
spell level times the caster level. You must spend 1/25 of
the base price in XP and use up raw materials costing half
this base price. Attunement requires 1 hour plus the spell’s
normal casting time. The magic gem’s market price equals
its base price plus its inherent value as a gem.

See the Gem Magic section in the previous chapter for
the details of attuned gems and gem magic.

AUGMENT SUMMONING [GENERAL]
Your summoned creatures are better than normal.

Prerequisites: Spellcaster level 2nd+. ,

Benefit: Creatures you summon with any summoning
spell are slightly enhanced. They gain one more die of hit
points (but they are not treated as +1 HD creatures) and a
+1 competence bonus on their attack and damage rolls.

ENERGY SUBSTITUTION [METAMAGIC]

You can modify a spell that uses one type of energy to use
another type of energy.

Prerequisite: Any other metamagic featy 5 ranks in
Knowledge (arcana). '

Benefit: Choose one type of energy: acid, cold, electricity,
fire, or sonic. You can modify any spell with an energy des-
ignator to.use the chosen type of energy instead. A substi-

‘tuted spell works normally in all respects, except that the

type of damage dealt changes. For example, an acidic fire-
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ball still deals damage in a 20-foot spread, except that it is
acid damage instead of fire damage.

If a spell has a secondary effect, the altered spell still has
that effect. For example, a shout spell can deafen creatures
and deals extra damage to crystalline creatures; if fire is
substituted for sonic energy in a shout spell, creatures can
still be deafened and crystalline creatures still suffer extra
damage. Sometimes a spell’s’ minor effects are directly
related to the spell’s energy, for example, a flaming sphere
can set items afire, but a purely sonic or acidic flaming
sphere does not.

When a spell deals some damage that does not come
from energy, Energy Substitution does not affect that por-
tion of the spell. For example, ice storm deals 3d6 points of
impact damage and 2d6 points of cold damage. An electri-
cal ice storm deals 3d6 points of impact damage and 2d6
points of electricity damage.

A substituted spell uses a spell slot zero levels higher
than (the same as) the spell’s actual level.

Special: You can gain this feat multiple times, each time
applying it to a different type of energy.

ESCHEW MATERIALS [METAMAGIC]
You can cast spells without material components.
Prerequisites: Any other metamagic feat.
Benefit: A spell cast with Eschew Materials can be cast
with no material components. Spells without material com-

_ ponents are not affected. Spells with material components
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with a cost of more than 1 gp are not affected. An eschewed
spell uses up a spell slot zero levels higher than (the same
as) the spell’s actual level.

REACTIVE COUNTERSPELL [GENERAL]
You can react quickly to counterspells cast by opponents.

Prerequisites: Improved Counterspell, Improved Initia-
tive.

Benefit: Once per round, you can counterspell an oppo-
nent’s spell even if you have not readied an action to do so.
This counterspell action takes the place of your regular
action for the round. You can’t use this feat when flat-
footed.

Normal: Without -this feat, you must ready an action
each round you wish to use a counterspell (see the Player’s
Handbook, page 152).

SPELL GIRDING [GENERAL]
Your spells are particularly hardy, resisting dispel checks
more readily than normal.
Benefit: Any dispel checks against your spells are made
with a —2 penalty.

SPELL THEMATICS [GENERAL]

Your spells have a distinct visual or auditory effect in their

manifestation.
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P-tetequisi;:e: Must be able to cast at least one illusion
spell. . .
- Benefit: Choose a theme for your spellcasting, such as
“ice” or “fire” or “screaming skulls.” All spells you cast have
this theme in the manifestation of their effects, although
this does not actually change the spell in any way. You
cannot use this feat to make your spell manifestations
invisible, and it never causes your spells to deal more
damage because of the visual change. (You may still cast
spells without this thematic manifestation if you so choose:)

For example, if your theme is “fire,” then your magic
missile spell might appear to produce bolts of fire, although
the bolts still are a force effect and cause normal damage,
not fire damage. If your theme is “screaming skulls,” your
fireball might manifest as a small screaming skull that
impacts the target and explodes into a fiery ball that
momentarily resembles a 20-foot-radius burning skull,
although it causes damage exactly like a standard fireball
(and doesn’t cause any sonic damage, despite the screaming
of the skull).

Add +5 to the DC of any Spellcraft check made to iden-
tify a spell cast in this manner.

SPELLFIRE WIELDER-[GENERAL]
You are one of the rare people who have the innate talent
to control raw magic in the form of spellfire.

Benefit: You can use spellfire to absorb spell energy, fire
destructive blasts, or heal others, as described in the Spell-
fire section of the previous chapter.

Special: You can only take this feat as a 1st-level character.
Acquiring this feat requires the approval of the DM.

WIDEN SPELL [METAMAGIC]
You can increase the area of your Spells.

Benefit: A widened burst, emanation, or spread spell has
its radius increased by §0%. Spells that do not have an area
of one of these three sorts are not affected by this feat. A
widened spell uses up-a spell slot three levels higher than
.the spell’s actual level. :

prestige classes

These prestige classes are available to characters in addition

to those presented in the DUNGEON MASTER’s Guide and
the FORGOTTEN REALMS Campaign Setting.-

gnome Artificer

Gnome artificers dabble in technology to create fantastic
devices, delving into shadow miagic when their mundane
equipment is insufficient for the task. Their weapons, armor,
and tools require frequent maintenance and repair but pro-
duce nonmagical effects that rival some arcane spells.
Most gnome artificers are skilled artisans and craftsmen,
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usually rogues, bards, or wizards (illusionists in particular
make good artificers because of their access to shadow
magic). A few rangers and clerics explore this field, but it is
very rare for other classes to become artificers because of
the breadth and depth of skills needed.

Gnome artificer NPCs enjoy trading information and
share a healthy competition for invention and attention.
Sometimes they work together in teams, while others prefer
isolation and private study. Some artificers who retire from
active invention study magic or become advisors on large
engineering projects such as bridges and castles. -

While this prestige class is called the gnome artificer, a
few humans are known for their artificer skills, all of them
from the island nation of Lantan. They refer to themselves
as “Lantanese artificers” but otherwise have the powers of
this prestige class.

Hit Die: d6.

REQUIREMENTS

To qualify to become a gnome artificer, a character must
fulfill all the following criteria.

Race: Gnome (or human from the Lantan region).

Skills: Alchemy 3 ranks, Craft (armorsmithing, black-
smithing, gemcutting, locksmithing, metalworking, trap-
making, or weaponmaking) 8 ranks, Craft (any other two
from the previous list) 4 ranks, Disable Device 2 ranks,
Knowledge (architecture) 4 ranks, Knowledge (engineering)
4 ranks, Profession (apothecary, engineer, or siege engineer)
3 ranks. ) d

Feats: Lightning Reflexes, Skill Focus (any of the above
Craft skills).

Spellcasting: Able to cast 1st-level arcane spells of the
Illusion school. '

CLASS SKILLS
The gnome artificer’s class skills (and the key ability for
each skill) are Alchemy (Int), Appraise (Wis), Concentra-
tion. (Con), Craft (Int), Disable Device (Int), Knowledge
(architecture and engineering) (Int), Listen (Wis), Profes-
sion (Wis), Search (Int), and Use Rope (Dex). See Chapter
4: Skills in the Player’s Handbook for skill descriptions.

Skill Points at Each Level: 4 + Int modifier.

CLASs FEATURES
All the following are class features of the gnome artificer
prestige class. "

Weapon and Armor Proficiency: Gnome sartificers are
proficient with all simple weapons, light armor, medium
armor, and shields. Armor check penalties for armor heav-
ier than leather apply to the skills Balance, Climb, Escape
Artist, Hide, Jump, Move Silently, Pick Pocket, and Tumble.

Artificer Item: A gnome artificer has the ability to craft
nonmagical devices that duplicate the effects of certain
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spells. Rather than using magic to accomplish this, he uses
his knowledge of pistons, gears, lenses, and other simple
mechanical inventions. As a result, an artificer item usually
appears unW1eldy and complex, with many attachments,
lenses, protrusions, wires, and hoses. By default, all artificer
devices use two item spaces: any one space plus either the
“belt” or. “cloak” space. It is possible to build devices that
take up only 6ne space, but they cost twice as much.

An artificer can only craft artificer devices that dupli-
cate the effects of the artificer device powers he knows (see
below). All artificer devices have charges, representing fuel
and other substances needed to provide the effect. After a
certain number of uses, the device ceases to function until
the artificer expends more time and money to rebuild it.
For example, an artificer creates a bracerlike device that
gives its wearer the equivalent of a bulls strength spell; the
device has 50 charges, and when those charges are used, the
device’s power no longer functions until an artificer
rebuilds it. Rebuilding a device costs half as much as it
would cost to make it from scratch.

Making artificer devices requires time and expenditure
of resources as if the artificer were creating a magic item (1 .
day per 1,000 gp of the'base price). However, unlike craft-
ing a magic item, the artificer does not spend XP as a part
of this process. He merely spends the appropriate time and
gold to create the item, using the table below to determine
the base price of the device:

Effect Base Price

50 charges*®, use-activated Power level** X artificer
; . level** x 1,000 gp
Uses only one space Multiply entire cost by 2
*An artificer can create a device with as few as 5 charges,
with the cost reduced proportionally.
**A O-level device power is half the value of a lst-level
device power for determining price.

***An artificer can create a device with an effective artifi-
"~ cer level lower than his own, as long as it is the minimum
artificer level necessary to learn that device power.

TABLE 3—1:.THE gNOME ARTIFICER

For example, a 3rd-level artificer wishes to make a &u/ls
strength device (as described above). Bulls strength is a 2nd-
level device power (see below), so. creating this device with
50 charges at the minimum level costs 2 X 3 x 1,000 gp, or
6,000 gp, and 6 days of work. Once these charges are used,
the device becomes useless. -

Artificer devices follow the rules on page 243 of the’
DUNGEON M ASTER’s Guide for determining costs of items
with multiple abilities. Artificer devices use the same space
limitations as magic items (bracer, helmet, cloak, and so on),
s0 a character cannot wear a device that uses a bracer space
at the same time she wears a pair. of gauntlets of ogre power.

Artificer devices are large and bulky. Multiply the level
of the device power (with O-level device powers counting as
1/2 level) by 1 cubic foot and 5 pounds to get the total
volume and weight of the device (add together the weights
and volumes of devices with multiple powers). They are
large enough to be considered a separate object for the pur-
poses of the strike an object action. A device has 5 hit points
per cubic foot of volume and hardness 10. A device can be
made out of special materials (such as adamantine or
mithral) to increase its hardness or hit points; treat each
cubic foot of the device as a longsword for the purpose of
determining the modifier to the initial base price (the spe-
cial materials do not affect the rebuilding price of the
item).

Gnome Artificer Device Powers: While mages wield
arcane power and clerics manipulate divine energy, the artif-
icer uses mundane tools and strange reagents to produce
impressive.results. Like a neophyte wizard with a small
repertoire of spells, an artificer starts with a few technolog-
ical tricks that he has mastered: As he gains levels, the artif-
icer learns.new device powers automatically as shown on
Table 3—1: The Gnome Artificer. The artificer can also pur-
chase information on other device powers from other artifi-
cers or find them in books of crafting, with the prices and
value of such objects equal to a scroll of the equivalent spell
level. For example, Hendark Steelwire is a 1st-level gnome
artificer. During his travels he encounters Waywocket
Gemcracker, another gnome artificer, and he pays her 25

Class Base Fort Ref Will Device Powers Known

Level Attack Bonus Save Save Save Special 0 a Ay i) 3 4
dagt e +0 +0 +2 +0 Artificer item 4 2 - — -

. 2nd +1 +0 +3 +0  Bonus item 3 2 - — -
3rd +2 +1 +3 +1 Skill Focus 5 3 1 — -
4th +3 ’ +1 +4 +1 Bonus item 6 3 2 - —
Sth +3 +1 +4 +1 Salvage 6 4 2 1 —
6th +4 42 +5 +2 Bonus item 7 4 3 2 L —
7th +5 +2 +5 +2 Prototype 7 ) 3 Dwy
8th +6 +2 +6 +2 Bonus item 8 5 4 i3 2

1. 9th +6 +3 +6 +3 Shadow effect 8 ) 4 3 2
10th +7 . +3 +7 " +3  Bonus item 9 b 5 4 3
24
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gp for the secret to one of the 1st-level device powers he
doesn’t know.

- To learn a device power or create an item with it, an artif-
icer must have an Intelligence score of at least 10 + the
power’s level. The Difficulty Class for saving throws is 10 +
the level of the device power + the ability bonus of the min-
imum ability score needed to learn that device power.

Activating a device is a standard action that does not
draw an attack of opportunity. Most device powers rely
upon completely
nonmagical meth-
ods. Devices that use -
these powers func-
tion normally in an
antimagic field and
cannot be counter-
spelled or disrupted.

A few device pow-
ers push the bound-
aries of mundane
technology and actu-
ally dip into the
powers of the school
of Illusion (shadow).
Such powers are
marked in the list
below with double
asterisks and are
treated as supernatu-
ral abilities—they do
not function within
an antimagic field, but cannot be counterspelled or dis-
rupted. The gnome artificer must be at least 9th level to
incorporate these powers in one of his devices.

Because the device powers duplicate the abilities of - the
appropriate spells exactly, their effects overlap (do not
stack) with the effects of the spell they duplicate. There-
fore, a device that grants ca?’s grace does not stack with the
arcane spell caf’s grace.

Gnome artificer

*

GNOME ARTIFICER DEVICE POWERS LiIST

O-level—acid splash*, detect poison, electric jolt*, flare,
Horizikauls cough®, launch bolt*, light, mage hand, ray of
Srost.

1st-level—burning hands, detect undead, corrosive
grasp®, endure elements, expeditious retreat, feather fall,
grease, Horizikaul's boom™, jump, Kaupaer’s skittish nerves®,
launch - item*, low-light wvision™, obscuring mist, shocking
grasp, spider climb.

. 2nd-level—batzter-

ing ram*, bulls
strength, cafs grace,
darkvision, daylight,
flame dagger*, fog
cloud, glitterdust,
Melf’s acid arrow,
see invisibility, shat-
ter; speed swim™.

3rd-level—flame
arrow, fly*, gust of
wind, haste*, light-
ning bolt, shatterfloor”,
sleet storm™, stinking
cloud, water breathing.

4th-level—ice
storm™, quench, rust-
ing grasp, shout, solid
Jog, wall of fire™,
wall of ice™.

*New spell from this book.
**Requires the shadow effect ability.

Bonus Item: At 2nd- level, the gnome artificer gains a
single-function $O-charge device of any device power he
knows. The item functions at his artificer level. The artifi-
cer is assumed to have been working on this item in his
spare time, and does not need to spend any money or time
to acquire the item. The gnome artificer gains another

% N ~ artificer protowpe mishaps

s

A device malfunctions when a mishap occurs, usually in a

~* Device causes 1d6 points of damage per device power

reversed or harmful manner. The DM determines what

sort of mishap. oceurs, with the malfunction causing 1d6
points of damage-per device power level as a default.

o If tixe device power is a rangéd efflect, it strikes the user

" or an ally instead of the intended target, or a random
target nearby if the user was the intended target.

+ If the device power is a tanged effect, it takes effect at
some random location within range.

£5)

level to the user:

+ Device damag&s user as above and loses lle additional charges.

¢ Device damages user_as above and ceases to function
until the artificer has rebuilt the device, costing 1/10
the normal base price.

* Device activates 1d4 rounds later than intended, select-
ing a random target if a ranged effect.

. Devme activates 1d4 hours later than intended, select-
ing a random target if a ranged effect. -

)
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bonus item every even-numbered level thereafter.

Skill Focus: At 3rd level, the gnome artificer gains the

Skill Focus (Disable Device) feat.

Salvage: An artificer of at least Sth level can dismantle
a device (whether built by him or by another artificer) and
use its pieces as parts for another device. This reduces the
‘base price of the new device by 1/2 the market price of the
device being lismantled. A device without full charges is
worth only a percentage of its ariginal market price equal
to the percentage of charges remaining. z

- Prototype: Beginning at 7th level, an artificer can make
a device that has a device power that he doesn’t know. These
prototype items cost double the normal amount and are
unreliable. Every time an artificer uses a prototype ability,
he must make an artificer level check (DC = device power’s
artificer level +1) to activate the device successfully. Any
other creature trying to activate the prototype device power
has a 3 penalty on this check. Failure indicates a mishap
(see the Artificer Prototype Mishaps sidebar on the previous
page). If a mishap occurs, the:charge for that attempted use
is expended, regardless of the mishap’s outcome.

The device power used in a prototype must be on the
device power list, and the artificer can’t build a prototype
that incorporates powers requiring the shadow effect ability
until he reaches 9th level.

Shadow Effect (Su): Startmg at 9th level, the artxﬂcer
can make devices that draw upon the power of shadow to
produce supernatural effects. He may now incorporate
powers on the list marked with double asterisks.

Guild wizard of warerdeep
The Watchful Order of Magists and Protectors is one of the

most powerful guilds in Waterdeep, but most Waterdha- -

vians are barely aware of its existence. The Lady Master of
the Order, Mhair Szeltune, chooses to take a strictly neu-

tral stance in the political and economic affairs of the city.
~ She encourages the wizards of the order to pursue the art of
magic and leave politics to others. The wizards of the order

study and exchange information, create magic items to help
support the guild’s financial independence, and offer" their
services to others in the city as watch-wizards or fire guards
(wxzards armed with spells and magic items to combat
fires). The order’s strict political ‘neutrality and assistance
to others in the city has paid dividends, for althéugh the
populace may not know much about the order’s members,’
neither do they have cause to fear them.

The majority of the order’s members are wizards, but
other arcane spellcasters are welcome as well. Sorcerers are
drawn to the order and bards are occasionally’ associate
members, gaining access to much the same information as
do the wizards, but deriving less immediate benefit from it,
since they acquire their spells differently from wizards.

Guild wizards of Waterdeep are most likely permanent
residents of or long-term visitors to the city of that name,
though they can be found wandering across the lands. As
many different personalities among the Order exist as there
are wizards.

This prestige class can serve as a model for the DM to
develop similar prestige classes for other possible guilds in
the Forgotten Realms. A member of the Arcane Brother-
hood in Luskan may share some of the abilities of a mem-
ber of the Watchful Order of Magists and Protectors in
Waterdeep (most likely, access to a spellpool), but in other
ways will be very different.

Hit Die: d4.

REQUIREMENTS

To qualify .to become a guild wizard, a character must ful-
fill all the following criteria. Z

Alignment: Any nonevil.

Skills: Alchemy 4 ranks, Knowledge (arcana) 8 ranks,
Scry 4 ranks, Spellcraft 8 ranks.

Feats: Scribe Scroll, any one metamagic feat, and either
Spell Penetration or Spell Focus (choice of school).

Spellcasting: Ability to cast 3rd-level arcane spells.

Special: Prospective members must pay an initiation fee
of 1,000 gp. *

TABLE 3—2:.THE GUILD WIZARD 0f WATERDEED

Class Base Fort Ref Will

Level Attack Bonus Save Save Save Special Spells per Day |
Ist +0 +0 +0 +2 Membership, unproved spell acquisition +1 level of existing class

. 2nd +1 . +0 +0 +3 " Spellpool I +1 level of existing class
3rd +1 +1 +1 +3 Bonus item creation feat +1 level of existing class
4th 2L o] +1 +4 Bonus language +1 level of existing class
Sth +2 +1 +1 . +4 Improved Counterspell +1 level of existing class
6th +3 o2 +2 +5 Spellpool 1T +1 level of existing class
7th +3 +2 +2 2) Focused dispel +1 level of existing class °
8th +4 +2 +2 +6 Bonus language +1 level of existing class
9th +4 +3 +3 +6 Break enchantment spell +1 level of existing class
10th +5 . 43 +3 " +7  Spellpool I11 +1 level of existing class

) J
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CLASS SKILLS
The guild wizard’s class skills (and the key ability for each
skill) are Alchemy (Int), Concentration (Con), Craft (Int),
Knowledge (any) (Int), Profession (Wis), Scry (Int), and
Spellcraft (Int). See Chapter 4: Skills in the Player’s Hand-
ook for skill descriptions.

Skill Points at Each Level: 4 + Int modifier.

CLAss FEATURES
All the following are class
features of the guild wizard
prestige class.

Weapon and Armor Profi-
ciency: Guild wizards gain no
proficiency with any weapon
or armor.

Spells per Day: A guild
wizard’s training focuses on
magic. Thus, when a charac-
ter gains a new level of guild
wizard, she gains new spells
per day as if she had also
gained a level in whatever
spellcasting ‘ class she be-
longed to before she added
the prestige class. She does
not, however, gain any other
benefit a character of that
class would have gained
(metamagic or item creation
feats, for example).

If a character had more
than - one spellcasting class
before she became a guild
wizard, she must decide to _
which class she adds each level of guild wizard for purposes
of determining spells per day when she adds the new level.

Membership: The character becomes a full member of
the Watchful Order of Magists and Protectors. She is enti-
tled to vote on issues before the entire membership, use the
order’s library and workrooms (though access to these facil-
ities is based upon seniority), and replenish her store of
material components (common components are usually
free or carry a nominal fee, while components that carry a
gold piece value are available “at cost”).

Membership in the order incurs. the following duties and
responsibilities:

* Monthly membership dues of 25 gp (payable up to 1
year in advance);

* Obedience to the rulings of the masters; ,

* Aid to other members in time of need (this normally
means aiding other order members who are in danger, but

Guild wizard

can mean aiding them in their other endeavors as well); *
* Defense of the city of Waterdeep when called upon by
the Masters or legitimate authorities of the Waterdha-
vian government; and
* Devotion of personal time and energy to the order (10%
XP penalty).

This last is usually considered the most onerous require-
ment of membership in the order. Each season, a member
must spend ten days directly
aiding the order. This can
mean anything the Masters
deem it to mean: working with
the city guard, serving as an
arcane guardian for a private
concern, taking a turn as city
fire watch, creating magic
items, performing administra-
tive duties, and so on. The
form this aid takes need not be
detailed unless the DM and
player wish to do so. Regard-
less of its form, it results in an
XP penalty of 10%, cumula-
tive with any other penalty
the . character has' incurred

This represents the cost of cre-

. ating magic items solely for
the order, XP costs for spell-
casting, and other personal
energies contributed to the
order. (The character still pays
full gp and XP costs for any
magic items created solely for
her own use.)

Improved Spell Acquisition: At each level of ad-
vancement in the guild wizard prestige class, a character
gains three spells of her choice of any level she can cast to
add to her spellbook.

Spellpool (Sp): Beginning at 2nd level, members of the
Watchful Order of Magists and Protectors can call lst-
through 3rd-level spells from a common source known as a
spellpool. At 6th level, they may call up to 6th-level spells
from the spellpool, and at 10th level they may call spells of
up to 9thlevel from the'spellpool. See the Spellpool descrip-
tion in the previous chapter.

Bonus Item Creation Feat: At 3rd level, a member of the
order may select a bonus Item Creation feat (she must still
meet the prerequisites for gaining the feat).

Bonus Language: Members of the order study the Art
across cultural boundaries. As such, they pick up other lan-
guages so that they may enhance their studies. The charac-
ter may add one additional language to the list of those she

(such as from multiclassing).
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already knows. She may include ancient languages (see the
section on Language in Chapter 3: Life in Faeriin in the
FORGOTTEN REALMS Campaign Setting).

Improved Counterspell Feat: At Sth level, the charac-
ter gains'the Improved Counterspell feat. City officials
call upon the order to assist in preventing widespread
destruction when rogue spellcasters threaten the city. As a
result, the order has perfected its ability to use counter-
spell techniques to eliminate the threat of such reckless
magic use. The Masters feel
that this is preferable to
harming the irresponsible
magic user, leaving the pun-
ishment of such a person to
the city authorities.

Focused Dispel: Sometimes
members of the order must
deal with lingering magical
effects. Over the years, ‘its
members have developed more
effective dispelling skills. Be-
ginning at 7th level, they may
add +2 to any caster level
checks made to dispel magic.

Break Enchantment Spell:
At 9th level, the b&reak
enchantment spell is added to
the 4th-level spell list of the
guild wizard of Waterdeep. He
or she must still learn the spell
in order to cast it, just as with
any other spell.

HO.FPGI‘ MO(;'G

Wizards and sorcerers have

been part of the Harpers since
~ the organization’s inception.
Many of its senior members today are powerful mages.
Among the organization’s principal allies are several influ-
ential wizards and sorcerers who have made some of their
accumulated knowledge available to the Harpers. Mystra,
the deity of magic, is one of the patron deities- of the
Harpers; her predecessor was one of the deities who met at
the Dancing Place centuries ago to inspire the founding of

TABLE 3—3: THe HARPER MAGE

Class Base Fort Ref Will
Level Attack Bonus Save Save Save  Special
18t - +0 40 +0 +2
2nd +1 +0 +0 +3 Arcane theory
3rd +1 +1 +1 +3 Extend Spell
4th +2 +1 +1 +4 Eschew Materials

Sth +2 . +1 +1 7 +4 )

Harper mage

Harper knowledge, Oghma’s insight

Mystra’s grace

the organization. With such a rich magical tradition, it is
inevitable that Harpers would develop some of “their own
magical lore and techniques to pass on to their agents.

The Harper mage has two principal responsibilities. The
first of these is aiding the Harpers with spells and arcane
knowledge. This aid might-include anything from casting

spells in a battle in which Harper agents are involved to'

using divination magic to find a missing Harper to exam-
ining a vanquished Red Wizard’s personal spellbooks. Of
' course, many Harper mages
are agents themselves; using
their. magic to investigate the
activities of any number of
evil groups.

The other primary responsi-
bility of the Harper mage is to

lore, particularly that dealing
with arcane discoveries. Harper
mages do not limit themselves to
Jjust the study of arcana, however.
Many a mage becomes an expert
in other fields as well. Some
study nature, supplementing the
knowledge and wisdom offered
by druids. Others study history,
synthesizing their understanding
of ancient magical lore with an
insight into what forces of his-
tory may have played a part in
shaping a particular approach to
magic. Although perhaps not the
equal of some of the more distin-
guished sages of the Realms,
these Harper scholars are never-
theless respected in their own
right.

Wizards, sorcerers, and bards
all make fine Harper mages. Multiclassed rogue/wizards and
rogue/sorcerers are also common among their ranks.

Harper mages generally travel in the company of other
Harpers .or allies of similar outlooks. Even alone, the
Harper mage can count on support from those friendly to
the Harper cause.

Hit Die: d4.

Spells per Day

+1 level of existing class
+1 level of existing class °
+1 level of existing class
+1 level of existing class
+1 level of existing class
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study, record, and pass on ancient
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REQUIREMENTS

To qualify to become a Harper mage, a character must ful-
fill all the following criteria.

Alignment: Any nonevil.

Skills:- Concentration 4 ranks, Knowledge (arcana) 8
ranks, Knowledge (any other) 4 ranks, Scry 4 ranks, Sense

- Motive 2 ranks, Spellcraft 8 ranks. -

Feats: Alertness, Education, Extend Spell.

Spellcasting: Ability to cast 3rd-level arcane spells.

Special: Sponsorship. by a member of the Harpers,
approval of the High Harpers.

CLASS SKILLS
The Harper mage’s class skills (and the key ability for each
skill) are Alchemy (Int), Bluff (Cha), Concentration (Con),
Craft (Int), Decipher Script (Int), Diplomacy (Cha), Dis-
guise (Cha), Gather Information (Cha), Hea] (Wis), Hide
(Dex), Innuendo (Wis), Knowledge (any) (Int), Listen
(Wis), Move Silently (Dex), Perform (Cha), Profession
(Wis), Ride (Dex), Scry (Int), Sense Motive (Wis), Speak
Language (Int), Spellcraft (Int), and Spot (Wis). See Chap-
ter 4: Skills in the Player’s Handbook for skill descriptions.

Skill Points at Each Level: 4 + Int modifier.

CLASS FEATURES -
All the following are class features of the Harper mage
prestige class. :

Weapon and Armor Proficiency: Harper mages are pro-
ficient with simple weapons. They gain no proficiency in
the use of any armor.

Spells per Day: A Harper mage’s training focuses on
magic. Thus, when a character gains a new level of Harper
mage, she gains new spells per day as if she had also gained
a level in whatever arcane spellcasting class she belonged to
before she added the prestige class. She does not, however,
gain any other benefit a character of that class would have
gained (metamagic or item creation feats, for example).

If a character had more than one arcane spellcasting
class before she became a Harper mage, she must decide to
which class she adds each level of Harper mage for purposes
of determining spells per day when she adds the new level.

Harper Knowledge: Like a bard, a Harper mage has a
knack for picking up odd bits of knowledge. This ability
works exactly like the bardic knowledge ability of the bard

TasLe 3—4: THe HARPER PDRIEST

Class Base Fort Ref Will

« Level Attack Bonus Save Save Save Special
Ist - +0 +2 ° +0 +2
2nd - L +3 +0 +3 Blessing
3rd +2 43 +1  +3  Blessing
4th +3 +4 +1 +4  ‘Blessing
Sth "~ 43 o +1 +4  Blessing

Blessing, Harper knowledge

class. If a Harper mage has bard levels (or levels in another
class with the same ability, such as loremaster or Harper
scout), her Harper mage levels and bard levels (or levels in
the other appropriate class) stack for the purpose of using
Harper knowledge.

Oghma’s Insight: As lorekcepers, Harper mages develop
a keen interest in many fields. The Harper mage gains a
free Skill Focus feat in any one Knowledge skill.

Arcane Theory: At 2nd level, the Harper mage gains a
free Skill .Focus feat in either Spellcraft or Knowledge
(arcana). This represents an- introduction to theories of
magic from other civilizations through study and preserva-
tion of old lore.

" Extend Spell: In their studies of history and lore, Harper
mages have learned something of ancient magic, including
rudimentary elements of the »#zyzhal magic of the elves. These
discoveries allow them to power a few of their spells each day,
allowing them to last longer than normal. The Harper mage
may cast a spell as if it were under the effect of the Extend
Spell feat without affecting the casting time or spell slot of
the spell. The Harpér mage can use this ability a number of

-times per day equal to 1 + his Charisma bonus.

Eschew Materials: Further studies into the secrets of
magic give Harper mages the ability to cast their spells
without resorting to material components. This ability
grants the Harper mage the Eschew Materials feat.

Mystra’s Grace: Harper mages gain a +2 m51ght bonus on
all saves against magical effects.

Harper priest

Nearly every Harper recognizes the importance of the
deities who inspired the creation of the Harpers: Deneir,
Eldath, Lliira, Mielikki, Milil, Mystra, Oghma, Seline, Sil-
vanus, and Tymora; and the elven deities Aerdrie Faenya,
Angharradh, Corellon Larethian, Erevan Ilesere, Fenmarel
Mestarine, Hanali Celanil, Labelas Enoreth, Rillifane Ral-
lathil, Sehanine Moonbow, and Solonor Thelandira. Some,
however, choose to pursue a closer relationship with these
deities who came together at the Dancing Place.

Although most Harper priests are human, half-elven, or
elven clerics who have selected one of the deities listed
above as their patron, the Harpers recruit their members
from many backgrounds, cultures, and religious affiliations,
as long as those deities do not promote evil ends or wanton

Spells per Day

+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level.of existing class




destruction. Human druids, dwarven paladins, gnome
rangers, halfling rogue/clerics of Brandobaris, and many
others are all welcome. Deities whose portfolios and inter- *
ests particularly parallel those of the Harper patron deities
include Akadi, Azuth, Chauntea, Gwaeron Windstrom,
Lathander; Lurue, Red Knight, Savras, Shaundakul, Shial-
lia, Valkur, and many of the neutral- or good-aligned deities

of the various racial pantheons.
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Diplomacy (Cha), Handle Animal (Cha), Heal (Wis), Intuit
Direction (Wis), Knowledge (any) (Int), Listen (Wis), Per-
form (Cha), Profession (Wis),. Scry (Int), Sense Motive
(W is), Spellcraft (Int), Spot (Wis), Swim (Str), and Wilder-
ness Lore (Wis). See Chapter 4: Skills in the Tlayers Hand-
book for skill descriptions.
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Skill Points at Each Level: 4 + Int modifier.

Harper priests can be found on thelr own or in the com-

pany of other Harpers or allies

of similar outlooks. Even

alone, the Harper priest can

count on support from those

friendly to the Harper cause.
Hit Die: d8.

REQUIREMENTS

To qualify to become a Harper
priest, a character must fulfill
all the following criteria.

Alignment: Any nonevil.

Skills: Diplomacy 4 ranks,
Knowledge (arcana) 4 'ranks,
Knowledge (religion) 8 ranks,
Spellcraft 8 ranks.

Feats: Alertness, Iroq Will.

Spellcasting: Ability to cast

3rd-level divine spells.

Special: Sponsorship by a
member of the Harpers, ap-
proval of the High Harpers.
Also, the character’s patron deity
must be nonevil and not one
devoted to wanton destruction.

CLASS SKILLS
The Harper priest’s class skills

~ (and the key ability for each skill) are Animal Empathy
(Cha, exclusiye skill), Concentration (Con), Craft (Int),

_TABLE 3—5: HARPER PRIEST BLESSINGS

Level + Wis
Modifier Blessing

i Eldath’s Pool
- Silvanus’s Staff
Deneir’s Eye
Milil’s Voice
Mielikki’s Step
Lliira’s Heart
Oghma’s Insight
Selane’s Radiance
Mystra’s Grace
Tymora’s Smile
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CLASS FEATURES
All the following are class fea-
tures of the Harper priest
prestige class.

Weapon and Armor Profi-
ciency: Harper priests are profi-
cient with all simple weapons.
They are also proficient with all
types of armor (light, medium,
and heavy) and shields.

Spells per Day: A Harper
priest’s training focuses on
magic. Thus, when a character
gains a new level of Harper
priest, she gains new spells per
day as if she had also gained a
level in whatever divine spell-
casting class she belonged to
before she added the prestige
class. She does not, however, E
gain any other benefit a char-
acter of that class would have
gained (improved chance of
controlling or rebuking un-
dead, metamagic or item cre-
ation feats, and so on).

If a character had more
than one divine spellcasting
class before she became a Harper priest, she must decide
to which class she adds each level of Harper priest for

qosign@, 192qo1py g wosvussnyyy
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Harper priest

Effect

May create water 1/day as a cleric equal to her highest divine spellcasting level
Weapon Focus (quarterstaff) feat

+2 holy bonus on saves against glyphs, runes, and symbols

+1 holy bonus on all Charisma-based skill checks

Add +10 ft. to speed in light or medium armor

+2 holy bonus on saves against compulsion and fear effects

Skill Focus (any Knowledge) feat

Low-light vision (or double range of existing low-hght vision)

+2 insight bonus on saves against magical effects

Once per day may add +2.luck bonus to single saving throw (can be added af ter save
result is'known)

\
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purposes of &etermining spells per day when she adds the
new level.

- Blessings: At each level, a Harper priest may choose one
blessing from Table 3-5: Harper Priest Blessings. Her
Harper priest level plus her Wisdom bonus determines
which blessings she can select. (She may select a lesser bless-

“ing than the highest possible if she so chooses.) She can’t

choose the same blessing twice.

Harper Knowledge: Like a bard, a Harper priest has a
knack for picking up odd bits
of knowledge. This ability
works exactly like the bardic
knowledge ability of the
bard class. If a Harper priest
has bard levels (or levels in
another class with the same
ability, such as loremaster or
Harper scout), her Harper
priest levels and bard levels
(or levels in the appropriate
other class) stack for the
purpose of using bardic
knowledge.

Incanfotrixg

The incantatrixes are the
practitioners of metamagic
in Faerlin, studying spells
that affect other spells and
having a particular fondness
for magic that thwarts extra-
planar beings.

Most incantatrixes are
skilled wizards or sorcerers,
although a small number of
bards study this type of
magic. Few are multiclassed as clerics or druids because
those classes often rely on extraplanar entities, which con-
flicts with the incantatrix’s focus. :

Incantatrix NPCs usually act independently, but some-
times join together to solve a common problem. Since they
dislike extraplanar intrusions on the Material Plane, most
incantatrixes see the destruction of active gates to other
planes as their responsibility, and an incantatrix is usually a
knowledgeable source of information on functional gazes in
the area. Because they have little offensive combat magic
against normal creatures, they prefer to avoid combat or
travel with companions who balance their shortcomings.

Hit Die: d4.

RE(LUIREMENTS
To quahfy to become an incantatrix, a character ‘must f ul-
fill allithe following criteria.

Incantrix

Skills: Concentration 4 ranks, Knowledge (arcana) 8
ranks, Knowledge (the planes) 8 ranks, Spellcraft 4 ranks.
~ Feats: Iron Will, any metamagic feat.

Spellcasting: Able to cast 3rd-level arcane spells.

CLASS SKILLS

The incantatrix’s class skills (and the key ability for each
skill) are Alchemy (Int), Concentration (Con), Craft (Int),
Heal CWls) Intimidate (Cha), Knowledge (arcana) (Int),
Knowledge (the planes) (Int),
Profession (Wis), Scry (Int),
and Spellcraft (Int). See
Chapter 4: Skills in the
Player’s Handbook for skill
descriptions.

Skill Points at Each Level
2 + Int modifier.

CLAss FEATURES
All the following are class
features  of the incantatrix
prestige class.:

Weapon and Armor Profi-
ciency: Incantatrixes gain no

or armor.
Spells per Day: An incanta-
. trix continues to study stan-
dard magic as well as pursu-
ing studies in metamagic.
Thus, when a new incantatrix
level is gained, the character
gains new spells per day as if
she had also gained a level in
a spellcasting class she be-
longed to before becoming an
incantatrix. She does not, however, gain any other benefit a
character of that class would have gained (bonus metamaglc
or item ereation feats, for example).

If a character had more than one spellcasting class
before she became an incantatrix, she must decide to which
class she adds each level of incantatrix for purposes of de-
termining spells per day when she adds the new level.

School Specialization: Upon becoming an incantatrix, the
character chooses to focus. her studies on protective and meta-
magic, forsaking other types of spells. In effect, the incanta-
trix is a specialist in the school of Abjuration (gaining all the
benefits of specializing in a school), and the incantatrix must
choose an additional prohibited school or schools using the
rules on page 54 of the Player’s Handbook (although an incan-
tatrix can never choose Transmutation as an opposed school).
The incantatrix can never again learn spells from that pro-
hibited school or schools. She can still use the prohibited spells

proficiency with any weapon
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she knew prior to becoming an incantatrix, including using
items that are activated by spell completion or spell trigger.

If the incantatrix already is a wizard specialized in Abjuration, '

she does not need to choose another prohibited school. A bard
or sorcerer who becomes an incantatrix must still choose a
prohibited school to gain the benefits of specialization.

Send Away (Ex): The incantatrix gains a +2 bonus to all
dispel checks‘and caster level checks to harm, banish, or
overcome the spell resistance of outsiders. This includes
dispel checks to dispel a summon monster spell. =

Bonus Metamagic Feat: At 1st, Sth, and 10th level, the
incantatrix may select a bonus metamagic feat.

See Ethereal (Su): Once per day, an incantatrix of 3rd
level or greater can see into the Ethereal Plane for a
number of rounds equal to her class level. She can see ethe-
real creatures up to 60 feet away, although they appear
gray and insubstantial (as objects on.the Material Plane
appear to ethereal creatures). This does not give her any
additional ability to attack ethereal creatures, but she can
utilize spells and effects that-affect ethereal creatures (such
as force effects and abjurations) normally, so she could cast
a magic missile at an ethereal creature.

Strike Ethereal (Su): Beginning at 4th level, the incanta-

trix can alter her spells so they strike ethereal targets that
she can see. Altering a spell in this way works similar to a
sorcerer using a metamagic feat—spells with a casting time
of one action become full-round spells, and spells with a
longer casting time take an extra full-round action to cast.

The altered spell takes effect on the Ethereal Plane instead

of the Material Plane.

Hardy Spirit (Su): At 6th level, the incantatrix becomes
immune to death effects and energy drain attacks.

Instant Metamagic (Su): Once per day, the 7th-level

incantatrix can use a single metamagic effect of any meta- -

magic feat she knows on a’ spell without preparing it
beforehand (i a wizard) or increasing its casting time (if a

~ sorcerer or bard). The wizard’s prepared spell works as if

prepared with the metamagic feat except it uses the same
spell slot. A sorcerer or bard’s spell is cast without the
adjustment to the casting time but works as if cast with the

TABLE 3—6:. THE INCANTATRIX

Class Base Fort Ref Will
Level Attnck Bonus Save Save Save Special
Ist +0 +0 +0 +2 Bonus metamagic feat
. 2nd +1 +0 +0 +3  "Send away
3rd +1 +1 +1 +3 See ethereal
4th A S | +1 +4 Strike ethereal
Sth +2 +1 +1 +4 Bonus metamagic feat
6th +3 _#2 +2 +5 Hardy spirit
7th +3 +2 +2 +5
8th +4 +2 +2 +6 Improved metamagic
9th +4 +3 +3 +6

10th +5 . +3 +#3 " +7 '

Instant metamagic 1/day

Instant metamagic 2/day
Bonus metamagic feat, drain item
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metamagic feat. A 9th-level incantatrix can use this power
twice per day. New,
Improved Metamagic (Su): At 8th level, the incantatrix
has mastered metamagic to such an extent that whenéver
she uses a metamagic feat, the feat’s level increase upon a

spell is reduced by one (this can’t reduce an increase to less

than one level, or less than zero levels if the increase is’

already +0). For example, an incantatrix wizard could pre-
pare a quickened fireball as a Gth-level spell mstead of a
7th-level spell.

Drain Item (Sp): An incantatrix of 10th level can drain
a charge from a charged magic.item, using the magic to
heal herself. If the item drained is a staff, the spell level is
that of the lowest-level spell that uses a single charge. She
gains 1d6 hit points per spell level of the charge drained. If
the incantatrix has reached her maximum hit points, any
additional hit points acquired are temporary hit points
(maximum +20) that disappear after 10 minutes. A crea-
ture gets to make a Will save (DC 10) to'prevent one of its
held or carried items from being drained.

mage-giller

Mage-killers are a rare breed. They master magic designed
for combat against other spellcasters. They learn not only
combat skills such as might be taught to a warrior, but also
spells that target the weaknesses of their foes. Some use
traps, others use weapons, but all hone their magical skills
to a fine point, for it is those skills that distinguish them
from the usual ran of hunters and killers. They develop
friendships with the sorts of people who can 1ead them to
their foes, but the dirty business of overcoming those foes
they take upon their own shoulders.

Most mage-killers are essentially bounty hunters special-
izing in a particular sort of prey. Some, however, follow
such a path out of religious conviction. Ironically, followers
of both Azuth and Shar use mage-killers in the pursuit of
their respective deity’s aims. The church of Azuth believes
in the responsible use of magic. This prevents others not
gifted in the Art from treating all spellcasters as enemies,

Spells per Day |

+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class °
+1 level of existing class
+1 level of existing class
+1 level of existing class
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but also presérves the very Weave itself. Azuth’s followers
usually first offer a warning to any spellcaster who abuses
the powers he possesses. Failing that, however, they increase
the response, until at last they are forced to send a mage-
killer to-defeat the reckless spellcaster.

Shar’s followers, of course, concern themselves with the
Weave only insofar as it affects the Shadow Weave. Their
mage-killers instead seek out prominent Weave users and
kill them publicly as a warning to those who oppose their
deity and as a demonstration
of the power of the Shadow
Weave. Through such means,
Shar’s followers hope to
weaken Mystra’s power over
magic. So far, her followers
have had little success in
weakening Mystra’s might,
since the sorts of spells they
prefer are not all so well
suited to overcoming other
spellcasters. What mages
they have killed were as
often as not taken down by
her deadly Dark Moon sor-
cerer-monks: But if they
seem, on the surface, - less
well suited to the task of
killing other spellcasters,
their fanatical devotion to
their deity’s cause more than
makes up for it.

Hit Die: d4.

REQUIREMENTS
To qualify to become a mage-
killer, a character must ful-
fill all the following criteria.
Skills: Spellcraft 10 ranks.
Feats: Great Fortitude, Lightning Reflexes, Combat
Casting, Martial Weapon Proficiency (any).

TABLE 3—7: THE MAGE-KILLER

Class Base Fort Ref Will
Level Attack Bonus Save Save Save  Special
I +0 . +0 +0 +2 Improved saves
2nd +1 +0 +0 +3
3rd +1 +1 +1 +3 Improved saves
4th +2 +1 +1 +4 Spell Focus
Sth +2 +1 +1 +4 Improved saves
6th +3 +2 42 +5 Spell Focus
7th L R +2 +2 +5 Improyed saves
8th +4 +2 +2 +6  Spell Focus
9th +4 +3 +3 +6 Improved saves
10th +5 +3 +3 +7

Mage=rkiller

Augment summoning -

Spell Focus feat

Spellcasting: Ability to cast 4th-level arcane.or divine

spells. Ability to cast at least three spells that require For-
titude saves and at least three spells that require Reflex
saves. (A spell that inflicts damage but allows no saving
throw can substitute for any of these required spells.)

CLASS SKILLS

The mage-killer’s class skills (and the key ability for each
skill) are Concentration (Con), Craft (Int), Gather Infor-
mation (Cha), Intimidate
(Cha), Knowledge (any) (Int),
Scry (Int),-and Spellcraft
(Int). See Chapter 4: Skills in
the Player’s Handbook for
skill descriptions.

Skill Poi;lts at Each Level:
2 + Int modifier.

CLASs FEATURES
All the following are class
features of the mage-killer
prestige class.

Weapon and Armor Profi-
ciency: Mage-killers gain no

or armor.
Spells per Day: A mage-
- killer’s training focuses on
magic. Thus, when a charac-
ter gains a new level of mage-
killer, she gains new spells per
day as if she had also gained a
level in whatever spellcasting
class she belonged to before
she added the prestige class.
She does not, however, gain
any.other benefit a character of that class would have
gained (improved chance of controlling or rebuking undead,
metamagic of item creation feats, and so on).

Spells per Day
+1 level of existing class
-+1 level of existing class
+1 level of existing class
+1 level of existing elass
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level.of existing class

proficiency with any weapon
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If a character had more than one spellcasting class
before she became a mage-killer, she must decide to which
class she adds each level of mage-killer for purposes of
determining spells per day when she adds the new level.

Improved Saves: The mage-killer learns to improve his
resistance to the very sorts of spells he uses against others. At
1st level, and every odd-numbered level thereafter, he gains
a +1 bonus oh either his Fortitude or Reflex save. These
bonuses stack.

Augment Summoning: At
2nd level, the character gains
the Augment Summoning
feat.

Spell Focus feat: At 4th
level, the character gains a
bonus Spell Focus feat in one
of the following schools: Con-
juration, Evocation, Necro-
mancy, or Transmutation.
Every even-numbered level
thereafter, the character gains
another bonus Spell Focus

;“ feat in one of these schools,
' until at 10th level the mage-
f killer has Spell Focus for all

% 1 four schools listed.

l - Master

5 .

= Alchemist

The master alchemist is a
spellcaster who specializes in
producing potions and elixirs
that reproduce the effects of
spells of 4th level or higher.
Even spellcasters who dabble
in alchemy gain the ability to
~ improve the rate at which they can produce potions, which
for adventuring spellcasters can reduce the amount of time
they must spend preparing for their next quest. At its high-

TABLE 3—8: . THE MASTER ALCHEMIST

10th

34

Master Alchemist

Class Base Fort Ref Will

Level Attack Bonus Save Save Save  Special
st +0 +0 +0 +2 Brew 2/day

. 2nd +1 +0 +0 +3 " Brew Potion (4th)
3rd +1 +1 +1 +3 Brew Potion (3th)
4th +2 +1 +1 +4 Brew Potion (6th)
Sth +2 +1 +1 +4 Brew 3/day
6th +3 +2 +2 +5 Improved identification
7th +3 +2 +2 +5 Brew Potion (7th)
8th +4 +2 +2 +6 Brew Potion (8th)
9th +4 +3 +3 +6 Brew 4/day

+5 +3 O

Brew Potion (9th)
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est levels, the alchemist prestige class allows spellcasters to
create potions that reproduce some of the most powerful
magical effects available.

All master alchemists need sufficient space in which to
work, as well as the right equipment and raw materials. A
sizable work table is the minimum space necessary to create

alchemical substances and brew potions. Your Dungeon’

Master may also require that the character have an
alchemist’s lab (see page 110 of the Player’s Handbook).
' Finally, the character must
provide the raw materials.
These cost half the market
price of the finished potion.

. Hit Die: d4.

REQUIREMENTS
To qualify to become a mas-
ter alchemist, a character
must fulfill all the following
criteria. :

Skills: Alchemy 10 ranks,
Spellcraft 10 ranks.

Feats: Brew Potion, Magi-
cal Artisan (potions), Skill
Focus (Alchemy).

Spellcasting: Ability to cast
4th-level arcane or divine
spells.

CLASS SKILLS

The master alchemist’s class
skills (and the key ability for
each skill) are Alchemy (Int),
Concentration (Con), Craft
(Int), Knowledge (arcana) (Int),
Profession (Wis), Scry (Int),
and Spellcraft (Int). See Chap-
ter 4: Skills in the Player’s Handbook for skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

Spells per Day

+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class -
+1 level of existing class
+1 level of existing class
+1 level of existing class
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CLAss FEATURES
All the following are class features of the master alchemist
prestige class.

Weapon and Armor Proficiency: Master alchemists gain
no proficiency in any weapon or armor.
~ Spells per Day: A master alchemist’s training focuses

‘on magic. Thus, when a character -gains a new level of
master alchemist, she gains new spells per day as if she had
also gained a level in whatever spellcasting class she
belonged to before she added the prestige class. She does
not, however, gain any other benefit a character of that
class would have gained (improved chance of controlling
or rebuking undead, metamagic or item creation feats, and
soon).

If a character had more than one spellcasting class
before she became a master alchemist, she must decide to
which class she adds each level of master glchemist for
purposes of determining spells per day when she adds the
new level.

Brew 2/day: The master alchemist has perfected the art
of brewing potions. As such, she can brew two potions
(totaling no more than 1,000 gp market value) in one day
(an 8-hour period) instead of one. ‘

Brew Potion (4th): Beginning at*2nd level, the master
alchemist’s advanced study of alchemy and magic allows
her to brew potions of 4th-level spells. The market price of
such a potion is equal to 5O gp per spell level times the level
of the caster.

Brew Potion (Sth): As Brew Potion (4th), except that the
master alchemist can brew potions of Sth-level spells.

Brew Potion (6th): As Brew Potion (4th), except that the
master alchemist can brew potions of 6th-level spells.

Brew 3/day: As Brew ?2/day, except that the master
alchemist may brew three potions in one day.

Improved Identification: Beginning at 6th level, -the
master alchemist is so sure in her knowledge that she may
use her Alchemy skill to identify potions and other such
substances more quickly and simply than others. This
master alchemist needs no alchemical equipment, spends
no gp, and requires only 1 minute to identify such a sub-
stance. Add +10 to the normal DC required for identifica-
tion. The master alchemist can’t retry this improved
identification (which means she can’t take 20); if this
identification fails, the master alchemist must use the
normal identification rules as described under the
Alchemy skill.

Brew Potion (7th): As Brew Potion (4th), except that the
master alchemist can brew potions of 7th-level spells.

. Brew Potion (8th): As Brew Potion (4th), except that the
master alchemist can brew potions of 8th-level spells.

Brew 4/day: As Brew 2/day, except that the master al-
chemist may brew four potions in one day.

Brew Potion (9th): As Brew Potion (4th), except that the
master alchemist can brew potions of 9th-level spells.

mystic wanderer

Mystic wanderers are divine spellcasters who eschew
normal church hierarchies and instead embrace freedom,
wanderlust, and independence. They believe that to serve
their deities they need to experience the world, learn about
its hidden beauties and truths, and learn how their own
inner selves relate to the outer world.-Mystic wanderers are
known for their skill in creating potions and magic gems.
Most mystic wanderers begin as clerics, although some
druids and rangers pursue the life of a mystic wanderer as
well. Because of the mystic wanderer’s independence and
disdain for authority figures, monks and paladins only
bécome mystic wanderers if they have lapsed from their
vows. Most mystic wanderers follow deities of beauty, indi-
vidualism, love, hedonism, charisma, self-perfection, dark-
ness, the moon, joy, fertility, motherhood, dance, music,
disease, poison, luck, misfortune, or the seasons. '
Mystic wanderer NPCs usually act alone, preferring to
iriteract with people (including other mystic wanderers) on
a person-to-person basis rather than in groups. They some-

-times acquire bodyguards or friends who can act as body-

guards to balancé their weaknesses in combat.
Hit Die: d8.

REQUIREMENTS
To qualify to become a mystic wanderer, a character must
fulfill all the following criteria. .

Alignment: Any nonlawful.

Skills: Alchemy 3 ranks, Dlplomacy 8 ranks, Knowledge
(nature) 3 ranks, Perform 3 ranks, Profession (herbalist) 3
ranks.

Feats: Iron Will. |

Spellcasting: Able to cast 2nd-level divine spells.

CLASS SKILLS

The mystic wanderer’s class skills (and the key ability for
each skill) are Alchemy (Int), Concentration (Con), Craft
(Int), Diplomacy (Cha), Heal (Wis), Innuendo (Cha),
Knowledge (arcana) (Int), Knowledge (nature) (Int),
Knowledge (religion) (Int), Profession (Wis), Perform
(Cha), and Spellcraft (Int). See Chapter 4: Skills in the
Player’s Handbook for skill descriptions.

Skill Points at Fach Level: 2 + Int modifier.
CLASS FEATURES
All the following are class features of the mystic wanderer
prestige class. '
Weapon and Armor Proficiency: Mystic wanderers gain
no proficiency with any weapon or armor. Many of the
mystic wanderer’s abilities rely on her ability to fully utilize

-the movements of her body and her confidence in her

3y

appearance. When wearing any sort of armor or using a
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per day as a sorcerer equal to

"

shield, her glory of the divine ability does not function and
she cannat use any of her spell-like abilities.

Spells per Day: A mystic wanderer continues to study
standard magic as well as pursuing her other studies. Thus,
when a new mystic wanderer level is gained, the character
gains new spells per day as if she had also gained a level in a
divine spellcasting class she belonged to before becoming a
mystic wandeter. He does not, however, gain any other ben-
efit a character of that class would have gained (nnproved
chance of controlling or
rebuking undead, and so on).

If a character had more
than one divine spellcasting
class before she became a
mystic wanderer, she must
decide to which class she adds
each level of mystic wanderer
for purposes of determining
spells per day when she adds
the new level.

Glory of the Divine (Su): A
mystic wanderer who wears
no armor gains a sacred (or
profane, if her patron deity is
evil) bonus to AC equal to her
Charisma bonus (if any).

Sleep (Sp): The mystic
wanderer can use sleep once

her mystic wanderer level
plus her highest divine spell-
caster level (DC = 11 + Cha
modifier).

Familiar: Beginning at 2nd
level, a mystic wanderer can’
obtain a familiar, just as a sor-
cerer or wizard can. A mystic
wanderer with sorcerer or.wizard levels can treat her mystic
wanderer levels as sorcerer or wizard levels for determining
her familiar’s natural armor, Intelligence, and special abilities.

TABLE 3—9: . THe Mvysric WANDERER

Class Base Fort Ref Will
Level Attack Save Save Save Special
Ist +0 +0 +2 +2 Glory of the divine, sZeep
. 2nd +1 +0 +3 +3 Familiar, lore of nature
3rd +1 +1 +3 +3 Gem magic, resist charm
4th +2 +1 +4 +4 Brew potion
Sth +2 +1 +4 +4 Suggestion
6th +3 +2 +5 +5 Greater potion I
7th +3 +2 +5 +5 Charm monster
8th +4 +2 +6 +6 Greater potion IT
9th +4 +3 +6 +6 Mass charm

10th +5 +3 - A,

Mystic wanderer

Greater potion ITI, timeless i)ody
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Lore of Nature: At 2nd level, the mystic wanderer gains
a +2 competence bonus on all Profession (herbalist) and
Knowledge (nature) checks.

Gem Magic (Su): A 3rd-level mystic wanderer learns'the
secret of gem magic, as described in the previous chapter.
She gains the Attune Gem feat, and she can use the feat to
store any spell she can cast, whether arcane or divine.

Resist Charm: Beginning at 3rd level, the mystic wan-
derer gains a +2 sacred (or profane, if her patron deity
is evil) bonus 'on' saving
throws against enchantment
(charm) effects.

Brew Potion: The mystic
wanderer gains the Brew Po-
tion feat at 4th level.

Suggestion (Sp): At Sth
level, the mystic wanderer
can use suggestion once per
day as a Sorcerer equal to
her mystic wanderer level
plus her highest divine spell-
caster level (DC = 13 + Cha
modifier).

Greater Potion I: The
6th-level mystic wanderer
can brew potions as if she
had access to all O- and 1st-
level sorcerer/wizard spells
(even those not on her spell
list). He need not have pre-
pared the spell‘to brew the
potion; instead, she must
leave one spell slot (of the
appropriate level) open
when brewing a potion of a
spell not on her spell list. He
must still provide any mate-
rial components or. focuses needed.

Charm Monster (Sp): At 7th level, the mystic wanderer
can use charm monster once per day as a sorcerer equal to

Spells Per Day

+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class -
+1 level of existing class
+1 level of existing class
+1 level of existing class
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her - mystic wanderer level plus her highest divine spell-
caster level (DC = 14 + Cha modifier). -
- Greater Potion IL: As greater potion I, except that the
8th-level mystic wanderer can brew potions as if she had
access to all 2nd-level sorcerer/wizard spells.,

Mass Charm (Sp): The 9th-level mystic wanderer can use

" mass charm once per day as a sorcerer whose level is equal

to her mystic wanderer level plus her highest divine spell-
caster level (DC = 18 + Cha modifier).

Greater Potion III: As greater potion I, except that
the 10th-level mystic wanderer can brew :
potions as if she had access to all 3rd-level
sorcerer/wizard spells.

Timeless Body: After achieving “10th
level, a mystic wanderer no longer suffers
ability penalties for aging (see the Player’s
Handbook, Table 6—5: Aging Effects, page
93) and cannot be magically aged. Any
penalties she may have already suf-
fered, however, remain in place.
Bonuses still accrue, and the mystic
wanderer still dies of old age when
her time is up.

spelldancer

Spelldancers are an energetic sort of spellcaster
who draw on the quasi-primal energy of song and
dancing to power their magic. Functioning similar to a
sorcerer or bard, they create magic when they need it,
drawing from a wide repertoire of spells but in a taxing
manner. Some call them spellsingers, but the primary
component of their magic is the dance, and “spell-
singer” is often confused with the slang term for a
mage, “spellslinger.” - 8

Most spelldancers are primarily sorcerers or bards, ™
but some wizards find the path alluring, and clerics of
deities such as Milil, Sharess, and Oghma sometimes

walk the path of the spelldancer. Characters of other

classes almost  never become spelldancers. Most spell-
dancers are female. ‘

NPC spelldancers often join traveling shows of minstrels,
bards, and dancers. Their mundane dancing abilities are
remarkable and the mobility of the group prevents too
much unwanted attention. Some conservative spellcasters

TABLE 3—I1O: THE SPELLDANCER

Spelldancer

dislike spelldancers, and some co;ximon folk fear.theni and
accuse them of consorting with fiends.
" Hit Die: d6.

REQUIREMENTS

Toqualify to become a spelldancer, a character must fulfill
all the following criteria.

Skills: Concentration 4 ranks, Perform (dance) 6 ranks,
Tumble 4 ranks.

Feats: Combat Casting, Dodge,
Endurance, Mobility. -

Spellcasting: Able to cast 3rd-

level spells.

CLASS SKILLS

The spelldancer’s: class skills
(and the key ability for each
skill) are Concentration (Con),
Craft (Int), Jump (Str), Knowl-
edge (arcana) (Int), Perform (Cha),

Profession (Wis), Scry (Int), Spell-
® craft (Int), Swim (Str), and Tumble

(Dex). See Chapter 4: Skills in the
Player’s Handbook for skill descrip-
tions. ' !

Skill Points at Each Level:
4 + Int modifier.

CLAss FEATURES

All of the following are class
- features of the spelldancer prestige class.
 Weapon and Armor Proficiency: Spell-
dancers are proficient with all simple
- weapons. They are not proficient with any
" type of armor or shields.

Spelldance (Su): Spelldancing is a
) means of increasing the effective-
ness of a spell by performing a vigorous magical dance
before casting. The spelldancer chooses one or more meta-
magic feats she knows to apply to a spell she wants to cast
and begins her spelldancing. (Spells from the schools of
Invocation and Necromancy can’t be enhanced via spell-
dancing.) When she finishes spelldancing, she makes a Per-
form check with a DC of 10 + spell level (as modified by

Class Base Fort Ref Will SR
« Level Attack Bonus Save Save Save  Special Spells per Day
Iste % +0 +0 - +2 +2 Spelldance +1 level in existing class
2nd +1 +0 +3 +3 Enthrqlling dance, Evasion +1 level in existing class
3rd +1 i +3 +3 Cooperative dance +1 level in existing class
4th +2 +1 +4 +4  Sleep dance +1 level in existing class
th " 42 +1 +4 +4 Confusing dance +1 level in existing class
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the metamagic feats). If she fails, the spell fizzles with no
effect. If she succeeds, she casts the spell and it is modified

by the selected metamagic feats (without the level of the

spell being altered).

For every spell level higher than normal that a meta-
magic feat.alters a spell, one full round of spelldancing is
required to alter the spell. The spelldancer dances the re-
quired number of rounds, and on her next action she may
cast a spell with the chosen metamagic feat (if she doesn’t
cast a spell that round, the spelldancing effect is lost). For
example, a spelldancer could choose to empower a &ulls
strength spell, spelldance for 2 full rounds (the spell level
adjustment for Empower Spell), then cast bulls strength
(as a standard action) with the benefits of Empower Spell.
Still Spell and Quicken Spell can never be used in conjunc-
tion with spelldancing. A spelldancer needs to khow the
metamagic feat in question to spelldance the effects of
that feat.

Spelldancing requires extended motion. A spelldancing
character has to move at least half her speed as part of her
action on any round she spelldances. This movement is
included in the full-round action of spelldancing, and means
the spelldancer cannot take a 5-foot step on any round she
spelldances. While spelldancmg, the caster provokes attacks
of opportunity normally, although she can still. make
Tumble checks to avoid attacks of opportunity.

A spelldancer can safely spelldance a number of rounds
per day equal to her Constitution modifier plus her spell-
dancer class level. Every spell she casts with spelldancing
after that causes her to make a Fortitude save (DC 10 +
‘total rounds spent spelldancing in the last day) to avoid
taking 2 points of temporary Constitution damage and be-
coming fatigued (if already fatigued, the character becomes
exhausted and can’t spelldance again until only fatigued).

Enthralling Dance (Sp): Once per day, a 2nd-level spell-
dancer can enthrall targets with a special dance. The effect
is identical to the enthrall spell, except that it requires no

~ vocal component and requires dancing as its somatic com-
ponent. The DC to resist is equal to 10 + spelldancer level +
Charisma modifier. The effect lasts as long as the spell-
dancer continues dancing (which is otherwise identical to
spelldancing). At 4th level, the spelldancer can use her
enthralling dance twice per day. :

Evasion (Ex):"At 2nd level, a spelldancer gains evasion.
If exposed to any effect that normally allows a character to
attempt a Reflex saving throw for half damage (such as
fireball), she takes no damage with a successful saving
throw. Evasion can only be used if the spelldancer is wear-
ing light armor or no armor.

Cooperative Dance (Ex): A 3rd-level spelldancer can
coordinate with another dancing character to share some of
the effort of casting spells with spelldancing. The assisting
character must dance during the same rounds as the spell-
dancer and then make a Perform check; for every 10 points
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of the check, the “cost” of the spelldance is reduced by 1
round (to 2 maximum reduction of 3 rounds for a’check
result of 30 or greater). This doesn’t decrease the number
of rounds required for the spelldance; it simply means that
not as many rounds are deducted from the spelldancer’s
total number of spelldancing rounds per day. The"eoopera-
tive dance can’t reduce the number of rounds of spelldanc-
ing “spent” by the spelldancer to less than one for any
casting, and the spelldancer can only coordmate with one
character per spelldance.

Example: A spelldancer wishes to heighten a spell from
2nd to Sth level (+3 levels). This.requires 3 rounds of spell-
dancing. If another character cooperates by dancing for the
same 3 rounds as the spelldancer and rolls a 22 on his Per-
form (dancing) check, the spelldance only “costs” the spell-
dancer 1 round (of her limited number of spelldancing
rounds per day), rather than the full 3. '

Sleep Dance (Sp): Once per day, a 4th-level spelldancer
can dance in such a manner as to put nearby creatures to
sleep. This requu'es 1 full round of dancing (as spelldanc-
ing), after which all creatures in a 30-foot-radius emanation
fall into slumber as the s/eep spell (Will negates, DC 10 +
spelldancer level + Charisma modifier) for 1 minute per
spelldancer level.

Confusing Dance (Sp): The Sth-level spelldancer can
confuse targets with a special dance once per day. This
requires 1 full round of dancing (as spelldancing), after
which all creatures within 15 feet of the spelldancer are
affected as the confusion spell (Will negates, DC 10 + spell-
dancer level + Charisma modifier) for 1 round per spell-
dancer level.

spellfire Cﬁannelef

Spellfire is the raw energy of the Weave. Most who bear
this gift never have the time or opportunity to develop
these skills. Those who do practice their spellfire are able to
hone their talent into a tool with fantastic abilities that
most dabblers can only dream of.

Characters of all classes can become spellfire channelers,
since that ability isn’t selective about whom it appears in.
Spellcasters of any sort have the easiest time qualifying for
this class, however.

As NPCs, spellfire channelers are usually reclusive indi-
viduals, for powerful organizations are always on the hunt
for beings with unusual abilities that can be turned to evil or
experimented upon. The Cult of the Dragon is one such
group, and it has been responsible for driving into hiding
many users of spellfire. The most famous of these is Shandril
Shessair, who led a life on the run before finally destroying
enough cultists to deter their interest in her. Most spellfire
channelers wish only to be left alone, although a rare few use
their spellfire to acquire power and influence for themselves:

Hit Die: d4. [
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REQUIREMENTS
To qualify to become a spellfire channeler, a character
must fulfill all the following criteria.
Skills: Concentration 8 ranks, Knowledge (arcana) 2

ranks, Spellcraft 2 ranks.

Feats: Endurance, Spellfire Wielder.

CLASS SKILLS
The spellfire channeler’s class skills (and the key ability for

each skill) are Bluff (Cha),
Concentration (Con), Craft
(Int), Disguise (Cha), Heal
(Wis), Intimidate (Cha),
Knowledge (arcana) (Int),
Profession (Wis), Sense
Motive (Wis), Spellcraft
(Int), and Wilderness Lore
(Wis). See Chapter 4: Skills in
the Player’s Handbook for
skill descriptions.

Skill Points at Each Level:
2 + Int modifier.

CLAss FEATURES

All of the following are
class features of the spellfire
channeler prestige class.

Weapon and Armor Profi-
ciency: Spellfire channelers
are proficient with all simple
weapons. They are not profi-
cient with any type of armor
or shields.

Drain Charged Item (Sp):
As a standard action, a spell-
fire channeler can drain a
single charge from a touched

charged item (including single-use items such as potions
and scrolls), converting the energy into a single stored

=
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spellfire energy level. A fully drained item has no magi-

cal properties (a potion becomes water, a scroll becomes

blank paper). Only one feature of a multiple-use charged

item (such as a scroll with several spells) can be drained

per round. A creature gets to make a Will save (DC 10) to
prevent one of its held or carried items from being

drained.

Increased Storage (Ex): The channeler’s capacity for

Spellfire channeler

TABLE 3—I1: THE SpeLLFIRE CHANNELER

Class Base- Fort
Level Attack Bonus Save
s ", +0 L2
2nd o+l +3
3rd +1 +3
4th +2 +4
Sth +2 +4
6th " +3 +3
7th +3 +5
8th +4 +6
9th +4 +6
10th +5 +7

Ref
Save

+0
+0
+1
+1
+1
+2
+2
+2
+3
+3

Will
Save

+2
+3
+3
+4
+4
+5
+¥
+6
+6
+7

Special

Drain charged item, increased storage g

Improved healing

storing spellfire energy levels is multiplied by the listed

value. However, spellfire en-
ergy levels in excess of the
channeler’s Constitution score
is dangerous, with different
effects depending upon the
number of levels stored:
Constitution +1 to Constitu-
tion X2: The channeler’s eyes
glow brightly, and any crea-
ture, - magic item, or spell
effect that touches the chan-

neler causes 1 spellfire energy

level to be discharged as a
harmless burst of light. Once
per day, the channeler must

make “a Constitution check
(DC.10) or take 1d6 points of

damage as one of her spellfire

energy level backfires.

Constitution X2+1 to Consti-
tution X3: As above, plus the
channeler’s skin glows (shed-
ding light as a candle), a touch
releases 1d4 spellfire energy
levels as light, and the chan-
neler must make the backfire
Constitution check every
hour.

Constitution X3+1 to Consti-

tution X4 As above, except the channeler sheds light equal
to a torch, feels a burning sensation within her body (treat

Weapon Focus (spellfire), increased storage 3

Rapid blast 2

Drain permanent item, increased storage 4

Flight

Deflect Arrows, increased storzige 5

Rapid blast 3
Crown of fire
Maelstrom of fire
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as if distracted by nondamaging spell, DC 20 to concen-
trate), and must make the backfire Constitution check

every minute. A touch releases 1d6 spellfire energy levels as

a flare spell (DC 10 + number of spellfire energy levels
expended) against the channeler and all creatures within 5
feet of her.

Constitution X4+1 to Constitution XJ5: As above, except
the character' radiates a palpable (but nondamaging) heat
to a radius of 20 feet, is in pain (treat as if distracted by
nondamaging spell, DC 25 to concentrate), and must
make the backfire Constitution check every round. A
touch releases 2d6 spellfire energy levels as a_flare spell
(DC 10 + number of spellfire energy levels expended)
against the channeler and all creatures within 5 feet of
her. The channeler must make a Will save (DC 25) every
round or be forced to expend a maximum-strength blast
of energy at a random target within 30 feet in prefi erence
to any other action.

Regardless of the number of spellfire energy levels
stored, a channeler can voluntarily expend only a number
of spellfire energy levels per round equal to her Constitu-

tion score. (Involuntary expenditure, such as that noted .

above, isn’t limited in tHis way.)

Improved Healing (Su): At 2nd level, the spellfire chan-
neler can release stored spellfire energy levels to heal by
touch. This restores 1d4+1 hit points per spellfire energy
level expended (rather than the normal 2 pomts per spell-
fire energy level).

Weapon Focus (spellfire): The channeler gains the
Weapon Focus (spellfire) feat at 3rd level.

Rapid Blast (Su): At.4th level, the spellfire channeler can
release two blasts of spellfire as a standard action. This
increases to three blasts per standard action at 8th level.

Each blast after the first suffers a cumulative —2 penalty -

to attack rolls (—O for the first blast, —2 for the second, and
—4 for the third). :
Drain Permanent Item (Sp). The channeler can drain

- power from permanent magic items by touch as a standard

action. An item that creates spell effects (such as doots of
speed) loses that function for 24 hours, and the channeler
gains spellfire energy levels equal to half the caster level of
the item. A creature gets to make a Will save (DC-10) to
prevent one of its held or carried items from being drained.
An item with all its permanent abilities drained for the day
is still a magic item (for purposes of making savmg throws
when damaged, and so on).

Flight (Su): The channeler can expend spellfire energy
levels to fly as the spell. Each spellfire energy level
expended allows the channeler to fly for 1 minute. The
flying channeler leaves a visible trail of light that fades
after 1 round.

Deflect Arrows (Su): The channeler gains the Deflect
Arrows feat, although rather than using a hand, a single
spellfire energy level is expended to knock the missile away.

40

L —p—

PracTITIONERS OF MAGIC
. ——

If the channeler has no spellfire energy levels available, she
cannot use this ability. e S

Crown ‘of Fire (Su): By expending 10 spellfire energy
levels, a channeler can manifest the crown of fire, which
appedrs as a halo of spellfire around her head and provides
light equal to a daylight spell. The crown of fire fives her
damage reduction 10/+1 and automatically melts all non-'
magical weapons that strike her (after inflicting damage, if
any). The crown of fire grants the channeler spell resistance
32 (as the spell resistance spell). Maintaining the crown of
fire requires expending 10 spellfire energy levels each
round, which can be done as a free action. The crown of fire
does not interfere with the channeler’s actions, including
using other spellfire abilities.

Maelstrom of Fire (Su): The channeler can release spell-
fire energy in all directions as a 20-foot-radius spread, deal-
ing 1d6 damage per spellfire energy level expended to all
creatures in the area (Reflex half, DC 10 + class level +
Charisma modifier).

war wizard of cormyr

The Cormyrean war wizards are some of the most respected
battle-mages in all Faertin. Trained by experienced combat
mages, they bring great power to the battlefield. In the war
against the Tuigan horde, they were instrumental in pro-
tecting the outnumbered allied troops fighting against the
horde. In the recent war in Cormyr against the dragon and
her goblin minions, many war wizards lost their lives hold-
ing back the onslaught. Since their creation, they have been
one of Cormyr’s most effective tools against subversion by
foreign or hostile powers. The road they must travel to
achieve such ends is long, difficult, and often lonely, but the
special people who follow this path are made of the stuff
that can endure such hardships. Their reward? The respect
of their peers and the people of Cormyr, and the gratitude
of kings.

As expected, wizards. make the best war wizards, but
despite the name the class is not limited to wizards alone.
Sorcerers often select this path, for their dedication to a
specific area of magic can make them powerful servants of
Cormyr’s crown. Though bards can qualify, few-find this
path worthwhile.

Most war wizards serve the kingdom of Cormyr directly,
and that duty rarely allows adventuring. Still, some war
wizards work more proactively, seeking out potential
threats to Cormyr and rectifying them before the situation
merits greater attention.

Hit Die: d4.

REQUIREMENTS
To qualify to become a war wizard, a character must fulf 111
all the following criteria.
Alignment: Any nonevil, nonchaotic.
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Skills: Speilcraf t 10 ranks.

Feats: Enlarge Spell, Widen Spell, Martial Weapon Pro-
ficiency (any).

Spellcasting: Ability to cast 4th-level arcane spells.

CLASS SKILLS

‘ The war wizard’s class skills (and the key ability for each

skill) are Concentration (Con), Craft (Int), Knowledge
(any) (Int), Profession (Wis), Scry (Int), and Spellcraft
(Int). See Chapter 4: Skills in
the Player’s Handbook for
skill descriptions.

Skill Points at Each Level:
2 + Int modifier.

CLASS FEATURES
All the following are class fea-
tures of the war wizard pres- -
tige class.

Weapon and Armor Profi-
ciency: War wizards gain no
proficiency with any weapon
or armor.

Spells per Day: A war
wizard’s training focuses on
magic. Thus, when a character
gains a new level of war
wizard, she gains new spells
per day as if she had also
gained a level in whatever
spellcasting class she belonged
to before she added the pres-
tige class. She does not, how-
ever, gain any other benefit a
character of that class would
have gained (increased familiar
powers, metamagic or item

_creation feats, and so on).

If a character had more than one spellcasting class
before she became a war wizard, she must decide to which
class she adds each level of war wizard for purposes of deter-
mining spells per day when she adds the new level.

TABLE 34-12: THe WAR WIZARD

Class Base Fort Ref Will

. Level Attack Bonus Save Save Save Special
Ist " +0 +2 - 40 +2 Weapon Focus
2nd +1 °  "+3 40 +3 Metamagic feat
3rd | +1 43 +1 +3  Widep spell
4th +2 +4 +1 +4  ‘Metamagic feat

Jth T 42 +4 +1 +4

War wizard

Enhanced spell area

———

Weapon Focus: The war wizard gains a free Weapon
Focus feat for a martial weapon of her choice. She must be
proficient with that weapon in order to apply this feat to it.

Metamagic Feat: War wizards focus their studies of spell- .
casting efficiency. In order to achieve that end, they develop
expertise in a variety of metamagic techniques. At 2nd level
and again at 4th level, the war wizard gains a bonus meta-
magic feat of her choice to add to her repertoire of knowledge.

Widen Spell: Part of the war wizard’s training involves
study of the essence of magic.
In her training, she-learns to
adapt to the rapidly changing
conditions of the battlefield.
Although she may prepare
some of her spells with meta-
magic feats, sometimes she
needs to modify a spell on the
spur of the moment. Begin-
ning at 3rd level, a war wizard
may cast a spell as if it were
under the effects of the Widen
Spell feat. She does not need to
prepare this in advance, and it
does not increase the casting
time or use a higher spell slot. -
The .war wizard can use this
ability a number of times per |
day equal to 1 + her Charisma

.bonus (if any).

Enhanced Spell Area: Par-
ticularly important to war
wizards is the ability to use
fewer 'spells to defeat their
enemies, so they perfect their
understanding of spell dimen-
sions to cast spells affected by
the Widen Spell metamagic

: feat with even greater area.
Any time a war wizard of 5th level casts a spell modi-
fied by the Widen Spell feat, the spell area increases by
100% rather than 50%. Thus, instead of a widened fire-
ball spell having a 30-ft.-radius spread, it has a 40-ft.-
radius spread.

Spells per Day

+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class




dventurers crave exotic places to explore.

Whether they’re delving into a deep wilder-

ness or navigating a crowded city, they

always look to the next fascinating location looming on the
horizon.

Faeriin blossoms with a nearly infinite, number of sites

of power. From swamps to spring-fed lakes, from bustling -

~ city squares to serene private gardens, from statues in
remote groves to signposts at major intersections—these
are the remarkable places of Faertin, the ones that people
canmever forget, that serve as a crossroads to the explorers
traveling across the land.
You, the DM, create these places in your campalgn You
~ can make them terrifying, inspirational, or intellectually
- challenging. You can add a story of melancholy or joy. You
can place the ever-dangerous control of these sites in the
* hands of Faertin’s denizens, both benevolent.and malignant.
Where ‘there’s magic, there’s the mystery, danger, and
excitement of the unknown. The places described in this
chapter can serve you as you build your campaign. Use
them as you find thef, brush upon them a smattering of
personal touches, or warp them in ways only your vision
can conjure. The choice is yours. ;
When making a site of power your own, ask yourself the
following general questions:
Did the location occur naturally or did someone build it?
What is the location’s purpose?
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How do people get there?

What does it look like from the outside? From within?

What kind of security does it have?

Does anyone live there? Who? How many?

Once you have answered these questions, you’re ready to
dive more deeply into creating your landmark. Use the rest
of this chapter as a guide and a source of inspiration.

Natural sites

, When left to its own devices, magic is. It becomes. It exists.

It expresses itself in shimmering pools and whispering
woods, in twisted trees and mysterious caverns. Magic waits
for nothing to make itself felt. It lives in nature and col-
lects in the cracks of the world.

Mgsnc Maelstroms

Also. called mystic whirlpools, these strange places drain
magic that comes within range of their influence. They
occur in every type of landscape from the basement of a
grocer’s shop to a ledge high on the face of Mount Blaarrbi
in the West Galena Range. In Suzail’s Wizbane Square, signs
warn of the danger, but many fools still enter blindly.

They’re invisible, -but magical creatures might sense
them.

They’re immobile. As far as anyone knows, they’ve occu-
pied the same spots since time immemorial, though rumors
exist of maelstroms that have shifted from their mapped
locations.

They’re virtually indestructible. No one knows how to
destroy them. Nearly everyone wants to.

Mystic maelstroms vary in size. They influence a sphere
of area, up to 30 feet in radius. Maelstroms combine two
potent effects: dispe/ magic and antimagic field. All who
enter the area suffer the effects of an area dispe/ magic, and
then what magic is left is repressed by the antimagic fzeld

42

N

]
|
4
:
:
:
:
:



e —p—
PracEs oF PowER

-

-

Some creatures (including dragons, elementals, familiars,
fey, magical beasts, outsiders, shapechangers, and undead)
weaken within a maelstrom’s sphere of effect. They suffer

a -2 morale penalty on attack rolls, skill checks, and saving
throws and must make a Will saving throw or flee from the
maelstrom as best they can for 1d4 rounds.

Creatures with the ability to cast spells, use spell-like abil-
ities, or use supernatural abilities are entitled to a Spot
check (DC 1) to sense the presence of a maelstrom when
they move within 20 feet of its outer boundary.

Detect magic reveals the presence of magic on the first
round and overwhelming strength on the second round. On
the third round, the caster may attempt a Spellcraft check
(DC 25) to identify the maelstrom’s boundaries and effects.

True seeing reveals a maelstrom as a swirling, sucking
whirlpool of gangrenous energy of overwhelming power.

sparks

The opposite of a mystic maelstrom, a spark is a freak phe-
nomenon that heightens the effects of magic cast therein.
These are some of the most treasured locations on Toril, for
a spellcaster always seeks a method of casting more power-
ful spells. The whereabouts of sparks-are jealously guarded,
for when word of one gets out, otherwise rational creatures
of magical strength will battle for the claim.

A spark augments all magical effects triggered or active
inside the spark’s range of influence. It gives +3 caster levels
to any such effect.

A spark can be as small as a 5-foot sphere or as large as
a 30-foot sphere.

A spark detects as magic of overwhelming strength. A
Spellcraft check (DC 20) reveals its effects on the third
round of examination with a detec? magic spell.

fey Mounds

Fey creatures have special burial grounds, which they call
something unpronounceable to nonfey, but which adven-
turers know as fey mounds. _

These magical burial grounds sit far off the beaten path,
deep in virgin forests or in hidden valleys between un-

charted mountains. When a fey creature dies, its fellows

carry it atop the mound. They cover their fallen friend with
its belongings and a thin layer of dirt, leaves; and branches.
These trappings don’t always hide the drying bones as the
body decays and settles. Layer after layer of bones and com-
post build up over the years. Some claim the resulting
mulch has magical properties that spur plants to grow. The
fey proclaim a death sentence upon anyone caught stealing
part of a fey mound for that purpose.

All fey use the burial grounds without prejudice, mclud
ing dryads, satyrs, grigs, nixies, nymphs, pixies, and all
others‘of their kind.
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Fey mounds detect as magic or strong power, and a Spell:
craft check (DC 20) reveals the mound’s extent on the third
round of examination with detect magic.

Fey mounds are considered hallowed ground, as per the
hallow spell. They also produce other strange effects in the
areas where they exist. The mound radiates a sphere of mag-
ical energy. The closer one gets to it, the more bizarre the
experience. The effects shown in the table below affect
everyone who approaches the mound and fails the saving
throw (as per the spells). All spells are at caster level 20.
Fey and those with fey blood are immune to these effects.

Distance

From mound  Effect

Up to 10 ft. Lesser geas (DM’s choice of command)

11-20 ft. Sleep

21-50 ft.  Hallucinatory terram (DM’s ch01ce of
illusion)

51-100 ft. Silent image of the newest dead fey and

ghost sound of whispering and giggling

‘These strange effects may disturb visiting characters

enough to scare them out of their wits. You may, however,
want to have the PCs run into defensive fey near a fey
mound. Customize the number of fey relative to the
Encounter Level. (For details, see Table 4—1: Encounter
Numbers on page 101 in the DUNGEON M.ASTERs Guide.)
Each type.of fey has a Challenge Rating associated with it,
as shown below. See the Monster Manual for more infor-
mation on these fey creatures.

Challenge ‘ Challenge
Fey Rating Fey Rating
Dryad 1 Satyr (pipes) 4
Sprite, grig 1 Sprite, pixie 4
Sprite, nixie 1 “ Nymph 6
2

Satyr (no pipes)

Boomshroom patches

A boomshroom patch is a magical mushroom field whose
growth is undaunted by the constant explosions that devas-
tate those who tread therein. A creature walking through a
boomshroom patch detonates potentially dozens of these
fungi, usnally adding its bones to the compost that feeds the
patch.

The swamps and marshes that spawn boomshrooms also
house scavengers that prey on the victims of the dangerous
mushrooms. Buzzards and beholderkin alike wait for the
telltale sound of eruption before moving in for the kill.

A boomshroom patch is a trap with these statistics:

- Boomshroom Patch: CR 3, akin to fire frap (1d4+12);
Reflex save half (DC 15); Search (DC 27); Dlsable Device
or Wilderness Lore (DC 27).
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Special environmental conditions produce patches of
mushrooms scattered up to 300 feet in radius. Boomshrooms

explode when disturbed, as per the fire trap spell. Although *

naturally occurring, they do detect as moderate ‘evocation
magic, and a Spellcraft check (DC 20) reveals their nature.
Boomshroom patches always regrow in the same spot no

‘matter what’s done to purge them. It takes a boomshroom a

tenday to regrow once triggered. It is possible to pick the
boomshrooms, which renders them inert. To do so requires a
Disable Device or Wilderness Lore check against DC 27.

A creature moving through a patch may take a 5-foot
adjustment without risk of stepping on a boomshroom.
Faster movement requires a Spot check prior to movement
(DC = speed). Failure means that, during that round, the
moving creature has a §0% chance of steppmg on and trig-
gering a boomshroom.

poom pIts

Even more dangerous than: boomshroom patches, these
invisible pools of magic quicksand suck travelers down into

their depths without hope of survival, due to powerful .

spells that cripple their victims’ ability to resist.

Doom pits occur in any type of landscape, even solid
rock. Adventurers have discovered doom pits in all manner
of outdoor locales, as well as in deep dungeons.

A doom pit is a trap with these statistics:

<" Doom Pit: CR 4-10, draws downward + spell effect;

appropriate save (see below) negates (DC 10 + spell level);

Search (DC 27); Wilderness Lore (DC 27).

Doom pits detect as. moderate transmutation magic, and
a Spellcraft check (DC 20) reveals their nature.

Doom pits vary in depth (4d4 feet). A creature that falls

into a doom pit instantly sinks 3 feet, then slowly sinks at -

a rate of 1 inch per round. Thus, these pits are especially
deadly to Small characters. ;
To onlookers, the pérson appears to be embedded in

whatever material surrounds her. The victim needs some-

thing to hold onto to pull herself out. Magical effects such
as fly and Jevitate only halt further sinking. If the magic

_ quicksand covers the victim’s head, the victim may drown.

For details, see The Drowning Rule on page 85 of the
DUNGEON M ASTER’s Guide.

Immediately upon falling into the doom pit, the victim
must roll the appropriate save against one of the following
spells at caster level 12. Roll 1d6 or choose one. °

Roll  Spell-Like Effect

1 Sleep
2 ‘Bestow curse
3 Blink
) Feeblemind
5 Lesser geas, command “stay”
6

Maze
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The maze effect is the most dangerous kind. Doom pits
with the maze spell effect can drop charactefs into the
labyrinth. This is a possible loop of deadly events: A char-
acter falls into the doom pit and fails to save. The maze
spell sends her into the maze. The character works through
it and returns to the pit for-1 full round. On her next turn,
she must make another saving throw, or the maze spell’
triggers again and sends her back into the labyrinth. Once
she manages to escape the doom pit, she has knowledge of
at least one portion of the real labyrinth. A character so
trapped may encounter other creatures also stuck in the pit
or the labyrinth, appearing at different intervals as they
loop between the pit and the extradimensional labyrinth.
When a doom pit’s victim dies in the labyrinth, it appears
back in the pit after 10 minutes and sinks as normal.

Maglcallg ;

enhianced sites

Mariy spells and items ward and protect areas. But these are
typically shadows of the most powerfully warded sites:
crossroads and mythals. Guards of a sort protect both of
these places, and few can employ their magic without the
favor of those who stand in the way.

crossroads and Backroads

Behind the world, hidden from eyes that don’t know where

- to look, mystical foads of geomagical energy crisscross the

face of Faertn. These fairways belong to no one, though the
fey have long guarded*them. Druids know their secrets, as
do some bards.

Nonfey know only about small sections of the backroads,
thoroughfares that connect two locations. For game pur-
poses, nonfey can only enter the backroads at a crossroads
and travel one-way to a specified destination. The travel is
instantaneous. You step onto the path, and a heartbeat later
you emerge at the backroad’s destination.

Druids have mapped the locations of some crossroads,
though an unquantifiable number of them cover the world.
Some druids have likened the backroads to folds in the world’s
fabric. These pinches bring two points together that would
normally be much more distant if measured on a flat plane.

Travelers enter and leave backroads at a crossroads.
Crossroads are invisible. They don’t correspond to real roads
or paths. Backroads and crossroads both have acquired a leg-
endary status. Not everyone believes in them, because they
cannot be seen or felt, traced, or tracked. They seem extra- -
planar and yet they’re not. Only those of the purest fey
blood understand them completely, and the fey keep the

secret to protect the backroads from corruption.

Only druids and perhaps some fey can create new back-
roads, by use of the create crossroads and backroad spell.




Tllustration by Carlo Arellano

Fey crossroads

For that matter, only bards, druids, and fey have mastered
the ability to find backroads. They do so by learning one of
the druidic mysteries, the detect crossroads spell.

Backroads can be used for:

Communication: The user must specifically request com-
munication rather than travel. If the user successfully
coerces the guardian (see below),”then a whisper, mono-
logue, or shout travels along the backroad and sounds at the
destination as if the user were standing there. If the user
moves more than-30 feet away from the crossroads, the
communication ends and the user must renew the request.
Druids have intricate meeting schedules by which they
share news and updates in this way, spreading announce-
ments all across Faertin. -

Travel: Backroads work similarly to portals, in that they
allow the user to-travel through them, almost instanta-
neously, from one crossroads to the next. When a user steps
onto a backroad, she disappears as if walking through an illu-
sionary wall.and appears in the same way at the other end.

Surprise Travel: There are stories that a wandering
minstrel performed a magnificent piece near a crossroads,
then turned around and unwittingly walked onto the invis-
ible backroad. The guardian presumed, perhaps negligently,
that the bard was requésting permission to use it. She
granted the request. And the bard, by fate or manipulation,
walked unprepared onto the backroad. These stories all end
in mystery:

Backroads cannot be used for: ,

Spying: Backroads do not allow the user to see or gain
any bonus toward viewing its destination. A creature can
ask the guardian about the backroad’s destination, but the
guardian does not have to answer.

Shooting Through: No attacks, magical or otherwise, pass
along the backroads to a distant location. They hit locally as
if unimpeded. Magical attacks requiring a specific target fizzle
if the target steps onto the backroad before the attack hits.

The Guardian: Every crossroads has a guardian (see
Chapter 7) who decides whether an individual can use the
backroads. Such an individual must get the guardian’s per-
mission to use the backroads. Every druid has a preferred
method for doing so, be it a plea, a song, a poem, or an
homage to the backroads. Each individual must make her
own request, and the guardian may turn anyone down. An
individual cannot toss someone else onto a backroad unless
that individual has already received permission to pass. Fey
have free use of the backroad—whenever, wherever, with-
out restriction. ‘

The guardians are created when the druid casts the create
crossroads and backroad spell. If a guardian is killed, the cross-
roads the guardian warded ceases to function as a starting
point. The opposite end is still functional, since that guardian
can permit passage through, but it is now one-way.

At the crossroads, the seeker can use Charisma, Bluff,
Diplomacy, or Perform to cajole the guardian into letting
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her travel the backroads. Trappings of civilization put a

guardian on the defensive, grating on its connection with

all things fey and natural.

The guardian’s initial attitude corresponds directly to the
naturalness of the setting. Like most NPCs, guardians can
be influenced with a Charisma check. (For details, see NPC
Attitudes, page 149 of the DUNGEON MASTER’s Guide.)

TABLE 4—1: INITIAL GUARDIAN ATTITUDES

Nature Rating* Attitude™”
N1 Helpful
N2 Friendly
N3 Indifferent
N4 Unfriendly
Ns Hostile

*The nature ratings are as follows:

N1: Untainted land that’s very rarely touched by civi-
lized creatures; such places as virgin forest, undiscovered
grottoes, and mountain ledges.

N2: Off-the-beaten-path land that rarely sees civilized
creatures other than those native to the environs; such
places as druid groves, elven lands, and ranger-patrolled
sanctuaries. oA

N3: Rural areas with regular but sparse traffic; such
places as the lands of farmers, herders, isolated monasteries,
barbarian tribes, and other such small communities of land-
respecting groups.

N4: Oft-traveled road areas; such places as villages, for-
tifications, large stone dwellings, warped landscapes, wiz-
ards’ towers, and sorcerers’ castles.

NJ: Urban areas that sprawl and see much traffic to,
from, and through them; places such as cities, free markets,
and trade routes. . v
**The attitudes are as follows:

Helpful: The guardian allows the character to travel
whenever he wants without a roll. Or each time, the char-
acter may choose to roll (with a +2 circumstance bonus)
~and vouch for one other to use the backroad as well. A
failed roll indicates the guardian refuses the companion.
Her attitude toward the original seeker falls to friendly in
this case.

Friendly: The.guardian lets the character use the back-
road and will remember him favorably. The character
receives a +2 circumstance bonus on his next attempt to
court the guardian’s favor.

. Indifferent: The guardian lets the character pass with a
successful roll.

Unfriendly: An unfriendly guardian remains suspicious
and refuses to let the person pass.

Hostile: A hostile guardian believes the person to be a liar
and sycophant. She doesn’t let the character pass, and the
next attempt to court the guardian’s favor (no matter how
much time has passed) faces a —2 czrcumstance penalty on
the roll.

KNOwWN CROSSROADS
Invisible and difficult to notice by detect magic, erossroads
may exist-in any location. A few of the more famous ones
are listed here. Druids and bards have spread knowledge of
these crossroads among their fellows. -

Arnrock Crossroads (N4): Located on the volcatic isle of
Arnrock in the middle of the Lake of Steam, this crossroads’
leads to one in Herkemon’s Hub.

Cantlowe Crossroads (N2): This crossroads is in a secured
room in the Cantlowe Library Archives. The library cura-
tor lets people into the room, but warns the characters that
no one has ever returned from beyond the crossroads in the
thirty-five years she has worked at the university.

Herkemon’s Hub (N1): Three dolmens (a dolmen is two
vertical stones topped.by one horizontal stone) mark a
crossroads where three known backroads converge. The
thresholds stand within 30 feet of each other on the rocky,
western shore of the Lake of Steam. The backroads lead to
the Wastes, Nykkara, and Arnrock.

Hermit Heights Crossroads (NJ): On a peak in the
Orsraun Rangg, this crossroads is located inside a split in the
mountain face. The immense, eavelike split also contains a
one-room hut made from rough wood found only in Thorn-
wood. Druids and bards visit for the view and solitude. The
temperature rarely rises above freezing, though someone
keeps the firewood stocked. It connects to Thornwood.

Knightswood Nine Crossroads (N3): In a hollow, ancient
tree, this crossroads stands in the King’s Forest in Cormyr,
near the Knightswood Nine druidic circle, and leads to
Waterdeep. '

Nykkara Crossroads (N1): Nykkara, the Isle of Memory,
the funereal center for*Calimshan, has a crossroads upon its
shores, with a backroad to Herkemon’s Hub.

Thornwood Crossroads (N3): A crossroads sits east of a
druidic grove located in the heart of Thornwood. It con-
nects to Hermit Heights.

Wastes Crossroads (N¥): This crossroads is located some-
where in the Teshyllal Wastes of the Calim Desert. It con-
nects to Herkemon’s Hub.

Waterdeep Crossroads (N1): Located in Waterdeep, Sea
Ward, in the Heroes’ Garden, Waterdeep’s only public garden

t
gards and Crossroad S

Bards have an advantage over other characters with
regard to convincing guardians to allow them to pass. :
Guardians love. music, stories, and moving perform-
ances. More bards, have managedsto earn a guardian’s -
friendship_than “have- druids. An exceptionally well-

~played tune wins over any guardian, calling to her fey
blood without mercy. All Perform checks to influepce
guardians receive a +2 circumstance bonus.

t
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outside the Clty of the Dead, this crossroads connects to the
nghtswood Nine.

Mqthals

A mythal is a living web of magical energy created by elven

~ high magic. Given a primitive consciousness and a task of

protecting a location such as an elven city or holy location,
mythals are powerful and extensive wards that endure for
hundreds or thousands of years. Designed to protect those
inside and repel certain kinds of creatures, mythals use
known spells, although each has a set of unique abilities that
do not duplicate any known spell.

Unfortunately, like all persistent forms of magic,
mythals are vulnerable to disruptions in the Weave, and the
two deaths of Mystra in the past 1,700 years have damaged
most of the mythals in the world, causing some to shatter
and others to become corrupted. Corrupted mythals are
known to produce areas of wild magic and dead magic, ran-
domly strike invaders with harmful or healing spells, glow
with strange colors, or physically alter the forms of those
within them.

In addition to true mythals created by elven high
magic, a number of presumptuous spellcasters have
attempted to‘create their own form of mythals, with lim-
ited success. These constructions are usually much less
powerful than a true myzhal and do not last as long. Other
magical effects are thought to be mythals but are actually
remnants of divine manifestations or localized quirks of
the Weave.

The effects and uses of true myzhals are a mystery in
today’s Faeriin.. See the Elven High Magic section of the
FoRGOTTEN REALMS Campaign Setting for more details.

KNowN MYTHALS
Sages argue about the number of true mythals, but the most
popular number is-twelve. The following is a list of known
mythals and sites with effects similar to those of mythals.

Myth Drannor: The most famous of mythals, Myth
Drannor is best known as a death trap, for its mythal has
become corrupted and the place is infested with demons,
undead, and members of the Cult of the Dragon.

Myth Glaurach: Built near what is now Hellgate Keep,
this site was overrun and destroyed by orc hordes long ago,
and exists, now as little more than vine-covered rubble and
a few sewer tunnels. Adventurers sometimes go there to
draw upon its rumored ability to repair and restore charges
to magic items.
¢« Myth Ondath: Built upon the ruins of Ondathel, the City
of Peace,-and dedicated to Eldath, this city and mythal was
destroyed in a magical winter brought on by a woman
known as the Ice Queen, ‘her siege ariny, the lich Vrandak,
and a powerful magic item known as the Gazekeeper’s crys-
tal. The powers of its mythal are lost to history.
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Myth Dyraalis: Located in the Forest of Mir, this city
boasts a mythal that prevents it from being seen (even by
magic) except by elves, gnomes, and perhaps a few other
sorts of creatures. Those who cannot see it are teleported to
its opposite site should they cross its boundaries.

Myth Unnohyr: Once an elven stronghold in the Forest
of Mir, its mythal became corrupted and now acts as a wild
magic area by day and a dead magic area by night. Healing
magic within its boundaries instead inflicts mummy rot
upon its target. Little remains of its original buildings, and
it is unknown if the treasures of the elven nation of Kel-
tormir still exist under its bramble-covered mounds.

Myth Rhynn: A tomb city for elven heroes slain in
battle with giants and other monsters, Myth Rhynn is
ancient, and even the elves aren’t sure when it was founded.
The mythal was to protect their spirits from hostile magic
and allow them to exist with their beloved forests. Now its
mythal is decaying, causing elves who approach or enter it
to become nauseated and animating the bodies of any other
dead creature within its bounds. It is known to be inhabited
by will-o’wisps and the lichlike remains of a mage who now

-commands the city’s undead.

Myth Lharast: Built within Amn as a sanctuary for
nonorthodox worshipers of Seliine, Myth Lharast became a
safehold for benign lycanthropes. Despite this peaceful
beginning, it collapsed in a battle between a cabal of local
evil wizards and a powerful force of lycanthropes under the
control of-one of the mythal’s creators. The city was blasted
out of Faertin by the power. of Seliine, and now exists as a
demiplane approachable only on nights of the full moon.
The descendants of its long-ago opponents still live, hunt-
ing for a means of escaping.

Myth Nantar: The only mytbal known to exist underwa-

- ter, Myth Nantar rests under the waters of the Sea of

Fallen Stars. The city is inhabited by elves, merfolk, tritons,
and other races. Its mythal allows surface and aquatic crea-
tures alike to breathe within its bounds, lends strength and
endurance to elven inhabitants, and bars most evil aquatic
creatures from entering. Few know the actual location of
the city,-and few have the ability to reach it if they did.

Myth Iiscar: Little is known about this mythal city
except that it was built on the isle of Lantan, allowed its
inhabitants to fly, and was destroyed at some point. The
Lantanese don’t reveal any hints about its location, so they
either don’t know or are good at keeping secrets.

Myth -Adofhaer: This city of sun elves in the High
Forest was magically shunted out of Faeriin to protect its
inhabitants. They and the city itself wait in stasis until cer-
tain conditions have been met, and none know what those |
conditions may be. ‘

Elven Court: This temple city was built on the ruins of
the old Elven Court after the fall of Myth Drannor.

- Located southeast of Myth Drannor in the forest of Cor-
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manthor, its mythal was similar to that of Myth Drannor,
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preventing the entry of drow and demons, guarding against

fires, and.so on. It is believed to still exist, although it is

probably a city closed to all but elves.

Shoonach: Built around the seat of the former Shoon
Empire of Calimshan this is not a true mythal. Shoonach was
made by powerful wizardry but not actual high magic. The
ruins encompass two cities and several smaller settlements,
and the magi¢ that envelops them consists of areas of wild
magic, a ward that prevents its numerous undead from leav-
ing, spells that slow ranged weapons to a crawl, and meta-
magic effects that maximize fire magic, minimize cold, and
prevent divine necromancy spells from functioning. The
place is also inhabited by large numbers of evil humanoids.

Herald’s Holdfast: While the architects of this area are
unknown, it has been confirmed that this is not a true
mythal. This fortress has magic that prevents entry by orcs
and negates certain kinds of magic. Located near Silvery-
moon, it has withstood attacks from mages, orc hordes,
clusters of beholders, and even the tarrasque.

Undermountain: The many layers of spells placed by
Halaster block teleportation, scrying, and cause many dead
magic areas. They do not comprise a true mythal, but rather
hundreds of smaller, specialized effects.

Nature venecatred

Druids and  rangers consider ‘themselves the keepers of
Faertin. Without their efforts to keep the land in"a natural
state, the forces of civilization and destruction would eat
Faertin alive. The places they live in and visit both emphasize
nature and enhance it so that it can prosper in the future.

ranger guilds '
Rangers often gravitate into guildhalls: Ranger guildhalls
don’t segregate as other guilds do. They offer hospitality to
any ranger who has not committed a crime against nature
~ or against the guild itself. -
These guildhalls offer many services to rangers, services
they miss when alone on the trail. A few of these services
include the tracking of migrating flocks and herds, a listing

5

of poachers, shops for weapon repair and purchase, and
most important, companionship and shared tales. 7

Ranger guildhalls can be found in forests, on hillsides,
along the seashore, underwater, among the treetops, on ‘gla-
ciers, and even in cities. :

Ranger guilds can range from the small (1d4+1'rangers)
to the large (up to 2d10 rangers). They frequently ally with’
druidic circles (see below).

Rangers will test each other in the Hunt (see the sidebar).
Tests in the Hunt range in DC from 15 to 25."

A typical guildhall has a gold piece limit for purchases of
1d4+1 times 100 gp.

pruldic circles

In the densest forests, hidden desert oases, humid marsh-
lands, and other untouched locations, druids build their cir- '
cles. Druidic circles found in towns or densely settled places
usually predate the development around them. Most of
these have fallen to ruin, though a few druids stubbornly
attempt to maintain them.

All druidic circles hawe at least a single stone altar, and
most have an arrangement of numerous giant stones. The
stones don’t always form a circle. Sometimes they face the
setting or rising sun, in a line, or they may be stacked into
dolmens. This arrangement is called a threshold and is
often used to mark the location of a crossroads.

The stones may serve as a celestial calendar, the key to a
druidic mystery, a puzzle map whose solution reveals an
even more secret location nearby, or a representation of the
circle’s heroic builders. The area surrounding or surrounded
by the stones comprises the druids’ hallowed ground where
they worship, discuss, teach, and mediate disputes between
other druids.

Druidic circles are rarely left unattended and often have
up to 2d10 druids in residence in the area.

The hallowed or unhallowed ground of a druidic circle
has received a blessing from a deity, cleric, or druid who
wishes to protect the area from enemies. The site radiates
divine properties, as per the hallow or unhallow spell. Not
all druidic circles are hallowed or unhallowed ground. Some

The HuUNT

Every year; rangers gather in the High Forest for a
four-day special-event called the Hunt. During the
event,. they practice marksmanship, share bowcrafting
tips, s Snow off trophies from. recént adventures, and
relate stories, many of which go back generations.
During the Hunt, all differences are put aside for a few
‘days, giving these solitary trackers some well-needed west
from danger.

- The mornmg of the third day brmgs the most antici-
pated event of the celebration. Just after sunrise, the
rangers gather at the inain camp to take part in an obsta-
cle course competition. This unique course features ath-
letic endeavors such as running, climbing,” jumping,
swimming, archery, and navigation of a treacherous bog.
Th}.,winner gains the title Leader of the Hunt, which he
or she is obligated to defend at the next Hunt.
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remain perfectly neutral. Only if a druid has cast the
appropriate spell (hallow or unhallow) does it become one
or the other.

In addition to the benefits offered by these spells, the
ground also lends +3 caster levels to all spells cast there by
a druid of the appropriate alignment. Similarly, all healing
spells cast by a druid of the relevant alignment have maxi-
mum effect.

places of prayer

Temples vary as much as the gods do, as much as clerics and
paladins differ in philosophy. When developing a temple
for your game, you can use the examples shown in this sec-
tion to spice up the experience for your players. Places of
prayer vary so widely that there isn’t a single set of rules
for what they do or how they are created. Read the infor-
mation below and choose your type of prayer site. Each
comes with variations that may spark ideas for making the
site unique, and a sample version of each type.

Many factors exist that affect the personality of a sanc-
tuary, church, or cathedral. Of course, the alignment of
those who worship there most strongly affects it, but
other, more subtle elements also ififluence it. The struc-
ture, the decor, the activities of the clerics and parish-
ioners, and the history of the sanctuary may have strong
implications in your game. The more of these aspects that
you customize and make mteresting, the more your play-
ers enjoy the encounter that takes place there. It’s not
nearly as interesting to seek out a healing potion at “the
local temple to Akadi” as it is to seek out a healing potion

t “Akadi’s sliver temple, an old and narrow chapel
squished between two new, looming merchant homes.” The

¥The sicon hangs heavy over the Lake of Steam during
. the Feast of the Moon. Druids roam the lakeshore in rags,
« their faces painted like skulls to honor the dead and the
dying. They come from all corners of Faerdn, some
emerging but once a year from their hidden groves to
honor* the glory of the cycle’s end. b '
In the chill of approaching winter, steam rises from the
Jlake and envelops the'druids in mystery. Their chantings
carry across the waters to distant communities. For three
nigh?:s and two days, the druids walk as the restless dead,
refusing themselves rest. They do this to honor the death
symboilc of winter. The druids do not sleep. They eat only
the barest fruits and nuts, chew only the most mmd-open-
ing bark, and drink only water.
By the third night of the. celebration, strange things
begin to happen. Druids stalk each other through the

e
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following questions set you on the path to envisioning a
temple for your campaign.

- What's the surrounding area like? Use the DUNGEON
M ASTER’s Guide (The Wilderness on page 132 and Towns
on page 137) to help you determine the area surrounding
the temple. Checking these pages can also give you ideas for
encounters leading up to the characters’ arrival at the
temple.

How old is the temple? DM’s discretion.

Does the temple have a quirk? (Roll 1d6 on the f ollowmg
chart, choose or make up your own.)

1 haunted
cursed
targeted by thieves
contains a portal
abandoned
odd architecture (roll 1d6)

1 floating
gargoyles
glass
camouflaged in environment
N ruins
extradimensional space makes it larger inside
than out

What god does the temple serve and what god does it
claim to serve?

Does the temple have security measures? What type? Some |
examples -include magical security, fortifications, guards,
camouflage, or secrecy.

What kinds of N'PCs are there? Race? Class? Level? Atti-
tude? (See Chapter 4 of the DUNGEON M ASTER’s Guide.) ]

How much treasure does the temple contain? (See Chapter
7 of the DUNGEON M ASTER’s Guide.)

A M B W
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mists. Predator and prey, they hunt, and the weak die.
They change shape to resemble their gods. Their
demeanors gradually acquire "qualities innate to the
world’s beasts, and they mutate into representations of «
the concepts that govern nature: death, decay, rebirth,
predator, prey, balance, and growth; to name a few. They
lose their own egos. They have visions of the past year
and of the coming-year. These visions usually have per-
sonal implications, but sometimes relate to a monumen-
tal event yet to'occur_that will affect all druids, all
nature, and all the ‘world. Druids do not take these
visions lightly.

On the morning of the third day, the druids sleep.
When they awaken, they drift back to their own groves,
leaving only bits of rag, blood, and bone behind to mark
the coming winter. ;

¢
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pestinations of pilgrimage

Miracles, the death or birth of a hero, and other fantas-

tic events create landmarks to which believers travel for
blessings -and inspiration. These places vary greatly.
Some churches have earned the fame. Some tie directly
to holidays related to the event that made the location
special. If they believe strongly enough, people pilgrim-
age to nearly anywhere, even r;skmg their own deaths to
do so. ‘

Variations on the Theme: A famous battlefield, the
spot where a hero had a vision, the place where an evil was
conquered, a hero’s grave, the location of a miracle, or the
last place a hero or other beloved person was seen.

SAMPLE: THE DANCING PLACE -

In the Year of the Dawn Rose (720 DR), the gods sum-
moned many elven clergy to a beautiful, moss-covered hill
in the High Dale. At that gathering, Elminster proposed
the founding of the Harpers: As those present discussed it,
numerous deities made appearances to support the idea. To
this day, the clergy present at that event, as well as many
others seeking peace, make an annual pilgrimage to the
Dancing Place. The folk of the High Dale provide covered
encampments along the northern trail for those who haye
come to worship in the holy valley. The list of gods associ-
ated with the Dancing Place includes the human gods
Deneir, Eldath, Lliira, Mielikki, Milil, Mystra, Oghma,
Seliine, Silvanus, and Tymora, and the elven gods Corellon
Larethian, Sehanine Moonbow, Hanali Celanil, Labelas
Enoreth, and Solonor Thelandira.’

P —
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Monasteries

Different sects of monks and clerics may converge on one
monastery for training or residence. Evil monasteries'can
be 'terrifying places, but good ones aren’t usually luxury
vacation estates either.

Variations on the Theme: A commune of self-suff icient’
families, a sect of survivalists expecting cataclysm, all-men,
all-women, all one race, abandoned, left to ruin, or one lone
monk occupant.

A

_ SAMPLE: ILNEVAL’s PLACE
On the great southern shore of the land, on cliffs over-
hanging the Great Sea, a group.of half-orcs have made
their testimony of faith to Ilneval. This religious com-
munity teaches obedience, loyalty, and the glory of their
orc.ancestry. '
The hurricanes hit every year. High waves and vicious
winds tear the monastery apart and kill several of the half-
orcs every year. And every year, the orcs rebuild in exactly
the same spot because Ilneval told the founder of the
monastery, Mokagkt, that was how it should be, and Mok-
agkt told the rest of the half-orcs. So, that’s how it is.
During the seasons between Ilneval’s storms, the orcs
raid along the coast, filling their bellies with stolen food
and their pockets with stolen gold. They take prisoners or
carry back bodies. They stick the prisoners on poles at the
edge of the cliffs or hang them over the edge on ropes that
sway in the wind. They claim these dead or soon-to-be-dead
victims are their ‘sacrifices to their god, Ilneval. They’ve
noticed that Ilneval takes all the bodies when he comes with

# —

3 | securtyy . &

’Rehglons acqmre Wealth They have divine relics of im-
measurable value. They store the bones of saints and
5 heroes. Thieves in every corner. ‘would love to' get their

hands on this wealth. Few churches rely on faith alone to

. engure their security.
When designing security for a temple in your cam-

paign, consider the temple’s personality. Smaller churches
.and sanctuaries may have an- overseer, but no real secu-_

rity. The Sailor’s Last Request; for example, has an old,
retired sailor who watches for misdeeds. This suffices for
that smnall chapel. This wouldn’t work for a church like
Morningmist Hall, located irr the midst of a bustling city.

 Hiding Places: Most churches have secret places where
they hide their treasures, For example, Morningmist Hall
‘has a secret switch behind"the altar that opens a sliding
door. Stairs descend to the reliquary. Other churches have

hidden rooms behind prayer alcoves, in catacombs, or
even in attic eaves or towers. Some use extraplanar stor-
age, while others rely on magic'to hide the1r treasures in
plain sight. N
Defenses: Those who can afford it use solid defenses to
keep their treasures safe. These opulent cathedrals often

- leave their valuables out for viewing. They build defensive

walls as effective as those of any fi ortress, designed to keep
out an mvadmg army. Archers and other guards keep an
éye out for thieves. =

Divine Shield: Certain temples, from shrines to cathe-
drals, have divine protection. A god has chosen to place a
geas or a'curse on the place of worship. These effects take
various forms, but usually forbid theft or violence within
the\;emple, or they severely pumsh anyone who breaks
these tenets. A : 3
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the storms, and they believe the god swallows them whole,
which is why the ropes and poles are torn and broken, and
why only some pieces of bare skeleton remain.

The lawful evil half-orcs have acquired a sizable treasure
that they keep buried in a dirt cellar under the foundation
of the monastery. Though they struggle every year to gather

" materials to rebuild their structure, the cellar remains

intact, and its bounty grows with each passing season.

More than ten half-orc clerics and monks live and wor-
ship in the monastery. Many more come and go through-
out the year, pausing to make a donation and pay their
respects before continuing on their adventures. Some
return for the festivals and ritual celebrations.

The lifestyle in the monastery includes daily sermons,
lectures on combat techniques, regular raids for goods, pris-
oners, or food, and the seasonal Cleansing, a ceremony
during which the weak are culled. The half-orcs fight
among themselves to keep their skills honed between raids.
They praise their opponents and consecrate their blood to
Ilneval. Then they fight, to a prearranged limit of first
blood, surrender, or death.

Hurricane Season: Every year, during the summer
months, at least one immense storm hits the coast at
Ilneval’s Place. The wind picks up and gradually builds to
hurricane level, bringing torrential rain. Determine when
the build-up commences. Each stage of wind level lasts 1d4
hours: light, moderate, strong, severe, windstorm, hurri-
cane, eye of the storm (light), hurricane, windstorm, severe,
strong, moderate, light. Use the Weather Hazards section
on page 87 of the DUNGEON MASTER’s Guide.

The Buildings: The simplicity and chaos of the
monastery’s basic structure results from the average intel-
ligence of the half-orcs, from the annual rebuilding with
different “architects” and builders, and from the overall
simplicity of the lifestyles of Ilneval’s followers. The half-
orcs at the monastery don’t bother building more than one
floor, and they slap flat roofs on the structures, giving the
whole place the look of a lean-to. They’re not the best plan-

ners, so the buildings often have little design quality

beyond functionality.

i - e
encounter ideas:
pestinations of
pllgrimage
At the end of a pilgrimage, the PCs mxght find ...

the ghost of a dead hero. :

a massive crowd seeking mu‘ac]cs

* visions regarding a prophecy of major event.

vandals. -

a charlatan cheating the faithful.
an evil cult recruiting followers.

= ‘
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shrines

Shrines hide in unconventional places, usually outdoors, in
ivy-covered trees, in sea-salty cliff-nooks, and on the dank
skeletons of wrecked ships. They often evolve from one
person’s need to reach out to a god. Others come, add their
tokens of reverence, and a shrine results.

Variations on the Theme: A funeral shrine, a crude
shrine, a statuesque shrine, an evil shrine, a nature shrine, a
shrine in a waterfall, a desecrated shrine, a valuable shrine,
or a protected shrine.

SAMPLE: SENTINEL Rock

Located near a quiet farming community (Espar) in
Cormyr, this shrine venerates Helm. It occupies a hollow
rock to the west of the King’s Forest. You enter it by crawl-
ing through a small hole halfway up the steep cliff, thus
forced into your first genuflection before Helm’s altar. Once
inside, you may stand. The cavern expands immediately to a
space of cathedral proportions. You descend a sloping path to
arrive at the shrine itself. The shrine stands in the middle.

An intelligent dancing sword protects the shrine. It has
a +2 enhancement bonus and is holy, blessed by Helm. The
sword attacks as if last wielded by an 11th-level fighter at
a base attack bonus of +11/+6/+1. It comes to the defense
of any worshipers and of the cavern itself. It recognizes
those who worship Helm and those who do not. Many of -
Helm’s wershipers come to touch the dancing sword for
luck before embarking on a dangerous quest.

A crack in the ceiling produces a streaming spotlight
that moves across the floor as the sun advances. At exactly
mid-day on the last day of summer, the light strikes Helm’s
shrine and, if the dancing sword is at rest, the light re-
bounds to reveal an alcove high above the cavern’s floor (30
feet up a vertical wall). The alcove contains the sister sword
of the dancing one. This second sword has a +2 enhance-
ment bonus, is holy, blessed by Helm, and keen. It, however,
1s not a dancing weapon.

Within the alcove, an inscription says that only a true
follower-of Helm may borrow the sister sword, and only for
a quest in Helm’s name. Furthermore, the sword must be
returned after the quest, or the borrower is considered a
thief and draws Helm’s displeasure.

small chapels

Small chapels exist in any environment, from the wilder-
ness to a town of any size. Paladins often prefer them to
larger churches when performing a vigil in preparétion for
a quest or battle. Many castles have their own private
chapels inside.

Variations on the Theme: An isolated chapel a mountain

- chapel, a chapel in a tree, an underground chapel, a noble chapel,

a family chapel, a prison chapel, or a shunned cha:pel.
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SAMPLE: SAILOR’S LLAST REQUEST
The smell of fish and brine prevails in this small chapel on

S — i

the corner of Odd and Dock streets in Waterdeep. The small, *

warehouse-style building nestles between two much larger,
much more modern structures. At one time, it stored salted
fish, but since its abandonment several decades ago, it has
housed homeless sailors who can’t afford a room.

The door tb the chapel disappeared long ago. Doves and
seagulls roost in the eaves and leave spattered stains upon
the floor. The salty dogs who
come here don’t mind the
birds, nor do they care that
the altar 1s a rickety old table
in the corner, covered with a
mishmash of tokens left over
the years.

Candles drip melted wax
among the layers of personal
mementos, seashells, whittlings,
locks of hair, scrimshaws, and
dried posies gifted to gruff
sailors by their chubby-cheeked
daughters. They leave these in
supplication to Valkur, the god
of sailors. They pray this won’t
be their last trip, that they’ll
have good weather, and that
they’ll return safely.

The chapel often echoes
with laughter and rough
speech. These weather-hewn
fishermen and adventurers
feel no need for quiet con-
templation or meditation.
Where they spend their days
and nights, the work never

ends. The sea can rise up
~ without warning to drag
them to their deaths. Valkur understands strength and
action, not pillows and prayers. The worshipers at the
Sailor’s Last Request chapel don’t pretend to be anything
they’re not. They visit the chapel for camaraderie as well
as for religion.

e T T
sailor’s Last Request
The PCs go to this chapel because . . . ‘ ‘
they need to find a ship that will hire them.
* they’re looking-for a particular sailor or ship.
a sailor left the key to the treasure there.

they want to hire sailors to'sail their ship.
they want to infiltrate sailor society.

i‘:.

Sailor’s last request
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Olroy retired from sailing and became a fixture at the
chapel. He takes his self-imposed guard duty quite seriously.
Olroy sits just outside the front doorway, usually whittling.
He personally knows every sailor who lives in Waterdeep,'and
often knows the more transient ones, at least by reputation.

4 Olroy: Male human Exp3; CR 3; Mediumsize hu-
manoid (human); HD 2d6+4; hp14; Init +3; Spd 30 ft; AC
15 (touch 13, flat-footed 12); Atk +2 melee (1d4+1/19-20,
dagger), SV Fort +3, Ref +4, Will +2; AL N; Str 12, Dex
16, Con 14, Int 12, Wis 8,
Cha 10.

Skills and Feats: Balance
+5, Climb -+3, Craft (whit-
tling) +3, Gather Information
+6, Intimidate +3, Knowledge
(local) +7, Knowledge (na-
ture) +4, Profession (sailor)
+7, Swim +3, Use Rope +6;
Skill Foctis (Profession),
Toughness.

Possessions: Leather armor,
dagger, pouch containing 3
gp, 12 sp, and 10 cp.

rural
churches

Members of rural communi-
ties often have common reli-
gious ‘beliefs. They build their
humble churches as a place
both to worship and to gather.
Rural churches tend to have a
sense of community that gives
them personalities all their
own.

Variations on the Theme: A
corrupt church, a gossipy
church, a matchmaking church, a prejudiced church, an iso-
lationist church, or a church desperate for a new resident
cleric (such as a PC cleric).

SAMPLE: HIGHWATER HALL
When spring comes, the thaw floods the basin between the
Galena, Snake, and Icelace rivers. During this time, the
inhabitants of the Highwater trading community (popula-
tion 41) all move into Highwater Hall. The huge, hexagon-
shaped hall stands on pylons sunk deep into the ground. It

serves many purposes aside from temporary flood housing, -

including community. center, school, and church.

During the day, the stranded people of Highwater work
on community projects, such as sewing, tool repair, and
matchmaking. At night, they sing, dance, feast, and play
instruments. Anyone caught on the floodplain during this

-
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time is welcome to shelter with the residents of Highwater.
They must, however, earn their keep.

- The quarters are close. Fights may break out. Families
often squabble. Tensions mount until near the time the
floodwaters recede, when the entire community celebrates
the return to normalcy and privacy.

Daily prayer services to the god Waukeen call down
blessings of future prosperity. In the same room, side by
side with the followers of Waukeen, others worship Tymora
or Sune. The primarily neutral church turns away no one,
not even those of evil alignment. The only crime punish-
able by banishment is“endangering the community.”

A man named Chokmot (LG male human Clr 10 of
Waukeen) serves as the community’s cleric. His leathery
face implies he has lived many years in the northern
reaches, near the glaciers where the climate chisels lines in
your skin. He’s wise and good. :

mid-sized churches

Larger communities have the resources to build greater tes-
timonies to their faith. Mid-sized churches require a certain
level of resources to maintain. ‘

Variations on the Theme: ‘A poorly maintained church, a
gaudy church, a dourly plain church, a vain and petty
church competing against others, a greedy church, a dis-
honest church, or a church run by organized crime.

SAMPLE: ABBAI ABBATHOR

In Teziir, just to the south of the Lake of Dragons, a
strange cluster of buildings squats beside the market square.
Tall, iron fences topped with sharpened spikes surround the
compound. The central building dominates the others, its
architecture a dwarven mixture of stone and iron grillwork.

By the front gates of the Abbai Abbathor, the dwarven
clerics who live inside, dedicated to Abbathor, have a trad-
ing post. They trade in gems and magic items. Only the
wary walk away without paying too much, however.

Despite their friendly demeanor and laughing conversa-
tions, these dwarves are unscrupulous barterers. They love
the innocent and the gullible, and have no qualms whatso-
ever against taking advantage of the less-than-savvy buyer.

. -
city chueches
Churches in:cities benefit from the protective forces of the
city itself and can often put their efforts toward less prac-
tical and more aesthetic efforts. Security remains an issue,
however, and city churches often have secret hiding places
where they put their most valudble treasures.

Variations on the Theme: An opulent church, an ancient
church overrun by a modern city, a ghetto church, a
secret church, an underground church, a false church,
a refugee church, or a rebel church.

)
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SAMPLE: MORNINGMIST HALL

This temple to Lathander, the god of dawn and renewal,
stands on the central isle in Marsember’s bay. It rises aboye
the other buildings, a perfect bouquet of roses cast amid
shabby weeds. The pink, pearlescent walls have an inner
radiance that imitates the blush of dawn. Its slim spires and
towers seem ever on the verge of unfolding, blooming
petals wrapped to tight buds. It embodies hope in an other-
wise dreary and dangerous city.

This church has a long history upon the Lake of Dragons
(Dragonmere) and the Sea of Fallen Stars. Its head cleric,
also known as the High Morninglord or ‘Chancer, invests
shrewdly and has established a solid foundation of services
that the church provides in order that the coffers remain
full. The Chancer, Chansobal Dreen, and his fellow clerics
bless ships about to embark, consecrate new ships, hear the
confessions of sailors leaving on particularly long or dan-
gerous voyages, and provide quick wedding services for those
satlors who wish to get married before their ships sail.

* Dreen (NG male human Clr 12 of Lathander) also takes
his band of faithful out on the sea in search of pirates and
smugglers. His small fleet of holy ships attacks these crim-
inals with little ‘mercy. The captured treasure, of course,
finds good use with the church.

Church: Sixteen clerics (Clr 1 to Clr 7) and twelve lay -

temple staff. :

Fleet: Dreen’s fleet consists of six battle-ready ships with

crews of twenty-four sailors each.

Laroe or foctified
cathedrals

Cathedrals serve a multitude of functions in any religion.
Their massive size makes them beacons for the faithful, and
their lofty grandeur is often intended to inspire (or intimi-
date) the flock. Normally situated in larger cities and
metropolises, cathedrals provide secure locations for impor-
tant ecclesiastical meetings and councils. Perhaps most
important, they are among the most visible reminders of a
deity’s pewer and a church’s success: Constructing a cathe-
dral is an undertaking of such vast scale that only the
wealthiest churches can afford it. Hence, truly large cathe-
drals are rare; and, for the same reason, fortified cathedrals
are even rarer.

While some places of worship do coexist peacefully with
the other faiths in theix community, others are less like
churches and more like armed camps. A church normally
constructs a fortified cathedral only when it anticipates
active opposition to its religion. These great houses of the
deities can resemble castles in the strength of their defenses:
High battlements, arrow slits, reinforced gates, portcullises,
and thick stone walls are common features in a fortified

-cathedral. Of course, physical defenses are not the only

means of protecting a deity’s temple—the priesthoods of
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Faeriin have the divine power of their gods behind them.
Variations on the Theme: An ice cathedral, a fire cathe-

dral, a climbing rose cathedral, a twisted cathedral, an °

upside-down cathedral, a rainbow cathedral, a moldy cathe-
dral, a blood cathedral, or a living cathedral.

SAMPLE: ABBEY OF THE BLINDING TRUTH
This great teimple complex, which includes the cathedral
and adjacent abbey, was finished in the month of Ches in
1372 DR, three years after its ground was hallowed and its
foundations were laid. The site is the centerpiece of the
Tyrrans’ aggressive new campaign to bring justice and order
to Westgate—a notoriously unjust and disorderly city. High
Lord Abbot Grigor Khazar (LG male human Mnk3/Clr15),
a most militant crusader in Tyr’s service, had the privilege
of overseeing the abbey’s recent construction, and how pre-
sides over its daily affairs as he begins to form a plan for
purging corruption from the city.

Location and Physical Description
The Church of Tyr purposely built its newest house of wor-
ship in a location that would garner attention, and prick the
egos of its enemies. Within easy walking distance from the
House of Spires and Shadows (dedicated to Mask), the high
walls and towers of the Abbey of the Blinding Truth are
practically a warning to Mask’s followers that the Tyrrans
are here to compete for influence in Westgate.

The temple complex ‘is easily the most imposing struc-
ture in its area of the city. Its granite outer wall rises 50O
feet above the narrow, cobbled street below, affording a
strategically lofty view for the ‘guards who continually
patrol its length. The walls, whitewashed to make the place
easily identifiable even at a distance, enclose a broad court-

yard paved with flagstones. Within the courtyard are the -

abbey’s buildings. The largest structures within are the
abbey itself and the cathedral, ‘but nearby are several
smaller outbuildings, including stables, granary, soldiers’
 barracks, and well house. -

encounter rdeas:

Hallowed rand

: The hallowed land in your campaign could . ;.

be the burial ground of"a legendary hero.

have a church whose leader is being blackmalled into
aiding evil. " :

be cursed with a geas/quest such that anyone who
enters it must solve the mystery of a cleric’s death or -
the cleric never rests in peace.

have attracted a hoard of animals that has mstinc-
tually. gathered in the druidic circle to escape an evil
spreading through the rest of the forest.

‘
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Life in the Abbey

The residents of the Abbey include clerics, monks; paladms,
and mundane (but faithful) servants of the Maimed God.
They consider - themselves to be under permanent siege
from' the forces of chaos and injustice that hold sway over
the city. And well they might: In the short months since
their arrival, they have clashed repeatedly with the agents’
of the notorious Night Masks, fighting them in the dark-
ened streets and alleys of the most dangerous parts of the
city. Meanwhile, the High Lord Abbot is actively trying to
persuade members of the city’s ruling council to resist the
temptation of corruption in favor of more equitable behav-
ior. Since they’ve made it their business to interfere with
Westgate’s two main power centers (the merchant nobles
and the thieves), the Tyrrans know that they must be vigi-
lant against attack and infiltration. When not on duty, they
train continuously to defend their faith with their lives,
even as they attempt to carry their god’s message of JLISthC
to the mighty and the low alike. :

The abbey is defended by a company of trained soldiers
sworn to the service of Tyr. They patrol the walls and stand
watch in the gatehouse, day and night. Supporting thém is
a small contingent of templars (paladins, monks, and more
experienced fighters) who also help guard the abbey’s most
important internal areas. The clerics who dwell here are not
in the least averse to utilizing divination magic to. deter-
mine the identity and alignment of unknown visitors, and
the guards use a system of passwords and recognition signs
to identify intruders. They permit Tyr’s worshipers and
those with.legitimiate business to enter freely, but tolerate
no intrusion by other f olk on the orders of the High Lord
Abbot.

Abbot Grigor exhorts his followers to be ever watchful,
but he has not yet shared with them his gravest suspicions:
that the city of Westgate may be infested with vampires.
He believes that the undead are the city’s true masters, that
they control some members of the city’s ruling council, and
that they are working through the local thieves’ guild (the
Night Masks) toward some unknown goal. Even as he seeks
proof of his fears, the abbot prepares to make war on these
terrible creatures. If his suspicions prove accurate, the
Abbey of the Blinding Faith has a greater task even than
cleansing the unjust from the city.

The Solemn Gate )
Twin doors of forged iron, set into either side of the gate-
house’s ‘thick walls, seem better suited to a castle or a
fortress than a place of worship. The street side of the outer
doors is embossed with the symbol of Tyr and engraved
with a stern warning that promises retribution against the
unjust and corrupt. One door on either side of the gatehouse
is opened at dawn; all the doors are closed and locked at
nightfall, and remain so until daybreak except in unusual
circumstances. Passing through the gatehouse is the only
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means of ent’ering the abbey without scaling or flying over
the wall. The abbot has placed a symbol of pain (triggered by
any nongood creature) in the interior gatehouse floor, so
that all who enter and exit the complex must pass over it.
In addition, the abbot casts consecrate inside the gatehouse
gach evening as the doors are shut. The gatehouse is

‘ defended at all times by six soldiers (LG human Ftr?2).

After the midday meal, the monks distribute any leftover
food scraps to the needy in the street outside the gate.

: The Abbey

The abbey is the home of the Monks of the Blinding Truth,
a new monastic order founded by the Tyrran church. This
undertaking in Westgate is the order’s first test, and the
High Lord Abbot has assured the monks that it will be a
baptism by fire. The members of the order divide their time
between caring for and maintaining the temple complex,
studying the laws and religion of Tyr, and martial training.
The structure itself is a two-story building constructed from
mortared stone and timber. It has a number of windows set
into the stone on both floors. A character who makes a suc-
cessful Spot Check (DC- 15) notes that the windows are
equipped with stout wooden shutters reinforced with iron
bands. The shutters can be closed afid locked from within.
The upper story holds the monks’ sleeping cells, a small
library, and several training rooms. The ground floor con-
tains the abbey chapel, refectory, kitchen, armory, and stor-
age areas. Twenty-four monks reside here: ten novices, also
called the Solemn Brothers and Sisters (LG human Mnk1);
eight initiates known as the Fists of Truth (LG human
Mnk3); five senior monks called the Blinding Hammers
(LG human Mnké6); and the High Lord Abbot himself.

The Armory
In this long, narrow room the monks store their arma-
ments. Wooden weapon racks and tables hold a variety of
normal warhammers (Tyr’s favored weapon) plus normal
crosshows, daggers, javelins, kamas, and quarterstaffs. A
locked compartment in the floor at the back of the armory
holds four +1 guarterstaffs, a quiver of twenty +1 bolts, and
a +2kama. Only the abbot and the Blinding Hammers have
keys to the compartment. The weapons are distributed only

if the abbey is under attack, or 1f the abbot decides that a'
monk requires one-when undertaking a special mission.

The Cathedral

The dark granite walls of this imposing edifice loom 100
feet above the courtyard, casting a baleful glare at those
who approach the house of Tyr. A detailed bas-relief sand-
stone carving encircles the mighty oak-and-iron doors. The
carving depicts the cautionary tale of a rich merchant, who
becomes a. member of a city’s ruling council and believes
himself be secure in his wealth and power. But he then
incurs the wrath of the Just God after accepting bribes to
look the other way while thieves rob and burn a family’s
home. The merchant’s corruption is exposed, and he is first
judged and then executed by his fellow councilors.

The main doors open into a long, narrow chapel where
the faithful join together in worship of Tyr. The main altar
is a simple marble slab. The side facing the chapel doors is
inscribed with the symbol of a warhammer, and atop the
slab is a huge set of balances crafted from pure gold. The
other rooms on the ground floor of the cathedral are con-
fessionals, conference chambers, and the vestry.

i

The Vestry

Located at the bottom of a short flight of stairs, the vestry -

is more of a vault than a mere room. Only the abbot and

ordained members of the Tyrran clergy are permitted to

enter. This chamber houses all the sacred vessels, relics, and
vestments the clergy utilizes in its ceremonies. Two
guards—one cleric of at least Sth level and one paladin of at
least 2nd level—remain on duty outside the vestry at all
times. The iron door of the chamber is protected by a greater
glyph of warding that blasts any nongood creature attempt-
ing to open it. Among the treasures kept within the vestry
are several magic items that the abbey might utilize when
threatened: an iron box containing four candles of invoca-
tion (LG); a horn of goodness/evil, and a scroll of resurrection.

The Undercroft
Vaulted - underground chambers run the length of the
cathedral, providing a series of subterranean rooms
intended for storage, emergency shelter, and the burial of

e et R S e

J O
Thé PCs seek out-a fortified cathedral because . . .
it isithe seat of an enemy’s power, and they plan to infil-
trate its confines to confront him. ! -
 the cathedral is employing adventurers to explore and
clear the vicinity of hostile creatures.
it has come under attack; and they serve the cathedral’s

S - encounter ideas: rortified cathed rals

patron deity. L .
the cathedral’s burial ground is erupting with undead
that must be destroyed before they overrun the nearby
community. : i)
they have heard reports that the restless spirit of a-mur-
dered paladin is haunting it.

§.

= e ..



e R A

————
PracEs oF PowERr
———

"

Tyr’s honored dead. Two sets of stone stairs, one located in
a passageway leading to the cathedral’s main chapel, and
the other just outside the vestry, lead down into the under-
croft at opposite ends. The doors to the stairways are
locked, and only a handful of loyal residents possess copies
of the key (the abbot keeps the original). Items that are
generally stored in the undercroft include nonperishable
food items that might be necessary in the event of a siege,
building materials for repairing, structural damage to the
complex, and spare furniture. N

Hidden Sacristry

During his supervision of the cathedral’s construction, the
High Lord Abbot arranged for the creation of a small,
secret chamber beneath the level of the undercroft. The
location of the room is known only to himself and his most
trusted assistants: All the other residents of the abbey are
ignorant of its existence. It is here that Abbot Grigor is
stockpiling those items he believes may be of use against the
vampires he thinks are stalking Westgate. The abbot always
comes here alone and secretly, usually on some pretext of
visiting the undercroft storerooms.

A massive, water-filléd stone font dominates the cham-
ber. Here, the abbot creates holy water when he can, plac-
ing it in vials that he stores in wooden racks along the
sacristry walls. He has also placed here a dozen flasks of
alchemist’s fire, a matchmg pair of silver daggers, scrolls of
[flamestrike, holy aura, sunbeam, and sunburst, and a neck-
lace of prayer beads.

BaAstIons
of the Arcane

In their travels, your PCs uridoubtedly run across many
locations created as a result of or for the purpose of an
arcane spellcaster’s magical practices. You can make
 these places into unique encounters that spark your play-
ers’ imaginations and enhance the game by adding detail

encounter 1deas:
unhallowed Land

The unhallowed land in your campaign could . . .

be the bunal ‘ground of a great evil.

hold a giant, evil cathedral whose fortifications
make it necessary to sneak inside. to capture back an
important artifact stolen from.a good cleric.

be a mysterious den of gambling and other, darker

_entertainments.

be a mine deep beneath the ‘carth where evil masters

force others to dig and dig and dig. -

= =
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and creative tweaks to what would otherwise be a.repeti-
tious theme. )

Bardic colleges

Bards are, with few exceptions, socnable people by nature.
The artistic expression of various cultures is their meat and’
drink (sometimes literally), and such pursuits virtually
guarantee that the bard who prefers isolation is a rare
fellow indeed. Bards who associate with one another are able
to share and pool their knowledge and skills, and sometimes
bards formalize these associations by creating guildlike
organizations known as colleges. :

The term is something of a misnomer, for while some
bardic colleges do in fact offer instruction in one or more
arts, they are as often as not places where bards are wel-
come to gather in pursuit of the society’s preferred goals.
Some colleges are dedicated to the sharing and preservation
of particular types of lore, while others assemble to investi-
gate unusual phenomena or provide support for a certain
political, social, or moral point of view held in common by
its members. A few bardic colleges are founded along strict
hierarchical lines, but most are relatively informal and
relaxed (particularly when compared to other types of
guilds). In the latter type of college, the members are natu-
rally expected to follow some basic rules and respect the
society’s ranking members, but apart from that, authority
is generally a loose and casual institution.

SaMPLE COLLEGE: BROADLEAF LLODGE
Located a half-day’s ride outside the town of”Brannoch in
the Moonshae Isles, this fortified manor house was once the
hunting lodge of Sir Miles Broadleaf. Sir Miles was a
fighter from the North who, after receiving a knighthood
from Lady Alustriel of Silverymoon, retired here to enjoy
the wild, rugged landscape of Snowdown’s moors, lakes, and
mountains. Hunting wild game was Sir Miles’s passion; he
constructed this hunting lodge for the comfort of himself
and his guests. Sir Miles passed away nineteen years ago,
leaving behind no heir. The lodge fell into disrepair, until
Donalbain acquired and repaired it over the course of the
last five years.

The lodge is situated midway up a steep slope in the foot-
hills, surrounded by a thick stand of evergreens. A narrow cart
track is the only convenient means of approach from the
muddy road that winds its way from Brannoch to Harloch.

Great Hall: It is rare to find the ground floor of the
tower unoccupied, even at odd times of the day and night,
for it is here that bards, both residents and visitors, love to
congregate. Filled with old but very comfortable furniture
left over from Sir Miles’s day, and warmed by the large
flagstone fireplace, the great hall offers an inviting atmos-
phere for those who wish to relax from the rigors of the
road. Visiting bards might use the chamber to practice a

-
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song, puzzle over a fragment of lore, or converse with their
fellows. The walls of the chamber are hung with tapestries

to give the room some color and help diminish the perva- *

sive chill of the colder months; they depict important
scenes from Moonshae history, such as the Battles of Caer
Corwell. The vast, somewhat moth-eaten, dire bear rug that
lies before the hearth was Sir Miles’s proudest hunting
trophy. Now it conceals a secret trap door in the floor (Spot
DC 25, Disable Device DC 30), that leads to a bolt hole
beneath the great hall. Donalbain added this amenity three
years ago, intending it to be used as a place where the lodge
residents may secret themselves in case of a serious emer-
gency (an attack by a foe too powerful to defeat, for in-
stance). He keeps the bolt hole stocked with enough fresh
water and rations to keep eight people alive for a tenday,
though not in style. He’s also placed several useful magic
items within the bolt hole , including four potions of heal-
ing, a scroll of glyph of warding, and a +2 longsword.

Lecture Hall: This room is set up much like a classroom,
with trencher tables facing alectern. On the wall to the left
of the fireplace is a large canvas map depicting the Moon-
shae Isles. Sometimes Donalbain and visiting bards hold
lectures, debates, and informal discussions here. College
members may also use this room to demonstrate to one
another new magical techniques and spells (on those occa-
sions, the furniture is removed to give the attendees
more room and a greater sense of safety should something
go wrong). College members hold discussions and briefings
Ain this room on more serious matters, such as whom they
might dispatch to spy on someone they think may be a
threat to the safety of the Ffolk. -

Servants: Donalbain employs a trio of servants, three young
women from the town of Brannoch,.to see, to the necessary

during the morning or late afternoon; reading, writing, or
just engagmg in some private musings. e Ny

anrtets

The lodge has only five guest rooms, so guests are often
obliged to sleep two to a room; those unwilling ‘to do so
must either seek a bed in Brannoch or beg shelter in a’
nearby farmer’s barn. Each guest room contains two well-
used but still comfortable beds, two wooden chests for per-
sonal possessions fitted with simple locks (DC'15; though
more than one guest has augmented this scanty protection
with both magical and mundane.assistance), a washbasin, a
small wooden table, and a pair of wooden chairs. The shut-
ters i the room can be barred from within against
inclement weather. The room doors have no locks.

Lore Hall
This is Broadleaf Lodge’s pride and joy: a library containing
a superb collection 'of lore, legend, and learning that would
be the envy of any academic. From floor to ceiling, the
walls of this tower chamber are lined with sturdy bookcases
(attached securely to the.stone walls with iron brackets and
rivets, to prevent accidents). The shelves contain well over
a thousand books, scrolls, and maps, covering a multitude of
subjects, including history, language, geography, poetry,
music, alchemy, crafts, heraldry, warfare, and of course
magic (there are even a few traveling spellbooks containing
1st- to 3rd-level spells).

Bards and their guests (it’s not uncommon for a bard to

- bring his adventufing companions to the lodge specifically

chores. The women—Branwyn, Dara, and Shannon—prepare -

meals, keep the lodge clean, and tend the livestock. Donalbain
is fond of them and will take any easures necessary to pro-
~ tect them from danger that may threaten the college.

Kitchen
A large fireplace dominates the food preparation area.

Pantry

A short flight of stairs leads downward from this fi oodstuf E
storage area to a‘small root cellar, which also contains the
well that supplies the lodge with fresh drinking water.

Second Floor
Solar ‘
Broad windows with a southern exposure give this room
plenty of light, even in the winter months. Several wooden
benches with worn but comfortable leather cushions are

positioned around, offering a pleasant place to enjoy the

sunlight and views of the surrounding countryside. It’s
common to find one or more visitors to the lodge here

58

to conduct research) are often found utilizing the hall’s
resources. They may rfot remove the books from the hall
itself, however. Donalbain expects those who visit the col-
lege to share its treasures. After several unpleasant experi-
ences with bards whom he caught “borrowing”. volumes of
lore, Donalbain reluctantly arranged to have a magic mouth
placed on each item on the shelves. Now the books and
scrolls shout a loud warning if removed from the hall.

Third Floor (Tower)

Music Hall

The highest chamber in the tower is reserved for the pursuit
of the musical arts. It is a high-ceilinged room in which the
stonework of the tower walls is concealed behind a smooth
of white plaster. When he first acquired the lodge, Donal-
bain employed master craftsmen from Callidyrr to plaster
over the stones and construct a series of wood-and-plaster
panels across the chamber ceiling, designed to reflect sound
in a pleasing manner. The result is a small but acoustically -
sensational performance area, in which music resonates with
an uncommon charm and beauty. So exquisite is the effect
that a bard gains a +3 enhancement bonus on any music-
related Perform check he makes while within the chamber.
The wall to the right of the hearth is fitted with numerous

+
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wooden pegs,'f rom which hang musical instruments that vis-
itors may play and enjoy at their leisure.

- Bards are welcome to give performances in the music
hall. Sometimes these events are renderings of newly
penned or recently discovered songs, poems, or stories;

“sometimes they are dances, instrumental concerts, or even
' short plays. Performances are typically open to the public,

and occasionally guests to travel all the way from Callidyr
or Corwell to attend a show by a famous performer:

wizard’s guilds

Faertin resonates with magic. Those who use it vary greatly
in their philosophies and approaches. Mages of like tem-
perament often gather together in groups, commonly
referred to as wizards’ guilds. The title is a misnomer, since
most don’t restrict their membershlp to only wizards, but
include all who use magic such as sorcerers and bards, some-
times even clerics. Because of the diversity of magic and
magic users, there’s no such thing as a typical wizard’s guild.

FINDING A GUILD
Most major metropolitan areas support several public
guilds. They have set locations and ate easy to find. Smaller
towns may have only one guild. Rural villages usually don’t
have enough mages of similar goals to support a guild.
Magic users from these places often affiliate themselves
with the nearest established guild.

Not all guilds are public or easy to find, though. Some-
times mages find themselves at odds with the local author-
ities or populace. Guilds in hostile environments operate in
secret. Guild locations may be temporary. Members may
know each other only by code names. They jealously guard
their privacy. Their lives may depénd on it.

THE GUILD ENVIRONMENT
Most commonly, wizard guilds form for the purpose of shar-
ing resources, with an emphasis on education. These places
typically have large libraries and laboratories. They resemble
schools. Many -have rooms or small apartments where magic
users can stay while doing research or creating items.

At one end of the spectrum are the party gullds The
guild is often housed in a former tavern or inn. Rules are
few and rarely enforced. The main criterion for member-
ship is an enthusiasm for magic (not necessarily the ability
to use it) and a penchant for silliness. The majority of mem-
bers are young apprentices who want some place they’re
free to cut loose and enjoy themselves away from the rigors
of their studies (and their masters). The main activities are
parties and pranks. Mages of power and repute generally

view party guilds with disdain. /

Probably formed in reaction against the frivolity of the
party guilds are the serious, extremely quiet guilds of con-
templation-and study. The most famous of these is the Silent

Hall in Iriachor. Housed in an impressive, templelike build-

ing, it exudes dignity and manners. A mute butler greets vis-

itors in the front hall, the only area on the premises where

one is allowed to speak. Unseen servants tend to all the clean- .
ing and serving. It’s an odd place where people come together

but never socialize beyond a polite nod. Members value the

silence, and most use the guild’s extensive library.

While almost all other guilds permit their members to
speak, they may have other peculiar restrictions. In some
guilds, members spurn manual labor. Everything must be
done with magic. Unseen servants tend to all general needs.
Mages won’t even turn the pages of the books they’re reading;
they’ll cast mage hand for such menial tasks. Magic users in
these guilds try hard to impress one another. The more effort-
lessly they appear to do things, the better. Silent and Stilled
spells earn more respect than those cast normally, If a mage
has to resort to nonmagical means for any purpose in the
guildhall, the person loses status with her peers. Some variants
of this guild permit all types of magic, including divine; others
restrict their membership to purely arcane spellcasters.

Secret wizard guilds usually form because their activities

-are against the law. One such guild is the Dark Robes that

meets in the catacombs beneath the city of Baldur’s Gate.
Seemingly upright citizens during the day, at night the
members swath themselves in dark robes with deep hoods -
and use code names to hide their true identities from each
other. All the Dark Robes specialize in necromancy. The |
members have renovated some of the underground crypts
into laboratories where they. experiment with undead.

REQUIREMENTS FOR MEMBERSHIP
How can a magic user join a guild? The requirements differ.
Most prerequisites are publicly disclosed, but some, such as
alignment, might not be. >

Most guilds require an admission fee and monthly or
yearly dues. In addition to money, joining a wizard’s guild
usually means that you must be a spellcaster. Some guilds
merely require the ability to cast spells while others are
more specific, restricting membership to wizards and sor-
cerers or-just'one or the other. Some may only admit mem-
bers of certain prestige classes.

Frequently, a mage desiring admission to a gulld needs to
have a current guild member sponsor her.

Occasionally, a guild wants an applicant to prove herself
either through a formal duel or by defeating a particular
creature or obstacle. Well-established guilds may have a
whole series of formal tests that an applicant must pass.

A guild might require applicants to donatera permanent
magic item. Some guilds require this only upon application.
Others include magic items as part of their dues. Some
insist that the applicant be the crafter.

Some guilds have alignment requirements, testing all

-appli cants with a know alignment spell and only admxttmg

those who share their philosophy..
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A few guilds restrict thelr members by heritage (family
bloodline or race).

After joining a guild, members usually have ongoing °

commitments, such as donating a certain number of spells
or days of work to the guild each month or aiding other
guild members through discount spellcasting and magic
item creation.

PRIVILEGES OF MEMBERSHIP
The benefits one gets from '
being part of a guild are usually
commensurate with the diffi-
culty of joining and the amount
of contribution necessary to be
a member in good standing.
Some guilds have different
levels of membership with priv-
ileges increasing with cost.
Benefits may include:

* Discounts (usually 5-20%)
on scrolls, potions, select
magic items, and common
spell components.

* Access to spells to copy.

* The ability to trade magic
items for spellcasting serv-
ices (usually at 75% value).

.* Lodging and meals either
free or at a discount.

» Scribe services either free
or at a discount.

* Socializing and networking
opportunities.

* Improved resources for
purchasing magic items
(increase the population of
the town by one category for figuring gold piece limit).

* Specialty purveyors of magic items. A mage may spe-
cialize in buying and selling a type of item (boots, for
instance), and will buy them at 75% of list price instead
of the customary 50%. :

* Rental of magic items. The renter must pay for the item,
but if it is returned in the same condition, the guild will
rebuy it for 80% of listed value (minus any per-charge

. cost for charges used).

* The ability to legally cast spells, in places where guild
members are the only acceptable users of magic and any
nonguild member casting spells is breaking the law.

SAMPLE GUILD: SILVERYMOON
The Silverymoon Arcane Guild originally formed as a coopera-
tive collective of mages who sought to help one another
research and create magic spells. It has since broadened to be an

Silverymoon arcane guild
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active teaching and training facility for all arcane spellcasters.
Membership is restricted to nonevil mages who can cast
arcane spells of at least Fth level.
Yearly membership dues are 1,000 gp in currency. Mem-
ber benefits include:

* Members-only accommodations in the guild (equivalent’

to a good inn).

* Access to the guild’s large reference library (reduces time

' and_cost of researching
spells by 20%).

* Magic item “rental” service
(members can buy any
magic items with individual
cost up to 30,000 gp and

guild for 80%).

* The abulity to attend special
symposiuims, including a
yearly demonstration of
how to make a porzal.

*-The ability to use the
portals in the guild lecture
hall (additional fees are
charged if the guild mem-
ber has companions).

Because of these substantial
benefits, the Silverymoon Ar-
cane guild has a prestigious
membership. Elminster him-
self stays at the guild when in
Silverymoon.

mMage FQICS

While individual towns or
cities with significant wizard populations may host small-scale
gatherings on a regular basis, these affairs hardly compare to
an event that draws primarily wizards, but also sorcerers and
sometimes bards, from across Faertin. This mage fair, which
has given. its name to-the smaller fairs, occurs annually at a
location determined by a council of senior wizards, reputedly
with the participation of the Magister.

Only those who can prove their ability to cast arcane spells
are admitted to a mage fair, though each wizard or sorcerer is
allowed one nonspellcasting guest. Upon drawing near to the
site where the mage fair is taking place, a would-be attendee is
challenged by a sentinel who is well armed with magic items.
The wizard must cast an arcane spell—any spell will do,
though most wizards try to make an impression with flashy
evocations or elaborate illusions—before gaining admittance
to the fair. Sentinels watch the spellcasting process carefully’
and use Spellcraft to identify the spell being cast.

then resell them to the»
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’Typical' Mage Fair Sentinel: Male or female human
Wizll; CR 11; Medium-size humanoid (human); HD
11d4+25; hp 54; Init +1; Spd 30 ft; AC 15 (touch 14, flat-
footed 14; Atk +5 melee (touch spell; by spell), +6 ranged
(ranged touch spell; by spell); AL N; SV Fort +3, Ref +4,
Will +8; Str 10, Dex 13, Con 14, Int 17, Wis 12, Cha 8.

Skills and Feats: Concentration +16, Knowledge (arcana)
+17, Listen +10, Scry +6, Spellcraft +17, Spot +10; Alert-
ness, Empower Spell, Heighten Spell, Maximize Spell,
Quicken Spell, Scribe Scroll, Still Spell, Toughness.

Possessions: staff of fire, ring of protection +3, boots of lev-
itation, amulet of natural armor +1.

Spells Prepared (4/5/5/5/3/2/1; base DC = 13 + spell level):
0—daze, detect magic, flare, read magic; 1st—mage armor,
magic missile, obscuring mist, shield, shocking grasp; 2nd—
blur, flaming sphere, levitate, Melf’s acid arrow, web;
3rd—dispel magic, fireball, protection from elements, sug-
gestion, tongues; ¥th—improved invisibility, heightened light-
ning bolt, stoneskin; Sth—empowered lightning bolt, wall of
Jforce; 6th—globe of invulnerability.

Once admitted, a wizard enters the mage fair itself—a sight
that many young wizards and inexperienced guests find
awe-inspiring, terrifying, or simply overwhelming. Wizards
in Faertin can be an eccentric lot, and a mage fair gives
them implicit permission to display the full range of their
eccentricities without judgment or condemnation from
more mundane folk. When Storm Silverhand visited a
mage fair with Elminster on one occasion, she witnessed a
wizard wearing nothing but a feathered snake and another
one clad in dancing flames, one robed in living fungus and
one garbed in a gown made of gems. One had green hair,
one had a serpent’s tongue, and one had eyes at the ends of
tentacles that emerged fronr beneath a robe’s heavy cowl.
Wizards at a mage fair crowd together, exchanging sto-
ries, spell secrets, components, magic items, and informa-
tion. They conduct business, forge partnerships, share (or
sell) the results of their research, exchange specialized train-
.ing, show off their power, fight mageduels, take on appren-
tices, and play pranks on each other. It is not difficult to
understand why the Magister might promote such an event,
since—when things run smoothly, at least—magic is shared
and expanded when so many wizards gather in one place.
The map on the next page shows the arrangement of a
typical mage fair, this one held in a crater in the midst of
the Fallen Lands. .
Wares Booths: In the center of the mage fair, merchant-
minded attendees rent booth space to sell goods and services
to their fellow wizards. Typically, about thirty booths are
set up in'rows (the map shows twenty-six), allowing wizards
to offer a variety of items for sale: magic items (particu-
larly uncommon goods, rather than the potions and scrolls
that any self-respecting wizard can create alone), unusual
spell components, robes, alchemical supplies, and other
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necessities of the wizard’s art. The best business is done,
however, by true master crafters who offer even common
items—mugs, plates, staffs, candles, and so on—crafted in
unusual designs or carrying unusual minor enchantments.

Red Wizards do not typically attend mage fairs, prefer-
ring to sell magic items in their own trade enclaves within
cities throughout Faertin.

Mageduel Arena: This large circular area is smooth as
glass and traced with symbols and ornaments. The arena
itself carries no enchantment, but it is the preferred loca-
tion for wizards to create the magical arena that contains a
mageduel (see Chapter 2). :

Fireball Throwing: Some wizards, disdaining the formal-
iZed and somewhat subdued mageduel, prefer to settle dis-
putes with the sport of fireball throwing. Wizards hurl
Sfireball spells up the gentle southeast slope of the crater,
demonstrating their magical acuity with the range of the
spell (a range difference of 40 feet per'level gives a good
indication of caster level, though the Extend Spell feat
skews these results) and the heat generated by the blast
(proportional to the damage it deals). Many wizards dismiss
-fireball throwing as “a sport for children,” but it remains
popular, particularly among young and hotheaded casters.

Amphitheater: A stage at the crater bottom and rows of
seats magically carved out of the crater slope form an out-
door amphitheater for lectures, presentations, and enter-
tainment during the mage fair. '

Magnificent Mansions and Secure Shelters: In the
northeast portion of the crater, four Leomund’s secure shel-
ters are set up to provide accommodation for some of the
mage fair guests. Some wizards also use this area to create
portals for Mordenkainen’s magnificent mansion spells.
Others choose to camp, if they are staying overnight, far-
ther away from the main fair area. (Consult the diagram of
a Leomund’s secure shelter in the Player’s Handbook for
internal details on these buildings.)

MAGE FAIR ADVENTURES
A mage fair is an interesting adventure site, though the pres-
ence of so many powerful wizards makes it a dangerous place.
A mage fair is never troubled by a large disturbance unless
the disturbing creature is extremely powerful, extremely sui-
cidal, or intended as a distraction. More common occurrences
are shown on Table 4-1: Mage Fair Events.

TABLE 4—1: MAGEe FAIR EVENTS

d% Event
01-10 Wizard challenges a PC to a duel* - »
11-20 Wizard challenges a PC to fireball throwing*
21-30 Upstart challenges prominent wizard to a duel
31-35 Outsider escapes the amphitheater stage and goes
into hiding™*
-36—40
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Outsider escapes the amphitheater stage and
»
wreaks havoc™*
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41-45  Construct escapes the amphitheater stage and tries  19-21 Chaos beast (CR 7)
to get away™** 22-24 Couatl (CR 10)
46-55 PC recognizes old enemy A5% chance of mistaken 25-31 Demon: 01-15 Dretch (CR 2), 16—30 Quasit (CR
1dent1ty) 3), 31-40 Succubus (CR 9), 4150 Bebilith (CR 9),
56—65 -PC recognizes old friend (10% chance of mistaken 51-60 Vrock (CR 13), 61-70 Hezrou (CR 14),
. identity) 71-80 Glabrezu (CR 15), 81-85 Ghour (CR 12),
'66-75 PC recognizes old acquaintance (20% chance of 86—90 Yochlol (CR ¥), 91-95 Nalfeshnee (CR 16),
mistaken identity) 96—98 Marilith (CR 17), 99-100 Balor (CR 18)
76-85 Old friend recognizes a PC (15% chance of mis- 32-38 Devil: 01-15 Lemure (CR 1), 16—25 Imp (CR 2),
~ taken identity). 26—35 Osyluth (CR 6), 36—45 Kyton (CR 6),
86-95 Old enemy recognizes a PC, but does not openly 46—53 Hellcat (CR 7), §6—70 Barbazu (CR 7),
challenge the character (15% chance of mistaken 71-80 Erinyes (CR 7), 81-90 Hamatula (CR 8),
identity) "91-95 Cornugon (CR 10), 96-98 Gelugon (CR
96-100 Magical catastrophe: something blows up -~ 13), 99-100 Pit Fiend (CR 16) -
2d20%10 ft. from the PCs, dealing 3d6 damage to ~ 39-40 Djinni (CR ¥)
everything within 1d4x10 ft. 41-42 Draegloth (CR ¥)
; 43—-45 Efreeti (CR 8)
*Determine the PC randomly, or choose one based on 46—50 Formian: 01-40 Worker (CR 1/2), 41-70 Warrior
existing rivals and enemies. Use an appropriate NPC (CR 3), 71-8F Taskmaster (CR 7), 86—95 Myr-
wizard from your campaign, or roll on Table 4-2: Wiz- A march (CR 10), 96—-100 Queen (CR 18)
ard Challengers. 51-53 Hell hound (CR 3) -
**Choose from or roll on Table 4-3: Outsiders to determine  -54—55 = Howler (CR 3)
the type of outsider. An outsider in hiding may just want to ~ $6-57 Lillend (CR 7)
escape, or it might lurk in the shadows to get revenge on its §8—61 Mephit: 01-10 Air, 11-20 Dust 21-30 Earth,
captor. Outsiders that wreak havoc are usually insane, des- 31-40 Fire, 41-50 Ice, $1-60 Magma, 61-70 -
perate, or so evil they don’t care about the consequences. Ooze, 71-80 Salt, 81-90 Steam, 91-100 Water
***Choose from or roll on Table 4—4: Constructs to deter- (all CR 3) :
mine the type of construct that escapes. 62—63 Myrlochar (CR 4)
' 64—65 Night hag (CR 9) .
TABLE 4—2: Wi1ZARD CHALLENGERS 66-68 Nightmare (CR ¥)
% Challenger 69-70 Nishruu (CR 6)
01-30 Young wizard (1d4 levels lower than the.PC) look-  71-72 Rakshasa (CR 9) _
ing to prove himself or impress another wizard 73-74 Rast (CR ¥) |
31-50 Old wizard (1d4 levels higher than the PC) trymg 75—76 Ravid (CR ¥) '
to prove that he hasn’t lost his touch 77-80 Salamander: 01-25 Flamebrother (CR 2), 26—65
51-80 Old enemy or rival of the PC, looking to settle a Average (CR ¥), 66=100 Noble (CR 9)
score (the-PC might not even remember the wrong) 81-82 Shadow mastiff (CR ¥)
81-100 Old enemy or rival of someone who looks or acts 83-86 Slaad: 01-40 Red (CR 7), 41-70 Blue (CR 8),
like the PC, in a case of mistaken identity 71-85 Green (CR 9), 86-95 Gray (CR 10),
:96—100 Death (CR 13) g
TaBLE 4—3: OUTSIDERS 87-90 Tojanida: 01-25 Juvenile (CR 3), 26—65 Adult
d% Outsider (CR 5), 66—100 Elder (CR 9)
01-03 Abishai: 01-25 White (CR ¥), 26 5O Black (CR 5),  91-92 Vargouille (CR 2)
51-70 Green (CR 6), 71-85 Blue (CR 7), 86-100  93-94 Xill (CR 6)
Red (CR 8) . 95-98 Xorn: 01-25 Minor (CR 3), 26—65 Average (CR
04-06 Achaierai (CR ¥) 6), 66—100 Elder (CR 8)
07-10 Arrowhawk: 01-25 Juvenile (CR 3), 26—65 Adult 99-100 Yeth hound (CR 3)
(CR ¥), 66—100 Elder (CR 8) '
11-12 _Azer (CR 2) TABLE 4—4: CONSTRUCTS
13-15 “Barghest: 01-65 Normial (CR 4), 66-100 Greater =~ d% Construct
(CR ¥) ) 01-35 Animated object: 01-10 Tiny (CR. 1/2), 11-25

Small (CR 1), 26—55 Medium-size (CR 2), 5670
Large (CR 3), 71-85 Huge (CR 5), 86-95
Gargantuan (CR 7), 96100 Colossal (CR 10)




*

Golem: 01-15 Flesh (CR 7), 16-30 Clay (CR 10),
3145 Stone (CR 11), 46—60 Iron (CR 13), 61-70

36—60

Diamond (CR 12), 91-100 Thayan (CR 8)

61-75 Helmed horror (CR 10)
76-80 Homunculus (CR 1)
81-88 Retriever (CR 10)
8995 Shield guardian (CR 8)

96-100 Tomb tapper (CR 14) .
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Magic items cross the trade routes of Faeriin as assuredly as
do other commodities. They make their way from Scor-
nubel to Waterdeep, from Halruaa to Icewind Dale, and
back, in merchant caravans or in the packs of adventurers
who later pawn them for coin or barter. Every city has its
own particular flavor of market, some dangerous, some
lighthearted and friendly. In nearly every one of them,
though, the enterprising spellcaster can find a place to pur-
chase or sell his objects of power.

The open market

Shopping for a magic item can provide hours of entertain-
ment in the lively, open markets of Faeriin, where barkers
«call out to passersby and promise ... magic scrolls, wands
and rings here! Low prices! High power!” Unfortunately, in
open-market stalls, a spellcaster won’t find the more special
items. She’s more likely to find herself rubbing elbows with
young men and women seeking objects whose effects rely
more on the power of suggestion and superstition than any
real magic, such as a ring of love’s eternal hope or a pendant
of fertility. Real spellcasters disdain these shops, and yet it
pays to browse. Stories abound of the lucky person who
~ found a helm of brilliance in the bargain bin at an open-
market stall, but don’t expect to be so lucky yourself.

One of the more typical traveling merchants of magic
items, a half-orc wizard, self-named Kyrosh of the World,
once traveled to acquire fame and fortune, pursuing quests
in the name of heroic goodness. Disillusioned after years of
adventuring, he adjusted his goals to eliminate fame and
now seeks only fortune. He takes his worn, rag-draped
wagon from city to city, selling magic items. One never
knows where he or she might run into Kyrosh and his rat-
tling cart of merchandise.

The orc merchant carries a broad range of magical
wares, most of which he purchases from strangers he meets
on the roads. His inventory changes constantly. In the mar-
kets, he parks his covered wagon just off the main thor-
oughfare. He displays his merchandise in disorganized piles
strewn upon horse blankets, or collected in baskets strung

Ruby (CR 11), 71-80 Emerald (CR 12), 81-90
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from the eaves of the cart. Shoppers dig through the piles,
studying the items that catch their eyes. Kyrosh has a:mind
like a steel trap. He often remembers what each item does,
but will freely admit when he does not know.

9 Kyrosh: Male half-orc Wiz8; CR 8, Medium-size
humanoid (orc); HD 8d4+19; hp 40; Init +3; Spd 30 ft.; AC'
13 (touch 11, flat-footed 12); Atk +4 melee (1d6+1, quar-
terstaff') or +2 ranged (1d8, light crossbow); SQ Familiar;
AL LN; SV Fort +4, Ref +1, Will +8; Str 12, Dex 8, Con
14, Int 14, Wis 14, Cha 12.

Skills and. Feats: Appraise +7, Concentration +3, Diplo-
macy +4, Gather Information +2, Knowledge (arcana) +10,
Listen +4, Profession (merchant) +6, Spellcraft +13, Spot
+4; Alertness, Brew Potion, Improved Initiative, Scribe
Scroll, Spell Focus (Enchantment), Toughness.

- Familiar (Durg the Toad): Grants master +2 Con; grants
master Alertness feat; master can share spells; master has
empathic link; can deliver touch spells; can speak with
master; can speak with other amphibians.

Possessions: Bracers of armor +2, brooch of shielding, ring
of counterspells (currently charm person). In addition to
these possessions, Kyrosh has a variety of minor magic
items with him at any time for sale or trade: 2d6 potions,
2d4 scrolls, and 1d6 other minor items.

Spells Prepared (4/5/4/3/2; base DC = 12 + spell level):
O—detect magic (2), mage hand, read magic; 1st—alarm,

, charm person, comprehend languages, identify, shield; 2nd—

detect thoughts, endurance, glitterdust, summon swarm;
3rd—hold .person, suggestion, summon monster I11; 4th—
Sear, minor globe of invulnerability.

Spellbook: O—arcane mark, dancing lights, daze, detect
magic, detect poison, disrupt undead, flare, ghost sound, light,
mage hand, mending, open/close, prestidigitation, ray of frost,
read magic, resistance; 1st—alarm, charm person, compre-
hend languages, expeditious retreat, identify, mage armor,
obscuring mist, shield, sleep; Ind—arcane lock, continual
Sflame, detect thoughts, endurance, invisibility, glitterdust,
obscure object; summon swarm; 3rd—dispel magic, haste,
hold person, Leomund's tiny hut, lightning bolt, major image,
nondetection, suggestion, summon monster 111, tongues; 4th—
charm monster, confusion, dimension door, fear, lesser geas,
minor globe of invulnerability, summon monster IV,

Though no two traveling merchants of magic items have the
same style and personality, ranging anywhere from rough-
voiced barkers to smooth-tongued hucksters, they all have
one thing in common: the means to protect their assets.
This may come in the form of banding together with
other merchants—safety in numbers. It may mean the
merchant has a powerful sponsor sworn to take revenge on
any interference with the business, usually relayed by a
banner hung on the caravan. Or it may simply be that the
merchant has what it takes to defend against all thxeves

-
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specialty shops

Throughout the cities of Faeriin, more specialized shops
exist for those seeking a broader selection of rare and pow-
erful items. These shops don’t advertise. They often bear no
“signs unless they have a front business behind which they
hide. News of their locations and reputations spreads only
by word of mouth. Guilds will sometimes publish this
information in their halls.

In Baldur’s Gate, one such specialty shop hunkers in a
small alley in the shadow of the upper city wall. Its unas-
suming facade resembles a personal residence. Patrons must
receive a personal invitation from either the owner or a
customer in good standing.

Everyone calls the shop Risa’s, named for its owner. Risa
bears her eighty-five years well for a human. Eyes black-
ened by years of staring into the colors of magic peer from
a face of crags and age spots. She moves with a hunched
grace, graceful only because one would never believe such a
rickety body could continue to function, much less walk,
bend, and climb stairs.

Risa sells everything from potions and scrolls to staffs
and wondrous items. She rarely deals in weapons and armor.
She doesn’t suffer fools, so those who ask too many ques-
tions won’t earn her respect. Those spellcasters who manage
to impress her may find that she’s willing to take them into
the back room where she keeps her more unusual items.

Risa’s Shop resembles many others throughout Faertin.
Though each has its own personality, usually tied directly
with that of the owner, they all share a certain exclusivity
that keeps out the riffraff.

9 Risa: Female human Wizll; Medium-size humanoid
(human); HD 11d4-8; hp 21; Init -1; Spd 30 ft; AC 9
(touch 9, flat-footed 9); Atk +2 melee (1d6—3, quarterstaff);
SQ Familiar; AL LN; SV Fort +2, Ref +4, Will +11; Str 4,
Dex 8, Con 8, Int 20, Wis 16, Cha 11. _

Skills and Feats: Appraise +12, Concentration +13,
Knowledge (arcana) +19, Intimidate +9, Profession (mer-
chant) +11, Sense Motive +10, Spellcraft +21, Spot +6;
Alertness, Brew Potion, Bullheaded, Craft Wondrous Item,
Improved Counterspell, Scribe Scroll, Skill Focus (Spell-
craft), Toughness.

Familiar (Sleek the Weasel): Grants master +2 bonus

on Ref saves; grants master Alertness feat; master can
share spells; master has empathic link; can deliver touch
spells; can speak with master; can speak with other mam-
mals, SR 16.
« Possessions: Quarterstaff, amulet of health +2, bracelet of
Jfriends Tone of the four remaining charms is keyed to
Morgan Krell, a 9th-level male human fighter), circlet of
mind shielding (as ring), cloak of resistance +3, scroll of
globe of invuinerability, spectacles of comprebending lan-
guages-and-reading magic (as helm).
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Spells Prepared (4/6/5/5/4/ 3/1; base DC = 15 + spell
level): O—detect magic (2), mage hand (2), lst—charm
person, identify, shield, Tenser’s floating disk, unseen servant
(2); 2nd—bulls strength, detect thoughts, invisibility, mirror
image, obscure object; 3rd—dispel magic (2), major image,
nondetection, suggestion; 4th—detect scrying, dimension door,
polymorph self, shout; Sth—dominate person, Mordenkainen’s
Saithful hound, teleport; 6th—summon monster V1.

Spellbook: O—arcane mark, dancing lights, daze, detect
magic, detect poison, disrupt undead, flare, ghost sound,
light, mage hand, mending, open/close, prestidigitation, ray
of frost, read magic, resistance; 1st—alarm, charm person,
comprehend languages, identify, mage armor, magic
weapon, shield, sleep, Tenser’s floating disk, unseen ser-
vant; Ind—arcane lock, blur, bull's strength, cafs grace,
continual flame, darkvision, detect thoughts; endurance,
invisibility, knock, mirror image, obscure object, see invisi-
bility; 3rd—clairaudience/clairwa'yaﬂce,‘dispel magic, dis-
placement, fireball, fly, greater magic weapon, major
image, nondetection, protection from elements, slow, sugges-
tion, summon monster 111, tongues; 4th—arcane eye, charm
monster, detect scrying, dimension door, fire trap, minor
creation, polymorph self, remove curse, serying, shout; Sth—
cloudkill, contact other plane, dominate person, fabricate,
major creation, Mordenkainen's faithful hound, perma-
nency, sending, summon monster ¥, teleport; 6th—analyze
dweomer, antimagic field, contingency, eyebite, globe of )
invulnerability, greater dispelling, legend lore, summon
monster V1, true seeing.

The Black market

Traffic in darker magic items lurks'in the alleys and behind
the closed doors of Faertn. A strong black market handles
many such items. Its influence reaches into nearly every
corner of Faeriin, though secrecy among its associates pro-
tects it from the virtuous heroes who would eradicate it
from the face of the land. These shops tend to move often,
never keeping the same location for long unless they have
powerful magic of their own to protect their enterprise.
Deals made in hushed voices and bids passed through second
and third parties usually accompany the sales of such items.
Those who have the right connections can find black mar-
keteers without much difficulty, though it may take a
necromancer or evil sorcerer years to cultivate the kinds of
contacts necessary to acquire the more rare items.

Shalush Myrkeer runs a legitimate business in Westgate
but dabbles periodically in the black market. Myrkeer
secretly organizes an annual auction, which he calls the
Whisper Exchange, at which his representatives oversee the
sale of items between spellcasters. The auction takes place
in a warechouse and always at the full moon. The event

-attracts an odd and interesting array of buyers who bid on

the items up for sale.
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Myrkeer, of course, takes a large fee for his services, but
most such practitioners of the Art find the auction so

invaluable for its ability to bring buyers and sellers from all

over Faertin that they don’t even balk at the surcharge.
Myrkeer shares a portion of that fee with the Night Masks
in exchange for their security services.

Similar, though less prestigious, auctions occur all over
Faertn. Some' spontaneously erupt over a single item that
someone has decided to sell, while others have months or even
years of planning behind them. The interpersonal dynamics
and intrigue at these events makes them quite fascinating.

# Shalush Myrkeer: Male human Rog7/Wiz3; CR 10,
Medium-size humanoid (human); HD 7d6+7 plus 3d4+3; hp
445 Init +7; Spd 30 ft; AC 17 (touch 13, flat-footed 14);
Atk +3 melee (1d6, short sword) or +9 ranged (1d6 short
bow); SA Sneak attack +4d6; SQ_Evasion, uncanny dodge,
familiar; AL LE; SV Fort +4, Ref +9, Will +7; Str -8, Dex
16, Con 12, Int 14, Wis 10, Cha 14.

Skills and Feats: Appraise +12, Bluff +12, Diplomacy
+11, Forgery +12, Gather Information +12, Innuendo +12,
Listen +2, Knowledge (arcana) +8, Move Silently +5, Pro-
fession (merchant) +7, ‘Sense Motive +12, Spellcraft +8,
Spot +2, Use Magic Device +12; Alertness, Improved Ini-
tiative, Iron Will, Scribe Scroll, Silent Spell, Skill. Focus
(Sense Motive). ]

Familiar (Huet the Owl): Grants master +2 on Move
Silently checks; has low-light vision; grants master Alert-
ness feat; master can share spells; master has empathic link;
can deliver touch spells.

Possessions; +1 studded leather armor, +1 short sword,
scroll of dimension door, scroll of darkvision, ring of mind

shielding, potion of glibness, divine scroll of lesser planar

ally, figurine of wondrous power (silver raven).
Spells Prepared (4/3/2; base DC = 12 + spell level). 0—
detect magic (2), detect poison, read magic; Ist—expeditions
retreat, shield, silent image; 2nd—detect thoughts, invisibility.
' Spellboak O—arcane mark, dancing lights, daze, detect
magic, detect poison, disrupt undead, flare, ghost sound, light,
mage hand, mending, open/close, prestidigitation, ray of frost,
_ read magic, resistance; 1st—alarm, detect secret doors, expe-
ditious retreat, identify, shield, silent image, unseen servant;
Wnd—darkvision, detect thoughts, invisibility, knock, locate
object, web.

Trade wizards

Some spellcasters produce items in bulk and sell them. Com-
monly called trade wizards, these spellcasters seek only to
make a living by creating and selling magic items. They
lurk in the cities’ markets and follow traveling caravans
of merchants.

Because it takes so much time and energy to create a
powerful or unique item, trade wizards usually only produce
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baubles of minor effect and then sell them at reasonable
prices. These items remain as common as barfights at the
Thirsty Throat Tavern in Waterdeep. They clutter mer-
chant stalls in every market across the land. One good
exdmple of a trade wizard is Charlene- Perregaux, who sells
potions out of a quiet stall in the market district of Water-
deep. Her exact location varies from one day to the next'
(she packs everything up into her bag of holding at the end
of the day’s trading).

Other spellcasters tend to look down upon trade wiz-
ards, very often with good reason. Trade wizards-rarely
have much adventuring experience, and they sometimes
lack in ethics. Fortunately, those trade wizards who mis-
represent an item’s effect or effectiveness end up quickly
dead, so the danger of stumbling upon a broken or useless
item remains relatively low. Even if the cleric of Ehlonna
might not take revenge for the purchased scroll that fiz-
zled, the evil necromancer who bought a faulty potion
most assuredly will.

Periodically, a talented Trade Wizard takes the time and
energy to actually produce an item of lasting value. Even
these, however, do not compare to the magnificent items
that spellcasters create themselves, in their own style, and
for their own use.

% Charlene Perregaux: Female half-elf Wiz5/Clrl; CR 6;
Medium-size humanoid (elf); HD 5d4+8 plus 1d8+1; hp 29;
Init +1; Spd 30 ft;; AC 11 (touch 11, flat-footed 10); Atk +1
melee (1d8-1, shortspear) or +3 ranged (1d8-1, short-
spear); SQ Familiar; AL CG; SV Fort +6, Ref +2, Will +6;
Str 8, Dex 12, Con 12, Int 16, Wis 11, Cha 14.

Skills and Feats: Alehemy +11, Bluff +5, Concentration
+3, Craft (papermaking) +5, Craft (glassblowing) +5,
Diplomacy +7, Knowledge (arcana) +9, Profession (mer-
chant) +4, Spellcraft +11; Alertness, Brew Potion, Craft
Wand, Magical Artisan CBrew Potion), Scribe Scroll,
Toughness.

Familiar (Yitti the Rat): Grants master +2 on Fortitude
saves; grants master Alertness feat; master can share
spells; master has empathic link; can deliver touch spells;
can speak with master; can speak with other rodents.

Possessions: Bag of holding, wand of hold person. (Char-
lene also has a large stock of potions in her bag of holding.
Assume that of the potions she can brew herself, she has
1d4-1 of any potion worth less than 200 gp, 1d6—3 of any
potion worth 201-500 gp, and a §0% chance of any potion
worth more than 500 gp. She also takes orders, and will
deliver any potion she can brew herself in 1d3 days.)

Cleric Spell.v Prepared (3/2; base DC = 10 + spell level):
O—detect magic, mending, read magic; 1—charm perswx s
cure light wounds.

*Domain spell. Deizy: Hanali Celanil. Domains: Charm
(boost Cha by 4 points for 1 minute, 1/day); Protection
(grant +1 to one person’s next save, 1/day).
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Wizard Spells Prepared (4/4/3/2; base DC = 13 + spell
level): O—arcane mark, detect magic, detect poison, mage
hand; 1st—change self, charm person, mage armor, protec-
tion from law; Ind—>blur, detect thoughts, see invisibility;
3rd—f1y, protection from elements.

Spellbook: O—arcane mark, dancing lngts, daze, detect
magic, detect poison, disrupt undead, flare, ghost sound,
light, mage hand, mending, open/close, prestidigitation, ray
of frost, read magic, resistance; 1st—alarm, change self,
charm person, comprehend languages, endure elements,
enlarge, expeditious retreat, identify, jump, mage armor,
protection from law, spider climb, true strike, unseen ser-
vant, ventriloquism; 2nd—alter self, arcane lock, blur,
bulls strength, cafs grace, darkvision, detect thoughts,
endurance, invisibility, mirror image, protection from
arrows, resist elements, see invisibility; 3rd—1blink, clairan-
dience/clairvoyance, dispel magic, displacement, fly,
gaseous form, haste, nondetection, protection from elements,
tongues, water breathing.

THE ZHENTARIM
The Zhentarim stoop to any means to accomplish their
goals. They fight dirty. They spy, blackmail, bribe, assassi-
nate, terrorize, and use false charm fo get merchants to set
prices as they want them. Economic warfare occurs more
often in Faertin than one might imagine. The Zhentarim
have also begun to hoard the more powerful magic items
that make it to the market. Many such items, originally set
for auction, are suddenly taken off the market with no
explanation. The Zhentarim coerce the seller into bypass-
ing the auction route. Through coercion or threats, they
usually get a good price on the item as well, paying much
less than it would draw at auction.

-~

THE RED WI1zARDS OF THAY

The Red Wizards wish to control the trade of magic items
across the land. They produce magic items, which they sell
cheaper than small entrepreneurs can. They have estab-
lished a network of Thay-backed vendors across Faertin. In
their attempt to dominate the market, they not only flood
it with cheap items that they created, but they also dis-
courage other vendors by using intimidation and strong-
arm tactics.

Despite their inability to maintain strong alliances
among their own factions, the Red Wizards have estab-
lished a great deal of influence in the rest of Faertin. Those
countries immediately surrounding Thay, Aglarond and
Rashemen in particular, feel the Thayans’ hot breath on
their necks. The Red Wizards have a public face and a
hidden face. Like the Zhentarimi, they work the back alleys
and use assassins’ blades to achieve their goals. They don’t
remain completely in the shadows, however. They also play
the politics of the day, working their fame and legends to
put fear into those they would control. ’

ADTIMOQIC OrganiZations
Those people exist who hate magic because they had a bad
experience with it or were taught prejudice. The degree of
disdain varies between organizations. Assassins, political
manipulators, and malcontents all join forces in the salons
of antimagic organizations. Some of these people acquired
their hatred as a result of a tragedy in their lives, perhaps
a loved one killed by a mage or magic trap.

Some are simply proponents of a magicless lifestyle,
preaching that people should get back to the basics and
cease their reliance upon magic. These groups might be non-
violent, seeking to educate others about the evils of magic.
Other, ‘more extremist, groups believe that all spellcasters
are criminal or evil by nature and should be incarcerated or
even executed. The extremists might be a small band of vig-
ilantes or a large cult of antimagic fanatics.

In addition to each individual’s or group’s reasons for
hating magic, each organization also tends to manifest its
hatred in a particular way. Some steal magic items to destroy
them. Others specidlize in assassinating spellcasters. A few

-use magic to combat magic, such as by creating cursed items.

SaMPLE: THE LUTHCHEQ NOBLES
The people of Luthcheq in Chessenta have an irrational -
hatred of arcane spellcasters, fostered by their ruling noble
family, the Karanoks. When their invasion of a nearby city-
state of Mordulkin ended in disaster, the Karanok nobles
blamed mage spies for their defeat, and began to persecute
“wizards”—their name for arcane spellcasters of all kinds as
well as all elves and dwarves (which they consider naturally
magical beings). Hundreds of young wizards, sorcerers,
elves, and dwarves were captured and burned to death on
piles of spell-disrupting witchweed, and Luthcheq soon be-
came a place avoided by all arcane spellcasters.

The rulers of Luthcheq are“quite mad and control their
city-state with an iron hand. Merchants and others who
hayve dealings with people outside the city risk execution for
consorting with “wizards.” The Karanoks are said to have a
giant sphere of annihilation in their largest mansion. They
worship this sphere, which they call Entropy, as a god and
claim the doctrine of mage-hating comes from him. What
deity is masquerading as the sphere is unknown, but the
Karanoks are said to be able to cast divine spells, which they
use to great effect in their hunt for mages.

The nebles have purchased mansions in other cities
around the Sea of Fallen Stars and have moved younger
members of the family there to kidnap and slay and wiz-
ards whom they consider especially vulnerable. Rumor has
it that each of these mansions contains a smaller sphere of
annihilation, and that the Karanoks can call forth scaly
reptilian monsters from the sphere to do their bidding.

- The young nobles are all aristocrats or cleric/aristocrats

and are accompanied by bodyguards loyal to the family.




his chapter' contains spell lists and original
spell deseriptions. The spell lists for the assas-
sin, blackguard, Harper scout, and Hathran
classes are complete here, including all spells that are de-
scribed in the Player’s Handbook. For all other classes, only
the spells in this book and in the FORGOTTEN REAILMS
Campaign Setting are listed here. The spells detailed in this
book are marked on the lists with an asterisk. Spells
described in the ForGorTEN REALMS Campaign Setting are
marked with two asterisks.

Origin: Some spells have an origin given in parentheses
after the spell’s level. This indicates the deity that initially
provided this spell (such as Azuth), a group of spellcasters
that created the spell (such as the Red Wizards), or a region
where the spell originated (such as Halruaa). Since these
spells have been created, others have duplicated the efforts
of the creators, so that now the cleric spells created by
Azuth are available to all faiths, spells made by the Red
Wizards have made it into other hands, and Halruaan spells
have spread beyond that remote country.

ASSQSSIN spells

1sT-LEVEL ASSASSIN SPELLS
Change Self. Changes your appearance.
Detect Poison. Detects poison in one créature or object.
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Ghost Sound. Figment sounds.

Low-Light Vision®. See twice as far under current light.
Obscuring Mist. Fog surrounds you.

Silent Portal®. Negates sound from door or window.
Spider Climb. Grants ability to walk on walls and ceilings.

2ND-LEVEL ASSASSIN SPELLS
Alter Self. As change self, plus more drastic changes.
Darkness. 20-ft. radius of supernatural darkness.
Pass Withont Trace. One subject/level leaves no tracks.
Undetectable Alignment. Conceals alignment for 24
hours.

3RD-LEVEL ASSASSIN SPELLS
Deeper Darkness. Absolute darkness in 60-ft. radius.
Invisibility. Subject is invisible for 10 minutes/level or
until it attacks.
Misdirection. Misleads divinations for one creature or
ohject.
Nondetection. Hides subject from divination, scrying.
Spider Poison®. Touch deals 1d6 Str damage, repeats in 1
minute.

4TH-LEVEL ASSASSIN SPELLS
Dimension Door. Teleports you and up to 500 lb.
Freedom of Movement. Subject moves normally despite
impediments.
Improved Invisibility. As mms:bsl:gz, but subject can
attack and stay invisible.
Poison. ' Touch deals 1d10 Con damage, repeats in 1
minute.

Bard spells

O-LEVEL BARD SPELLS (CANTRIPS)
Detect Crossroads®. Detect fey crossroads within 60 ft.
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Ghostharp®. bbjen records, plays a song at your com-
mand.

Minor Disguise®.
ance.

Songbird*. Perform and gain +1 on your next Cha check.

Makes slight changes to your appear-

1sT-LLEVEL BARD SPELLS
Amplify®. Lowers Listen DC by 20.
Balagarn’s Iron Horn". Intense vibrations trip those in
area.
Disquietude®. Target avonds physical contact with others.
Distort Speech®. Target’s speech becomes unintelligible,
hampers spellcasting,
Harmony®. Increases inspire courage ability to +4/+2.
Herald’s Call®. Shout dazes those within 30 ft.
Know Protections”. Determine target’s defenses.

2ND-LEVEL BARD SPELLS
Circle Dance”. Indicates direction to known target.
Cloud of Bewilderment®. Stun and blind targets.
Eagle’s Splendor**. Subject gains 1d4+1 Cha for 1 hour/
level.
Nightmare Lullaby®. Target is conf used as long as you
concentrate +2 rounds. "

3RD-LEVEL BARD SPELLS

Analyze Portal®*. Detects and analyzes porfals within
60 ft.

G'elsewhere Chant®. Teleport target to random safe place
within 100 ft.

Haunting Tune”. 1 target/level becomes shaken.

Puppeteer®. Target mimics your actions.

Reveille®. Target dead creature speaks a short sentence
about what caused its death.

Weapon of Impact®. As keen edge, but aids blunt weapons.

Wounding Whispers®. Sonic aura damages foes that strike
youl.

4TH-LEVEL BARD SPELLS

Celebration®. Intoxicate subjects.

Know Vulnerabilities". Determine target’s vulnerabilities
and resistances.

Speechlink®. You and the target can verbally communicate
at any distance.

Stone Shatter®. Shatter a stone object or creature,

War Cry®. You gain +2 morale bonus on attacks and
damage, plus panic melee opponents.

FTH-LEVEL BARD SPELLS
Revenanee®. Slain ally is restored to life for 1 minute/
level.

6TH-LEVEL BARD SPELLS
Cacophonic Shield*. Immobile shield blocks sound, deflects
missiles, deals 1d6 +1/level and deafens intruders.
Dirge®. Enemies suffer 2 points of Str and Dex damage
per round,
Gate Seal**. Permanently seals a gate or portal.

Blackguafd spells

1sT-LEVEL BLACKGUARD SPELLS
Cause Fear. One creature flees for 1d4 rounds.
Cure Light Wounds. Cures 1d8 +1/level damage (max +5).
Doom. One subject suffers =2 penalty on attacks, damage,
saves, and checks.
Faith Healing". Cures 8 hp +1/level damage (max +7) to
worshiper of your patron.
Inflict Light Wounds. Touch, 1d8 +1/level damage (max +¥).
Magic Weapon. Weapon gains +1 bonus.
Strategic Charge*. Gain the benefits of the Mobility feat.
Summon Monster I Summons evil outsider to fight for
you.

]

2ND-LEVEL BLACKGUARD SPELLS

Bull’s Strength. Subject gains 1d4+1 Str for 1 hour/level.

Cure Moderate Wounds. Cures 2d8 +1/level damage (max +10).

Darkness. 20-ft. radius of supernatural darkness. .

Death Knell. Kills dying creature; you gain 1d8 temporary
hp, +2 Str, and +1 level. .

Hand of Divinity®. Gives +2 sacred or profane bonus on
worshiper of your patron.

Inflict Moderate Wounds. Touch attack, 2d8 +1/level
damage (max +10).

Shatter. Sonic vibration damages objects or crystalline
creatures.

Summon Monster II. Summons evil outsider to fight for
you.

3RD-LEVEL BLACKGUARD SPELLS

Contagion. Infects subject with chosen disease.

Cure Serious Wounds. Cures 3d8 +1/level damage (max
+17).

Know Greatest Enemy®. Determines relative power level
of creatures within the area.

Protection From Elements. Absorb 12 damage/level from
one kind of energy.

Summon Monster III. Summons evil outsider to fight for
you. '

4TH-LEVEL BLACKGUARD SPELLS
Cure Critical Wounds. Cures 4d8 +1/level damage (max +20).
Freedom of Movement. Subject moves normally despite
impediments.




Inflict Critical Wounds. Touch attack, 4d8 +1/level
damage (max +20).

Poison. Touch deals 1d10 Con damage, repeats in 1
minute.

Summon Monster IV. Summons evil outsider to fight for
you.

Weapon of the Deity®. Gives your weapon magical powers

appropriatt to your patron.

cleric sp ells

O-LEVEL CLERIC SPELLS (ORISONS)
(No spells added beyond the list in the Player’s Hand-
book.)

1sT-LEVEL CLERIC SPELLS

Faith Healing® Cures 8 +1/level damage (max +5) to wor-
shiper of your patron.

Handfire*. Your hand glowsand can make a touch attack
dealing 1d4 +1/level, more against undead.

Vision of Glory®. Target gains +1 morale bonus on next
saving throw.

Wieldskill*. Target gains +10 to one skill, or can use it
untrained, or gains a weapon or armer proficiency.

2ND-LEVEL CLERIC SPELLS
Aura against Flame®. Ignore 12 fire damage/round and
extinguish fires.
Body Blades®. You attack as if armed deal bonus damage,
harm grapplers,
Curse of Ill Fortune®. Subject suffers —3 penalty on
attacks, saves, and checks. : y

Hand of Divinity®. Gives +2 sacred or profane bonus to

worshiper of your patron.

Spectral Stag*. Phantom stag can bull rush and be a mount.

Spell Shield®. Target gains +3 resistance on saving throws
against spells and spell-like abilities.

Btone Bones®. Corporeal undead gains +3 natural armor
bonus.

3RD-LEVEL CLERIC SPELLS

Amanuensis®. Copy nonmagical text.

Circle Dance®. Indicates direction to known target.

Dark Way®. Creates temporary unbreakable bridge sup-
porting up to 200 lbs./level.

Darkfire®, As produce flame, but dark flames visible with
darkyision. ‘

Forceward®. Creates sphere that prevents intrusion.

Mace of Odo®. Force effect damages target or absorbs
spell.

Mystic Lash®. Ranged touch attack deals 1d8 +1/2 levels
electricity, plus stunning.

-

Remedy Moderate Wounds®. Target gains fast heahng 2
for 10 rounds +1 round/2 levels. i

Understand Device®. You can make untrained Disable De-
vice checks, or gives +4 bonus if you have the skill.

Weapon of Impact*. As keen edge, but aids blunt wcapons.

SPELLS
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4TH-LEVEL CLERIC SPELLS

Blindsight®, Grants the blindsight ability for 1 hour/level.

Doomtide®. Black mist obscures vision, dazes creatures.

Favor of Ilmater®. Target becomes immune to subdual
damage and pain, or you switch hp totals with target.

Hand of Torm® Immobile zone.of warding stuns those of
different patrons.

Iron Bones". Corporeal undead gains +§ natural armor
bonus.

Know Vulnerabilities®.

" and resistances.

Revenance®. Slain ally is restored to life for 1 minute/
level. : ’

Skull of Secrets*. Intangible skull stores message and can
be triggered to breathe fire.

Wall of Chaos®. As magic circle against law, except as a
one-sided wall.

Wall of Evil®. As magic circle against good, except as a
one-sided wall.

Wall of Good®. As meagic circle against evil, except as a
one-sided wall.

Wall of Law®. As magic circle against chaos, except as a
one-sided wall.

Weapon of the Deity®. Gives your weapon maglcal powers
appropriate to your patron.

Determine target’s vulnerabilities

STH-LEVEL CLERIC SPELLS

Battletide”. Targets have attack penalties and you gain a
partial action each round.

Crawling Darkness*. Cloud of tentacles provides conceal-
ment, skill bonuses, and several defenses.

Monstrous Regeneration®. Grants the regeneration ability
for 1 round/2 levels.

Spell Phylactery®. Scroll activates upon you if conditions
are met.

6TH-LEVEL CLERIC SPELLS
Azuth's Exalted Triad®. Cast a prepared spell three times,
Gate Seal**. Permanently seals a gaze or portal.
Spellmantle®. As spell immunity, but negated spells tr:g‘
gers a helpful spell upon the target.
Stone Walk®. Linked areas allow multiple teleportations.
Suppress Glyph®. You notice but do not trigger magical
writing traps.
Undeath to Death®. As circle of death, but only affecting
undead. '



71H-LEVEL CLERIC SPELLS

Azuth’s Spell Shield”. Subjects gain +12 +1/level SR.

Death Dragon®. You gain +4 natural armor, +4 deflection,
and natural attacks.

Fortunate Fate®. Target immediately receives a bea/ if
killed by damage. '

Holy Star”. Glowing light turns spells, gives a cover bonus
to AC, or shoots beams of fire.

Undeath after Death®. -2 to Constitution, in exchange
gaining the erypt spawn template at death.

8TH-LEVEL CLFRIC SPELLS
Death Pact®. -2 to Constitution, in exchange for effects of
word of recall, raise dead, and heal.
General of Undeath®. Increases your maximum HD of
controlled undead by 10 times your level.
Stormrage®. Fly, wind wali, protection from strong
winds, and make electrical attacks.

9TH-LEVEL CLERIC SPELLS
Undeath’s Eternal Foe®. Targets receive wegative energy
protection and immunity to most undead special attacks.

pruid spells’

O-LEVEL DRUID SPELLS (ORISONS)
Detect Crossroads®. Detect fey crossroads within 60 ft.
Naturewatch.® As deathwatch, but only for animals and

plants.
Ram’s Might®. Your hands become harder and your un-
armed attacks inflict normal damage.

1sT-LEVEL DRUID SPELLS
Blinding Spittle*. Ranged touch attack makes subject
blind. ‘
Camouflage®. +10-bonus on Hide checks.
Claws of the Beast®. Your hands become 1d6 weapons.
Handfire*. Your hand glows and can make a touch attack
dealing 1d4 +1/level, more against undead.
Speed Swim". Target gains swim speed 30.

2ND-LEVEL DRUID SPELLS

Blood Frenzy®. Rage gives +2 to Strength and Constitu-
tion, +1 on Will saves, and -1 to AC.

Cloudburst®. Rain obscures vision, extinguishes fires, and
hampers missiles.

Earthfast®. Double hardness and hit points of stone struc-

+ ture or rock formation.

Easy Trail*. Makes a trail easier to track.

Master Air". You sprout insubstantial wings and can fly.

One With The Land* Lirk with nature gives a +2 bonus
on nature-related skill checks.

LY
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Remedy Moderate Wounnds”. Target gains fast healing 2
for 10 rounds +1 round/?2 levels,

Scent®. Grants the scent ability for 1 hour/level.

Share Husk®. See and hear through the senses of a touched
animal.

3RD-LEVEL DRUID SPELLS
Blindsight®. Grants the blindsight ability for 1 hour/level.
Circle Dance®. Indicates direction to known target.
Healing Sting"*. Touch deals 1d6 +1/2 levels; caster gains
damage as hp. :
Infestation of Maggots®. Maggotlike creatures deal 1d4
Con damage every round.
Quillfire®, Your hand sprouts poisonous quills useful for
melee or ranged attacks.
Snakebite”. Your arm turns into poisonous snake you ean
use to attack.
Tortoise Shell”. Large shell provides cover or shelter.

4TH-LEVEL DRUID SPELLS

Jaws of the Wolf*. One carving/2 levels turns into a wolf
with SR 13 and frightful presence.

Land Womb®. You and one creature/level hide within the
earth.

Mass Camouflage”. As camonflage, but affects all in
range. :

Murderous Mist®. Cloud of steam deals 2d6 damage and
causes blindness and inflicts 1d6/round thereafter.

Nature's Balance®. You transfer 1d4+1 ability score points
to the target for 1 hour/level.

Wind at Back®". Doubles overland speed of targets for 1
day.

STH-LEVEL DRUID SPELLS

Binding Winds®. Sound cannot penetrate to or from target
and -2 on ranged attacks. -

Breath of Truth®. Reveals illusions.

Echo Skull®. See, hear, and speak through a prepared
animal skull for 1 hour/level.

Inferno® Creature bursts into flames and suffers 2d6 fire
damage per round.

Memory Rot*. Spores deal 1d6 Int drain to target, plus 1
Int/round.

Owl’s Insight®. Subject gains 1d4+1 Wis for 1 hour/level.

Vine Mine®. Vines grow rapidly, giving various effects.

Wind Tunnel®. Ranged weapons gain +10 bonus and
double range increment.

6TH-LEVEL DRUID SPELLS
Crumble®, 1d6/level (bypassing hardness) to manufactured
object or structure.
Drown®. Target immediately begins to drown.
Gate Seal*®. Permanently seals a gate or portal.
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Stonchold®. Stony arm trap grapples and damages crea-
tures. |

7TH-LEVEL DRUID SPELLS
Aura of Vitality”. Subjects gain +4 to Str, Dex, and Con.
Brilliant Aura® Allies glow and their weapons become
brilliant energy weapons +1 damage/2 levels.
Create Crossroads and Backroad®. Links two locations by
magical path.
Master Earth®. Travel through tﬁe earth to any location.
Poison Vines®. As vine mine, but the vines are poisonous.
Storm Tower®. Tower of swirling clouds absorbs electric-
ity, gives concealment, and prevents movement.

8TH-LEVEL DRUID SPELLS
Bombardment®. Falling rocks deal 1d8 damage/level and
bury targets. ,
Cocoon”. Paralyzes and drains levels from target.

9TH-LEVEL DRUID SPELLS
Cast in Stone”. Petrifying gaze attack.

Harper scout spells

1sT-LEVEL HARPER ScOUT SPELLS

Camouflage®. +10 bonus on Hide checks,

Change Self. Changes your appearance.

Charm Person. Makes one person your friend.

Comprehend Languages. Understand all spoken and writ-
ten languages.

Erase. Mundane or magical writing vanishes.

Feather Fall. Objects or creatures fall slowly.

Handfire”. Your hand glows and can make a touch attack
dealing 1d4 +1/level, more against undead.

Herald’s Call®. Shout dazes those within 30 ft.

Jump. Subject gets +30 on Jump checks.

Light. Object shines like a torch.

Low-Light Vision®. See twice as far under current light.

Message. Whispered conversation at distance.

Mount. Summons riding horse for 2 hours/level.

Read Magic. Read scrolls and spellbooks.

Scatterspray®*. Targeted items scatter in a burst dealing
1d8 normal or subdual damage.

Bleep. Put 2d4 HD of creatures into comatose slumber.

Spider Climb. Grants ability to walk on walls and ceilings.

2ND-LEVEL HARPER ScOUT SPELLS
Cat's Grace. Subject gains 1d4+1 Dex for 1 hour/level.
Darkvision. See 60 ft. in total darkness.
Detect Thoughts. Allows listening to surface thoughts.
Eagle's Splendor®”®. Subject gains 1d4+1 Cha for 1 hour/
level.
Easy Trail®. Makes a trail easier to track.

Invisibility. Subject is invisible for 10 minutes/level or
until it attacks. H

Knock. Opens locked or magically sealed door.

Locate Object. Senses direction toward object (specific or
type).

Magic Mouth. Speaks once when tnggercd

Misdirection. Misleads divinations for one creature or
object.

See Invisibility. Reveals invisible creatures or objects.

Shadow Mask®*. Shadows hide your face and protect
against darkness, light, and gazes.

3RD-LEVEL HARPER SCOUT SPELLS

Clairaudience/Clairvoyance. Hear or see at a distance for
1 minutes/level.

Living Prints®. You perceive tracks as if they had just been
made.

Nondetection. Hides subject from divination, scrying.

Suggestion. Compels subject to follow" stated course of
action.

Tongues. Speak any language.

Undetectable Alignment. Conceals alignment for 24
hours.

4TH-LEVEL HARPER ScoUuT SPELLS
Mass Camouflage®. As camonflage, but affects all in
range.

Hathran s pells
0-LEVEL HATHRAN SPELLS

Naturewatch®. As deathwatch, but only for animals and
plants.

1s1-LEVEL HATHRAN SPELLS
Handfire®. Your hand glows and can make a touch atrack
dealing 1d4 +1/level,.more against undead.
Low-Light Vision®. Sec twice as far under current light.
Scatterspray®”. Targeted items scatter in a burst dealing
1d8 normal or subdual damage.

2ND-LEVEL HATHRAN SPELLS
Flame Dagger*. As flame blade, but 1d4 +1/level.
Moonbeam*®®. Moveable beam of light that penetrates
darkness and forces lycanthropes to change shape.
One with the Land®. Link with nature gives a +2 bonus on
nature-related skill checks,

3RD-LEVEL HATHRAN SPELLS
Flashburst*®. Flash of light dazzles and blinds in'a 20-ft.
burst. ' i
Moon Blade**. Touch attack deals 1d8 +1/2 levels, more to
undead, plus scrambles spellcasting.
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4TH-LEVEL HATHRAN SPELLS
Land Womb*. You and one creature/level hide within the
- egarth.

STH-LEVEL HATHRAN SPELLS
Moon Path™. Creates a nearly indestructible bridge that
protects those on it.

paladin spells

1sT-LEVEL PALADIN SPELLS

Deafening Clang*. Weapon deafens with a successful
touch attack.

Paith Healing®. Cures 8 +1/level damage (max +3) to wor-
shiper of your patron.

Silverbeard®. You grow a hard silver beard that gives +2
bonus to armor. '

Strategic Charge®. You gain the benefits of the Mobility
feat.

Vision of Glory®. Target gains +1 morale bonus on next
saving throw.

Warning Shout®. All living creatures within half a mile
hear your shout. .

2ND-LEVEL PALADIN SPELLS
Aura of Glory”. Bonus on Cha-based skill checks, cure
allies, and bolster them against fear,
Hand of Divinity®. Gives +2 sacred or profane bonus to
worshiper of your patron.
Strength of Stone®. Bulls strengeh that ends if you lose
contact with the ground. :

3RD-LEVEL PALADIN SPELLS
Forceward”. Creates sphere that prevents intrusion.
Know Greatest Enemy®. Determines relative power level
of creatures within the area. .
Loyal Vassal®. Ally gains +3 against mind-affecting
effects and cannot be compelled to harm you.
Righteons Fury®. Gain temporary hp, +2 natural armor,
+2 to Str and Dex. Undead that strike you take 1 point.
Undead Bane Weapon®. Weapon gains the bane property
and is considered blessed.

4TH-LEVEL PALADIN SPELLS
Favor of Ilmater® Target becomes immune to subdual
damage and pain, or you switch hp totals with target.
Glory of the Martyr®. As shie/d other, but affecting mul-
tiple creatures, and healing them if you die.

Hand of -Torm*. Immoble zon¢ of warding stuns those of
different patrons.” i
Revenance®. Slain ally is restored to life for 1 minute/

level.
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Seck Eternal Rest”. Turn undead as a paladin two levels
higher.

Weapon of the Deity®. Gives your weapon magical powers
appropriate to your patron.

RANQEr S pells

1sT-LEVEL RANGER SPELLS

Camounflage®. +10 bonus on Hide checks.

Handfire". Your hand glows and can make a touch attack
dealing 1d4 +1/level, more against undead.

Hunter’s Mercy”. Your next hit with a bow automatically
threatens a critical hit, '

Low-Light Vision®. See twice as far under current light.

Naturewatch®. As deathwatch, but only for animals and
plants.

Ram’s Might". Your hands become harder and your
unarmed attacks inflict normal damage,

Smell of Fear® Target’s aroma triples the chance of wan-
dering encounters.

Speed Swim®. Target gains swim speed 30,

Stalking Brand®. Target marked with symbol you can see
despite disguises.

Surefoot®. +10 bonus on Balance checks.

Towering Oak®. +10 bonus on Intimidate checks:

2ND-LEVEL RANGER SPELLS
Branch to Branch® +10 to Climb checks and normal
movement in trees.
Claws of the Beast®. Your hands become 1d6 weapons.
Easy Trail*. Makes a trail easier to track.
One With The Land®. Link with nature gives a +2 bonus
on nature-related skill checks.
Scent”. Grants the scent ability for 1 hour/level.

3RD-LEVEL RANGER SPELLS
Blade Thirst". Slashing weapon glows and gains +3 bonus.
Decoy Image*. Figment mimics you and allies.
Rasy Climb*. Changes vertical surface Climb DC to 10.
Living Prints”. You perceive tracks as if they had just been
made,
Safe Clearing®. As sanctuary, but protects an arca and lasts
1 hour/level.

- 4TH-LEVEL RANGER SPELLS
Land Womb*. You and one creature/level hide within the
earth, ' }
Mass Camouflage®. As camouflage, but affects all in
range.
Snakebite”. Your arm turns into poisonous snake you can
use to attack.
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O-LEVEL SORCERER AND WIZARD SPELLS
(CANTRIPS)

Acld Splash®. Missile deals 1d3 acid damage.

Electric Jolt*. Ranged touch attack deals ld 3 elec-
tricity damage. ‘

Horizikaul's Cough®. Target takes 1 point of sonic
damage and is deafened 1 round.

Silent Portal®. Negates sound from door or
window,

Launch Bolt®. Launches a crosshow bolt up to
medium range.

Conj
Evoc

Illus

Trans

1sT-LEVEL SORCERER AND WIZARD SPELLS

Abjur Ironguts®. Target gains +4 bonus on saving throws
against poison. -

Corrosive Grasp®. 1 touch/level deals 1d6+1 acid
damage.

Summon Undead I*. Summons undead to fight for you.

Div  Know Protections”. Determine target’s defenses.

Ench Nybor's Gentle Reminder®. Target is dazed 1
round, -1 on attacks, saves, and checks the
next, and +2 to Str.

Forcewave". Deals 1d4+1 damage plus bull rush.

Horizikaul’s Boom®. Target takes 1d4/2 levels
sonic damage plus deafness.

Ice Dagger®. Grenadelike weapon deals target 1d4
cold damage per caster level, plus area damage.

Shelgarn’s Persistent Blade®, Blade, of force attacks
target, automatically flanks.

Net of Shadows®. Ordinary shadows that prowde
concealment to all in the area.

Spirit Worm". Target takes 1 point Con damage
every round for 1 round/level.

Kaupaer's Skittish Nerves®. Target gains +5 bonus
on initiative checks.

Laeral’s Cutting Hand®. Your hand gains a +2
enhancement bonus and is considered armed.

Launch Item®. Hurls Fine item up to long range.

Low-Light Vision®. See twice as far under current
light.

Scatterspray®®. Targeted items scatter in a burst
dealing 1d8 normal or subdual damage.

Speed Swim®. Target gains swim speed 30.

Conj

Evoc

Ius
Necro

Trans

2ND-LEVEL SORCERER AND WIZARD SPELLS
Conj Create Magic Tattoo®*. Subject receives a magic
tattoo with various effects.
Igedrazaar’s Miasma®. Cloud of fog deals 1d4 sub-
dual damage/level.
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Battering Ram®. Deals 1d6 damage plus bull rush.

Cloud of Bewilderment®. Stun and blind targets,

Combust®. Target takes 2d6 +1/level fire damage.

Flame Dagger®. As flame blade, but 1d4 +1/level.

Force Ladder®. Creates a movable ladder of force.

Gedlee’s Electric Loop®”. §-ft-radius burst deals
1d6 electricity/2 levels plus stunning,

Snilloc’s Snowball Swarm®*. Deals 1d6 cold/2
levels to a 10Ft. radius.

Claws of Darkness*". Your hands become reach
melee touch attacks that deal 1d4 cold plus
storw.

Disguise Undead®. Change appearance of one cor-
poreal undead. '

Shadow Mask**. Shadows hide your face and pro-
tect against darkness, light, and gazes.

Shadow Spray**. Shadows daze targets and deal 2
points of Str.damage.

Death Armor®. Black aura damages creatures

~ attacking you.

Life Bolt*. 1 ray/2 levels draws 1 hp from you to
deal 2d4 damage to undead.

Shroud of Undeath®. Negative energy shroud
makes undead perceive you as undead.

Balagarn's Iron Horn® Intense vibrations trip

- those in area.

Eagle's Splendor®®. Subject gains 1d4+1 Cha for 1
hour/level:

Scent®. Grants the scent ability for 1 hour/level.

Stone Bones*. Corporeal undead gains +3 natural
armor bonus.

I1lus

Necro

Trans

3RD-LEVEL SORCERER AND WIZARD SPELLS
Abjur Reverse Arrows". As protection from arrews, but
negated arrows turn back upon their source.

Conj Mestil's Acid Breath®. Cone of acid deals 1d6
damage/level.
Summon Undead III*, Summons undead to fight
for you.
Div. Analyze Portal™. Detects and analyzes portals
within 60 ft. )
Ench Nybor's Mild Admonishment®. Target is dazed

1d4 rounds, then -1 on attacks, saves, and
checks and +2 to Str.

Blacklight®*. 20-ft. radius of supernatural darkness
you can see through.

Flashburst**. Flash of light dazzles and blinds in a
20-ft. burst.

Scintillating Sphere”. 20-ft-radius sprcad deals
1d6 electricity/level.

Evoc
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Shatterfloor®. Deals 1d4 sonic/level plus damages
floor surface 6 inches deep. .

Steeldance®. Daggers become Medium flying ani-
mated objects that attack foes.

Khelben’s Suspended Silence®. Object becomes pro-
grammed to create an area of silence at your
command.

Healing Touch®. You take up to 1d6/2 levels and
heal target that amount.

Spider Poison®. Touch deals 1dé Str damage,
repeats in 1 minute.

Undead Lientenant®. Targeted undead can give
orders to undead in your control.

Undead Torch* Undead creature gains blue aura
that gives +2d4 against living creatures,

Amanuensis*. Copy nonmagical text.

Blindsight®. Grants the blindsight ability for 1
hour/level. |

Greater Mage Hand”. As mage band, but medium
range and 10 Ib./caster level.

Weapon of Impact®. As keen edge, but aids blunt
weapons.

Necro

Trans

4TH-LLEVEL SORCERER AND-WIZARD SPELLS

Abjur Wall-of Chaos®. As magic circle against law,
except as a one-sided wall. '

Wall of Evil®. As magic circle against good, except
as a one-sided wall.

Wall of Good*. As magic circle against evil, except
as a one-sided wall.

Wall of Law®. As magic vircle against chaos,
except as a one-sided wall.

Summon Undead IV*. Summons undead to fight
for you. : E

Explosive Cascade®. Bouncing flame ball deals
1dé6/level fire damage.

Thunderlance®®. Lance of force deals 2d6 damage,
plus can dispel force effects.

Tirumael’s Energy Spheres®. Five colored spheres
attack with or negate acid, cold, electricity,
fire, and sonic energy.

Shadow Well*, Target enters gloomy pocket plane
and emerges frightened.

Backlash®. Target cursed if it uses spells against

. another creature.

Darsson’s Potion®. Creates a potion that must be
used within 1 hour/level.

Fire Stride®*. Multiple-use dimension door that

' . works only through large fires.

Ghorus Toth’s Metal Melt*. Melts metal object
without heat. !

Gutsnake®. 15-ft. tentacle grows from your stom-
ach and attacks your enemies.

‘Conj

Evoc

Mlus

Trans
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Iron Bones®. Corporeal ‘indead gains +5 natural
armor-bonus,

Spell Enhancer®. Cast as a free action and gives +2
to the DC of the next spell you cast.

S TH-LEVEL SORCERER AND WIZARD SPELLS

Abjur Dimensional Lock®. Protects area from interdi-
mensional travel.

Lesser Ironguard®®, Subject becomes immune to
nonmagical metal.

Mestil’s Acid Sheath”. Sheath of acid damages
those who attack you, lets you make touch
attacks.

‘Summon Undead V*. Summons undead to fight
for you.

Ball Lightning®. Changeable number of energy
balls dealing 1d6 electrical damage/level.
Firebrand*. One §-ft. burst/level deals 1d6 fire/

level.

Horizikauol's Versatile Vibration®. Cone of sound
deals damage or moves objects.

Shadow Hand®. Medium-size hand attacks, blocks
opponents, or carries items.

Grimwald’s Graymantle®®. Target is prevented
from regaining hit points by any means.

Kiss of the Vampire®. You gain vampirelike super-
natural abilities, but are vulnerable to attacks '

« that harm undead.

Lutzaen’s Frequent Jaunt®, Short-range, multiple-
use dimension door.

Simbul's Spell Matrix®*. Magical matrix stores
spells to be cast later as quickened spells.

Conj

Evoc

Ilus

Necro

Trans

6TH-LEVEL SORCERER AND WIZARD SPELLS
Abjur Gate Seal*. Permanently seals a geze or portal.
Conj PFire Spiders®. Swarmi of Fine fire elementals
attacks targets.
Evoc Acid Storm® 1d6 acid damage/level, 20-ft. radius
Cacophonic Shield®, Immobile shicld blocks sound,
deflects missiles, deals 1d6 +1/level and deaf-
ens intruders,
Prismatic Eye”. Orb produces individual prismatic
rays as touch attacks.
Necro Undeath to Death®. As circle of death, but only
affecting undead.
Trans Dhulark's Glasstrike”. Turns subject into glass.
Energy Transformation Field*. Area absorbs
magic encrgy to power a predetermined spell.
Fiendform®. As polymorph self, except you can
gain the form and powers of an evil outsider.
Hardening”. Increases target object’s hardness by
. 1/2 caster levels.
Translocation Trick®. You and target switch places
and appear as each other. :
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7TH-LEVEL SORCERER AND WIZARD SPELLS

Abjur Antimagic Aura®. Antimagic field that affects
one creature.

Greater Ironguard®. Subject becomes immune to

- metal with less than a +3 enhancement bonus.

Vipergont®. Spit forth celestial or fiendish vipers

. that attack your foes.

Nybot's Stern Reproof®. As Nybor's mild admon-
ishment, but target must save or die.
Great Thunderclap®. Loud noise causes stunning,
deafness, and knocks prone in a large area.
Zajimarn's Ice Claw Prison®. Ice claw grapples and
deals normal and cold damage.

Gemjump®, Teleport to the location of a specially
prepared gem.

Mass Teleport®. As telepors, but more weight and
you don’t have to go.

Simbul's Spell Sequencer®. Store up to four spells
of 4th level or lower to be released later.

Simbul’s Synostodweomer®. Channel a spell into
positive energy to cure 1d6/spell level.

Trans

8TH-LEVEL SORCERER AND WIZARD SPELLS

Abjur Spell Engine®. Magical energy disk absorbs incom-
ing spells.

Transcribe Symbol®. Safely move an untriggered
magical symbol to another location.

Nybor's Wrathful Castigation®. Target dies or may
be dazed and —% on all saves for 1 round/level

Flensing**. Trauma deals 2d6 hp damage and 1d6
Cha and Con damage.’

Great Shout™. Deafens and stuns all within cone
and deals 2d6 damage. . ’

Zajimarn's Ficld of Icy Razors®. Creatures in area
take normal and cold damage, may be slowed.

Skeletal Guard®. Creates one skeleton/level that is
resistant to turning.

Blackstaff®. Greatly enhances staff or quarterstaff.

Simbul’s Skeletal Deliquescence®. Target becomes
a soft-bodied oozelike creature.

Ench

.Evoc

Necro

Trans

9TH-LEVEL SORCERER AND WIZARD SPELLS

Abjur Elminster’s Effulgent Epuration®. Creates one
sphere/level that negate hostile magic.

Maw of Chaos®. Area of energy damages creatures
and disrupts concentration.

Black Blade of Disaster®. Floating magic weapon
deals damage and may disintegrate targets.
Zajimarn’s Avalanche®. Wave of slush deals 1d4

cold/level and moves targets.

Evoc Elminster's Evasion*". Enhanced contingency spell
that teleports you under six possible condi-
tions,

Trans Alamanther’s Return®. Duplicate obser\red spell or
spell-like ability. N
Simbul’s Spell Trigger*. Store up to four spells of
7th level or lower to be released later.

spells

The spells herein are presented in alphabetical order.

AcID SPLASH
Conjuration (Creation) [Acid]
Level; Sor/Wiz 0
Components: V, §
Casting Time: 1 action
Range: Close (27 ft. + 7 ft./2 levcls)
Effect: One missile of acid
Duration: Instantaneous
Saving Throw: None
Spell Resistance: Yes

You fire a small orb of acid at the target. You must suc-
ceed at a ranged touch attack to hit your target. If you
miss, there is no splash effect. The spell deals 1d3 points
of acid damage.

AcCID STORM
Evocation [Acid]
Level: Sor/Wiz 6
Components: V, S, M
Casting Time: 1 action
Range: Medium (100 ft. +10 ft./level)
Area: Cylinder (20-ft. radius, 20 ft. high)
Duration: Instantaneous
Saving Throw: Reflex half
Spell Resistance: Yes

You cause acid to rain downward. The acid deals 1d6 points
of acid damage per.caster level (maximum 15d6).
Focus: A flask of acid.

ALAMANTHER’S RETURN
Transmutation [see text]
Level: Sor/Wiz 9
Components; V, S, M, XP
Casting Time: 1 full round (see text)
Range: See text
Effect: One spell or spell-like ability
Duration: See text
Saving Throw: See text
Spell Resistance: Sce text

You duplicate the effect of any one spell oy spell-like

ability you have seen. This spell can only duplicate spells
and spell-like abilities of 8th level or lower. This dupli-
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cation functions like the ability of a wish spell to dupli-
cate another spell, except that it is not limited by type
of spell (divine or arcane) or by what school the effect
is from.

A duplicated spell or spell-like ability functions as if
you had the appropriate spell prepared and were casting
it yourself. If the casting time of the spell is greater than
1 full round, add 1 full round to the casting time of
Alamantber’s return. If the spell or ability has'an XP
cost, you must pay that XP cost in addition to the
XP cost of this spell. If the spell has a costly material
component, you must provide that component or pay an
additional XP cost equal to the gp value of that compo-
nent divided by ¥. '

Alamanther of Aglarond, a former consort of the
Simbul, created this spell. He was eventually destroyed
m one of his frequent battles against the Red Wizards
of Thay.

Material Component: A silver mirror worth 50 gp.

XP Cost: 1,000 XP or more.

AMANUENSIS
Transmutation
Level: Clr 3 (Deneir), Sor/Wiz3
Components: 'V, 5, M (see text)
Casting Time: 1 action
Range: Close (25 ft. + § ft./2 levels)
Target: Object or objects with writing
Duration: 10 minutes/level
Saving Throw: Will negates (object)
Spell Resistance: Yes (object)

You cause writing from one source (such as a book) to be
copied into a book, paper, or parchment. This spell copies
250 words per minute and creates a perfect duplicate of
the original. The spell only copies nonmagical text, not
illustrations or magical writings (such as spell scrolls or a
sepia snake sigil). If the target contains normal and magi-
cal writing (such as a letter with explosive runes), only the
normal text is copied, leaving blank space in the copied
text where the magical writing would be expected. Like-
wise, if the target contains text and illustration, only the
text is copied.

The spell triggers (but does not copy) writing-based
magic traps in the material being copied.

Blank paper, parchment, or a book must be provided
for the spell to write upon. If the target has multiple
pages, the spell automatically turns to the next blank page
whenever necessary. If more pages in the target exist than
blank pages are available, the spell copies the original
until it runs out of blank pages. At any time during the
spell’s duration you may redirect the magic to copy from
another target, copy onto a different blank source, or

LN -
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resume a duplication that was intérrupted by a shortfall of
blank pages.

~ If this spell is used to copy a spell from a spellbook, you
must provide the necessary costly materials as if you were
copying it by hand (see Arcane Magical Writings, page
15% of the Player’s Handbook).

The spell does not translate the copied writing, If you
do not understand the original, you have no additional
ability to understand the copy.

Material Component: Materials necessary for copying
spells from a spellbook (if appropriate).

AMPLIFY
Transmutation [Sonic]
Level: Brd 1
Components: V, S
Casting Time: 1 minute/level
Range: Long (400 ft. + 40 ft./level)
Area: 15-ft.-radius emanation centered on a creature,

object, or point in space

Duration: 1 round/level
Saving Throw: Will negates
Spell Resistance: Yes or No (object)

You cause an amplification of all sounds within the spell’s
area. This decreases the DC to hear those sounds by 20.
Those creatures within the spell’s area do not notice the
increased - amplification. Thus, anyone whose voice is
amplified remains unaware of the increase in volume.

ANTIMAGIC AURA
Abjuration
Level: Sor/Wiz 7 '
Components; V, S, M
Casting Time: 1 action
Range: Touch -
Target: One creature
Duration: 1 round/level
Saving Throw: Will negates
Spell Resistance: Yes

An invisible barrier surrounds a single creature and its
equipment. The target creature is impervious to most
magical effects including spells, spell-like abilities, and
supernatural abilities. Likewise, it prevents the function-
ing of any magic items’or spells within its confines, thus
preventing the target from casting spells or using spell-
like abilities or magic items for the duration: '

An antimagic aura suppresses any spell or magical
effect used on or by, or cast onto, the target, but does not
dispel it. A charmed creature, for example, is not
charmed while affected by the aura, but the spell resumes
functioning when aentimagic aura ends. Time spent
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within an asfimagic aura counts against the suppressed
spell’s duration. '

Material Component: A pinch of powdered iron or iron
filings. i

AURA AGAINST FLAME
Abjuration
Level: Clr 2 (Eldath)
Components: V, S
Casting Time: 1 action
Range: Personal
Target: You
Duration: 1 round/level
Saving Throw: None
Spell Resistance: Yes

You create an aura of blue
mist that protects you against
fire, absorbing the first 12
points of fire damage as an
endure elements spell. In addi-
tion to the emndure elements
(fire) effect, the spell can be
used to snuff out fires,

Any nonmagical flame
that the aura contacts is im-
mediately extinguished if the
flame’s maximum damage is
12 or fewer points per round.
This means that torches,
small fires, and hurled al-
chemist’s fire are snuffed out
and cause no damage if used
against you or if you touch
them. '

You may use a standard
action to touch an existing
magical fire (such as a flam-
ing sphere or a wall of fire)
and attempt to dispel it as if using a dispe! magic spell
against it. If you succeed, the magical fire and the aura
both vanish. If you fail, both remain.

You may use a ready action to use the aura as a dispel
magic to counterspell a magical fire attack against you. If
successful, the spell is counterspelled and the aura disap-
pears, If you fail the dispel check or the attack is not a fire
attack, nothing happens and the aura remains,

AURA OF GLORY
Transmutation
Level: Pal 2
Components: V, DF
Casting Time: 1 action

Range: Personal

Aura against flame

=8

Target: You
Duration: 1 minute/level (see text) ; '

You channel divine power into yourself, enhancing your
physical presence and augmenting your magical abilities.

For the duration of the spell, you gain a +2 sacred
bonus on all Bluff, Diplomacy, Handle Animal, Intimi-
date, and Charisma checks to alter an NPC’s attitude or
turn undead. Your aura of glory provides an additional +2
sacred bonus on allied saves against fear,

When the spell is cast, a
number of allies equal to your
paladin level are healed 1 hit
pomnt as if by a cure minor
wounds spell. These allies
must be within 10 feet of you
at the time. Your mount
counts as an ally.

AURA OF VITALITY

Transmutation

Level: Drd 7

Components: V, S

Casting Time: 1 action .

Range: Close (25 ft. + ¥ ft./2
levels)

Targets: One creature per 3
levels, no two of which
can be more than 30 ft.
apart

Duration: 1 round/level

Saving Throw: Will negates
(harmless)

Spell Resistance; Yes (harmless)

All targets receive a +4 en-
hancement bonus to Strength,
Dexterity, and Constitution
scores,

AzUTH’S EXALTED TRIAD
Transmutation
Level: Clr 6
Components: V, S
Casting Time: 1 action
Range: Personal
Target: You
Duration: Instantaneous

You alter one of your prepared spells so that you can cast
it multiple times before it is expended. The prepared spell
must be of 3rd level or lower, and once the exalted triad
is cast, you may cast the altered spell two additional times
(a total of three times) before it is expended. The altered

=
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spell functions normally and requires components or XP
for each use as if you were casting three separate spells. If
you later choose to prepare a different spell in that spell
slot, any extra castings provided by the exalted triad are
lost. You cannot cast exalfed triad more than once upon
a prepared spell.

This spell was created by the clerics of Azuth,

AZUTH’S SPELL SHIELD

Abjuration

Level: Clr 7 (Azuth)

Components: V, S, DF

Casting Time: 1 action

Range: Close (25 ft. + 5 fr/2 levels)

Targets: Up to one creature/
level, no two of which can
be more than 30 ft. apart

Duration: 1 round/level (see
text)

Saving Throw: Will negates
(harmless)

Spell Resistance: Yes (harm-
less)

Each targeted creature
gains spell resistance equal
to 12 + caster level. Divide
the duration evenly among
all the creatures you target.
In order to affect a crea-
ture who has spell resistance
with a spell, a spellcaster
must roll the creature’s
spell resistance or higher
on 1d20 + caster level, A
creature with spell resist-
ance may volentarily
lower it in order to accept
a spell.

BACKLASH
Transmutation
Level: Sor/Wiz 4
Components: V, S
Casting Time: 1 action
Range: Touch
Target: Creature touched
Duration: Permanent or until discharged
Baving Throw: Will negates
Spell Resistance: Yes

You: bestow upon the target an unusual curse: The first
spell the target casts that meets the triggering condi-
tions webounds on the cursed creature exactly as if

Balagara's ivon born

affected by spell turning. The backlash is triggered by
three situations: -

» The target casts an attack spell on another creature,
which makes its saving throw.

* The target casts an attack spell upon a creature that is
immune to that spell.

* The target casts an attack spell that is interrupted or
ruined (including a failed attempt to cast defensively).

In all three cases, the triggering spell must
_)f\i), be a spell that could be affected by spell
turning. If the backlash is triggered, the
curse immediately takes its full effect upon
the target of the backlash. The target does
not get a saving throw against the spell, nor
does spell turning apply, but
does get spell resistance.
Once triggered, the backlash
spell ends. A creature can be
under the effects of multiple
backlash spells at once, but
only one can be triggered at a
time. The dackiash has no
effect' on magic items or
spell-like or supernatural
abilities used by the target. A
backlash can be remoyed by
any spell that negates a
bestow curie spell.

For purposes of this spell, i
an “attack spell” includes any
spell eargeting a foe or whose
area or effect includes a foe.
(Exactly who is a foe depends
on the caster’s perceptions.)
A ‘spell directed at an unat-
tended object does not consti-
tute an attack spell.

e ——

BALAGARN’S IRON HORN
Transmutation [Sonic]
Level: Brd 1, Sor/Wiz 2
Components: V, S
Casting Time: 1 action
Range: Close (25 ft. + 7'ft./2 levels)
Area: Cone ‘
Duration: Instantaneous '
Saving Throw: None (sec text)
Spell Resistance: Yes

You create a deep, resonant vibration that can shake crea-
tures off their feet as if they were being tripped. Make a
single Strength check as if your Strength were 20. Creatures
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in the area make individual opposed Dexterity or Strength
checks against your roll. Those who fail are tripped and fall

prone. Those who succeed are unaffected, but cannot make °

a trip attack against you in response to this spell. Unlike a
regular trip attack, you may trip any creature touching the
ground, regardless of size. You cannot use the Improved
Trip feat to immediately make a melee attack against a
creature you have tripped with this spell.

BALL LIGHTNING
Evocation [Electricity]
Level: Sor/Wiz ¥
Components: V, §, M
Casting Time: 1 action
Range: Medium (100 ft. + 10 ft./level)
Effect: One or more balls of lightning, up to 1/level
Duration: 1 round/level
Saving Throw: Reflex half
Spell Resistance: Yes

You create several balls of lightning that shed light as can-
dles and move under your control. Your caster level is the
total number of dice of damage (d6) that you can deal
with this spell (maximum 15d6), divided however you see
fit among the ball lightning, For example, a 9th-level
caster could create nine balls of lightning (each dealing
1d6 points of electrical damage), or three balls of light-
ning (two dealing 2d6 and one dealing §d6), and so on.

You may direct any number of lightning balls to strike
one target at a time. Each affects only one target and is
not destroyed when it does so. Targets get a Reflex save
against each ball that strikes them. You must have line of
sight and line of effect to direct the balls. Directing the
balls is a free action on the round the spell is cast and a
standard action on any other round. The lightning balls
can move up to 100 feet per round.

A ball dissipates if the distance between you and it
exceeds the spell’s range.

Material Component: A handful of copper and iron pel-
lets.

- BATTERING RAM
Evocation [Force]
Level: Sor/Wiz 2
Components: V, §, F
Casting Time: 1 action
Range: Close (25 ft. + ¥ ft./2 levels)
Target: One object or creature
Duration: Instantaneous
Saving Throw: None
Spell Resistance: Yes

You create a ramlike force that can strike with consider-
able power. Similar to a ring of the ram, the force can tar-

s .

get a creature or an object. The force deals 1d6 hit points
of damage to the target. If the target is a creature, this
attack initiates a bull rush. (The force is considered a
Large creature with Strength 25 for this purpose.) If ‘the
target is a movable object such as a door, the caster can
make a Strength check (using the Strength of the darrer-
ing ram) to attempt to open the door. ‘
Facus: A piece of carved ram’s horn.

BATTLETIDE

Transmutation
Level: Clr § (Xvim/Bane)
Components: V, S, DF
Casting Time: 1 action
Range: Close (25 ft. + 7 ft./2 lcvels)
Targets: You and up to one creature/level, no two of

which can be more than 30 ft. apart
Duration: 1 round/level
Saving Throw: No and Will negates
Spell Resistance: Yes

You steal energy from.others. Targets other than you
suffer a —2 circumstance penalty on saves, attack rolls,
and damage rolls. As long as at least one enemy is affected
by the spell, you get one extra partial action each round.
If all the affected enemies free themselves from the spell
(by death, entering an antimagic field, receiving a suc-
cessful dispel magic, and so on), the spell ends.

“BiNDING WINDS
Evocation
Level: Drd § =
Components: V, S
Casting Time: 1 action
Range: Medium (100 ft. +10 ft./level)
Target: One creature
Duration: Concentration
Saving Throw: Reflex negates
Spell Resistance: Yes

You create a flurry of air to encircle and hold your target.
The binding winds do not move. They become a physical
barrier surrounding the subject. The target may act nor-
mally, except that she cannot move from her current
location. The winds carry her voice away, so she can speak
but will not be heard, and she cannot hear anything but
the roar of the winds.

Furthermore, no sonic or language-dependent spells or
effects may be cast into or out of the binding winds
(though spells cast by the caster upon himself function
normally), Ranged attacks made into or out of the kind-
ing winds suffer a =2 penalty. Binding winds hold ﬂymg
creatures in midair.

(=
!




Tilustratiom by Brianm Suoddy

BrAck BLADE OF DISASTER
Conjuration (Creation)
Level: Sor/Wiz 9
Components: V, S
Casting Time: 1 action
Range: Close (25 ft. + 5 ft./2 levels)
Effect: Sword-shaped planar rift
Duration: Concentration, up to 1 round/level
Saving Throw: None
Spell Resistance: Yes

You create a black blade-
shaped planar rift about 3 feet
long. The blade strikes at any
creature within its range, as
you desire, starting on the
round you cast the spell. The
blade makes a melee touch
attack against its designated tar-
get once each round. Its attack
bonus is your base attack bo-
nus plus your Intelligence
bonus or your Charisma bonus
(for wizards and sorcerers,
respectively ).

Anything hit by the blade
takes 2d12 points of damage
(bypassing the hardness of
objects). The blade threatens a
critical hit on an 18-20 and is
considered a +5 weapon for the
purpose of bypassing damage
reduction. On a successful crit-
ical hit, the target suffers the
effects of a disintegrate spell
imm addition te the normal
damage from the blade. It can
pass through any magical bar-
rier equal to or less than its
spell level, but cannot penetrate dead magic areas or an
antimagic field. It can harm ethereal and incorporeal
creatures as if it were a force effect.

The blade always strikes from your direction. It does
not get a flanking bonus or help a combatant get one. If
the blade. exceeds its range or goes out of your line of
sight, the spell ends. You may direct the blade to attack
another target as a standard action.

A gate spell can be used to counterspell a dlack blade of
disaster. A dimensional anchor spell cast at the blade dispels
it automatically. The blade cannot be harmed by physical
attacks, but dispel magic, a sphere of annibilation, or a nod
of cancellation can affect it. Its touch attack AC is 13.

" Black blade of disaster

BLACKSTAFF
Transmutation
Level: Sor/Wiz 8
Components: V, S, F
Casting Time: 1 action

Range: Touch

Target: Staff or quarterstaff touched
Duration: 1 round/level (D)

Saving Throw: See text

Spell Resistance: Yes

Created by the renowned
archmage Khelben Arunsun
and shared only with those
whom he trusts implicitly,
blackstaff has three principal
effects:

First, the spell gives the af-
fected staff or quarterstaff a
+4 enhancement bonus on
attack and damage rolls.

Second, any creature or
object struck by a successful
melee attack or melee touch
attack with the blackstaff is
subject to a dispel magic
effect. This effect works ex-
actly like a targeted dispel
magic cast by the creator of
the dlackstafY.

Third, any spellcaster
struck by a successful melee
or melee touch attack with
the blackstaff loses one pre-
pared spell (or one unused
spell slot, for spellcasters who
do not prepare spells) of the
highest spell level available. A
successful Will save negates
the spell loss, but not any damage or dispel effects caused
by a strike of the dlackstaff.

Blackstaff may be cast upon any nonmagical quarter-
staff or on a magic staff in the caster’s possession. If cast
on a magic staff, the wielder of the staff must decide as a
free action on his turn each round whether he will use the
staff’s normal abilities or the effects of the blackstaff
spell. Nothing prevents the caster from giving a staff or
quarterstaff under the effect of dlackstaff to another
character to wield after casting the spell.

Focus: A nonmagical quarterstaff or a magic staff.
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BLADE THIRST BLooD FrRENZY
Transmutation Transmutation ling o1
Level: Rgr 3 Level: Drd 2

Components: V, §

Casting Time: 1 action
Range: Touch

Target: One slashing weapon
Duration: 1 round/level
Baving Throw: None (object)
Spell Resistance: Yes (object)

You grant a slashing weapon a +3 enhancement bonus. The
weapon takes on a blue, fiery glow, shedding illumination
as if it were a torch.

. BLINDING SPITTLE
Transmutation
Level: Drd 1
Components: V, 5
Casting Time: 1 action ]
Range: Close (27 ft. + § fr./2 levels)
Effect: One missile of spit
Duration: Instantaneous
Saving Throw: None
Spell Resistance: Yes

Using a ranged touch attack (with a —4 penalty ), you spit
caustic saliva into your target’s eyes. The spittle blinds
Jyour target until he can wash his eyes with water or other
rinsing fluid. '

This spell has no effect on creatures without eyes or
that don’t depend on eyes for vision.

BLINDSIGHT
Transmutation
Level: Clr 4, Drd 3, Sor/Wiz3
Components: V, S
Casting Time: 1 action
Range: Touch
Target: Creature touched
Duration: 1 hour/level _
Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)

This spell grants the Blindsight feat. The target creature
gains sensitivity to vibrations, so that it manecuvers and
fights as well as a sighted creature. The target creature's
senses extend to a 30-foot radius, and the creature need
not make Spot or Listen checks to notice creatures within
this range. Invisibility and darkness are irrelevant, though
the creature can’t discern ethereal beings, (For details, see
Blindsight, page 73 of the DuNcEON MASTER's Guide.)

Components: V, S
Cu"tins_ Time: 1 action
Range: Personal

Target: You : -

Duration: 1 round/level

You enter a rage similar to, but less effective than, that of
a barbarian. Your rage gives you a +2 bonus to Strength
and Constitution and a +1 morale bonus on Will saves.
You suffer a ~1 penalty to AC. The additional Constitu-
tion increases your hit points by 1 point/level, but these
hit points go away when the spell ends. Otherwise, the
effect is identical with barbarian rage (see page 27 of the
Player’'s Handbook). You cannot use skills that require
concentration or patience, and once the spell ends, you're
fatigued for the duration of that encounter.

Bopy BLADES
Transmutation - ]

Level: Clr 2 (Loviatar)

Components: V, S

Casting Time: 1 action

Range: Personal

Target: You

’ Dauration: 1 minute/level

82

You sprout daggerlike spikes from all surfaces of your
body and clothing. The spikes appear metallic but are not
actually metal, and never harm you or interfere with your
movement. or actions. They allow you to deal 1d6 points
of piercing damage (crit x2) with a successful grapple
attack. The spikes count as a martial weapon, and the spell
grants proficiency with them. You can also make a regu-
lar melee attack (or off-hand attack) with the spikes, and
they count as a light weapon in this case. You inflict lethal
damage when grappling. If a creature grapples you, the
spikes deal 2 points of damage to your attacker. You get a
+4 bonus on Escape Artist checks to escape from a net,
rope, grappler, or spell that entangles.

BOMBARDMENT
Conjuration (Creation)
Level: Drd 8
Components: V, S, F
Casting Time: 1 action
Range: Long (400 ft. + 40 ft./level)
Area: 15-ft.-radius burst centered on spot
Duration: Instantaneous
Saving Throw: Reflex half (see text)
Spell Resistance: Yes
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You cause a rain of rocks to fall from the sky, burying
your opponents. s |
- The spell deals 1d8 points of damage per caster level
(maximum 10d8) and buries any target who fails his save.
Buried subjects suffocate (see Suffocation, page 88 of
the DuNGEON MASTER's Guide) until they climb from
under the rocks (this is a full-round action). A buried crea-
ture has nine-tenths cover and concealment.
Focus: A quartz crystal embedded in rock.

BrANCH TO BRANCH
Transmutation
Level: Rgr 1
Components: V, 5
Casting Time: 1 action
Range: Personal
Target: You .
Duration: 1 minute/level

You gain a +10 competence bonus on Climb checks made
in trees. You can brachiate (swing via branches and vines)
at your normal speed.

BRILLIANT AURA

Transmutation
Level: Drd 7
Components: V, 8
Casting Time: 1 action
Range: Close (27 ft. + ¥ ft./2 levels)
Targets: One person per 2 levels, all of whom must be

within 30 ft. of each other
Duration: 1 round/level
Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless) ~

You limn your allies in a glowing nimbus, transforming
their attacks into brilliant energy. )

All persons affected by this aura give off light as a torch
(20-foot radius). Their weapon attacks (melee or ranged)
function as if their weapons were brilliant energy weapons:
They ignore nonliving matter and armor, and enhance-
ment AC bonuses do not count against them. The attacks
cannot harm undead, constructs, or objects. In addition, all
attacks gain an enhancement bonus on damage equal to
one-half the caster’s level (maximum +10),

CACOPHONIC SHIELD
Evocation [Sonic]
Level: Brd 6, Sor/Wiz 6
Components: V, S
Casting Time: 1 action . J
Range: 10 ft. ' '
Area: 10-fr.-radius emanation, centered on you
Duration: 1 minute/level

Saving Throw: Fortitude partial
Spell Resistance: Yes

You create an immobile barrier of sonic energy at a dis-
tance of 10 feet from yourself. Creatures on either side of
the barrier hear it as a loud but harmless buzzing. Non-
magical sound (including sound produced by a thunder-
stone) does not cross the barrier. If a sonic effect impinges
upon the barrier, you get to make a caster level check
(1d20 + caster level) against the DC of the effect to pre-
vent it from affecting anyone inside the barrier.

A creature that crosses the barrier takes 1d6 points of
sonic damage plus 1 point per caster level (maximum +20)
and must make a Fortitude save or be deafened for 1
minute. The sonic vibrations provide a 20% miss chance
for any missiles crossing the barrier in either direction.

CAMOUFLAGE
Transmutation
Level: Drd 1, Hrp 1, Rgr 1
Components: V, §

‘Casting Time: 1 action

Range: Personal ’
Target: You
Duration: 10 minutes/level

You change your coloring to match the environment sur-
rounding -you. The spell grants you a +10 competence
bonus on your Hide checks..

CAST IN STONE
Transmutation
Level: Drd 9
Components: V, S
Casting Time: 1 action
Range: Close (25 ft. + § ft./2 levels)
Target: Personal
Duration: 1 round/level (D)
Saving Throw: Will negates
Spell Resistance: Yes

Anyone meeting your gaze is permanently turned into a
mindless, inert statue (as flesh to stone). Yon may free the
victim of your own cast in stome at any time by speaking a
command word you establish during the casting,

Note: Each round, a-gaze attack automatically works
against one creature within range that is looking at (attack-
ing or interacting with) the gazing creature. €reatures can
avert their eyes, which grants them a 0% chance to avoid
the gaze but in turn grants the gazer one-half concealment
(20% miss chance) relative to them. Creatures can close
their eyes or turn away entirely; doing so prevents the gaze
from affecting them but grants the gazer total conceal-
ment (0% miss chance) relative to them. )




CELEBRATION
Enchantment (Compulsion) [Mind-Affecting, Sonic]
Level: Brd 4
Components: V, S
Casting Time: 1 action
Range: Close (27 ft. + 5 ft./2 levels)
Area: 15-ft-radius burst
Duration: Instantaneous
Saving Throw: Will negates
Spell Resistance: Yes

You cause any creatures in the
area to feel increasingly more
intoxicated the longer you
perform a drinking song. You
must perform for at least 1
full round to produce the first
effects of the celebration spell.
After that, each full round
you perform increases the sub-
ject’s intoxication, as described
in the table below. A subject
does not need to rémain
within the area, but those
entering the area after the
casting of the spell are not
affected. Your targets receive
only one saving throw at the
onset of the spell. The effects
last for the duration of your
performance, If you stop per-
forming, the effects do not
worsen and fade after 1 round
per caster level.

Round  Effect
1 None
2 -2 enhancement
penalty to Dex,
Int, and Wis
Nauseated
Helpless

CIRCLE DANCE
Divination
Level: Brd 2, Clr 3, Drd 3
Components: V, §
Casting Time: 1 minute
Range: Personal
Duration: Instantancous

You divine the relative direction and condition of another
individual.

Claws of the beast

During the casting of the spell, you think of your target
as you do a spinning dance around the compass. You'must
have firsthand knowledge of your target for the spell to
funection.

If the target is alive and on the same plane as you, the
spell leaves you facing in the direction of your tafget. You

also get an impression of the target’s physical and emo-’

tional conditions (unharmed, wounded, unconscious,
dying, and so on). If the target is on a different plane or
dead, you feel nothing.

CLAWS OF THE BEAST
Transmutation
Level: Drd 1, Rgr 2
Components: V, S
Casting Time: 1 action
Range: Personal
Target: You
Duration: 1 round/level

Your fingers sprout claws.
Your hands become weapons
that do 1d6 points of damage.
If your normal unarmed
damage is greater than 1d6,
the damage does not change.
You are considered armed
while this spell is in effect.

CLOUDBURST
Evocation (Water)
Level: Drd 2
Components: V, S
Casting Time: 1 round
Range: Long (400 ft. + 40
ft./level)
Area: 100-ft-radius emana-
tion
' Duration: 10 minutes/level (D)
Saving Throw: None
Spell Resistance: No

You cause clouds to gather and a heavy rain to fall. The
rain reduces visibility ranges by half, resulting in a —4
penalty on Spot and Search checks. It automatically extin-
guishes unprotected flames, and has a §0% chance of ex-
tinguishing protected flames. Ranged weapon attacks and
Listen checks are at a —4 penalty.

This spell does not function indoors, underground,
underwater, or in desert climates. After the spell ends, the
water created evaporates over the next 10 minutes. The
water created with this spell does not slake thirst or pro-
vide any nourishment to plants. ‘
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CLoUD OF BEWILDERMENT
Evocation
Level: Brd 2, Sor/Wiz 2
Components: V, 5
Casting Time: 1 action
Range: 10 ft.
Area: Cone
Duration: 1 round/level
Saving Throw: Fortitude negates
Spell Resistance: Yes

You breathe out an invisible cloud of noxious air. Anyone
in the area is stunned and blinded for 1d6 rounds.

A moderate wind (11+ mph) disperses the cloud in 4
rounds; a strong wind (21+ mph) disperses the fog in
1 round.

CocooN
Conjuration (Creation)
Level: Drd 8
Components: V, S, M, XF
Casting Time: 1 round
Range: Close (25 ft. + ¥ ft./2 levels)
Target: One living creature
Duration; Instantaneous
Saving Throw: Fortitude negates
Spell Resistance: Yes

You cause silkworm threads to encase your target in a
cocoon. While in the cocoon, the subject is paralyzed.
Gradually, the cocoon leeches energy from the subject
until he dies, at which point the cocoon grants powers to
its holder.

Once per day, the subject receives one negative level. If
these levels become permanent, the cocoon “stores” the
lost energy in its silk threads (up to 10 levels).

The cocoon has+100 hp and hardness 10. Hacking it of f
the subject eventually breaks the subject free. If the
cocoon is not allowed to complete its draining of the sub-
ject, it becomes useless and conveys no benefits.

However, when the victim is reduced to zero levels, he
dies and the cocoon falls off, shrinking to the size of a
walnut. You may then carry the cocoon and draw energy
from it. If carried, the shrunken cocoon grants you a +4
enhancement bonus to the victim’s highest ability score
(for instance, if the victim’s highest ability score was
Wisdom, you would gain a +4 enhancement bonus to your
Wisdom). In the case of a tie, you may select which bonus
you get..

If the-victim had any ranks in a Knowledge skill, you
gain an enhancement bonus on that skill check equal to
the number of ranks possessed by the victim. If the victim
was a spellcaster, you gain one free spell slot of the high-
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est. spell level the victim could cast (even if those spells
were of a different class or type than your own).

- The cocoon grants these special powers for one day per
level drained from the victim. If the victim is restored to
life before this duration ends, the cocoon immediately
loses all powers.

Material Component: A silkworm cocoon.
X'P Cost: 1,000 XP. .

CoMBUST

Evocation [Fire]
Level: Sor/Wiz 2 (Red Wizard)
Components: V, S, M
Casting Time: 1 action
Range: Touch
Target: Touched creature or combustible object that

weighs no more than 25 lb./level
Duration: Instantaneous (see text)
Saving Throw: Reflex partial
Spell Resistance: Yes

This spell makes a combustible object or a creature’s com-
bustible equipme'nt burst into flame, even if damp,

If the target is a creature, the initial eruption of flame
causes 2d6 points of fire damage +1 point per caster level
(maximum +10) with no saving throw. Further, the crea-
ture must make a Reflex save (DC 15) or catch fire. (For A
details, see Catching on Fire, page 86 of the DuncEON
MASTER's Guide.)

If the target is a combustible, unattended object, the
initial eruption of flame inflicts fire damage on the object
as noted above. The object catches fire and takes 1d6
points of fire damage each round until consumed or some-
one puts out the fire.

Anyone touching the object during the initial eruption
of flame takes the same fire damage the object does. A
Reflex save reduces damage by half. If a creature touching
the object fails the Reflex save, it must make another
Reflex save (DC 15) to avoid catching fire.

Material Component: A drop of oil and a piece of flint.

CORROSIVE. GRASP
Conjuration (Creation) [Acid]
Level: Sor/Wiz 1
Components: V, S
Casting Time: 1 action -
Range: Touch
Targets: Creature or creatures touched (up to one/level)
Duration: Instantancous
Saving Throw: None
Spell Resistance: Yes

Your hand becomes coated with a thick layer of acid that
does not harm you or your equipment. A melee touch
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attack with this hand causes 1d6+1 points of acid damage.
You may nse this melee touch attack up to one time/level.

If you grapple an opponent, you can deal this damage in

addition to other damage you deal while grappling.

CRAWLING DARKNESS
Conjuration (Creation)
Level: Clr 5 fShar)
Components: V, S, DF 4
Casting Time: 1 full round r
Range: Personal
Target: Creature touched
Duration: 1 minute/level (D)

You bring into being a shroud of dark, writhing tentacles
around your body. The tentacles do not interfere with
your movement or spellcasting, but they provide you one-
half concealment (20% miss chance) and totally hide your
features. You get a +4 competence bonus on all grapple
checks, Climb checks, and Escape Artist checks.

The crawling darkness automatically protects you with
feather fall if you ever fall more than 3 feet and allows
you to water walk at will.

CREATE CROSSROADS AND BACKROAD
Conjuration (Creation)
Level: Drd 7
Components: V, §, DF, XP
Casting Time: One day
Range: Touch
Duration: Instantaneais
Saving Throw: None
Spell Resistance: No . '

You form two crossroads and a backroad that links them.
The crossroads are vertical, rectangular areas of up to 50
square feet each. You must have personally visited the end
crossroads location in order to create the backroad.

The spell summons a crossroads guardian and estab-
lishes a crossroads at each end.

The crossroads guardians always start with a Helpful
attitude toward their creator. :

The procedure requires your complete dedication and
attention for a full day, preparing and nurturing the
site, typically naturalizing it and removing signs of civi-
lization. '

XP Cost: 3,500 XP.

CRUMBLE
Transmutation
Level: Drd 6
Components: V, S
Casting Time: 1 action
Range: Medium (100 ft. +10 ft./level)
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Target: One structure or construct
Duration: Instantaneous

Saving Throw: Fortitude partial (object)
Spf,ll Resistance: Yes (object)

You bring the forces of erosion to bear on a fdbricated
structure such as a stone bridge, a wooden building, an iron’
wall, a construct, or any other object not formed by
nature itself.

This inflicts 1d6 points of damage per caster level to
the object (hardness does not apply), to a maximum of
15d6. This spell does not affect living creatures. It does,
however, affect constructs. The maximum size of the
object affected depends on your level If you cast this spell
on an object of greater size than you can affect, the
spell fails.

Level  Size of Object Affected
Uptol§ Huge

16-18  Gargantuan

19-20  Colossal

CURSE OF ILL FORTUNE
Transmutation
Level: Clr 2 (Beshaba)
Components: V, S, DF
Casting Time: 1 action
Range: Medium (100 ft. +10 ft./level)
Target: One living creature
Duration: 1 minute/level
Saving Throw: Will negates
Spell Resistance: Yes ~

You place a temporary curse upon the target, giving her a
—3 enhancement penalty on attack rolls, saving throws,
ability checks, and skill checks. Carse of ill fortune is
removed by any spell that removes a bestow curse spell.

DARKFIRE
Evocation [Fire]

Level: Clr 3 (drow pantheon)
Components: V, S

Casting Time: 1 action

Range: O ft.

Effect: Flame in your palm
Duration: 1 round/level (D)
Saving Throw: None

Spell Resistance: Yes

Dark flames appear in your hand. You can hurl them or
use them to touch enemies. The flames appear in your
open hand and harm neither you nor your equipment.
They emit no light but produce the same amount of heat
as an actual fire.
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You can strike opponents with a melee touch attack,
dealing fire damage equal to 1d4+1 points per two caster
levels (maximum +10). Alternatively, you can hurl the
flames up to 120 feet as a thrown weapon. When doing so,
you attack with a ranged touch attack (with no range
penalty) and deal the same damage as with the melee
attack. No sooner do you hurl the flames than a new set
appears in your hand.

The darkfire is invisible to normal vision but can be
seen with darkvision as easily as a normal flame can be
seen in darkness (this means
that darkfire can be-used as
a signal or beacon for crea-
tures with darkvision).

The spell does not func-
tion underwater.

DARK WaAY

Ilusion (Shadow)

Level: Clr 3 (Mask)

Components: V, S, DF

Casting Time: 1 action

Range: Close (25 ft. + ¥ ft./2
levels)

Effect: One bridge of force
2 ft. wide, 1 in. thick, and
up to 20 ft./level long

Duration: 1 round/level

Saving Throw: None

Spell Resistance: Yes

Tliustration by Carle Arellame

You create a ribbonlike,
weightless, unbreakable bridge.
The dark way must be an-
chored at both ends to solid
objects, but otherwise can be
at any angle. Like a wall of
force, it must be continuous
and unbroken when formed.
It is typically used to cross a chasm or a hazardous space.
Creatures can move on the dark way without penalty, since
it is o more slippery than a typical dungeon floor, You (but
. notanyone else) gain a +¥ competence bonus on all Balance
checks while made on the dark way.
| The dark way can support a maximum of 200 pounds
per caster level. Creatures that cause the total weight on
the dark way to exceed this limit sink through it as if it
weren't there. You never sink through the dark way unless
your own weight exceeds the spell’s' maximum capacity.

DARrssoN’s POTION

e &

Transmutation
Level: Sor/Wiz 4
Components: V, 5

i

Death armor

Casting Time: 1 full round

Range: Touch

Target: Flask of water touched
Duration: 1 hour/level

Saving Throw: Will negates (object)
Spell Resistance: Yes (object)

You transform the water in a flask so that it is capable of
storing a spell in the manner of a potion. On your next
turn, you or another spellcaster can cast a spell into the
water, transforming the
water into a potion of the
appropriate type. Only spells
suitable for making potions
can be used this way. The
person casting the spell to be
stored must spend XP as if a '

DEAFENING CLANG
Transmutation [Sonic]
Level: Pal 1 (Gaerdal Iron-
hand) ;
Compenents: V, S, DF !
Casting Time: 1 action i
Range: Touch f
Target: Weapon touched
Duration: 1 round/level
Saving Throw: Will negates
(harmless, object)
Spell Resistance: Yes (harm-
less, object)

You empower the touched
weapon with magic that
causes it to emit a loud clang
when it is struck against a
hard surface, such as a floor,
wall, or creature. The item can create this noisé once per
round. The clang has the effect of a thunderstone (sec
page 114 of the Player’s Handbook) except that the caster
and the weapon user are unaffected by the sound and the
deafness lasts 1 minute,

If an attack with the weapon misses the target but was
enough te make a touch attack, the weapon strikes the
creature with sufficient force to activate the deafening
clang. ’

DEATH ARMOR
Necromancy
Level: Sor/Wiz 2
Components: V, 5, M
Casting Time: 1 action

potion were being created ]
with the Brew Potion feat. ;




Range: Personal

Target: You

Duration: 1 round/level

Saving Throw: Will negates (harmless)
Spell Resistance: Yes

You are surrounded with a crackling black aura that
injures creatures that contact it. Any creature striking you
with its body or handheld weapons takes 1d4 hit points of
damage +1 point per 2 caster levels (maximum +5). If the
creature has spell resistance, it applies to the damage.
Weapons with exceptional reach, such as longspears, do
not endanger their users in this way.

Material Component: A paste made of exotic herbs,
ground bones, and onyx worth 50 gp, which is apphed to
your body when the spell is cast.

DEATH DRAGON
Necromancy [Evil, Fear, Mind-Affecting]
Level: Clr 7
Components: V, S, DF
Casting Time: 1 full round
Range: Personal
Effect: Dragon of energy and bones
Duration: 1 round/level (D)

You summon unholy power to gird yourself in a dragon-
shaped cocoon of bones and negative energy. The cocoon

gives you a +4 natural armor bonus and a +4 deflection

bonus to Armor Class, plus 1 temporary hit point per
caster level (maximum +20). You are treated as armed
when you make unarmed attacks, and deal damage as if
your limbs were short swords. You can use your off hand
to attack, incurring the standard two-weapon fighting
penalties (see Table 8-2, page 125 of the Player’s Hand-
book). The death dragon prevents you from casting spells
with somatic, material, or focus (but not divine focus)
components, but does not otherwise hinder your actions or
movement.

As a standard action, you may project a cone of fear or
make a melee touch attack to use imflict critical wounds
on the creature touched.

DEATH PAcT
Necromancy [Evil]
Level: Clr 8 (Velsharoon)
Components: V, S, M, DF, XP
Casting Time: 10 minutes
Range: Touch
Target: Willing living creature touched
Duration: Permanent until triggered
Saving Throw: None
Spell Resistance: No
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‘Duration: 10 minutes/level (D)

This spell allows the target to enter a binding agreement
with your deity that brings the target back to life if'she is
slain.

When this spell is cast, the target’s Constitution is per-
manently lowered by 2 points. In exchange for this, if she
ever dies, several spells are brought into effect. First, she
15 teleported to a safe location designated by you at the'
time of casting as if with a word of recall spell. Second,
the target is brought back from the dead with a raise dead
spell with the standard loss of a level. Finally, the target
is healed with a bea/ spell. She does not regain the 2 Con-
stitution points when returned to life.

If a raise dead spell could not return the target to life
(For example, if she was disintegrated or died of old age),
the death pact cannot restore her to life. If the spell is dis-
pelled before the target dies, she does not regain her 2 lost
Constitution points.

Material Component: A diamond worth at least ¥0O gp.

XP Cost: 250 XP.

DEcoY IMAGE
Illusion (Figment) 3 .
Level: Rgr 3
Components: V, S
Casting Time: 1 full round
Range: Long (400 ft. + 40 ft./level)
Effect: Figment that mimics you and all allies within 50
ft. of you

In order to flush ambushes, you project a duplicate image
of yourself and your companions.

This spell creates an illusion complete with visual,
sound, smell, texture, and temperature. It mimics exactly
what you and any of your allies within 50 feet of you do.
If the terrain differs significantly between that of the
illusion and that of the characters, or if any character
takes an action the illusion can’t duplicate (for instance,
climbing a tree if none are present for the illusory dupli-
cate to mimic), onlookers automatically receive a saving
throw. In addition, anyone who moves out of the spell’s
effect disappears from the illusion.

DETECT CROSSROADS
Divination
Level: Brd 0, Drd O
Components: V, S
Casting Time: 1 action
Range: 60 ft. or 1 mile (see text)
Area; Quarter circle emanating from you to the e:m'eme
of the range
Duration: Concentration up to 10 minutes/level (D)
Saving Throw: None
Spell Resistance: No
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You can see fey crossroads within 60 feet, if your visibil-
ity isn’t blocked. A crossroads appears to you as a blue-
hued, x-shaped shadow upon the ground. You recognize the
crossroads for what it is, and won’t be fooled by a false or
illusory one. Derect crossroads gives you no information
‘on where the backroad leads. ‘

If the nearest crossroads is less than a mile away, but
blocked visually from you either by distance or barriers,
you can still sense its general direction.

Each round, you can turn to detect in a new direction.
See the previous chapter for more on crossroads.

DHULARK’S GLASSTRIKE
Transmutation ]
Level: Sor/Wiz 6

Components: V, S, F

Casting Time: 1 action '

Range: Close (27 ft. + ¥ ft./2 levels)

Range: 60 ft.

Target: One creature or 4 cubic ft. of material

Duration: 1 hour/level

Saying Throw: Fortitude negates

Spell Resistance: Yes

You transform the target into glass. You can cast either of
these two versions: :

Glass Creature: As flesh fo stone, but the target becomes
glass.

Glass Object: An object of up to 4 cubic feet in volume
is affected. Part of a larger object (such as a floor or wall)
can be transformed by this spell.

Neither version of the spell affects magic items (magic
items carried by a transformed creature remain intact).
When the duration ends, the targeét returns to its original
materials. If the target was broken or damaged while in
glass form, its normal form has similar damage.

Focus: A piece of glass from a mirror.

DIMENSIONAL LOCK
Abjuration
Level: Cir 8, Sor/Wiz 8
Components: V, §
Casting Time: 1 action
Range: Medium (100 ft. +10 fr./level)
Area: 15-ft-radius emanation centered on a point in
space
Duration: 1 day/level
Saving Throw: None
Bpell Resistance: Yes

You create a field that completely blocks bedily
extradimensional travel. Forms of movement barred
include astral projection, blink, dimension door, ethereal
Jaunt, etherealness, gate, maze, phasing, plane shift,

shadow walk, teleport, and similar spell-like or psionic
abilities. The dimensional lock does not interfere with
the movement of creatures already in ethereal or astral
form. when the spell is cast, nor does it block extradi-
mensional perception or attack forms such as a
basilisk’s gaze. Dimensional lock does not prevent sum-
moned creatures from disappearing at the end of the
summoning spell. -

Once the spell is in place, however, extradimensional
travel into or out of the affected area is not possible,

DmGE
Evocation [Sonic]
Level; Brd 6
Components: V, 8
Casting Time: 1 full round
Range: 70 ft.
Area: All enemies within a $0-ft-radius burst centered
on you
Duration: 1 round/level
Saving Throw: Fortitude negates

-Bpell Resistance: Yes

Your song draws the energies of death and destruction
down on your enemies. Each round, any enemy in the
area suffers 2 points of temporary Strength and Dexter-
ity damage. A successful saving throw only negates that
round’s affect; a new saving throw is required each round
to avoid that round’s damage.

DisGUiSE UNDEAD
Illusion (Glamer)
Level: Sor/Wiz 2
Components: V, S, F
Casting Time: 1 action
Range: Touch
Target: One corporeal undead
Duration: 10 minutes/level
Saving Throw: None (harmless)

You make one undead—including clothing, armor, weap-
ons, and equipment—look different. You can make it seem
1 foot shorter or taller, thin, fat, or in between. You
cannot change the creature’s body type. For example, a
wight could look human, humanoid, or like any other gen-
erally human-shaped bipedal creature. Otherwise, the
extent of the apparent change is up to you. You could add
or obscure a minor feature, such as a mole or a beard, or
make it look like an entirely different creature.

The spell does not provide the abilities or mannerisms
of the chosen form. It does not alter the perceived tactile
(touch) or. audible (sound) properties of the undead or its
equipment. A battleaxe made to look like a dagger still
functions as a battleaxe. J
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Note: Creatures get Will saves to recognize the glamer
as an illusion if they interact with it (such as by touching
the undead and having that sensory input not match what
they see, in the case of this spe]l )

Focus: A cocoon of a death’s head moth.

i DISQUIETUDE
Abjuration [Sonic]
Level: Brd 1 ]
Components: V, S "
Casting Time: 1 action
Range: Close (27 ft. + ¥ ft./2 levels)
Target: One living creature
Duration: 1 round/level
Saving Throw: Will negates
Spell Resistance: Yes

Your song or poem instills a feeling of paranoia in your
target. The affected target restricts her movement to
avoid any physical contact; even with allies. If she is
attacked in melee and can’t flee, she uses the full defense
option.

DISTORT SPEECH
Transmutation
Level: Brd 1
Components: V, S
Casting Time: 1 action

Range: Close (25 ft. + § ft./2 levels)

Target: One creature

Duration: 1 round/level

Saving Throw: Will negates

Spell Resistance: Yes ; v

You distort a creature’s vocalizations. The voice of the
affected target becomes warped and incomprehensible.
The subject loses the ability to cast spells with verbal com-
ponents for the duration of the spell.

DOOMTIDE
Illusion (Pattern)
Level: Clr 4 (Beshaba)
Components: V, S, DF
Casting Time: 1 action
Range: 80 ft.
Effect: Eight 10-ft. cubes extending from the caster’s
location
Duration: 1 round/level
Saving Throw: Will negates
Spell Resistance: Yes

You fill an area with illusory black, creeping mist that
vaguely resembles thousands of slender grasping tentacles.

SpELLS
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You and one creature vou touch are immune to the effect
of this spell and can see through it without difficulty.
When you cast the spell, you decide if the effect remains
stationary or moves away from you at a rate of 10 feet
per round. .

The mist obscures all sight, including dakkvision,
beyond § feet. A creature within § feet has one-half con-'
cealment (attacks suffer a 20% miss chance). Creatures
farther away have total concealment (50% miss chance,
and the attacker can’t use sight to locate the target).

A moderate wind (11+ mph) disperses the doomtide in 4
rounds; a strong wind (21+ mph) disperses the mist in
1 round.

Furthermore, creatures within its area must make Will
saves or be dazed for as long as they remain in the cloud.

The spell does not function underwater.

_ DrowN
Conjuration (Creation)
Level: Drd 6
Comiponents: V, 8
Casting Time: 1 action .
Range: Close (27 ft. + § ft./2 levels)
Target: One living creature
Duration: Instantaneous
Baving Throw: Fortitude negates
Spell Resistance: Yes

You create water in the lungs of the subject, which begins
to drown. The subject immediately falls unconscious, drop-
ping to O hp. In the following round, it drops to -1 hit
points and is dying. In the following round, it dies. (For
details, see The Drowning Rule, page 85 of the DuNGEON
MASTER's Guide.)

Coughing and other attempts by the victim to phys-
ically expel the water are useless. However, any time
before death it can be stabilized with a Heal check
(DC 15). :

Undead, constructs, creatures who do not need to
breathe, and creatures who can breathe water are unaf-
fected by this spell.

EARTHFAST
Transmutation
Level: Drd 2
Components: V, S
Casting Time: 1 action
Range: Close (25 ft. + 5 ft./2 levels)
Area: One stone structure or rock formation, up to 25
cu. ft./level
Dauration: 10 minutes/level (D)
Saving Throw: Fortitude negates (harmless, object)
Spell Resistance: Yes (object)
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You reinforce a rock formation or stone structure. The
earthfast spell doubles the structure’s hit points and hard-
ness. The spell collapses if you move beyond the range of
the spell. This does not function on constructs.

Easy CLIME
Transmutation
Level: Rgr 3
Components: V, S
Casting Time: 1 action
Range: Medium (100 ft. + 10
ft./level)
Area: Vertical path 10 ft.
wide and 20 ft. tall/level
Duration: 10 minutes/level
(D)
Saving Throw: Nong (object)
Spell Resistance: Yes (object)

You create a path of hand-
holds and footholds up the
surface of a cliff-face, tree
trunk, wall, or other vertical
obstacle. This changes the sur-
face to the ‘equivalent of a
very rough wall (DC 10 to
climb).

Easy TRAIL
Abjuration
Leyel: Drd 2, Hrp 2, Rgr 2
Components: V, S
Casting Time: 1 action
Range: Personal
Effect: 30-ft. cone trailing
behind you
Duration: 1 hour/level (D)
Saving Throw: None (harm-
less)
Spell Resistance: Yes (harmless)

You radiate an enmergy that gently pushes plants aside,
allowing easy passage and hiding your trail after you pass.

Anyone in the area of the spell (including the caster)
finds the,undcrgr.owth held aside while they pass. This
essentially provides a “trail” through any terrain (see
Table 9-%: Terrain and Overland Movement, page 143 of
the Player’s Handbook). Once the effect of the spell
passes, the plants return to their normal shape. The DC to
track anyone who traveled within the area of this spell is
increased by +7 (the equivalent of hiding the trail).

This spell has no effect on plant creatures (that is, they
aren’t pushed or held aside).

Electric fois

EcHo SKULL
Divination
Level: Drd ¥
Components: V, S, F
Casting Time: 1 action
Range: Touch
Target: Animal skull touched
Duration: 1 hour/level (D)
Saving Throw: None
Spell Resistance: Yes (object)

You can see, hear, and speak
through a specific dried
animal skull at any distance.
As long as you and the skull
remain on the same plane,
you can see and hear as if vou
were standing where it is, and
during your turn you can
switch your perception from
its location to your own or
back again as a free action.

If you desire, any spell you
cast whose range is greater
than touch (and which does
not require a material compo-
nent or focus) can originate
from the skull instead of
from youw If the skull is de-
stroyed, the spell ends. Cast-
ing a spell through the skull
costs 10 XP per spell level.

Facas: A dried animal skull.

ELECTRIC JOLT
Evocation [Electricity]
Level: Sor/Wiz 0
Components: V, S
Casting Time: 1 action
Range: Glose (27 ft. « § ft./2 levels)

Target: One creature or object
Duration: Instantanecous
Saving Throw: None

Spell Resistance: Yes

You release a small stroke of electrical energy. You must
make a ranged touch attack to deal damage to a target.
The spell deals 1d3 points of electricity damage.

ELMINSTER’S EFFULGENT EPURATION
Abjuration
Level: Sor/Wiz 9
Components: V, S
Casting Time: 1 action
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Range: 60 ft.

Effect: Ope glowing sphere/level

Duration: Until expended or 10 minutes/level
Saving Throw: None

Spell Resistance: No

You create multiple floating silvery spheres, each 6 inches
in diameter. These spheres appear in a spiral above your
head or around your body and follow you up to 60 feet per
round. The spheres intercept ifcoming hostile magic,
negating spells or spell-like abilities that would affect you
or that have an effect that extends into your space. One
sphere is expended for each spell level of the effect negat-
ed, so a slay living spell (Clr 7) would expend five spheres.
In the case of area effect spells, it negates the whole spell.
If not enough spheres exist to negate an incoming effect,
the spheres remain and the effect works as normal,

You may move one or more spheres up to 60 feet as a
standard action. If not sent to another area, the spheres
default to following you. If you exceed their range, they
remain behind and function normally at that location.

The spheres have no physical substance, do not provide
cover or concealment, and conform to narrow spaces up
to 6 inches in diameter without altering their ability to
function. They cannot pass through solid objects or force
effects. They cannot be harmed by physical or magical
attacks except those that dispel or negate magic entirely
(such as dispel magic, antimagic field, and so on).

ENERGY TRANSFORMATION FIELD
Transmutation
Level: Sor/Wiz 6
Components: V, S, M, XFP : ’
Casting Time: 4 rounds
Range: Close (27 ft. + ¥ ft./2 levels)
Area: 40-ft-radius spread
Duration: Permanent
Saving Throw: None
Spell Resistance: Yes

You create a lingering zone of transformative magic that
absorbs magic energy from magic items or spellcasting in
order to power another spell tied to that location. For
example, you could have an emergy transformation field
tied to a summon monster ¥~ spell that would summon a
monster when the ficld had absorbed enough magic.

The field absorbs the magic of spells cast, spell-like or
supernatural abilities activated, and magic items used
within its dimensions. Each source of magic provides
spell levels of energy to the field equal to the spell level
of the effect used. Supernatural abilities that emulate
spells provide energy equal to the spell level of the
effect. Supernatural abilities that do not emulate spells
provide energy equal to the HD of the ¢reature using the

ability. For example, a cast fireball spell or a charge
from a wand of fireballs would add three spell levels to
the field's store, a potion of cure light wounds would add
one, and a wish from a ring of three wishes would 'add
nine. Effects that don’t have a clearly defined spell level
(such as the effects of most rods) use the prerequisite

caster level needed to create that item (so an immovable

rod would provide 2 spell levels every time it was acti-
vated because of its /evitare prerequisite). Effects that
are absorbed give no indication as to where the magic
went; they simply vanish.

_ The field only absorbs magic acrually used within its
area. Ongoing magical effects that enter the area, inclod-
ing spells cast from outside the area into the field or con-
tinually functioning items such as a +7 mace, are often
visibly reduced, but do not have their actual effects hin-
dered. For example, a continual flame would dim slightly,
but its overall magic would not be affected.

An energy transformation field has a sigle spell linked to
it. When the field has absorbed spell levels equal to the spell
level of its linked spell, it automatically casts that spell at a
point within the field as designated by vou at the time of the
casting of the field This expends those absorbed spell levels
(although unused levels remain until they are used or expire).
The cast spell functions as if cast by you in terms of duration
and all level-based spell effects. Absorbed spell levels fade at
a rate of one per day if not used. The field automatically trig-
gers its linked spell if it has enough stored spell levels and the
duration of its previous casting has expired. If a linked spell
requires concentration to maintain, the field expends one
spell level for every hour of concentration (the field’s con-
centration is only interrupted by its complete destruction).
Spells that.require a target will target the living creature
nearest to the energy transformation field.

Typical spells linked to an energy transformation field
arc blindness/deafness, fireball, suggestion, summon mon-
ster, and wall of force. Spells that have a costly material
component or an XP cost cannot be linked to a field, but
those with a costly focus can be if the focus object is pres-
ent within the field (typically sealed into a wall or in a
secret compartment), Halaster of Undermountain reput-
edly links false vision spells to thwart those who would spy
on his master dungeon.

Only Mordenkainen's disjunction; limited wish, wish,
or similar spells can destroy the emergy transformation
Jield. Spells of lower level such as dispe/ magic and greater
dispelling are absorbed by it, and an antimagic field pre-
vents it from absorbing magical energy within the field
but does not otherwise hamper this spell. If two or more
field spells share an overlapping area, each field has an
equal chance of absorbing a spell effect in that area.

Material Component: Three drops of your blood, an eye
from any humanoid, and 5,000 gp worth of powdered diamond.

XP Cost: 250 XP.
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ExpL0OSIVE CASCADE
Evocation [Fire]
Level: Sor/Wiz 4
Components: V, S, M
Casting Time: 1 action
‘Range: Close (25 ft. + ¥ ft./2 levels)
Area: One §5-ft.-squareflevel, all of which must be con-
nected in one continuous path (8)
Effect: 1-ft-radius sphere
Duration: Instantaneous
Saving Throw: Reflex half
Bpell Resistance: Yes -

You cause a bright ball of flame to bound and skip across
the battlefield, damaging targets within its area. The area
is the path of the flame, and it deals 1d6 hit points of fire
damage per caster level (maximum 10d6) to all creatures
and objects within its area. The flame lights up the area as
if it were a torch. Small sparks and decaying flames
remain in the area for 1 round, shedding light as candles
but dealing no damage.

If the damage from the flame destroys an interposing
barrier, the flame can move beyond the barrier if it has
not reached its maximum area. ™

Material Component: Bat guano, sulfur, and copper
packed into a metal tube with one closed end.

FAITH HEALING
Conjuration (Healing)
Level: Blk 1, CIr 1, Pal 1
Components: V, §
Casting Time: 1 action
Range: Touch
Target: Creature touched
Duration: Instantaneous
S8aving Throw: Will half (harmless)
Spell Resistance: Yes (harmless)

-

When laying your hand upon a living creature, you chan-
nel positive energy that cures 8 points of damage +1
point per caster level (up to +5). The spell only works on
a creature with the same patron as you. A target with no
patron or a different patron than you is unaffected by
the spell, even if the target would normally be harmed by
positive energy.

FAVOR OF ILMATER
Necromancy
Level: Clr 4 (Ilmater), Pal 4
Components: V, S
Casting Time: 1 action /
Range: Medium (100 ft. +10 ft./level)
Target: Willing creature

Duration: 1 minute/level or instantaneous
Saving Throw: None
Spell Resistance: Yes

This spell has two possible effects:

Divine Fortitude: The target becomes immune to sub-
dual damage, charm effects, compulsions, and attacks
that function by causing pain, and is immune to effects
that would cause her to be dazed, exhausted, fatigued,
nauseated, staggered, or stunned. The target remains
conscious at —1 to —9 hit points and can take a partial
action each round when in that state. If any of these
effects are present on the target when this spell is cast,
they are suspended for the duration (causing the target
to wake if unconscious). This variant of the spell lasts 1
minute/level. When the spell ends, any effects sus-
pended by the spell that would otherwise still be in
effect (Such as fatigue, which normally requires 8 hours
of rest to abate) return. Effects with durations that
expired during the duration of this spell do not resume
when this spell ends.

Pact of Martyrdom: You and the target exchange hit
point totals. This variant of the spell only works if you
have more hit points than the target when the spell is
cast. If the target was unconscious and dying, you
become unconscious and dying. If the target was uncon-
scious but stabilized, you become unconscious but stabi-
lized. The spell only transfers actual hit points, not
temporary hit points. .

Clerics and paladins who don’t worship Ilmater name
this spell after their own deity—favor of Torm, for
example.

FIENDFORM
Transmutation [Evil]
Level: Sor/Wiz 6 (Red Wizard)
Components: V, M
Duration: 1 minute/level

As polymorph self (see polymorph self, page 239 of the
Player’s Handbook), except as noted above and as fol-
lows. You may take the form of any fiendish creature,
demon, or devil that can be summoned by summon mon-
ster I-F[. You cannot assume multiple forms with each
use of the spell, but you gain all the creature’s extraor-
dinary, spell-like, and Supernatural abilities. Your type
changes to outsider, and spells and effects that harm or
ward evil outsiders affect you. A spell that would banish
you to your home plane ends this spell and leaves you
staggered for 1 round per caster level, but does not send
you to another plane.

Material Component: A bone from any fiendish crea-

- ture, half-fiendish creature, demon, or devil.
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FIRE SPIDERS
Conjuratipn (Summoning) [Fire]
Level: Sor/Wiz 6
Components: V, 5, M
Casting Time: 1 action
Range: Close (27 ft. + § ft./2 levels)
Effect: 240 fiery spiders that cover a 20-ft.-radius spread
Duration: 1 round/level
Saving Throw: Reflex half
Spell Resistance: Yes

You call forth a swarm of
240 fire elementals the size
of common spiders. The fire
spiders each have 1/4 d8
HD (1 hp), speed 10 ft,
climb 10 ft., and AC 18 (48
size). They distribute them-
selves evenly within the ini-
tial area of the spell (six
creatures per 5-foot square),
and after the first round
they move as a swarm, seek-
ing creatures and objects to
attack and ignite. The at-
tacks by the fire spiders in
a 5-foot-square area can be
treated as an area attack by
the group, inflicting fire
damage equal to the
number of spiders in' that
square (a Reflex saving
throw halves the damage).
Unlike with a ereeping doom
spell, the fire spiders do not
die after inflicting damage,
and only disappear if they
are slain, the spell duration
expires, or they are some-
how banisheéd to their home plane. Fire spiders can
ignite flammable objects if they rest on one for 2 or
more rounds.

As fire elementals, the fire spiders are immune to fire
and are thwarted by barriers that block neutral outsiders.
Water or other nonflammable liquid (including acid) kills
them, a flask destroying 2d4 fire spiders in a targeted -
foot square and causing 1 point of splash damage to adja-
cent squares (killing one spider in each adjacent square).

If some of the creatures die, the swarm condenses,
growing smaller in area, maintaining the density of six
creatures per §-foot area.

Thousands of years ago, the drow used this spell to set
on fire a large portion of what is now the Border Forest,
separating it further from the forest of Cormanthor.

Fire spiders
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Material Component: A handful of rubies or ruby dust
worth at least 00 gp. e

FIREBRAND
Evocation [Fire] -
Level: Sor/Wiz ¥ . i
Components: V, 5, M
Casting Time: 1 action
Range: Medium (100 ft. + 10 ft./level)
Area: One ¥-ft-radius burst/level (S)
Duration: Instantaneous 5 ‘
Saving Throw: Reflex half
Spell Resistance: Yes

You create up to one mass of
flame per level to explode
upon the battlefield. Each
mass of flame is treated as a
5-foot-raditis burst and deals
1d6 points of fire damage/
level (maximum 15d6) to all
creatures within the area.

The bursts do not need to
be contiguous, and may be
distributed within range as
you see fit. Burst effects that
overlap do not inflict addi-
tional damage.

Material Component: A
flask of alchemist’s fire.

FLAME DAGGER

Evocation [Fire]
Level: Hth 2, Sor/Wiz 2

(Red Wizard)
Components: V, 5, M
Casting Time: 1 action
Range: O ft.
Effect: A daggerliké beam
Duration: 1 minute/level (D)
Saving Throw: None
Spell Resistance: Yes

"

A 1-foot-long, blazing beam of red-hot fire springs forth
from your-hand. You wield this bladelike beam as if it were
a dagger. Attacks with the fJame dagger are melee touch
attacks, and the blade deals 1d4 points of fire damage plus
1 point per caster level (to a maximum of +10). Because
the blade is immaterial, your Strength modifier does not
apply to the damage. The flame dagger can ignite com-
bustible materials such as parchment, straw, dry sticks,
cloth, and so on. '

This spell does not function underwater.

Material Component: A candle, not necessarily lit.
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ForcE LADDER
Evocation [Force]
Level: Sor/Wiz 2
Components: V, §, F
Casting Time: 1 action
‘Range: Close (25 ft. + § ft;/2 levels)
Effect: One ladder of force up to 60 ft. long
Duration: 1 minute/level
Saving Throw: None
Spell Resistance: No

You create a transparent ladder made of force. The ladder
is two feet wide and anywhere from 10 to 60 feet long,
with rungs spaced 1 foot apart. The ladder functions as a
normal ladder. Because it is a force object, it can block or
be used as a weapon against incorporeal or ethereal crea-
tures (although they normally can move through the
walls or floor to go around the ladder if used as a barri-
cade, and only creatures capable of wielding a 10-foot-long
or larger weapon could use the ladder offensively against
such a creature). The ladder weighs 1 pound and can sup-
port 100 pounds of weight per caster level. It can be
destroyed by anything that destroys a wall of force.
Foeus: A miniature silver ladder:

FORCEWARD
Abjuration
Level: Clr 3 (Helm), Pal 3
Components: V, S, DF
Casting Time: 1 full round
Range: 10 ft.
Area: 10-ft.-radius emanation centered on you
Duration: 1 minute/level
Saving Throw: Will negates
Spell Resistance: Yes

You create an unmoving, transparent sphere of force cen-
tered on your location: The sphere illuminates its interior
and everything within ¥ feet of its edge. You and your
allies may enter the sphere at will.

Any other creature that tries to enter the sphere must
make a Will saving throw, otherwise it cannot pass into
the area defined by the sphere. A creature may leave the
area freely, although it must make a Will save to enter
again, even if the creature is you or one of your allies.
Creatures within the area when the spell is cast are not
forced out.

The forceward does not prevent spells or objects from
entering the forceward, so it is possible for two creatures
on opposite sides of the forceward’s edge to fight without
penalties (although creatures using unarmed attacks jor
natural weapons still have to make Will saves every round
for their attacks to have a chance of entering the forece-

'm:rd)&

_ , FORCEWAVE
Evocation [Force] j
Level: Sor/Wiz 1
Components: V, S, F
Casting Time: 1 action

Range: Medium (100 ft, + 10 ft./level)
Effect: Wave of force affecting one creature
Duration: Instantaneous :

Saving Throw: Fortitude partial

Spell Resistance: Yes

You cause a wave of visible force resembling a crashing
ocean wave to appear and immediately impact a single
target. If the target fails its saving throw, it takes 1d4+1
hit points of damage and must make an opposed Strength
check to avoid a bull rush. The wave of force has Strength
18, is Medium-size, and is considered charging for the pur-
pose of this check, and always moves the target the maxi-
mum distance possible. If the wave of force fails the
opposed Strength check, the target is not moved. If the
target makes its saving throw, it takes 1 hit point of

damage and avoids the bull rush attempt.

Focus: A small piece of string and a drop of water.

FORTUNATE FATE
Conjuration (Healing)
Level: Clr 7 (Tymora)
Components: V, S
Casting Time: 1 minute
Range: Touch
Target: Creature touched
Duration: 10 minutes/level or until discharged
Saving Throw: None (harmless)
Spell Resistance: Yes (harmless)

You surround the subject with an aura that immediately
heals her if she suffers an attack that would kill her
(reduce her hit points to —10 or below). When this event
occurs, the fortunate fate spell intervenes by immediately
triggering a heal spell upon the target. If the attack is one
that causes harm in a way that a beal spell can repair (dis-
ease, hit point damage, temporary ability damage, or
poison ), the target does not actually die, saved by the beal.
If the attack is one that heal/ cannot countermand (such
as ability drain, old age, negative levels, disintegration,
ability drain, or death 'effects), the forfunate fate spell
cannot prevent her death.

If this spell is cast upon an undead creature, it uses a
harm spell instead of beal.

- GEDLEE’s ELECTRIC LOOP
Evocation [Electricity]

- Level: Sor/Wiz 2
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Components: V, S, M




Casting Time: 1 action

Range: Close (27 ft. + ¥ ft./2 levels)
Area: 7-ft-radius burst

Duration: Instantaneous

Saving Throw: Reflex half (see text)
Spell Resistance: Yes

You create a $mall stroke of lightning that cycles through
all creatures in the area. The spell deals 1d6 points of elec-
tricity damage per two caster levels (maximam 5dé6)
Those who fail their Reflex saves must succeed at a Will
save or be stunned for 1 round.

Material Component: A loop of copper wire and a

magnet.

G’ELSEWHERE CHANT
Transmutation [Sonic, Teleportation)
Level: Brd 3
Components: V, S
Casting Time: 1 action
Range: Touch
Target: One creature or object
Duration: Instantancous
Saving Throw: Will negates
Spell Resistance; Yes

You teleport a target to a random, safe location up to 100
feet distant and visible to you. :

To randomly determine the subject’s destination, roll
1d8 to determine the direction, then roll 1d10 times 10 to
determine the distance from the subject’s previous loca-
tion. Roll direction and distance again if this new destina-

tion is outside your line of sight, within a solid object, or

more than ¥ feet above ground.

If your target is being held (whether an object held by
a character or a character being grappled by a creature),
the holding or grappling creature also receives a Will
saving throw to resist.

GEMJUMP
Transmutation [Teleportation]
Level: Sor/Wiz 7
Components: V, S, F
Casting Time: 1 full round
Range: Unlimited (see text)
Target: You and objects and willing creatures totaling up
to 50 1b./level (see text)
Duration: Until triggered
Saving Throw: None/Will negates (harmless, object)
Spell Resistance: No/Yes (harmless, object)

This spell teleports you to the location of a specially pre-
pared gem.

You initially cast gemsump upon a rogue stone (see the
next chapter), which you must touch. At any time after
you prepare the stone you can utter a command word, and
instantly teleport to the location of the gem, provided you
and the stone are on the same plane. -

The teleport is always on target (as though’you are
using a feleport without error spell). If the area containing’
the gem is too small for you, you appear in the nearest
sufficiently large space.

You can transport, in addition to yourself, objects and
creatures weighing up to 0 pounds per caster level. Thus,
a 15th-level wizard could transport his person and objects
or creatures weighing an additional 750 pounds. Exceed-
ing this limit causes the spell to fail.

An unwilling creature can’t be teleported by gemyump.
Likewise, a creature’s Will save (or spell resistance) pre-
vents items in its possession from being teleported. Unat-
tended, nonmagical objects receive no saving throw.

You can only have one gemjump spell cast on a partic-
ular rogue stone at a time, but any number of other wiz-
ards can use the same stone you're using.

Facus: A rogue stone..

GENERAL OF UNDEATH
Necromancy
Level: Clr 8 (Velsharoon)
Components: V, S, DF
Casting Time: 1 action
Range: Personal
Target: You ‘
Duration: 1 day/level

You increase the number of Hit Dice of undead that you
can control. Add 10 times your caster level to your Hit
Dice limit for controlling undead. When the duration
expires, you lose control of the extra undead as if you had
voluntarily relinquished control of them.

GHORUS ToTH’S METAL MELT
Transmutation [Fire]
Level: Sor/Wiz 4
Components: V, S, M
Range: Close (27 ft. + 7 ft/2 levels)
Target: Metal object weighing up to ¥ 1b./level
Duration: 1 round
Saving Throw: Will negates (object)
Spell Resistance: Yes (object)

You alter the physical properties of a metal object so that
it runs like water. The melted metal does not change tem-
perature but flows as a liquid for 1 round and then returns
to its normal solid state, usually in a form resembling a
puddle. If the object is a magic item, this renders it broken

.
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and nonfunctional, although a character with the appro-
priate item creation feat can repair it.
- Material Component: A drop of mercury in a vial.

GHOSTHARP
Divination
Level: Brd O
Components: V, S
Casting Time: 1 minute
Range: Touch
Target: Any object
Duration: ¥ minutes/level (D)

You prepare an object that
records and replays a song pre-
viously played or sung in its
vicinity. When cast, the spell
searches a radius of 50 feet for
the lingering notes of a tune
played there within the last
day. It records these notes and
reverberations. If multiple
songs have been played at that
spot, ghostharp recalls the song
most recently played, starting
with the beginning of the piece
recalled. At your verbal com-
mand, “Play,” the ghaostharp
replays the music. The tune
repeats until you command it
to stop, or until the spell’s
duration comes to an end. The
ghastharp does not record con-
versations. [ts imperfect replay
can’t reproduce bardic music or
other magical effects, nor can
it cast spells.

GLORY OF THE MARTYR
Abjuration
Level: Pal 4 (Ilmater)
Components: V, S, F, DF
Targets: One creature/level

As shield. other, efceptr as noted above. All creatures are
linked to you so you suffer half of their damage.

If you die while this spell is in effect, the spell ends in
a burst of positive energy that heals 1d8 hit points for
each creature linked to you.

GREATER IRONGUARD
Abjuration
Level: Sor/Wiz 7
Components: V, S, M, F

L ————

Casting Time: 1 action

Range: Touch

Target: Creature touched

Duration: 1 round/level

Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)

You or a creature you touch is immune to nonmaigical
metal and magic metal with less than a +3 enhancement
bonus. Metal items pass
through you, and you can
walk through metal barriers
such as iron bars. Spells, spell-
like abilities, and supernatural
effects affect you normally.
If the spell expires while
metal is inside you, the object
is shunted out of your body
(or you away from the metal,
if it is an immovahle object
such as a set of iron bars). You
and the object each take 1d6
points of damage as a result
(ignoring the object’s hard-
ness for determining damage
to it).

metal, you may ignore armor
bonuses from metal armor on
opponents you attack with
unarmed attacks.

Material Component: A
tiny shield of wood; glass, or
crystal.

Focus: A small nugget of
adamantine worth 100 gp.

Glory of the martyr

GREATER MAGE HAND

Transmutation
Level: Sor/Wiz 3
Components: V, §
Casting Time: 1 action
Range: Medium (100 ft. + 10 ft./level)
Target: One object or creature weighing up to 10 pounds

per caster level
Duration: Concentration
Saving Throw: Will negates .
Spell Besistance: Yes

You point your finger at a target and can lift it and move
it at will from a distance. As a move-equivalent action,
you can move the target up to 20 feet in any direction,

Because you pass th:ough-

f
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Baving Throw: Sce text
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though the spell ends if the distance between you and the
object ever exceeds the spell’s range.

A creature can negate the effect against itself or

against an objcct it possesses with a successful Will save or
with spell resistance.

The target can be moved vertically, honzontaﬂy. or
both. It cannot be moved beyond your range.

An object tan be telekinetically manipulated as if with
one hand. For example, a lever ar rope can be pulled a key
can be turned, an object
rotated, and so on, if the
force required is within the
weight limitation. You might
even be able to untie simple
knots, though delicate activi-
ties such as these require
Intelligence checks (DC set
by the DM).

GREAT THUNDERCLAP

Evocation [Sonic]

Level: Sor/Wiz 7

Components: V, S, F

Casting Time: 1 action

Range: Medium (100 ft. +10
ft./level) )

Area: 5-ft./level-radius spread

Duration: Instantaneous

Spell Resistance: No

You create a loud noise equiv-
alent to a peal of thunder and
its accompanying shock wave.
The spell has three effects
First, all creatures in the area

avoid being stunned for 1 A
round. Second, the creatures must make Fortitude saves or
be deafened for 1 minute. Third, they must make Reflex
saves or fall prone.

Focus: An iron bell.

GUTSNAKE
Transmutation
Level: Sor/Wiz 4
Components: V, S, F
Casting Time: 1 action
Range: Personal
Effect: One magical snakelike tentacle
Duration: 1 round/level (D)

You sprout a 15-foot-long tentacle from your stomach
that can attack enemies. The tentaclé has no eyes but

Guismake

ends in a pair of snapping reptilian jaws. The tentacle
15 equivalent to a giant constrictor snake except that it
is completely obedient to you and moves as you com-
mnnd it. Attacks against the tentacle cause you no ‘dis-
comfort and do not disrupt: your spellcasting. If
“killed,” the tentacle disappears without causifig harm
to you. The tentacle does not interfere with spellcast—‘
ing in any way.

As a free action on your turn, you may have the tenta-
: cle attack (as a giant constric-
tor), and if it successfully hits,
it can constrict. Each round
the gutsnake is constricting a
target, you may not move
more than ¥ feet away from
the target, unless you are

you. This is the only way in
which the ‘'tentacle restricts
movement. While the snake is
present, you may use its Bal-
ance and Climb skill modi-
fiers instead of your own.

Focus: A fang from any
reptile.

HANDFIRE
Evocation [Light]
Level: Clr 1 (Seliine), Drd 1,

Hrp'l, Hth 1, Rgr 1
Components: V, §
Casting Time: 1 action
Range: Touch
Target: Creature touched
Duration: Instantaneous
Saving Throw: None
'Spell Resistance: Yes

You surround your hand with winking motes of light
resembling a cluster of constantly renewed sparks. The
lights are any color you choose, but cannot be changed
once the spell is cast: The bandfire provides illumination
equal to a candle but provides no heat nor can it ignite
objects.

The handfire can be used as a melee touch attack up to
one time per level. If a living creature is struck, it deals
1d4 points of damage +1 point/level (maximum +¥).
Against undead, the bandfire deals 1d6 points of damage
+1 point/level (maximium +5). It has no effect on targets
that are neither living nor undead (such as constructs).

HAND OF DIVINITY
Evocation [see text]
Level: Blk 2, Clr 2, Pal 2

\

strong enough to drag it with

.
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Range: Touch

Target: Creature touched

Duration: 1 minute/level

Saving Throw: Will negates (harmless) (see text)
Spell Resistance: Yes '

You give the subject a protective aura of divine energy
that allows her a bonus on all saving throws, If your
patron is nonevil, this is a +2 sacred bonus and the spell is
a good spell. If your patron is evil, this is a +2 profane
bonus and the spell is an evil spell.

This spell only works on a creature with the same
patron as you or the same alignment as your patron. If
cast on a target that does not meet these criteria, there is
no effect.

HAND oF TOrM
Abjuration [see text]
Level: Cir 4 (Torm), Pal 4
Components: V, 5, DF
Casting Time: 1 minute
Range: 10 ft.
Area; 10-ft.-radius emanation centefed on you
Duration: 1 hour/level
Saving Throw: Fortitude negates
Spell Resistance: Yes

You create an immobile zone of warding that is permeable
to those of your religion but repels all others. The warded
area has a shimmering visible border, above which is a
ghostly image of a giant hand (the appearance of the hand
depends upon your patron, so Torm’s clerics have a shin-
ing metal gauntlet, while ‘those of Bane have a black
clawed metal gauntlet and those of Malar have a great
beast’s claw). )

Creatures that-have the same patron as you, or are
wearing a holy symbol of your patron, can enter and move
within the warded area unhindered. Other creatures that
try to enter or move within the area must make Fortitude
saves or be stunned for 1 round. If a creature’s only action
15 to try to move completely out of the area, the ward does
not hinder it.

Clerics and paladins of deities other than Torm name
this spell. after their own deity—band of [lmater, for
example. This spell has the alignment components, of
your patron, so if your patron is Torm, this is a lawful
and good spell.

HARDENING
Transmutation == ’
Level: Sor/Wiz 6
Components: V, S
Casting Time: 1 action

99

Range: Touch

Target: One item of a volume no greater than 10 cu. ft./
~ level (see text)

Duration: Permanent

Saving Throw: None

Spell Resistance: Yes (object)

This spell increases the hardness of-materials (see Table
8-12: Substance Hardness and Hit Points, page 136 of the
Player’s Handbook). Paper becomes harder to tear, glass
becomes hardér to break, wood becomes more. resilient,
and so on. For every two caster levels, add 1 point of hard-
ness to the material targeted by the spell. This hardness
inicrease improves only the material’s resistance to
damage. Nothing else is modified by the improvement.
For example, a longsword (treat steel as iron, base hard-
ness 10) affected by a hardening spell cast by a 12th-level
caster would have a new hardness of 16 for purposes of
ignoring damage caused by someone using the Sunder feat.
The sword’s hit points, attack and damage modifiers, and
other factors are not affected. The hardening spell does
not in any way affect resistance to other forms of trans-
formation. Ice still melts, paper and wood still burn, rock
still becomes transmutable to mud with the proper spell,
and so on. ' .

This spell affects up to 10 cubic feet/level of the spell-
caster. If cast upon a metal or mineral, the spell’s volume ;
1s reduced-to 1 cubic foot/level.

HarMONY
Enchantment (Compulsion) [Mind-Affecting, Sonic]
Level: Brd 1
Components: V, S
Casting Time: 1 action
Range: Personal
Target: You
Duration: Variable (see below)

When you play your instrument, sing your song, recite
your epic poem, or speak your words of encouragement,
you fill your allies with greater confidence than normal.
When under the effect of this spell, you grant a +4 morale
bonus on saving throws against charm and fear effects
and a +2 morale bonus on attack and damage rolls when
you use your inspire courage bardic ability.

The effect lasts as long as the effect of your inspire
courage lasts. If you don’t begin to inspire courage
within 1 minute of casting this spell, the effects of bar-
mony end.

"HAUNTING TUNE
Enchantment (Compulsion) [Mind-Affecting, Sonic]
Level: Brd 3
Components: V, S




Casting Time: 1 full round

Range: Medium (100 ft. + 10 ft./level)
Area: 1 target/level

Duration: 10 minutes/level

Saving Throw: Will negates

Spell Resistance: Yes

Your song or'poem causes a deep depression in intelligent
creatures. Any creature with Intclhgcnce 10 or higher is
shaken (—2 morale penalty on
attack rolls, damage rolls, and
saving throws).

HEALING STING
Necromancy
Level: Drd 3
Components: V, S, M
Casting Time: 1 action
Range: Touch
Target: You and one living
creature
Duration: Instantaneons
Saving Throw: Fortitude
negates
Spell Resistance: Yes

You inflict 1d6 points of
damage +1 point/level dam-
age to a living creature and
gain an equal amount of hit
points. The bealing sting
cannot give you more hit
points than your normal
total. Excess hit points are
lost.

Material Component: Five
dried wasp bodies.

HEeALING TOUCH
Necromancy
Level: Sor/Wiz 3
Components: V, S
Casting Time: 1 action
Range: Touch
Target: Creature touched
Dauration: Instantaneous
Saving Throw: Will half (see text)
Spell Resistance: Yes (harmless)

You transfer some of your life essence to another crea-
ture, healing it. You may heal up to 1d6 points per two
caster levels (maximum 10d6), and must decide how many
dice to roll when you cast the spell. You take damage equal
to the amount your target was healed. This spell cannot

Haunting tune

.
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heal a target of more than your current hit pomts +10,
which 1s enough to kill you.

HERALD’s CALL
Enchantment (Compulsion) [Mind-Affecting, Somc]
Level: Brd 1, Hrp 1
Components: V, S
Casting Time: 1 action
Range: 30 ft.

Area: 30-ft.-radius burst cen-
tered on you

Duration: 1 round

Baving Throw: Will negates

Spell Resistance: Yes

You produce a crowd-stop-
ping shout that holds an air
of authority others find diffi-
cult to ignbre. The spell af-
fects only those creatures
that have § HD or less.
Anyone affected is dazed for
1 round.

Creatures beyond the
radius of the burst may hear
the shout, but don’t become
dazed.

HoLy Star
Abjuration
Level: Clr 7 (Mystra)
Components: V, S
Casting Time: 1 action
Range: Personal
Effect: Protective star of

energy

Duration: 1 round/level (D)

You create a glowing mote of energy that stays near your
shoulder, providing light equal to a candle. It has three
Functions, and you can designate which function to acti-
vate as a free action on your turmn.

Spedl Turning: The boly star can turn four to seven
(1d4+3) spell levels as the spell turning spell. Any spell
levels turned are gone for the remainder of the spell (the
holy star does not recover these spent levels every time
you choose this function). If all spell levels are expended,
this function no longer works but the other functions do.

Cover: The holy star gives you a +10 cover bonus to AC
without affecting your actions.

Fire Bolt: The holy star lashes out with a beam of
energy as a ranged touch attack against a creature up to
90 feer away, dealing fire damage equal to 1d4 points +1
point per two caster levels (maximum +10).
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HorizikauL’s Boom
Evocation [Sonic]

Level: Sor/Wiz 1

Components: V, S

Casting Time: 1 action

Range: Close (27 ft. + 7 ft./2 levelsj
" Target: One creature

Duration: Instantaneouns

Saving Throw: Will partial

Spell Resistance: Yes

You blast the target with loud and high-pitched sounds.
Horizikauls boom strikes unerringly, even if the target is
in melee or has anything less than total cover or conceal-
ment. The target takes 1d4 points of sonic damage per two
caster levels (minimum 1d4, maximum 5d4) and must
make a Will save or be deafened for 1d4 rounds. This spell
has no effect if cast into the area of a silence spell.

HorizikavL’s COUGH
Evocation [Sonic]
Level: Sor/Wiz 0
Components: V, S
Casting Time: 1 action
Range: Close (25 ft. + 5 ft./2 lcvels)
Target: One creature or object
Duration: Instantaneous
Saving Throw: Will partial
Spell Resistance: Yes

You create a brief but loud noise adjacent to the target.
Horizikanl's cough strikes unerringly, even if the target
15 in melee or has anything less than total cover or con-
cealment. The target takes'1 poinnt of sonic damage and
must succeed at a Will saving throw or be deafened for
1 round. This spell has no effect if cast into the area of
a silence spell.

HORI1ZIKAUL’S VERSATILE VIBRATION
Evocation [Sonic]
Level: Sor/Wiz §
Components: V, S, F
Casting Time: 1 action
Range: Close (25 ft. + 7 ft./2 levels)
Area: Cone ,
Duration: Concentration, up to 1 round/level
Saving Throw: Reflex half
Spell Resistance: Yes

You credte a cone of powerful sound that can be used to
attack or move objects or creatures, If used to attack, the
cone inflicts 1 ‘point of sonic damage per two levels each
round a creature i5 within the area; a successful Reflex

!

save reduces this damage by half. If used to move objects
or creatures, it functions as the sustained force version of
telekinesis, although you can only move objects away from
you. Targets within the effect of a silence spell cannot be
moved. ‘
The spell’s sound is a sustained hum as loud as a battle.
Focus: A hollow cone of brass and gold worth 50 gp.

HUNTER’S MERCY
Transmutation
Level: Rgr 1
Components: V, S
Casting Time: 1 action
Range: Personal
Target: You
Duration: See text

This transmutation makes a bow strike true. Your next
attack with the bow (if it is made before the end of the
next round) hits and automatically threatens a critical hit.
If you don’t hit in the round following the casting of this
spell, the effect is wasted.

IcE DAGGER
Evocation [Cold]
Level: Sor/Wiz 1
Components: V, S, M
Casting Time: 1 action
Range: Close (25 ft. + § ft./2 levels)
Effect: Dagger of ice
Dauration: Instantaneous
Saving Throw: Reflex half
Spell Resistance: Yes

You create a dagger-shaped piece of ice that launches itself
at a target within range as a grenadelike weapon. The ice
dagger deals 1d4 points of cold damage to the target per
caster level (maximum §d4), and the target may make a
Reflex save for half damage. Creatures within 5 feet of
the target take 1 point of cold damage.

Material Component: A few drops of water made from
melted ice.

IGEDRAZAAR’S MIASMA
Conjuration (Creation)
Level: Sor/Wiz 2 —
Components: V, S, F
Casting Time: 1 action '
Range: Close (27 ft. + ¥ ft./2 levels)
Area; 15-ft.-radius burst
Duration: 1 round
Saving Throw: Fortitude negates
Spell Resistance: Yes

I01




You conjure a cloud of foul-looking gray fog. The toxic
fog deals,1d4 points of subdual damage/level (maximum
yd4). Holding one’s breath doesn’t help.

Foeus: Three polished gray stones.

INFERNO
Transmutation [Fire]
Level: Drd §*
Components: V, §, M
Casting Time: 1 action
Range: Close (27 ft. + ¥ ft./2
levels)
Target: One creature
Duration: 1 round/level (D)
Saving Throw: Fortitude
negates
Spell Resistance: Yes

You cause one creature to
burst into flames. The sub-
ject’s clothing, items, hair
and flesh burn with ferocity.
The fire deals 2d6 points of
damage per round until the
spell ends or the subject
manages to extinguish the
flames. Flammable, noﬁmag-
ical items carried by the
target automatically Ffail
their saves to resist this
damage. Against creatures
lacking flammable flesh,
hair, clothing, and items, the
spell has no effect.

After the first round, the
target can take a full-round
action to artempt to extin-
guish the flames before taking
additional damage. It takes a successful Reflex saving
throw (DC 17) to extinguish the flames. Rolling on the
ground allows the character a +2 bonus. Leaping into a
lake or magically extinguishing the flames automatically
smothers the flames,

Material Component: A gob of beeswax.

INFESTATION OF MAGGOTS
Necromancy
Level: Drd 3
Components: V, §, M
Casting Time: 1 action
Range: Touch
Target: Creature touched
Dauration: 1 round/2 levels

*
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Saving Throw: Fortitude negates
Spell Resistance: Yes

With a successful melee touch attack, you infest a target
with maggotlike creatures. They+deal 1d4 points of tem-
porary ‘Constitution damage each round. Theé- subject
makes a new Fortitude save each round The spell ends if
the target succeeds at its saving throw.

The infestation can be removed with a cure disease or
heal spell.

Material Component: A
handful of dead, dried flies.

IroN BONES
Level: Sor/Wiz 4, Clr 4

As stone bones, except the target
creature’s skeleton changes to
iwon. The creature gains a +§
natural armor bonus to AC.
Focus: A miniature skull
made out of iron or steel.
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IRONGUTS
Abjuration
Level: Sor/Wiz 1
Components: V, S, M
Casting Time: 1 action
Range: Touch
Target: Creature touched
Duration: 10 minutes/level
Saving Throw: Will negates
Spell Resistance: Yes

You make a creature more
able to fight the effects of
poison, The target gains a +4
. circumstance bonus on Forti-
tude saves against all kinds of poisons, whether injury, con-
tact, ingestion, or inhalation is the source of the poison.

Material Component: A vial containing the diluted
poison of four different creatures.

Jaws oF THE WOLF
Transmutation
Level: Drd 4
Components: V, 5, F
Casting Time: 1 action
Range: Close (25 ft. + 5 ft./2 levels)
Effect: One or more created wolves
Duration: 1 round/level (D)
Saving Throw: None
Spell Resistance: No
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You turn small wooden carvings into wolves (one for
every two caster levels) that appear between you and your
opponents. The wolves act on their own but obey your
mental commands. The wolves are normal in all respects
except that they have spell resistance 13 and the special
ability of frightful presence (see the Monster Manual). At
the end of the spell, the wolves become carvings again.
Focus: One carving of a wolf for each that you create.

KAUPAER’S SKITTISH
NERVES
Transmutation
Level Sor/Wiz 1
Components: V, S
Casting Time: 1 action
Range: Touch
Target: Creature touched
Duoration: 1 minute/level
Saving Throw: None (harm-
less)

Spell Resistance: Yes

You enhance the target’s
reactions in combat, grant-
ing him a +¥ bonus on initia-
tive checks.

KHELBEN’S
SUSPENDED SILENCE
Ilusion (Glamer)
Level: Sor/Wiz 3
Components: V, S, M
Casting Time: 1 action
Range: Touch
Target: One object
Duration: Permanent or
until discharged; 6
rounds (see text)
Saving Throw: None (object)
Spell Resistance: No (object)

You imbue the touched object with a magical effect. When
you touch the object and give the command word you des-
ignate, the object becomes the target of a silence spell. The
effect of the silence spell moves with the object and lasts
exactly 6 rounds.

Material Component: A feather and a handful of gem
dust worth 50O gp.

Kiss OF THE VAMFPIRE
Necromancy '
Level: Sor/Wiz §
Components: V, S, M
Rangé: Personal

Kiss of the vampire

Target: You
Duration: 1 round/level

You draw upon the powers of unlife to give yourself abil-
ities similar to those of a vampire. You become gaunt and
pale with Feral red eves, and you gain the following super-
natural abilities:

* enervation (as a melee touch attack)

* vampiric tonch (as a melee
touch attack)

* charm person

* gaseous form (self only)

* damage reduction 10/+1

When using this spell, inf¥icr
spells heal you and cure spells
hurt you. You are treated as if
you were undead for the pur-
pose of all spells and effects.
A successful turn (or rebuke)
attempt against an undead of
vour Hit Dice requires you to
make a Will saving throw
(DC 10 + ¢leric’s Charisma
modifier) or be panicked (or
cowering) for 10 rounds. A
turn attempt ‘that would de-
stroy (or command) undead
of your Hit Dice requires you
to make a Will save (DC 15 +
cleric’s Charisma modifier) or
be stunned (or charmed as
with charm monster) for 10
rounds.

Any charm effect you
create with this spell ends
when the spell ends, but all
other effects remain until their normal duration expires.

Material Component: A black onyx worth at least 50 gp
that has been carved with the image of a fang-mouthed
face.

KNOow GREATEST ENEMY
Divination
Level: Blk 3, Pal 3 (Savgas)
Components: V, DF
Casting Time: 1 action '
Range: Close (27 ft. + ¥ ft./2 levels)
Area: Quarter circle emanating from you to the extreme

of the range

Duration: Concentration, up to 1 round/level
Saving Throw: None (see text)
Spell Resistance: Yes




This spell evaluates the creatures in the area and deter-
mines the relative power level of each. Creatures are eval-
uated as follows:

CR Strength

4or'less Weak
7-10 = Moderate
11-1¥  Strong

16+ Overwhelming

Among creatures within the same category, you know
which is the most powerful, but not why. For example,
among a group of ogres (CR 2), you would know one of
them (an ogre with 2 levels of barbarian, CR 4) was the
most powerful, but not know if it was because the ogre had
class levels, because of a template (such as half-fiendish),
or for other reasons.

Any spell of 3rd level or higher that prevents scrying
attempts on a creature (such as nonderection) or area (such
as false vision) thwarts this spell’s ability to evaluate that
creature or creatures within that area.

K~xow PROTECTIONS
Divination
Level: Brd 1, Sor/Wiz 1
Components: V, S )
Casting Time: 1 action
Range: Close (25 ft. + 5 ft./2 levels)
Target: One creature
Duration: Instantaneous
Saving Throw: Will negates
Spell Resistance: Yes

You learn many of the unusual defenses the target crea-
ture has. The spell tells you the creature’s damage reduc-
tion, spell resistance, and any resistances or immunity to
energy attacks.

~ For example, if cast upon a vampire, you learn that it
has damage reduction 15/+1, and cold and electricity
resistance 20; you do not learn about its fast healing or
turn resistance. If cast upon a pit fiend, you learn that it
has damage reduction 25/+2, spell resistance 28, is
immune to fire, and has acid and cold resistance 20; it does
not tell you any of its other defenses, such as fast healing
or immunity to poison.

KNOW VULNERABILITIES
Divination '
Level: Brd 4, Clr 4

Components: V, S

Casting Time: 1 action

Range: Close (27 ft. + 7 ft.,/2 levels)
Target: One creature

Duration: Instantaneous
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Saving Throw: Will negates
Spell Resistance: Yes —

You learn any vulnerabilities and resistances the target
creature has. Vulnerabilities include anything that
causes the creature more- than the normal anmiount of
damage (such as a creature with the cold subtype tak-
ing double damage from fire or a crystalline creature’s
vulnerability to the shatter spell). Resistances include
any effects that reduce or negate damage the creature
takes and immunities to particular attacks. The spell
identifies resistances and vulnerabilities granted by
spell effects.

For example, if cast upon an iron golem, you learn
that it has all the construct defenses, damage reduction
§0/+3, is slowed instead of damaged by electricity, is
healed instead of damaged by fire, and is vulnerable to
rust attacks. If cast upon a baler, you learn that it has
damage reduction 30/+3, spell resistance 28, is immune to
poison and electricity, has acid, cold, and fire resistance
20, and does not have any particular vulnerabilities.

LAErAL’s CUTTING HAND
Transmutation
Level: Sor/Wiz 1
Components: V, §
Casting Time: 1 action
Range: Personal
Target: Your hand
Duration: 1 round/level (D)

You alter the structure of your hand so that it becomes as
hard and sharp as a blade. Your hand gains a +2 enhance-
ment bonus on attack and damage when making unarmed
attacks, and you inflict normal damage instead of subdual
damage. You are considered armed with this hand. You
cannot use that hand to cast spells, but can otherwise use
the hand normally. Your hand’s enhancement bonus does
not apply to melee touch attacks.

Laxp WoMs
Abjuration :
Level: Drd 4, Hth 4, Rgr 4
Components: V, S
Casting Time: 1 action
Range: Touch
Target: You and one other creature/level
Duration: 10 minutes/level (D)
Saving Throw: Will negates
Spell Resistance: Yes

You descend into a protective bubble in the earth below
where you were standing. Spectators around you see you
descend into the ground as if the earth opened up and
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swallowed you. You cannot enter the /and womb through
stone or rock, only through rillable soil.

- The land wombk holds you secure 10 feet below the sur-
face. Anyone in a land womb cannot be perceived by div-
ination spells of 4th level or lower.

You may bring one additional creature per caster level
with you into the /and womb. All creatures to be brought
into the /and womb must be touching each other (for
mstance, in a ring of hands).

You can breathe in the
land womb, though the
tightness of the space con-
stricts you enough that you
cannot cast spells with so-
matic components. You can,
however, speak to anyone
who accompanied you. You
can no longer hear or see
anything on the surface via
nonmagical means.

You can end the spell at
will, but those who are with
you cannot, At the end of
the spell’s duration, all
within the: land womb
return to the spot where
they stood before the spell
took effect.

LauxcH BoLT
Transmutation
Level: Sor/Wiz 0
Components: V, S
Casting Time: 1 action
Range: Medium (100 ft. +
10 ft./level)
Target: One crossbow bolt in
your possession
Duration: Instantaneous
Saving Throw: None
Spell Resistance: No

You cast this spell on a crossbow bolt, causing it to fly at
a target of your choice as if you had fired it from a light
crosshow. Any propertics of the bolt (such as magical abil-
itics, masterwork quality, and so on) or feats you possess
(such as Point Blank Shot, Weapon Focus [light crossbow],
and so on) apply.

LAUNcH ITEM
Transmutation )
Level: Sor/Wiz 1
Components: S
Casting Time: 1 action

Land womb

Range: Long (400 ft. + 40 ft./level)

Target: One Fine item in your possession, weighing up to
10 1b.

Duration: Instantaneous

Saving Throw: None

Spell Resistance: No

You cause a Fine item in your possession to fly at great
speed to a target or location you specify. The spell pro-
tects the item from any
damage caused by this launch-
ing (for example, an ecgg
would not crack from being
Hurled by the spell, a flask of
alchemist’s fire would not
break from the sudden accel-
eration) but does not protect
it from damage caused by
striking the target.

This spell is normally used
te launch dangerous items
(Flasks of acid, thunderstones,
and so on) farther than you
could normally throw them.
Even strange magical effects
(such as the glowing bead from

can be safely launched by this
spell.

LirE BoLT
Necromancy
Level: Sor/Wiz 2
