As a follow up to the class/kit description for the Enchanter, here is the spell list for the 'Realm of Enchantment'.  This is *NOT* the entire spell list for a character of the 'Enchanter' *CLASS*, since they also get access to spells from other areas; however, this *IS* the list, segregated by level and type/category/origin of spell groups that fall within the

Realm of Enchantment.  If you have access to a Wizard's Spell Compendium, the main books for 2nd Ed. (PH, ToM, PO:S&M), and/or the web to dig up a net spellbook, you should be able to find at least 80% of these spells without too much trouble.  That said, IMC I have a tendency to modify all kinds of things (like you couldn't tell... }:>), so at some point probably a little further down the road I will try to start putting up my spell lists and such.  I may well *mail* to you guys the 'straight' versions that I use; for stuff that will get posted to the web, I will likely go through and edit out (with references by spell name) spells that have been culled intact or nearly so from TSR stuff.

Anyhoo, this is the list.  The levels noted, of course, apply as the 'base' levels for these spells.  If a character has only a Major or Minor Field of Study in the Realm of Enchantment (as opposed to it being their Primary Field of Study (FOS)), these spells will have a higher *subjective* level for such characters:

Primary FOS:
Cast at normal spell level and normal casting level



Can cast all spells up to 9th level, +10% to know



Your passion, your field of expertise, your happy



little nest of mastery--that's your Primary FOS.

Major FOS:
Cast as if one spell level higher; casting level is 



two levels lower than normal (e.g., a 3rd level wizard



with Major FOS in Enchantment would Spider Climb as



a *2nd* level spell, and when casting it would cause



it to take effect as if by a *1st* level caster).



Can cast spells up to 6th level (adjusted to 7th).



Normal chance to know.



Major FOS in a field represents considerable study



and expertise, though not total mastery.  The most



powerful magics within the field are beyond your



study and understanding, but you can still handle



some pretty heavy-duty stuff.

Minor FOS:
Cast as if *two* levels higher than normal;



effective casting level is *FOUR* levels lower than



normal (e.g., a 5th level wizard with Minor FOS in



Enchantment would cast Spider Climb as a *3rd* level



spell and it would take effect as if cast by a *1st*



level wizard).



Can cast spells up to 3rd level (adjusted to 5th);



You also only learn them with *half* the normal



Chance to Know Spells, and when casting them your



casting time is *doubled*



Minor FOS in a field is just what it sounds like--



little more than dabbling in an outside and only



tangentially related field, to the extent that you



can work in it after a fashion, but not with any



great skill.

The rationale here is simply to diversify spellcasters--making each class separate and distinct from one another.  It is certainly possible for an Elementalist or Necromancer or whatever to learn spells outside their area, but it seems inaesthetic to me for someone like that to be (for all significant intents and purposes) just as good at spells outside their

area as someone who specializes in such magic (and vice versa), or that they are just as good at casting their own spells regardless of type--all spells are cast at level X and take effect at casting level Y, regardless of type.  Likewise, the 'opposition schools' in standard 2nd Ed., while a good concept, are too binary--you either have it (and are as good at is as anyone else) or you don't (and cannot do it at all).  I prefer more gradations.

The conceptual model can be illustrated in some ways by the 1st Ed. Illusionist--many spells were the same as those a Magic-User or Cleric could use, but the levels were not all the same (some higher, some lower)--each class has its own idiosyncratic pattern of advancement in power.  As for variations in casting level between fields, I guess it just seems to make sense to me--you're better at what you study the most, just like a fighter with specialized with longsword, proficient in long bow, and not proficient in hook fauchard can still use each of these but operates at differing levels of efficiency with them.

Anyway, more will be forthcoming as I get around to it.  I hope that y'all continue to enjoy.

***DISCLAIMER*** 

As with all postings by me of classes or races, it should be noted that portions of the information contained herein were inspired by or derived from information in published works of TSR, Inc., and may contain references to those works, quotations or passages of text (especially in the area of 'Character Description', where applicable sections from TSR works were often carried over more or less intact into my campaign world), or particular powers or abilities invented by TSR staff writers.  No relationship with TSR, Inc., is to be implied by this use, nor is any attempt being made to solicit profit or remuneration of any kind.  I have read the TSR Online Policy document, and have tried to accommodate the stipulations contained therein. 

In instances where I have lifted an essentially complete class or race without significant alteration, I have not included these in my postings but instead have inserted a reference to the appropriate D&D sourcebook for those curious in including it in their campaign.  Only variations that include a significant component of original work, alteration, or reformulation (including the compositing elements from various TSR sources into new combinations) of have been included in this set of postings. 
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