SPELLS OF UNIVERSAL MAGICPRIVATE 

To determine type of spell randomly, roll 1d20 and consult the following table:

1-10
Common spell

11-13
Uncommon spell

 14
Rare spell

15-16
Spell from the World of Greyhawk
17-18
Common spell from the Forgotten Realms (General)

 19
Uncommon spell from the Forgotten Realms, either Harper or Zhentish (depending on alignment or group affiliation of spellbook owner; 50% chance for either type if this is irrelevant)

 20
Rare spell from the Forgotten Realms (roll 1d6 for type):


1
Spell from Al-Qadim

2
Spell from the Drow

3
Spell from Halruaa

4
Spell from Netheril

5
Spell from the South (Old Empires)


6
Spell from Thay
Note that standard Common, Uncommon, and Rare spells, spells from the World of Greyhawk, and all Common and Uncommon spells from the Forgotten Realms do not require specialized knowledge to use and understand.  Rare spell groups from the Forgotten Realms, however, each have their own unique version of read magic (e.g., read drowic magic, read southern magic), without which such spells are unintelligible.  Such variant read magic spells are themselves able to be learned by any wizard as 'Universal Magic' spells, but must be successfully learned prior to being able to learn any other spells of that type.

The spells contained herein come from a very wide variety of sources, mostly published TSR rulebooks (up to and including Player's Option:  Spells & Magic) and supplements but also a substantial amount drawn from other game systems and from original spell creation or invention (mostly by me, but some from other sources).  If you come up with a spell for which you have no reference, ignore it and roll again.  As I find time and am able, I will generate and post spell lists and spell descriptions, particularly for the many spells you will not be able to find in the Wizard's or Priest's Spell Compendium.  I do not own either of the latter products but as a very general guide, you will find correlation in sources between the following categories of spells and D&D supplements that tended to 'feed' spells to that category:
Common, Uncommon, & Rare spells:  Player's Handbook, Tome of Magic, Player's Option:  Spells & Magic, The Complete Wizard's Handbook, Chronomancer
Spells of Al-Qadim:  Al-Qadim:  Arabian Adventures, City of Delights, The Complete Sha'ir's Handbook
Spells of the Drow:  The Drow of the Underdark, Menzoberranzan, Vault of the Drow, Ruins of Myth Drannor
Spells of the Forgotten Realms (General):  Forgotten Realms (boxed set), Forgotten Realms Adventures, FR4 The Magister, The Seven Sisters
Spells of the Forgotten Realms (Halruaa):  FR16 The Shining South, The Seven Sisters, Birthright (boxed set), The Book of Magecraft (Birthright supplement), Dark Sun (boxed set), Defilers and Preservers of Athas, Volo's Guide to All Things Magical, postings drawn from Usenet (probably still available in net spellbooks)

Spells of the Forgotten Realms (Harpers & elves):  FR16 The Shining South, The Seven Sisters, Birthright (boxed set), The Book of Magecraft (Birthright supplement), Pirates of the Fallen Stars
Spells of the Forgotten Realms (Netheril):  Dark Sun (boxed set), Dragon Kings, Defilers and Preservers of Athas, Volo's Guide to All Things Magical, Lords of Darkness, The Complete Book of Necromancers, Ruins of Myth Drannor
Spells of the Forgotten Realms (South):  FR4 The Magister, FR9 Old Empires, Dragonlance Adventures, Spell Law/Rolemaster game system

Spells of the Forgotten Realms (Thay):  FR6 Dreams of the Red Wizards, FR9 Old Empires, Spellbound, the Warhammer Fantasy Role-play system

Spells of the Forgotten Realms (Zhentarim):  FR4 The Magister, The Complete Book of Necromancers, Van Richten's Guide to the Lich, Ruins of Undermountain I & II
Spells of the World of Greyhawk:  Greyhawk Adventures, From the Ashes, Iuz the Evil, The Complete Planewalker's Handbook
By the by, the 'Realm of Universal Magic' includes those spells accessible to *ALL* wizards, regardless of class, kit, or type, at standard levels and without learning penalties *UNLESS* a particular kit specifies "-xx%

penalty when learning spells other than YYYYYYYYY"; this penalty to learn *would* apply, but the spell could still be cast at normal spell level and normal casting level once it had been learned.

COMMON SPELLS:  

1st:  Cantrip, Detect Magic, Read Magic (all), Wizard Mark

2nd:  Protection from Cantrips, Wizard Lock

3rd:  Dispel Magic

4th:  Remove/Bestow Curse
5th:  --

6th:  --

7th:  --

8th:  --

9th:  --

UNCOMMON SPELLS:  

1st:  --

2nd:  --

3rd:  Alacrity, Augmentation, Far Reaching I, Squaring the Circle

4th:  Dilation I, Extension I, Far Reaching II

5th:  Extension II, Far Reaching III

6th:  Contingency, Dilation II, Enchant an Item, Extension III

7th:  Persistence

8th:  Permanency

9th:  Chain Contingency

RARE SPELLS:  

1st:  --

2nd:  --

3rd:  --

4th:  --

5th:  --

6th:  Improved Augmentation

7th:  --

8th:  --

9th:  --

SPELLS OF AL-QADIM:  

1st:  Read Zakharan Magic

2nd:  --

3rd:  --

4th:  --

5th:  --

6th:  --

7th:  --

8th:  --

9th:  --

SPELLS OF THE DROW:  

1st:  Read Drowic Magic

2nd:  --

3rd:  --

4th:  --

5th:  --

6th:  --

7th:  --

8th:  --

9th:  --

SPELLS OF THE FORGOTTEN REALMS (General):  

1st:  Know School

2nd:  --

3rd:  --

4th:  --

5th:  Maladweomer

6th:  --

7th:  --

8th:  --

9th:  Empradweomer

SPELLS OF THE FORGOTTEN REALMS (Halruaa):  

1st:  Read Halruaan Magic

2nd:  --

3rd:  --

4th:  --

5th:  Mental Ledger

6th:  --

7th:  --

8th:  --

9th:  Mycontil's Last Resort

SPELLS OF THE FORGOTTEN REALMS (Harpers & elves):  

1st:  --

2nd:  --

3rd:  Jalartan's Miraculum

4th:  --

5th:  Laeral's Gesture

6th:  --

7th:  --

8th:  Presper's Double Wizardry

9th:  Elminster's Evasion

SPELLS OF THE FORGOTTEN REALMS (Netheril):  

1st:  Read Netherese Magic

2nd:  --

3rd:  --

4th:  Weave Mythal

5th:  --

6th:  --

7th:  Semipermanency

8th:  --

9th:  --

SPELLS OF THE FORGOTTEN REALMS (South/Old Empires):  

1st:  Read Southern Magic

2nd:  --

3rd:  --

4th:  --

5th:  --

6th:  Devastate

7th:  --

8th:  --

9th:  --

SPELLS OF THE FORGOTTEN REALMS (Thay):  

1st:  Circle, Read Thayan Magic

2nd:  --

3rd:  --

4th:  --

5th:  Master Circle

6th:  --

7th:  --

8th:  Devastate

9th:  --

SPELLS OF THE FORGOTTEN REALMS (Zhentarim & allied evil):
--NONE--
SPELLS OF THE WORLD OF GREYHAWK:  

1st:  Drawmij's Handy Timepiece

2nd:  --

3rd:  --

4th:  Rary's Mnemonic Enhancer, Rary's Superior Spell Enhancer

5th:  --

6th:  Mordenkainen's Lucubration, Rary's Urgent Utterance

7th:  Mordenkainen's Penultimate Cogitation

8th:  --

9th:  --

***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. 

<a href="mail to:tjaden@u.washington.edu">Jason Eric Nelson </a> < tjaden@u.washington.edu >

