Para-Elemental Strike: Created by Aescer


Transmutation (Elemental) Level: Sor 2/Wiz 2 Components: V,S Casting Time: 1 action Range: 10' Area: semicircle burst, 10' long, centered on caster Duration: Instant Save: Reflex (1/2) Spell Resistance: Yes  This spell is a variant of Burning Hands. The strike sends forth a thin sheet of para-elemental energy from the caster's outstretched fingers. Damage is 1d4 per level (max 5d4) plus a special effect depending on the para-element (chosen at memorization).  *Ice: make a second Reflex save or be at -1 STR for 1d4 rounds.  *Smoke: make a second, Fortitude, save or be blinded for 1d4 rounds.  *Ooze: make a second Reflex save or slip and fall in the muck.  *Steam: make a second, Willpower, save or be dazed next round.  





History: Created by Aescer


Divination Level: Sor/Wiz 4, Bard 4, Magic 5, Knowledge 5 Components: V,S,M; DF Casting Time: 1 Hour Range: Touch Targets: 1 item or location Duration: Instant Save: None SR: No  History reveals basic fact about a single item or location. Information given by the spell includes the name of the last owner, a general statement of that owners class and alignment, and how the item came to be where it was found.  Examples:  1)This axe belonged to Darg the Barbarian, an evil man who died on this spot fighting a paladin of Tyr 100 years ago. 2) This is the house of Mad Wanda the Mage. Fearing the order of society, she built this home 25 years ago. 3) This staff of power belonged to Duke Galen of Spell-shire. A man of goodness, he hid the staff in the grove of satyrs to prevent it from falling into the hands of the evil sorcerer Balik. 





Wall of Oooze: Created by Aescer


Evocation (earth/water) Level: Sor/Wiz 2; Earth/Water 3 Components: V, S, M; DF Casting Time: 1 action Range: Medium (100 ft + 10 ft/lvl) Effect: Flowing sheet of sludge up to 20 ft long/lvl. 20 ft high, 6 inches thick/lvl Duration: 1 min/lvl Save: None Spell Resistance: Yes  This spell creates a thick wall of flowing ooze and muck. Any creature attempting to pass through the wall has their speed reduced to 5 feet and quires a penalty of -2 on all attacks and AC while in the wall. In addition, all clothes, leather, and fabric, as well as exposed skin, becomes polluted with the stink of the sludge. Cloth and leather are effectively ruined, while the smell remains of the skin for 1d4 days. Until then, all checks in social interaction will be at -1. Material component is a small vial of mud 





Wall of Smoke: Created by Aescer


Evocation (fire) Level: Sor/Wiz 3, Fire 4 Components: V,S,M / DF Casting Time: 1 action Range: Medium (100 ft + 10 ft/lvl) Effect: Opaque sheet of black smoke up to 20 ft long/level, 20 ft high; 1 ft thick/lvl Duration 1 minute/lvl Save: none; Fortitude Spell Resistance: Yes  This spell create a flat curtain of thick black smoke. The wall cannot be seen though by any method, although spells such as clairvoyance still function through the wall. Creatures passing through the smoke wall suffer 3d4 points of damage due to the heat and burning embers within the all. In addition, a Fortitude save must be made or the creature will be blinded for 1d6 rounds. Material component is a piece of charcoal.  





Birds of Prey 


Evocation �Level: Sor/Wiz 8 �Components: S, M �Casting Time: 1 action �Range: Long (400 ft. +40 ft./level) �Target: One or more creatures �Duration: Instantaneous �Saving Throw: Reflex half �Spell Resistance: Yes 


With this spell the wizard summons magical birds to do his bidding, attacking targeted creatures. While the birds engage there 'prey', the birds transform in razor sharp blades when they almost hit. Each blade does 1d6+1 damage, and the caster can summon as many birds as his or her experience level to a maximum of 25. 


If the caster desires, the birds can hit multiple targets. The blades fly at a movement rate of 180 feet per round and automatically hit its targets, although the target can save for half damage per individual blade. After hitting, the blades disappear into nothingness. 


Material Component: A sword of masterwork craftsmanship, which is consumed during the casting of this spell. 


Magic Bolts 


Evocation [ Force ] �Level: Sor/Wiz 9 �Components: V, S, M, XP �Casting Time: 1 turn (see below) �Range: Medium (100 feet + 10 feet/level) �Target: An object or person �Duration: See below �Saving Throw: See below �Spell Resistance: Yes 


Magic Bolts summons pure magical energy that remains dormant in the caster until it is unleashed. There is no time limit, the magical energy remains forever in the caster or until death. The caster can unleash the next round after casting this spell three magic bolts as a full round action, or two as 1 action or one magical bolt as a Move Equivelent action. Only a somatic component (pointing your arm to the right direction) is necessary when unleashing magic bolts. How many bolts the spellcaster can unleash in total depends on his or her level. A caster can fire ¾ of its level in bolts, so for example a 16th level caster can fire 12 magic bolts in total. 


A succeeded ranged touch attack is needed to strike a target, and each magic bolt does 1d2+1 damage per level of the caster (to a maximum of 25d2+25) and has a burst radius of 5 feet, creatures in the area take 1 point of damage per dice (so a 20th-level caster deals 20 burst damage in 5-feet-radius. If a creature within the burst area makes a successful Reflex saving throw, it takes only half damage; a creature or object struck directly always sustains full damage (no saving throw). 


Creatures and objects are hit with a successful attack roll. Armor does not count when determining the target’s AC, although any other adjustments do count. In addition to the damage, creatures directly hit by a bolt must make a Fortitude saving throw or be blasted ½ of the casters level in feet away and fall prone. �XP Cost: 1,000 XP �Material Component: A pinch of dust taken from the remains of a demilich. 


This spell was researched by a demilich known as Belegûrth, few other spellcasters know this spell, as it has said that doom will fall upon wizards casting this spell. For more details on rays consult the Players Handbook on page 149! 


Maze Phylactery 


Necromancy �Level: Sor/Wiz 7 �Components: V, S, M �Casting Time: 1 round �Range: 1 feet �Target: 1 item or pocket dimension �Duration: See below �Saving Throw: None �Spell Resistance: No 


This spell effects the phylactery of a lich or other being that is linked with an extra dimensional space. The spirit of a lich is helpless within its own phylactery, it can’t do nothing but to seek a way out. If the spirit of the creature is not in the enspelled phylactery, but enters it, the time trapped in the maze is doubled. Creatures immune to the eight level maze spell are also unaffected by this spell. 


Intelligence CreatureTime trapped in mazeunder 3 3-5 6-8 9-12 13-15 16-17 18-20 21-23 24-26 27-29 30-32 33-35 36-38 39-41 42-44 45+1 day 3d8 hours 1d8 hours 3d4 hours 6d8 hours 4d8 hours 3d6 hours 2d6 hours 1d6 hours 1d4 hours 1 hour 3d10 Minutes 1d10 Minutes 1 Minute 1d6 rounds 1 roundThe spirit trapped in the phylactery cannot escape by any other means than a planeshift spell. This spell was created by the Lichking Belegûrth. 


Material Component: A dispelled cursed item, and a gem that costs no less than 1000 gp. 


Negative Energy Blast 


Necromancy �Level: Sor/Wiz 8 �Components: V, S, M �Casting Time: 1 action �Range: Close (25 ft. +5 ft./2 levels) �Area: Cone �Duration: Instantaneous �Saving Throw: Reflex half �Spell Resistance: Yes 


You release a powerful blast of negative energy that sucks out the life force of living creatures dealing 1d6 points of damage per caster level (maximum 20d6). Undead spellcasters, like liches, deal an additional +1 damage per die, because of their link to the negative material plane. The blast begins at your fingertips and extents in a cone. 


Creatures connected to the negative material plane and undead are immune to Negative Energy Blast. Also creatures slain by this spell cannot be raised or resurrected, in other words this spell utterly annihilates the victim’s life force past all hope of restoration, save by wish. In Ravenloft, creatures who die from this spell return as revenants the next evening, stalking the caster until death. 


Arcane Material Component: The material component is a hair of a ghoul. 


Power Word, Kneel 


Conjuration (Creation) �Level: Sor/Wiz 6 �Components: V �Casting Time: 1 action �Range: Close (25 ft. +5 ft./level) �Target: One creature of one or more creatures within a 20-ft.-radius sphere �Duration: Instantaneous �Saving Throw: None �Spell Resistance: Yes 


When a power word, kneel is uttered, you can either target a single creature or let the spell affect a group of creatures. �If this spell is targeted at a single creature, that creature kneels before the caster if it has 90 or fewer hit points. 


Targeted at an area, power word, kneel, it kneels creatures in a 20-foot-radius sphere. In this way it affects only creatures who have 15 or fewer hit points, and only up to a total of 200 hit point of such creatures. The spell affects creatures with the lowest hit point totals first until the next creature would put the total over the limit of 200. (Creatures with negative hit points count as having 0 hit points.) 


Creatures affected by the spell are prone, and have to make a move-equivalent action to stand up. Power Word, Kneel was originally researched by Arcanos. 


Racism 


Enchantment (Compulsion) [Mind-Affecting] �Level: Sor/Wiz 7 �Components: S, M �Casting Time: 1 round �Range: Close (25 ft. +5 ft./2 level) �Targets: All living creatures with 150-ft. radius �Duration: 2 minutes/level �Saving Throw: Will negates �Spell Resistance: Yes 


This spell does just what the name suggests, different intelligent races get a strong hatred toward eachother, even attacking each other after small arguments. Usually talking doesn’t take long, one insult and a whole battle starts. All intelligent creatures of a specific race in the area of effect must make a Will saving throw or be affected by this spell. 


Subraces (e.g. mountain or hill dwarves) are also affected if there are no other races in the area of effect. As a rule, different races will attack each other first, if there are no left, subraces get into argument and will fight each other too. Creatures who save or are immune aren't affected by the spell, although other creatures who are affected by the spell may still attack them ofcourse. 


Material Component: a drop of blood from a drow mixed with that of a elf or other races that extremely hate each other (like dwarves and orcs, who usually attack each other on site). 


Lindórië’s Reflecting Surface 


Evocation �Level: Sor/Wiz 9 �Components: V, S, M �Casting Time: 1 action �Range: Close (25 ft. +5 ft./2 level) �Area: 50-ft. radius �Duration: 1 minutes/level �Saving Throw: None �Spell Resistance: No 


This spell must be cast on a surface to operate. When cast, this spell does not flash into visibility, but causes a momentary shimmer or ripple, as of dark movement, on the surface it was cast on. The spell affects a 50-feet radius sphere centered upon the caster, and diverts all spells and magical attacks impinging on or originating within this area of effect back on their sources, for full effect. If this is impossible due the nature of the magic, the caster’s magic is simply negated. 


Neither the spellcaster nor anyone else can harness the spell energy on the surface is where it was casted on. Even the spell-like abilities of powers and creatures from other planes can’t affect it. Spellfire is also reflected back to its source, although the spellfire can be used to absorb the spell’s energies. To successfully cast this spell, the verbal component must be spoken in drow. 


This spell was created by the ancient drow sorceress Elvanshalee (better known by the name Lindórië). As a master in drow glyphs and runes, she could even make this spell permanent. Over the centuries the drow lost this knowledge to do so however. Now it is in the hand of only a handful of ancient drow wizards. This spell is very rare, even to drow. 


Seal Phylactery 


Necromancy �Level: Sor/Wiz 9 �Components: V, S, M �Casting Time: 4 rounds �Range: 1 feet �Target: 1 item or pocket dimension �Duration: Permanent �Saving Throw: None �Spell Resistance: No 


This spell seals the phylactery of a lich or other items of beings that can enter and leave specific items. Creatures inside these items enchanted with this spell are forever trapped. If a creature is outside his phylactery and his life essence wants to return, and his phylactery is sealed, the creature will die (forever destroyed) in 1d4 hours unless such a creature has another phylactery. Demiliches have no trouble with this spell, since they have no need for a physical body or phylactery to survive. 


This spell has a change of failure however. The change of success is 20% + 3% per level of the caster to a maximum of 80%. Failure results in the absorption of the life essence of the caster in the targeted phylactery of the spell. The caster will die if the owner of the phylactery returns. 


Special note: some very powerful liches have enchanted their phylacteries to negate this spell fully. The nature of this magic is unknown however, possible very powerful lich magic, unknown to mortal spellcasters. 


Material Component: The material component for this spell is a gem of 5000 gp which must be crushed when the spell is cast. 


Gift of Nature 


Alteration �Level: Drd 6 �Components: V, S, M, DF �Casting Time: 1 round �Range: Touch �Target: See below �Duration: See below �Saving Throw: Yes �Spell Resistance: Yes 


Researched by Maugrym, hierophant druid of the Balance of Nature, this spell has much in common with the fertility spell (detailed in dragon 193, pp 68). Gift of Nature affects all plants (including plant-like monsters) and mammals (including humans, elves, etc.) regardless of sex. Mammals must be touched to be affected. All affected mammals and plant-like creatures (such as treants) of the female sex produce healthy offspring after only 9 months of pregnancy (if particular race normally has less months of pregnancy, this will be the duration of pregnancy). Males touched, off course do not get offspring, but still get fertile if they where not. Fertility is permanent (until old age, etc.). 


The sex of the caster has consequentions on the effects of this spell however. If the caster is male he will be the biological father of the female recipient of this spell, only if they naturally can have offspring together (so if the caster makes a donkey pregnant, he will not be the biological father!). If a male and female are both touched during casting, the caster may choose that the touched male will be the biological parent. If the caster is female and the recipient of the spell is a male of whom she naturally can have offspring with, the caster becomes pregnant! If both a male and female are touched while casting, she may choose the other female to become pregnant. 


Intelligent mammals may save vs. Fortitude to avoid pregnancy. Anyone may choose to fail their saving throw. Females who succeed their save in case two mammals are touched (male and female) the female caster becomes pregnant (no save). When cast on plants there is fortunately (or unfortunately) no chance of pregnancy. It affects all small plants, or five mature trees per level of the druid in an area up to 100 square yards per level of the caster. If cast within one month of planting or budding, it boosts the crop yield by 200%. 


The spells effects of pregnancy can only be negated by limited wish, or wish. �Material Component: Belladonna with some red mirth. 


Evocation [Cold] �Level: Clr 3, Drd 3 �Components: V, S, M �Casting Time: 1 action �Range: Medium (100 ft. + 10 ft./level) �Targets: Up to five creatrures, no two of which can be more than 15 ft. apart �Duration: Instantaneous �Saving Throw: None �Spell Resistance: Yes 


An icy needle darts forth from your fingertip and unerringly strikes its target (even covered or concealed targets). The missile deals 1d4+1 points of damage. 


For every two levels experience you gain an additional missile to a maximum of 10 missiles at 20th-level. Multiple icicles can strike one target or multiple targets. A single missile can strike only one creature. You must designate targets before you roll for SR or roll damage. 


Material Component: Some snow or water that has recently (up to a week) been frozen. 


Protection from Radiation 


Abjuration �Level: Clr 6, Drd 6 �Components: V, S, M, DF �Casting Time: 1 round �Range: Touch �Target: Creatures Touched (see below) �Duration: 2 hour/level �Saving Throw: None �Spell Resistance: Yes 


This spell confers the recipient total immunity to all forms of (magical) radiation, for the duration of the spell. Whenever the recipient is exposed to radiation, the spell negates the radiation effects, totally protecting the recipient. Examples of radiation are sun exposure and dragon breath involving heat. The priest can confer this spell on 1 creature per 4 levels of the caster. So a 20th level can cast this spell on 5 creatures. �Material Component: A sunstone worth at least 250 gp or a stone that is magical enchanted with light or magical stone. 


Sneeze 


Alteration �Level: Clr 1, Drd 1 �Components: V, S, M �Casting Time: 1 action �Range: 10 feet �Targets: All creatures within 10-feet radius �Duration: 1 minute �Saving Throw: Yes �Spell Resistance: Yes 


This spell enchants fine dust mixed with some pepper that can be thrown at opponents to disable them for a couple of rounds. The sneeze dust can be saved for later use, up to one day until the dust losses its magical properties. 


If spread it causes those within 10-feet to fall into fits of sneezing and coughing, dropping whatever they have in their hands to cover and care for their mouths and noses. For the duration of the spell every creature within the area of effect must make a fortitude saving every round. Creatures who fail their fortitude save are only allowed to take a partial action that round. There is no effect when a succesful saving throw is made. 


Material Component: Some dust and pepper. 








