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Spell Descriptions

1 Alarm


Range:
Touch
Components:
None


Duration:  
Special
Saving Throw:
None


Reversible: 
No
Notes: 
None

The caster places the spell upon an area or item for 1 day plus 1 day per level of the caster.  If anyone steps on, touches, or flies over a loud warning chime sounds for 1 round per level of the caster.  Undead, extra planar, non-corporeal, or invisible creatures do not set the alarm off.

2 Armor


Range:       
Touch
Components:
None


Duration:   
1rd+1rd/Lv
Saving Throw:
None


Reversible: 
Yes
Notes:
Yes

The caster or his target gains an armor bonus of 1 per level of the caster, up to a maximum of 10 points.  This spell lasts for 1 round plus 1 round per level of the caster.  This spell can be reversed and cast on a caster who already has the spell up to remove the spell.

Note: This spell also deflects (15) Magic Missile and (96) Force Bolt

3 Charm Person


Range:        
Touch
Components:
None


Duration:   
1Hr+1Hr/Lv
Saving Throw:
Spell


Reversible: 
No
Notes: 
None

If the target fails their saving throw, they believe the caster to be their dearest friend.  They will not harm the caster or allow others to harm the caster.  They will not necessarily obey commands however.  The spell lasts 1 hour plus 1 hour per level of the caster.

4 Comprehend Languages


Range:        
Touch
Components:
A jewelers monocle, Magnifying glass, or Glasses


Duration:   
1Hr+1Hr/Lv
Saving Throw:
None


Reversible: 
No
Notes: 
None

This allows the caster to read any non-magical or non-lost languages from any dimension.  This doesn’t allow the caster to decipher code.

5 Dancing Lights


Range:        
Line of Sight
Components:
None


Duration:   
1rd+1rd/Lv
Saving Throw:
None


Reversible: 
No
Notes: 
Yes

This spell allows the caster to create up to ten lights that can imitate torches, or spheres.  These lights last for up to 1 round plus 1 round per level of the caster.  After they have left the caster's line of sight.  Note: Duration begins when line of sight is lost.

6 Detect Magic


Range:        
Line of Sight
Components:
Monocle, Glasses, or Magnifying glass


Duration:   
1rd+1rd/Lv
Saving Throw:
None


Reversible: 
Yes
Notes: 
None

This spell allows the caster to see the aura created by magic and gauge their strength (in a vague way) even detecting the general location of something invisible, sense a glyph on the other side of a door, a charm spell on a comrade.  The reverse of this spell, Hides Magic, will hide a magic aura for the duration of the spell.

7 Erase


Range:        
Touch
Components:
None


Duration:   
1rd+1rd/Lv
Saving Throw:
Special


Reversible: 
No
Notes: 
Yes

This spell allows the caster to remove writing form a page, scroll, wooden, or stone surface (although not metal).  It can even erase Glyphs and Symbols or other magical writing.  Once erased the writing is gone for good.  1 square foot per level may be erased each round for the duration of the spell which is 1 round plus 1 round per level.  Note: Magical writing saves at the level of the caster.

8 Feather Fall


Range:        
Line of Sight
Components:
None


Duration:   
Special
Saving Throw:
None


Reversible: 
No
Notes: 
None

With this spell the caster can slow the fall of an object or creature to a non-harmful rate.  The duration of the spell lasts until the object or creature touches something solid such as a ledge, bird, or a thrown rock, etc.

9 Zod


Range:        
Touch
Components:
None


Duration:   
Permanent 
Saving Throw:
None


Reversible: 
No
Notes: 
Yes

This spell allows the user to summon and intelligent familiar of less that 1 hit dice.  The creature (usually a rat, bat, cat, or raven) will stay near the caster until death and even try to defend the caster.  The caster even gains a telepathic line to the creature.  Note: Any number of Zod creatures may be summoned at 1 per spell.

10 Hold Portal


Range:        
Touch
Components:
None


Duration:   
24 Hours
Saving Throw:
None


Reversible: 
Yes
Notes: 
None

This spell creates a magical barrier to reinforce a door, lid, or even doorway or cave mouth.  This barrier stops corporal and non-corporal entities as well as missiles, water, fire, etc.  Heat and Cold are able to pass this barrier.  Magic weapons may attack the portal; it has an armor class 0.  The barrier has 50 hit points plus 10 hit points per level of the caster.  The barrier exists until 24 hours pass, or takes sufficient damage to reduce its hit points to 0, or one of the following spells; (58) Dispel Magic, (37) Knock, or this spells reverse Dispel Portal.

11 Guard


Range:        
Touch
Components:
None


Duration:   
1Hr+1Hr/Lv
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell creates a glowing field around an object that "attacks" anyone, except the caster, that approaches within 1 foot plus 1 foot per level of the caster.  The attack is considered to be +3 for magical purposes, and it attacks at the same level as the caster. It attacks once per round do​ing 1d6 +1 point per level of the caster.  If the object is moved, the spell is broken.

12 Identify


Range:        
Touch
Components:
None


Duration:   
1 round
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell allows the user to know about 1 item touched.  If the item is magic, what it does and how many charges are left even how old it is.  However it does not reveal any command words.  This spell also can be used on non-magical items as well.

13 Jump


Range:        
Touch
Components:
None


Duration:   
1 round
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell allows the caster to leap into the air for a considerable height and distance.  A height of 5' per level can be reached, and/or a dis​tance of 10' per level can be reached.
14 Light


Range:        
Touch
Components:
None


Duration:   
1rd/Lv
Saving Throw:
None


Reversible: 
Yes
Notes: 
None

This spell creates a field of bright light around the caster or target that moves with them.  It allows the user to see clearly for up to 100 feet and drive off undead of less than 3 hit dice. (Although it may not harm them.)  The reverse of this spell is Darkness.

15 Magic Missile


Range:        
Line of Sight
Components:
None


Duration:   
1 Round
Saving Throw:
None


Reversible: 
Yes
Notes: 
None

This spell allows the user to cast a varying number of bolts of energy from the positive material plane.  Each bolt does 1d6 and there is 1 bolt per level of caster.  These bolts do double damage to creatures of the negative material plane (Ghosts, Wights, Wraiths, Vampires, Demons, Etc.  Only 1 target may be selected for these bolts.  The reverse of the spell is Negative Bolts.  These do not drain levels but they do double dam​age to creatures of the positive material plane (Angels, Lamassu, Kirin, Etc.)

16 Mending


Range:        
Touch
Components:
None


Duration:   
Permanent
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell allows the caster to mend any broken or torn item smaller than him.  Clothing, pottery, gems, armor, weapons, statues, even holes in walls.  These items cannot be magical however, if they are although mended the magic is lost and would have to be reenchanted.  Mithril or harder metals are not effected by this spell at all.

17 Message


Range:        
1Hex+1Hex/Lv
Components:
None


Duration:   
1 Round
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell allows the user to send a message to one person within a given range.  The message must be less than 30 words long, and is delivered telepathically, waking the target if they are asleep.

18 Mount


Range:        
Touch
Components:
None


Duration:   
6Hrs+1Hr/Lv
Saving Throw:
None


Reversible: 
No
Notes: 
Yes

This spell creates a riding animal to allow the caster to travel.  This mount is magical, but appears to be a normal animal.  It is normally a horse, although in some areas it can be a flightless bird, or even a riding lizard.


Notes: The mount appears with saddle and reins, and will stand passively or follow the caster's command when they are not being ridden.

19 Magic Aura


Range:        
Touch
Components:
None


Duration:   
Permanent
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell creates a blue glowing magical aura around an item area or creature.  This aura is clearly visible at first, but fades if the caster desires.  But whether the caster keeps it visible or not, it is permanent until dispelled and can be detected by Detect Magic.  This aura also allows a weapon to attack creatures only harmed by magic.  (Creatures from the outer planes elemental, etc.)

20 Protection from Evil


Range:        
Touch
Components:
None


Duration:   
5rd+1rd/Lv
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell creates a skin tight filed around the target that prevents the target from being touched by evil creatures or weapons.  This does not prevent damage but will prevent the effects suck as level draining and vorpal ability.  This reduces an evil attackers armor class to hit chance and damage done by 1 and increases the targets armor class, saving throw, damage done and hit chance by 1.  The reverse of this spell is Protection from Good.

21 Read Magic


Range:        
Touch
Components:
None


Duration:   
1rd/Lv
Saving Throw:
None


Reversible: 
Yes
Notes: 
None

This spell allows the caster to read magical runes, scrolls, runes, or the Magic Language.  The reverse of this spell is Write Magic, and with it the caster may write magical runes, scrolls, runes, or the Magic Language.  The duration of Write Magic is the same as Read Magic for the purposes of determining how long the caster is able to write, however once written the writing is permanent.

22 Shock


Range:        
Touch
Components:
None Required


Duration:   
1 Round
Saving Throw:
None


Reversible: 
No
Notes: 
Yes

This spell causes a sharp electric current to flow from the casters palm this current causes 1 die 6 points per level of the caster to the target touched or all targets in a 30 foot radius in a pool of water or on a metal plate on the floor.  No components are required, but a long metal staff may be used if desired.  Note: An opponent wearing leather armor or rings and bracers require a successful Attack Roll by the caster, however no such roll is required for a target wearing Chain, Scale, or Plate armor.


23 Sleep


Range:        
Line of Sight
Components:
None


Duration:   
24Hrs/Touch
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell causes a magical sleep to fall upon 1d6 Hit Dice of targets per level of caster.  The target cannot be greater than 4 Hit Dice or levels.  The spell effects monsters as well as humanoids.  The target will wake if touched, or at the end of the 24-hour spell duration, which ever comes first.  The reverse of this spell is Waken.

24 Spider Climb


Range:        
Touch
Components:
None


Duration:   
1Hr+1Hr/Lv
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell causes the caster's palms knees and feet to become super sticky allowing them to climb almost any surface with out falling.  The caster will of course look rather silly hanging from one foot on the ceiling trying to drop a potion on to a horde of Orcs, and the potion just wont let go.

25 Floating Disk


Range:        
Touch
Components:
None


Duration:   
24Hours
Saving Throw:
None


Reversible: 
No
Notes: 
Yes

This spell causes a 5 foot diameter faintly blue glowing disk of force to appear.  This disk can be moved anywhere with in 10 feet of the user.  It can be from 1 foot to 10 feet from the ground.  The disk can be commanded to stay or follow.  If commanded to stay the disk can be left behind for up to 1 mile.  If left behind it becomes stationary and immobile.  If commanded to follow it will faithfully follow 5 feet behind the user.  The disk can support up to 1 ton of solid matter.

Note: While within 10 feet of the user, this disk can be easily moved by anyone.

26 Servant


Range:        
100 Ft
Components:
None


Duration:   
24Hours
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell creates a glowing blue humanoid servant of magical energy.  This servant cleans, polishes, mends, repairs, cooks, serves, and can even play a musical instrument.  It can carry up to 500 pounds of gear and can even be dressed in clothing if the caster desires.

27 Write


Range:        
Touch
Components:
Quill Pen


Duration:   
1 Round
Saving Throw:
None


Reversible: 
No
Notes: 
Yes

This spell allows the caster to write on a page or scroll, or a surface of Wood, Stone, or metal.  This is non-magical writing or engraving, and can be in any language the caster desires.  

Note: The caster can write on 1 square foot of material per level of the caster.

28 Noise


Range:        
Up to 1Hex
Components:
None


Duration:   
1rd/Lv
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell creates a loud obnoxious noise that will alert any sentient creature up to 1 hex away.  This will also drive off most animals and a number of monsters as well.

Note: This spell often attracts certain monsters and unsavory types like thieves, assassins, and the local authorities.

29 Binding


Range:        
Touch
Components:
None


Duration:   
Permanent
Saving Throw:
None


Reversible: 
Yes
Notes: 
None

This spell allows the user to bind one object to another in the form of subatomic magical welding.  Although this does not harm either ob​ject, both objects must be solid.  Nor may either object be Mithril or harder.  The reverse of the spell is Unbind, and is used to separate two objects that have been joined together with the Binding spell.

30 Continual Light


Range:        
Touch
Components:
None


Duration:   
Permanent
Saving Throw:
None


Reversible: 
Yes
Notes: 
Yes

This spell causes a sphere of light 200 feet in diameter and is permanent until dispelled.  As with the light spell, undead of less than 3 Hit Dice will not approach this area.  This area is not mobile like the Light Spell.  The reverse of the spell, Continual Darkness, has the same area and duration.

Note: Torches and lanterns can be seen in Continual Darkness but cast no reflective light.

31 Detect Evil


Range:        
Line of Sight
Components:
Glasses, Monocle, or Magnifying Glass


Duration:   
1rd/Lv
Saving Throw:
None


Reversible: 
Yes
Notes: 
None

This spell allows the caster to see evil and its magnitude in an object, place, or creature's aura.  The reverse of this spell is Detect Good

32 Detect Invisible


Range:        
Line of Sight
Components:
Glasses, Monocle, or Magnifying Glass


Duration:   
1rd+1rd/Lv
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell allows the user to clearly see an invisible creature or object.  They appear glowing faintly blue, and can be seen even in com​plete darkness.

33 E.S.P.


Range:        
1 Hex/Lvl
Components:
Rock Crystal


Duration:   
1rd/Lv
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell allows the caster to silently communicate with a known person or creature, or anyone in the casters line of sight.

34 Forget


Range:        
Line of Sight
Components:
None


Duration:   
Permanent
Saving Throw:
Magic


Reversible: 
Yes
Notes: 
None

This spell allows the caster to cause the target to forget an event, a person, presence, and even a skill.  The target is allowed a saving throw, however if they fail they do not remember the casting of the spell.  The reverse of the spell, Remember, or Dispel Magic will reverse the effects.

35 Gold


Range:        
Touch
Components:
None


Duration:   
Special
Saving Throw:
None


Reversible: 
Yes
Notes: 
None

There are two variations of the spell.  The first allows the caster to create 100 Gold coins per level, which last 1 day per level of caster.  The second allows the caster to create 1 gold coin per level, which are permanent and non-magical.  With either variation, the coins will be from the country of the caster.  The reverse of the spell is Destroy Gold.

36 Invisible


Range:        
Touch
Components:
None


Duration:   
1rd+1rd/Lv
Saving Throw:
None


Reversible: 
Yes
Notes: 
None

This spell allows the caster to turn himself, and his gear, another, or similar sized object invisible.  This effect is immune to Infravision and Ultra Vision as well as the ability to see aura, but not Detect Magic, Detect Invisible, nor Wizard Sight and similar spells.  The reverse of this spell is Force into Sight.

37 Knock


Range:        
Line of Sight
Components:
None


Duration:   
Instantaneous
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell causes a door to open, or a lock to unlock, or a Hold Portal to collapse, or a Wizard Lock to unlock.  The caster must be of higher level than the caster of the Hold Portal, or Wizard Lock spell to cause their spells to collapse.  Only one effect occurs per casting of the spell.

38 Know Alignment


Range:        
Line of Sight
Components:
Glasses, Monocle, or Magnifying Glass


Duration:   
1rd/Lv
Saving Throw:
Magic


Reversible: 
No
Notes: 
None

This spell allows the caster to know the alignment (Lawful, Chaotic, Neutral, Good, Evil, or non-aligned) of any creature, object, or place in the line of sight of the caster, that he concentrates on.  One creature/object/place may be identified per round.

39 Levitate


Range:        
Touch
Components:
None


Duration:   
5rd+1rd/lv
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell allows the caster to rise into the air (water, fire, plasma, etc.) or lower at a rate of 10' per round.  The caster is subject to wind however.  The spell can also be used to arrest a fall as long as the caster can see the ground (no clouds) and has at least 3 rounds to arrest their fall.

40
Locate

Range:        
1Hex/Lv
Components:
None


Duration:   
1 Round
Saving Throw:
Magic


Reversible: 
No
Notes: 
None

This spell allows the caster to know the direction and distance of the nearest object named by the caster (only 1 word is allowed.  I.E. Axe, Lake, River, Cave, Sword, Food, Etc.)  It may also be used to locate a creature whose name the caster knows, however the creature is given a sav​ing throw.


41
Magic Mouth

Range:        
1Foot/Lv
Components:
None


Duration:   
Till Triggered
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell allows the caster to create a magical construct, a lipped mouth one-foot wide.  This mouth will repeat a message 10 words long per level of the caster when a certain event occurs (if a certain race or class passes by) or it can have other spells cast on it.  I.E.: Detect Magic, De​tect Evil, Detect Invisible (If an Invisible, Evil Dwarf carrying a Magic item comes within 10 feet.)  The spell is dispelled once it is set off.  Even power words can be included).

42
Hold Spirit

Range:        
Line of Sight
Components:
None


Duration:   
1rd+1rd/Lv
Saving Throw:
Magic


Reversible: 
Yes
Notes: 
None

This spell allows the caster to stop a non-corporal spirit (Ghost, Wraith, Phantom, Specter, Spirit, etc.) in its tracks.  This spirit can take no further action until the spell lapses.  The reverse of the spell is Free Spirit and will free a spirit from a binding, or place of haunting.

43
Acid Missile

Range:        
Line of Sight
Components:
None


Duration:   
Instantaneous
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell allows the caster to propel a number of acid spheres (one per level of caster) that do 1d6 points of damage per missile in a 10-foot radius from the target.  It dissolves leather, cloth, and small wooden objects.

Notes: A save also means that backpacks, leather armor, etc. survive the attack.

44
Mirror Image

Range:        
Touch
Components:
None


Duration:   
1rd/Lv
Saving Throw:
None


Reversible: 
Yes
Notes: 
None

This spell creates a holographic image of the caster (1 per level of caster) this is a real time image that is at least 1 foot away from the caster.  The image will face the same direction the caster is facing.  The reverse of the spell is Dispel Mirror Images

45
Preserve

Range:        
Touch
Components:
None


Duration:   
1Year/Lv
Saving Throw:
None


Reversible: 
Yes
Notes: 
None

This spell causes a body, foodstuffs, wine, water, etc. to remain undecayed for 1 year per level of caster.  For every level the caster has, 100 pounds of material may be effected.  The reverse of this spell is Putridly.

46
Fireworks

Range:        
Up to 1000ft
Components:
None


Duration:   
1rd/Lv
Saving Throw:
None


Reversible: 
Yes
Notes: 
Yes

This spell creates a pyrotechnic display screams hundreds of feet into the air, bursting in a blaze of color.  This creates huge volumes of smoke and sets off any flammable material it comes in contact with.  It does not do any damage to creatures it strikes (unless of course they catch fire) and can be sent in any direction.  The reverse of this spell is Cease Fireworks   Note: Once started the caster may flee.  This will cause most animals and creatures to flee as well, although it will attract the attention of some creatures.

47
Shackle


Range:        
Touch
Components:
None


Duration:   
1day+1day/Lv
Saving Throw:
Magic


Reversible: 
Yes
Notes: 
Yes

This spell creates a pair of magical hand cuffs and leg irons that prevent any thing short of Demigods from breaking loose.  It also prevents spell casters from casting, although not from using special abilities, magic items, or psionics.  These shackles can be bound to a wall, tree, floor, or rock.  The reverse of this spell is Unshackle.

Note: The shackles bind to another object in the form of subatomic magical welding.  Although this does not harm the object, the object must be solid.  Also the object may not be Mithril or harder.

48
Rope Trick


Range:        
Touch
Components:
None


Duration:   
Up to 1rd/Lv
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell creates a hole into the pocket dimension that bags of holding, portable holes, etc. pass into.  It allows the user and any who can follow to escape into it.  In this dimension physical attacks, nor attack spells cannot occur.  A hole can be re-opened by anyone who can cast this spell.

49
Stinking Cloud


Range:        
Touch
Components:
None


Duration:   
1rd/Lv
Saving Throw:
None


Reversible: 
Yes
Notes: 
None

This spell creates 100 cubic feet of Methane and Hydrogen Sulfide gas per level of the caster.  This gas is opaque and anyone in the cloud will do nothing but attempt to escape, unless they are undead, or Extra-planar.  This gas if ignited does 1d6 per 100-ft cube exploding for up to 100 feet from the edge of the cloud.  The cloud is immobile but may move if there is a wind.  The reverse of this spell is Dispel Cloud.

50
Strength


Range:        
Touch
Components:
None


Duration:   
1rd/Lv
Saving Throw:
None/Magic


Reversible: 
Yes
Notes: 
Yes

This spell allows the caster to increase the strength of the target by 1 point per level up to a maximum of 10 points.  This ef​fect lasts for one round per level of the caster.  The reverse of the spell is Drain Strength.  The reverse of the spell requires a successful To Hit attack roll by the caster, and the target is allowed a saving throw verses Magic.

Note: At higher level Drain Strength can be fatal if the target's strength falls to zero.

51
Web


Range:        
Line of Sight
Components:
None


Duration:   
24Hrs/Lv
Saving Throw:
Breath Weapon


Reversible: 
Yes
Notes: 
None

This spell creates a mass of sticky fibers in the shape of a spider’s web.  Creatures trapped in it must struggle to free themselves based on strength.  It requires a Bend Bars Lift Gates roll to break free.  They may attempt to break free once per round starting on the round after they are trapped.  The web covers an area ten square feet per level of the caster.  A trapped spell caster may cast only touch spells.  The reverse of this spell is Remove Web.

52
Wizard Lock


Range:        
Touch
Components:
None


Duration:   
Permanent
Saving Throw:
None


Reversible: 
Yes
Notes: 
None

This spell creates a magical barrier to reinforce a door, lid, or even doorway or cave mouth.  This barrier stops corporal and non-corporal entities as well as missiles, water, fire, etc.  Heat and Cold are able to pass this barrier.  The portal may be attacked by magic weapons at armor class negative ten (-10).  The barrier has 1000 hit points plus 10 hit points per level of the caster.  The barrier is permanent until it takes sufficient damage to reduce its hit points to 0, or one of the following spells is cast on it; (58) Dispel Magic, (37) Knock, or this spells reverse Wizard Un-Lock.

53
Door/Wood


Range:        
Touch
Components:
None


Duration:   
1rd/Lv
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell allows the caster to create a 10' by 5' portal in a wooden wall of any thickness.  Anyone or anything that can fit through the 10' by 5' portal can pass through.

54
ClairAudience


Range:        
1 Hex
Components:
Rock Crystal


Duration:   
1rd/Lv
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell allows the user to hear what is said in another location (In another room, another building, up to 1 hex away.)  This spell is blocked if there is Mithril, Adamantium, or Emerilium between the user and the target location.

55
Clairvoyance


Range:        
1 Hex
Components:
Rock Crystal


Duration:   
1rd/Lv
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell allows the user to see what is in another location (In another room, another building, up to 1 hex away.)  This spell is blocked if there is Lead, Mithril, Adamanthium, or Emerilium between the user and the target location.

56
Cloud Burst


Range:        
Up to 10 Miles
Components:
None


Duration:   
24 Hours
Saving Throw:
None


Reversible: 
Yes
Notes: 
None

This spell allows the user to cause clouds to form and rain to fall in a matter of minutes.  The reverse of the spell Stop Rain will stop rain and clear the skies.  The area of effect is up to about ten square miles.

57
Detect Illusion


Range:        
Line of Sight
Components:
Glasses, Monocle, or Magnifying Glass


Duration:   
1rd/Lv
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell allows the user to see through any visual illusion of magical nature.

58
Dispel Magic


Range:        
Line of Sight
Components:
None


Duration:   
Instant
Saving Throw:
Magic


Reversible: 
No
Notes:
Yes

This spell disrupts the magic of other spells, destroys magically created objects and creatures, and even temporarily disarms magic items. (Only one per spell however)  Notes: Magic Items, magically created objects, and spells cast on an unwilling subject does not gain a saving throw.  Magic items are disarmed for 1 round per level of the caster.

59
Explosive Runes


Range:        
Touch
Components:
None


Duration:   
Permanent
Saving Throw:
Breath Weapon for half


Reversible: 
No
Notes: 
None

This spell creates magical runes that explode when viewed by a sentient creature.  This explosion does 1d6 damage per level of the caster in a twenty-foot radius.  The spell is permanent until so viewed.  All in the area of effect are allowed to save verses Breath Weapon for half damage.

60
Fire Ball


Range:        
Line of Sight
Components:
None


Duration:   
Instant
Saving Throw:
Breath Weapon for Half


Reversible: 
No
Notes: 
None

This spell creates a sizzling ball of fire that flies from the caster's hand to explode on contact doing 1d6 points of damage per level of the caster in a twenty-foot radius.  All in the area of effect are allowed a save verses Breath Weapon for half damage.

61
Flight

Range:        
Touch
Components:
None


Duration:   
1Hr+1Hr/Lv
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell allows the user to fly at a speed to 72' up to a height of ten thousand feet.  The flyer may move in any direction or hover, although it they are not familiar with flying, they cannot control their position.  It takes several days of flying to acquire the skill Control Flight.

62
Haste


Range:        
Line of Sight
Components:
None


Duration:   
1rd/Lv
Saving Throw:
None/Magic


Reversible: 
No
Notes: 
None

This spell allows the caster to double the speed of one target per level of the caster.  Attacks, movement, etc. are doubled.  Please note that this does not give spell casters the ability to cast more than one spell per round, nor does it allow more than one magic item ability to be used per round.  The reverse of this spell is Slow.  The target(s) of a Slow spell are allowed a save verses Magic.  If they fail save their speed is reduced to one half normal.

Notes: A target wearing boots or rings of speed cannot be hasted.

63
Hold Person


Range:        
Line of Sight
Components:
None


Duration:   
1rd+1rd/Lv
Saving Throw:
Magic


Reversible: 
No
Notes: 
None

This spell allows the caster to freeze a person (Human, Elf, Dwarf, Orc, and Centaur).  They are unable to take any action until the spell lapses.

64
Mass Invisibility


Range:        
Line of Sight
Components:
None


Duration:   
1rd+1rd/Lv
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell allows the caster to turn a number of creatures or an area (small building, copse of trees, etc) invisible.  The caster can effect 1 creature of 100 cubic feet per level of the caster.

65
Extinguish


Range:        
Line of Sight
Components:
None


Duration:   
Instant
Saving Throw:
None


Reversible: 
Yes
Notes: 
None

This spell allows the caster to put out a large fire (1 city block) of a forest fire (1 square mile.)  There is no great wind, or rain, the fire simply ceases to burn, embers cease to glow, etc.  The reverse of the spell is Conflagration.

66
Lightening Bolt


Range:        
20'
Components:
None


Duration:   
Instant
Saving Throw:
Breath Weapon


Reversible: 
No
Notes: 
None

This spell causes a bolt of electric current 5' wide and 50' long to leap from the casters hand.  It does 1d6 per level of the caster in damage.  This spell will do the same damage to anyone in a 100' radius in water, or on a metal plate.  Targets are allowed a save verses Breath Weapon for half damage.

67
Infravision


Range:        
Line of Sight
Components:
Glasses, Monocle, or Magnifying Glass


Duration:   
1Hr+1Hr/Lv
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell allows the user to see clearly in the dark (not truly Infravision) even able to read and write.  This ability also shows heat sources hiding behind trees, bushes, tapestries, etc.

68
Minor Shelter


Range:        
Touch
Components:
None


Duration:   
24 Hours
Saving Throw:
None


Reversible: 
No
Notes: 
Yes

This spell allows the caster to create a small dwelling of magical wood.  It is large enough to sleep 10 people.  The temperature in side stays at 75 degrees, even in the worst conditions outside.  The shelter is immobile, although a landslide, avalanche, flood, etc could bury it.

Notes: The shelter will not burn, but its door can be forced normally unless a Hold Portal or Wizard Lock is used.

69
Illusion


Range:        
Touch
Components:
None


Duration:   
1 Hour
Saving Throw:
Magic


Reversible: 
Yes
Notes: 
Yes

This spell allows the caster to create a sight/sound illusion under his control.  It can be stationary (a tree, well, stream, etc.) or mobile (an enraged Ogre, fire-breathing dragon, etc.)  It must be something the caster has seen and heard to be convincing.  The creation can attack, doing stun damage to an opponent up to zero hit points, however the lost hit points return in 24 hours.  The reverse of this spell is Dispel Illusion.

Notes: The illusion has no smell.

70
Protection from Normal Missiles


Range:        
Touch
Components:
None


Duration:   
1rd+1rd/Lv
Saving Throw:
None


Reversible: 
No
Notes: 
Yes

This spell creates a magical sphere around the caster that deflects any non-magical projectile including arrows, bolts, rocks, bullets, boul​ders, Molotov Cocktails, etc.  It does not stop energy weapons, enchanted weapons, etc.  Notes:  Yes this stops Space Marine Blasters, but not Laser Pistols.

71
Secret


Range:        
Touch
Components:
None


Duration:   
Permanent
Saving Throw:
Magic


Reversible: 
No
Notes: 
None

This spell allows the caster to force the target to keep knowledge of an event a secret; the target cannot in any way divulge the knowledge except to those whom the caster specifies.  Torture cannot get to subject to reveal the secret, not even a speak with dead spell, unless the secret spell is dispelled first.

72
Kindle


Range:        
Line of Sight
Components:
None


Duration:   
Instant
Saving Throw:
None


Reversible: 
Yes
Notes: 
Yes

This spell allows the user to start a fire in any burnable substance, whither it is wet or dry.  The fire once started burns bright until the sub​stance is consumed, or doused in water.  The reverse of this spell is Extinguish.

Note:  This spell deals only with small fires of 4 cubic feet or less.

73
Suggestion


Range:        
Up to 20'
Components:
None


Duration:   
1 rd
Saving Throw:
None


Reversible: 
No
Notes: 
Yes

This spell allows the caster to bend the mind of the target causing them to perform some action, take some emotional state, or even com​mit an act of violence.  The classic Star Wars scene where Old Ben suggests, "these aren’t the droids you're looking for" and the trooper tells Luke, "These aren’t the droids we are looking for."  Note:  This spell cannot cause a target to commit suicide.

74
Tongues


Range:        
Touch
Components:
None


Duration:   
1 Hour
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell allows the user to speak and understand any modern or ancient language within their hearing.  This spell may be cast on the caster, or others.  The reverse of this spell is Confound.
75
Water Breathing


Range:        
Touch
Components:
None


Duration:   
1Hr/Lv
Saving Throw:
None


Reversible: 
Yes
Notes: 
None

This spell allows the caster to breathe water (fresh or salt) and withstand the ravages of pressure from deep diving.  However they can also still breathe air as well.  The reverse of the spell is Air Breathing, and allows a marine creature to breathe air.

76
Greater Guard


Range:        
Touch
Components:
None


Duration:   
1 Day/Lvl
Saving Throw:
None


Reversible: 
No
Notes: 
Yes

This spell creates an invisible field around an object that attacks anyone but the caster that approaches within 10 feet per level of caster.  The attack is considered +5 to both hit and damage.  It attacks at the level of the caster doing 1d6 points of damage per level of the caster per round.  The target object may not be moved.  Note:  If the object is moved the spell is broken.

77
Detect Secret Door


Range:        
Line of Sight
Components:
Glasses, Monocle, or Magnifying Glass


Duration:   
1rd/Lv
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell allows the caster to clearly see any secret door (1 per round) with in their line of sight, as well as the opening mechanism.

78
Enchantment


Range:        
Touch
Components:
None


Duration:   
1rd/Lv
Saving Throw:
None


Reversible: 
Yes
Notes: 
Yes

This spell allows the caster to bind a spell to a normal item.  If no spell is added then the To Hit and Damage bonuses are increased by +1.  Also called Create Ye Olde Magic Item.  The reverse of this spell is Destroy Magic Item.  Notes: Destroy Magic Item drains the magic out of an Item Permanently

79
Slavery


Range:        
Touch
Components:
None


Duration:   
Permanent
Saving Throw:
Magic


Reversible: 
Yes
Notes: 
Yes

This spell causes the target to become magically bound to the caster.  If the target moves more that 100 feet from the caster, they start to loose 1 Hit Point per round.  This cannot be cured or regenerated until death.  If the caster dies, so dies the slave.  The target does not have to obey the caster however.  The target no longer gets saving throws verses the caster's spells.  The reverse of this spell is called Manumission, and frees a target under the effects of a Slavery spell.  Notes:  This is not necessarily an evil act if the slave is well treated.

80
Charm Spirit


Range:        
Line of Sight
Components:
None


Duration:   
1Hr+1Hr/Lv
Saving Throw:
Magic


Reversible: 
No
Notes: 
None

This spell allows the caster to charm a non corporal undead (Wrath, Ghost, Phantom, Spirit, etc.)  The spirit will find the caster to be their dearest friend and help them in any way.  They will not take or allow others to take hostile action against them, although they will not necessary take orders.

81
Minor Healing


Range:        
Touch
Components:
None


Duration:   
Instant
Saving Throw:
None


Reversible: 
Yes
Notes: 
None

This spell allows the caster to heal 2 points of damage per level of the caster on the target.  The reverse of this spell is Minor Harming, and allows the caster to cause 2 points of damage per level of the caster on the target.

82
Charm Monster


Range:        
Line of Sight
Components:
None


Duration:   
1Hr+1Hr/Lv
Saving Throw:
Magic


Reversible: 
No
Notes: 
None

This spell allows the caster to charm a monster (non-humanoid, non-undead, no extra-planar) the target finds the caster to be their best friend.  They will not harm or allow others to harm the caster.  However, they will not necessarily take orders.

83
Confusion


Range:        
Line of Sight
Components:
None


Duration:   
1rd/Lv
Saving Throw:
Magic


Reversible: 
No
Notes: 
None

This spell effects one target creature per level of caster.  The target will cease whatever action it is attempting and wander away from the caster in a daze taking no defensive action for the duration of the spell.

84
Dig


Range:        
Touch
Components:
None


Duration:   
1rd/Lv
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell allows the caster to dig up 10 cubic feet of dirt or rubble per level per round.  Note:  The material dug up may be piled up to form a wall, but it must go somewhere.

85
Dimension Door


Range:        
Touch
Components:
None


Duration:   
Instant
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell allows the caster and up to 1 other person of the same size to travel instantly anywhere that the caster can see.  This in a sense makes the range of the spell Line of Sight, but for the purposes of the combat system it will be considered a Touch spell.  There is a thunderous noise at the start point as air rushes in to fill the vacuum left by the space the caster was in, and there is a loud pop as air is forced out of the way at the end point.

86
Fear


Range:        
Line of Sight
Components:
None


Duration:   
1rd/Lv
Saving Throw:
Magic


Reversible: 
Yes
Notes: 
None

This spell allows the caster to terrorize one creature per level of the caster.  The targets will flee the caster at top speed throwing away weapons, armor, and gear to escape, allowing nothing to stop them.  The reverse of this spell is Rally. 

87
Fumble


Range:        
Line of Sight
Components:
None


Duration:   
Instant
Saving Throw:
Magic


Reversible: 
No
Notes: 
None

This spell causes the target to drop whatever it is holding and fall to the ground.  This does no damage but it does take 1 round to get up and 1 round to pickup any dropped gear.

88
Ice Storm


Range:        
Line of Sight
Components:
None


Duration:   
1 Round
Saving Throw:
None


Reversible: 
Yes
Notes: 
Yes

This spell causes a circle about 500 Feet in diameter to suddenly be slammed by sleet and hails.  This storm does 1d6 points of damage per level of the caster to anyone caught in the area.  This also leaves the area highly slippery ice behind.  To walk across this icy area requires that a roll equal to or less than ones dexterity be made on a 20 sided dice.  This spell is only useable outside.  The reverse of this spell is FireStorm.

Note: The ice sheet melts according to the temperature of the surface it covers.

89
Shelter Normal


Range:        
Touch
Components:
None


Duration:   
24 Hours
Saving Throw:
None


Reversible: 
No
Notes: 
Yes

This spell allows the caster to create a dwelling of magical stone, large enough to sleep 50 people.  The temperature inside remains a con​stant 75 degrees despite any conditions outside.  A well font of pure water accompanies the shelter.  The shelter is immobile but can still be buried.

Notes:  The shelter door can only be forced by a knock spell and the shelter is immune to Rock to Mud.

90
Scrying


Range:        
1Hex/Lv
Components:
Rock Crystal


Duration:   
1rd/Lv
Saving Throw:
None


Reversible: 
Yes
Notes: 
None

This spell allows the caster to observe and hear whatever occurs in a certain place or around a certain (know) person.  The reverse of this spell is Anti Scrying Shield.

91
Detect Enemy


Range:        Line of Sight/1 Hex
Components:
None


Duration:   
1rd/Lv
Saving Throw:
Magic


Reversible: 
No
Notes: 
None

This spell allows the caster to detect a creature that intends harm to the caster directly or indirectly.  This ability provided by the spell can be used in two ways.  First this spell can be used to scan a crowd, secondly to give direction and distance to a know enemy who is up to 1 hex away.

92
Massmorph


Range:        
Line of Sight
Components:
None


Duration:   
24 Hours
Saving Throw:
None


Reversible: 
Yes
Notes: 
Yes

This is an illusion spell that allows the caster to disguise 100 creatures per level as either other creature trees or even invisible.  The reverse of this spell is Reveal.

Note: The illusion is penetrated if approached closer than 10 feet.

93
Invulnerability


Range:        
Touch
Components:
None


Duration:   
1rd/Lv
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell causes the caster to immune to both non-magical weapons and magical weapons of less than +2 enchantment.

Note: Laser pistols, or spells are not non-magical weapons.

94
Plant Growth


Range:        
Line of Sight
Components:
None


Duration:   
1rd/Lv
Saving Throw:
None/Magic


Reversible: 
Yes
Notes: 
Yes

This spell causes explosive growth in plants.  An immature plant reaches adult size and adult plant grows to twice its size.  The area ef​fected is 1 square foot per level per round.  The reverse of this spell is Wither.

Note:  If the plant has more than 1 hit dice the plant is allowed a save verses Magic when the Wither spell is cast on it.

95
Polymorph


Range:        
Self Only
Components:
None


Duration:   
1Hr/Lv
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell allows the caster to change their form to that of another creature of similar size, although it does not give special abilities.

96
Force Bolts


Range:        
Line of Sight
Components:
None


Duration:   
Instant
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell is a more powerful version of Magic Missile, creating three 1d6 bolts per level of caster.  These bolts can also be directed to as many targets as the caster has levels.

97
Curse


Range:        
Line of Sight
Components:
None


Duration:   
Until Dispelled
Saving Throw:
Magic


Reversible: 
Yes
Notes: 
Yes

This spell also called The Evil Eye causes the target to loose 1 point from each statistic per day until death when any statistic reaches zero.  The reverse of this spell is Remove Curse.

Note:  To remove a curse the caster must be of higher level than the caster of the curse.

98
Ultra Vision


Range:        
Line of Sight
Components:
Monocle Only


Duration:   
1rd/Lv
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell allows the user to see in total dark, see invisible, secret doors, and illusions for the duration of the spell.

99
Wall of Fire


Range:        
Touch
Components:
None


Duration:   
1rd/Lv
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell creates a 10' high wall of flames 3 feet per level of caster in length.  The wall does 1d6 points of damage per level of caster to anyone attempting to pass through it.  This fire counts as a magical attack.

100
Wall of Wood


Range:        
Touch
Components:
None


Duration:   
Permanent
Saving Throw:
Breath Weapon


Reversible: 
Yes
Notes: 
Yes

This spell creates a permanent wall of magical wood (it will burn however) 10’ high 1' thick and 10' per level of the caster long.  This wall can be angled or even curved.  It is considered AC 5 and each 10' section has 50 hit points.  The reverse of this spell is Destroy Wood.

Note:  The saving throw is to escape a wall created to enclose a target.

101
Wall of Ice


Range:        
Touch
Components:
None


Duration:   
Until Melted
Saving Throw:
None


Reversible: 
Yes
Notes: 
None

This spell can create a wall of ice 10' high, 3' thick and 10' per level of the caster long.  Or it can be used to create an ice bridge or ramp.  The reverse of this spell is Melt.

102
Silver Web


Range:        
Touch
Components:
None


Duration:   
1rd+1rd/Lv
Saving Throw:
Breath Weapon


Reversible: 
No
Notes:
None

This spell creates a web of fine silver wire.  The web 1 foot thick and 10 square feet per level of the caster.  Targets caught in the web who move or attempt to escape the web take 1 hit point of damage per level of the caster per round until they escape or stop moving.  A trapped target must make a roll equal to or less than half their Bend Bars Lift Gates percentage.  Lycanthropes, undead, and non-corporal creatures take 1 hit point of damage per level of the caster per round that they are in contact with the web.

103
Wizard Eye


Range:       
Touch
Components:
None


Duration:   
1 hour
Saving Throw:
None


Reversible: 
No
Notes:
None
This spell creates a magical spy eye about the size of a B.B.  This eye travels at a speed of 36' in any direction.  It can travel through fire and water although it must have a small crack to travel through a closed door or wall.  The caster can see all that the eye sees.  No harm comes to the user if the eye is destroyed.  The eye is armor class 0 and has 1 hit point.

104
Force Bridge


Range:        
Touch
Components:
None


Duration:   
1rd/Lv
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell creates a rigid platform of magical force that can be traveled over.  It is 1" thick, 5' wide, and up to 100' per level of caster long.  The bridge starts at the caster's feet and extends to a fixed point determined by the caster.  The platform can just extend into air if the caster wishes.  If the angle is more than 20 degrees the bridge forms with steps.

105
Summon Spirit


Range:        
1 Hex
Components:
None


Duration:   
1rd/Lv
Saving Throw:
None/Magic


Reversible: 
Yes
Notes: 
Yes

This spell allows the caster to summon either a named spirit or the closest spirit to him.  The spirit (wrath, ghost, phantom, or spirit) is not under the casters' control, nor will it necessarily be able to speak in a language the caster can understand.  However it will not he automatically hos​tile.  The reverse of this spell is Banish Spirit.

Note:  The target spirit is allowed save verses Magic when the reverse of this spell is cast.

106
Elemental Attack


Range:        
Line of Sight
Components:
None


Duration:   
Instant
Saving Throw:
None


Reversible: 
No
Notes: 
Yes

This spell allows the caster to fire a magic force from one of the 4 elemental planes, fire, earth, air, or water, which does 1d6 points of damage per level of the caster to a selected target.

Notes:  That’s right, no saving throw.

107
Detect Gate


Range:        
Touch
Components:
Rock Crystal


Duration:   
Instant
Saving Throw:
None


Reversible: 
No
Notes: 
Yes

This spell is somewhat misnamed.  It does not tell the user where a gate is (its kind of hard to hide a glowing blue field of energy that crackles with arcing currents and creates a 20 mile per hour wind around it,) rather it tells the caster where/when the gate goes to.

Notes:  This spell is not effective against Power based Gates.

108
Mighty Push


Range:        
Touch
Components:
None


Duration:   
Instant
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell allows the caster to push over buildings huge, stones (to start avalanches), walls, trees, or a fully loaded wagon for nearly a mile.  The reverse of this spell is Immunity to Pushing.  The duration of the reverse is 24 hours per level of the caster.

109
Door Stone


Range:        
Touch
Components:
None


Duration:   
1rd/Lv
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell allows the caster to create a 10' by 5' portal in a stone wall of any thickness.  Anyone or anything can pass through this portal that will fit the dimensions of the portal.

110
Homing


Range:        
Touch
Components:
Small Stone w/matching symbol.


Duration:   
1Day+1Day/Lv
Saving Throw:
Magic


Reversible: 
Yes
Notes: 
Yes

This spell allows the caster to place a magical mark on to anyone or any non-magical thing.  The caster will always know where the mark is distance/direction and can cast a range/touch spell on to the object/person regardless where it is.  The reverse of this spell is Reverse

Notes: The Reverse spell allows a new caster to send a touch spell back to the original caster.  Ouch!

111
Non-Detection


Range:        
Touch
Components:
None


Duration:   
1Hr+1Hr/Lv
Saving Throw:
None


Reversible: 
Yes
Notes: 
Yes

This spell is used to hide the presence of a spell, Magic Item, Alignment, or even a person for the duration of the spell.  All detection spells are negated (with the exception of homing) and even infra vision and ultra vision are useless.  Wizard Sight does show the pres​ence of the spell.  The reverse of this spell is Notice.   Note:  Notice causes everyone/thing to notice the target as well as provides a bright glow and amplifies the noise made by the target to fog horn level.

112
Airy Water


Range:        
Touch
Components:
None


Duration:   
24 Hours
Saving Throw:
None


Reversible: 
No
Notes: 
Yes

This spell causes one cubic mile of water to become breathable by non-aquatic creatures.   Even pressure is held back allowing the deepest dives.  Yes warrior’s weapons can be swung normally.  Note:  Fish can still use the water so it does not protect from sharks. 

113
Animate Skeleton


Range:        
Touch
Components:
Skeletons of course


Duration:   
Permanent 
Saving Throw:
None


Reversible: 
Yes
Notes: 
Yes

This spell allows the caster to animate up to 1 hit dice of skeleton per level of caster.  The skeleton will obey the casters' commands.  No special abilities are conveyed except flight in the case of winged creatures.  The reverse of the spell is Destroy Skeleton.

Note: Humanoid 1 hit dice; Ogre 4 hit dice; Horse 5 hit dice; Giants 5 - 12 hit dice; Dragons 8 - 20 hit dice; etc.

114
Cloud Kill


Range:        
Line of Sight
Components:
None


Duration:   
1rd/Lv
Saving Throw:
Magic


Reversible: 
Yes
Notes: 
None

This spell creates an opaque cloud of poisonous gas 10 feet high, 100 feet in diameter that moves as the caster directs up to a movement of 12".  Any creature in the cloud must make a save verses magic, every round they are in the cloud, or die if they have less than 10 hit dice.  Creatures that save vs. Magic or who have more than 10 hit dice tape 10 points of damage per round in the cloud.  Wind dissipates the cloud in 3 rounds.

115
Conjure Elemental


Range:        
Touch
Components:
None


Duration:   
1rd/Lv
Saving Throw:
None


Reversible: 
No
Notes: 
None

This spell allows the caster to summon an elemental from the 4 elementals planes or the 4 demi planes, Fire, Water, Air, Earth, Mist, Dust, Magma, Steam.  The creature summoned will be 1hit dice per level of the caster.  The creature will serve the caster as ordered.  The reverse of this spell is Dispel Elemental

116
Cold Blast


Range:
Line of Sight
Components:
None


Duration:
Instant
Saving Throw:
Breath Weapon


Reversible:
No
Notes: 
None

This spell is similar to Fireball.  It creates a wispy sphere of solid ice that flies from the casters' hand to explode on contact, doing 1d6 points of damage per level of the caster, in a 30 foot radius.

117
contact Other Plane


Range:
Touch
Components:
Rock Crystal


Duration:
1 Question/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
Yes

This spell allows the caster to contact either a named creature, or a random inhabitant of a given plane.  The caster is allowed 1 question per level of caster and is given an answer as short as possible.  This answer is always truthful, but it may be deceptive or even refused.

Note:  The caster may choose the plane and the creature answering.

118
Feeblemind


Range:
Line of Sight
Components:
None


Duration:
Permanent
Saving Throw:
Magic

Reversible:
Yes
Notes: 
None

This spell causes the target to become moronic, unable to speak or care for themselves.  Intelligence drops to 1.  All skills and abilities are forgotten.  Only the reverse of this spell, wish, health, or similar spell can cure the effects of this spell.  The reverse of this spell is Restore Intelligence.

119
Hold Monster


Range:
Line of Sight
Components:
None


Duration:
1rd/Lv
Saving Throw:
Magic

Reversible:
No
Notes: 
None

This spell allows the caster to stop a non-humanoid monster in its tracks.  It may take no further actions until the spell lapses.  The caster may effect up to as many hit dice of monster as he has levels of experience.

120
Magic Jar


Range:
Touch
Components:
Gem


Duration:
Permanent
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell creates a line through the astral plane from the target to a gem.  If the target dies, his spirit flees to the gem.  From which it can attempt to "jump" into a living creature, in line of sight, once per day.  Success indicates that the target has exchanged places with the spirit of the body that he has jumped to, leaving the other spirit in the gem.  Alternately the target may automatically jump into a dead body, simulacrum, or clone. 

Note:  This spell is permanent unless the gem is shattered.  If the gem is inhabited at the time, the spirit inside is sent on to the appropriate afterlife.

121
Magic Escape


Range:
Touch
Components:
None


Duration:
1Turn/Lv
Saving Throw:
None


Reversible:
No
Notes: 
Yes

This spell is related to the Rope Trick spell, but it is much more powerful.  It allows the caster to escape death by preparing.  Once this spell is cast the caster is ready.  If killed in combat or by spell use the caster and his belongings are teleported to the plane of safety (the pocket dimension of Rope Trick).  The caster appears with 1 hit point, and can then take whatever action is required to escape.  A simple Rope Trick spell opens a hole back to the Prime Material plane.  Note:  Certain attacks will still kill the caster, Melnibonean, POW magic, D.M.'s discretion.

122
Major Guard


Range:
Touch
Components:
None


Duration:
Permanent
Saving Throw:
None


Reversible:
No
Notes: 
Yes

This spell creates an undetectable field around an object that attacks anyone but the caster, who approaches with in 25 feet per level of the caster.  The attack is considered +6 to hit and damage.  It attacks as the level of the caster doing 3d6 points of damage per level of caster per round.

Note:  The object cannot be moved except by the caster.

123
Normal Healing


Range:
Touch
Components:
None


Duration:
Instant
Saving Throw:
None


Reversible:
Yes
Notes: 
None

This spell allows the caster to heal 3 points of damage per level of the caster upon the target.  The reverse of the spell is Cause Normal Wounds and causes 3 points of damage per level of the caster upon the target.  The target must be touched; no saving through is permitted.

124
Protection from Lightening


Range:
Touch
Components:
None


Duration:
1rd/Lv
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell causes the caster to be immune to all-electrical attacks, shock, lightening bolt, etc.

125
Stone Shape


Range:
Touch
Components:
None


Duration:
Instant
Saving Throw:
None


Reversible:
Yes
Notes: 
None

This spell allows the caster to cause stone to melt and flow, without heat, into a new shape imagined by the caster.  Even fine sculpture can be made.  The area effected is 1 cubic foot per level of the caster.  The reverse of this spell is Assume Original Shape and causes the stone to return to its original shape.

126
Telekinesis


Range:
Line of Sight
Components:
None


Duration:
1rd/Lv 
Saving Throw:
None/Magic


Reversible:
No
Notes: 
None

This spell allows the caster to move an object or creature that he can see.  The object or creature must be less than 25lbs per level of caster and no great speed can be used.  A walking pace is the best speed it will move.  Unwilling creatures may make a save verses magic to avoid the effects.

127
Wall of Electricity


Range:
Touch
Components:
None


Duration:
1rd/lv
Saving Throw:
None


Reversible:
No
Notes: 
Yes

This spell causes a glittering wall of electrical energy to come into being.  The wall is 10 feet per level of the caster long, and 10 feet tall.  It has no real depth.  Anyone passing through it (it is not opaque) saves versus magic or dies.  A save does 1d6 points of damage per level of the caster.

Notes:  Line of Sight spells can be cast through it, as it is not opaque.

128
Teleport


Range:
Touch
Components:
None


Duration:
Instant
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster, his equipment, and up to one other person of the same size as the caster to instantly appear any place the caster has seen before (including through Scrying).  There is a thunderous noise at the departure point as air rushes in to fill the vacuum left by the space the caster was in, and there is a loud pop as air is forced out of the way at the destination.

129
Rock to Mud


Range:
Touch
Components:
None


Duration:
Permanent
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster to transmute up to 100 cubic feet of rock per level into runny mud.  The reverse of this spell is Mud to Rock.

130
Wall of Force


Range:
Touch
Components:
None


Duration:
2rd/Lv
Saving Throw:
None


Reversible:
No
Notes: 
Yes

This spell creates an invisible wall of magical energy that encloses an area of up to 100 square feet per level of caster in a hemisphere.  Or it can be used to create a wall 10 feet high and 20 feet long per level of the caster.  The wall stops spells up to 8th level and is immune to Dispel Magic.  However it is destroyed by disintegrate.  Notes:  The wall is immovable and impervious to physical force.

131
Wall of Iron

Range:
Touch
Components:
None


Duration:
Permanent
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell creates a wall of iron 1-foot thick, 10 feet tall, and 10 feet long per level of the caster.

132
Summon Lessor Demon

Range:
Line of Sight
Components:
1 Humanoid


Duration:
1rd/Lv
Saving Throw:
None


Reversible:
Yes
Notes: 
Yes

This spell allows the caster to summon a demon of the first circle.  The demon will serve the caster for 1 round per level of the caster, and then vanish.  The demon will require 1 living humanoid sacrifice.  The reverse of this spell is Dispel Lessor Demon.

Note: This spell can be cast in two other variations.  A Lessor spirit of neutrality may be summoned, which will require payment for service, or an Angel of the first circle may be summoned.  The Angel will require no sacrifice or payment, but may choose not to serve.

133
Vision

Range:
Touch
Components:
Rock Crystal


Duration:
1 Round
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster to have a vision of the results of the next days actions this is of course prediction and can be highly flawed.

134
Disguise/Impersonate

Range:
Touch
Components:
None


Duration:
24hrs
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster to take on the form, clothing, equipment, etc of anyone that they have seen.  The equipment does not work and they do not pick up the abilities of the impersonated.

135
Negative Energy Bolt

Range:
Line of Sight
Components:
None


Duration:
Instant
Saving Throw:
Magic


Reversible:
No
Notes: 
None

This spell creates a bolt of negative energy that does 1d6 per level of caster and drains 1 level (or 1 per class for multi classed characters).   If the target successfully saves verses Magic, they take only half damage, and are not drained.

136
Drain Spells

Range:
Line of Sight
Components:
None


Duration:
Instant
Saving Throw:
Magic


Reversible:
No
Notes: 
None

This spell allows the caster to drain the spells from another caster.  If the target fails a magic saving throw they can do no casting for 24 hours.

137
Major Sleep

Range:
Line of Sight
Components:
None


Duration:
Instant
Saving Throw:
None


Reversible:
Yes
Notes: 
None

This spell causes a magical slumber to fall upon 3d6 per level of caster in hit dice of creatures that are 9 hit dice and below.  These creatures will sleep until they are kissed or until dispelled, or of course they die of thirst in their sleep.  Its reverse, Major Awaken can also break the spell.

138
Blinding Light

Range:
Line of Sight
Components:
None


Duration:
1rd/Lv
Saving Throw:
Magic


Reversible:
No
Notes: 
Yes

This spell causes a blinding light to burst forth from the casters eyes.  Anyone looking at it must save versus magic or be permanently blinded.  This spell also destroys any undead of less than 10 hit dice and vampires.

Note: Anyone attempting to attack the caster with his or her eyes closed is at -6 to hit and damage.

139
Contract

Range:
Touch
Components:
None


Duration:
Until Satisfied
Saving Throw:
None


Reversible:
No
Notes: 
Yes

This spell creates a binding magical contract between two intelligent creatures.  Each must provide a certain act or largess by a given time to the others satisfaction or die.  This contract must be entered into willingly as only the offended contractee can raise or resurrect a creature that dies as a result of the spell.  Note: Anyone slain by the spell becomes a ghost.

140
Magic Blast


Range:
Line of Sight
Components:
None


Duration:
Instant
Saving Throw:
Breath Weapon for 2 Damage


Reversible:
No
Notes: 
None

This spell creates a sphere of magical energy that flies from the casters' hand until it strikes something.  There it explodes with a fierce intensity.  The spell does 2d6 damage per level of the caster in an area 5 feet in diameter per level of the caster.

141
Reconstruction


Range:
Touch
Components:
None


Duration:
Instant
Saving Throw:
None


Reversible:
Yes
Notes: 
Yes

This spell allows the caster to magically repair a structure or construct, even a small castle to its original state.  Blocks re-stack, mortar re-solidifies, metals un-rust and bend themselves back into proper shape, crystal and glass shards un-shatter.  The reverse of the spell is Demolition.

Note:  Missing material (stolen ) of material consumed by fire is not replaced, although melted materials will re-shape them selves.  As a rule of thumb ask, is the original mass still present?

142
Rock to Sand


Range:
Touch
Components:
None


Duration:
Permanent
Saving Throw:
None


Reversible:
Yes
Notes: 
None

This spell allows the caster to turn 1000 cubic feet of rock per lever into dry sand.  The reverse of the spell Sand to Rock, turns a like amount of sand into rock.

143
Anti Magic Shell


Range:
Touch
Components:
None


Duration:
1rd/Lv
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell creates a mobile 30-diameter  hemisphere around the caster.  The spell stops all spells, spell effects, magic usage, etc  summoned, conjured, enchanted, charmed, etc. creatures cannot enter.  If forced in the spells are destroyed, or the creature disappears.  It does not stop normal items or creatures.  And remember, even a +5 arrow is still an arrow when it enters.

144
Control Weather



Range:
1 Hex
Components:
None


Duration:
24 hours
Saving Throw:
None


Reversible:
No
Notes: 
Yes

This spell allows the caster to control the weather within a hex.  From monsoon to blizzard to drought.  Note:  Two casters cancel each other out.

145
Death Spell


Range:
Line of Sight
Components:
None


Duration:
Instant
Saving Throw:
Magic


Reversible:
No
Notes: 
None

This spell causes all creatures in the casters' line of sight to immediately save versus magic or die, regardless of level.

146
Disintegrate


Range:
Line of Sight
Components:
None


Duration:
Instant
Saving Throw:
Magic


Reversible:
No
Notes: 
None

This spell causes a person or item selected by the caster to simply break down into subatomic particles.

147
Blindness


Range:
Touch
Components:
None


Duration:
Permanent
Saving Throw:
None


Reversible:
Yes
Notes: 
Yes

This spell causes the target to be blinded.  The reverse of the spell is Cure Blindness.  Note:  This spell does not cause/cure missing eyes.

148
Teleportation Group


Range:
2ft/Lv
Components:
None


Duration:
Instant
Saving Throw:
None


Reversible:
No
Notes: 
None

 This spell allows the caster, his equipment, and every one and every thing within a radius of 2 feet per level of caster to instantly appear any place the caster has seen before (including through Scrying).  There is a thunderous noise at the departure point as air rushes in to fill the vacuum left by the space the caster was in, and there is a loud pop as air is forced out of the way at the destination.

149
Glassee


Range:
Touch
Components:
None


Duration:
Permanent
Saving Throw:
None


Reversible:
Yes
Notes: 
None

This spell transmutes any thickness of wood, metal, or stone into a transparent material about 1 foot in diameter.  This material will pass line of sight spells.  The reverse of this spell is Opacquecity.

150
Major Invulnerability


Range:
Touch
Components:
None


Duration:
2rd/Lv
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell causes the user to be immune to weapons of +5 or less enchantment.

151
Distraction


Range:
1 Mile
Components:
None


Duration:
1 Hour
Saving Throw:
None/Magic above 10th Lvl


Reversible:
No
Notes: 
None

This spell creates a shimmering whistling sphere of light and noise.  The caster and anyone touching him at the time of the casting are immune to the sphere’s effects.  Creatures of 10 hit dice and/or of 10th level or better are allowed a saving throw vs. Magic to not be effected.  Otherwise anyone hearing it will move toward it at normal movement rate.  Anyone seeing it will stand and watch it, taking no other action.

152
Invisible Stalker


Range:
None
Components:
None


Duration:
Until Slain
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell summons a creature of the astral plane.  An assassin silent and invisible.  Armor Class -5, Hit Dice 15, Hit Points 100.  It will hunt down and slay a named target or be slain itself.

153
Legend Lore


Range:
Touch
Components:
None


Duration:
Instant
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell tells the caster the important facts of a specific location or object.  The information obtained may be incomplete, but it will always be true.

154
Lower Water


Range:
Touch
Components:
None


Duration:
1rd/Lv
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster to vent a massive amount of water into the elemental plane of water.  Disposing of 5000 cubic feet of water per level per round.  The reverse of this spell is Flood and brings in a like amount of water from the elemental plane of water.

155
Move Earth


Range:
Touch
Components:
None


Duration:
1rd/Lv
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster to move a massive amount of dirt, loose rock, and sand.  The amount moved is 3000 cubic feet per level of caster per round.  It can be moved 100 feet per level of the caster.

156
Part Water


Range:
Touch
Components:
None


Duration:
1Hr/Lv
Saving Throw:
None


Reversible:
No
Notes: 
Yes

This spell allows the caster to play Moses and part a body of water so that you can slog through the muddy bottom up to 1 mile per level of caster can be parted and when doing so a pillar of fire will be seem near by.  Although no one knows why.

Note:  Casting this spell in Stygia is considered a capitol crime.

157
Project Image


Range:
Line of Sight
Components:
None


Duration:
1rd/Lv
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster to create a holographic image of himself that can cast spells, see, etc.  But not attack.  If touched the image is banished.

158
Reincarnation


Range:
Touch
Components:
1 spirit, 1 newborn


Duration:
Instant
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell is sort of silly.  It allows the caster to place a spirit into a newborn’s body.  The newborn’s spirit just gets put back in line for the next conception.  And who would want to be potty trained again

159
Spirit Wrack


Range:
Touch
Components:
None


Duration:
1 Hour
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell causes extreme pain upon the target with no real harm!  Even the toughest nuts crack.  Anything will be told just to stop the torture.  Not a particularly good act.

Note:  The target curls into a fetal position and screams.

160
Petrifaction


Range:
Touch
Components:
None


Duration:
Permanent
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell causes the target to turn to stone.  What more need be said?  The reverse of this spell is Stone to Flesh.

161
Wall of Water

Range:
Touch
Components:
None


Duration:
1rd/Lv
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell creates a wall of water from the elemental plane of water.  This wall is 10 feet high, 5 feet thick, and 10 feet long per level of the caster.  Although it can easily be walked through it stops virtually all projectile spells and normal weapons, even laser fire.  Blaster shots explode on contact, even bullets lose their lethal punch.  Magic Missiles even stop!!!  Note: When the spell ceases everyone gets wet.  Splash!

162
Ice Statue

Range:
Touch
Components:
Ice


Duration:
Until Melted
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell creates a man-sized golem of ice.  It has 12 hit dice, 100 hit points, and an Armor Class of 0.  It follows the orders of the caster.

163
Summon Demon

Range:
Line of Sight
Components:
3 Humanoids


Duration:
2rd/Lv
Saving Throw:
None


Reversible:
Yes
Notes: 
Yes

This spell allows the caster to summon a demon of the second circle.  The demon will serve the caster for 2 rounds per level of the caster and then vanishes.  It will require 3 unwilling humanoid sacrifices.  The reverse of this spell is Dispel Demon.  

Note: This spell may also be used to summon a Spirit of Neutrality that will serve in exchange for payment, or an Angel of the second circle who will not require a sacrifice, but may choose not to serve.

164
Teleportational Tracer

Range:
Line of Sight
Components:
None


Duration:
1 Day
Saving Throw:
Magic


Reversible:
No
Notes: 
None

This spell allows the caster to know where someone or something was teleported.

165
Door / Metal

Range:
Touch
Components:
None


Duration:
1rd/lv
Saving Throw:
None


Reversible:
No
Notes: 
Yes

This spell allows the caster to create a 10-foot tall 5-foot wide portal in a metal wall of any thickness.  Anyone or anything that can fit may pass through this portal.  Since it is a physical opening size constraints do apply.  

Note: Of course Admantium, Emerilium, or Rubidium is not effected.  Mithril is however.

166
Major Healing

Range:
Touch
Components:
None


Duration:
Instant
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster to heal 4 hit points of damage per level of the caster upon the target.  The reverse of this spell is Major Harming and does a like amount of damage to the target.

167
Banishment

Range:
Line of Sight
Components:
None


Duration:
Instant
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell causes the breaking of spells (Haste, Charm, Etc.) , the destruction of magical constructions (Golems, Ice Statues, standard Animated dead) and the Banishment of spirits and extra planar creatures.

168
Charm Plants

Range:
Line of Sight
Components:
None


Duration:
24 Hours
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell causes plants to sway aside and allow the caster to pass.  Thorns turn away, poison ivy pulls in its leaves, trees bend over, and intelligent plants find the caster to be their best friend.  They will not harm or allow others to harm the caster, although they will not necessarily follow orders.

169
Delay Spell

Range:
Touch
Components:
None


Duration:
24 Hours
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell is cast before a second spell.  It delays the effect of the second spell for up to 24 hours.  The caster can either use a command word to set it off or simply give it a certain amount of time to delay.  In the case of a touch spell, the second spell must be lain on a surface of at least one square foot.  If several creatures are in contact with the surface when the time runs out or the caster mutters the command word the second spell effects the highest level creature in contact with the surface.

170
Duo Dimension

Range:
Touch
Components:
None


Duration:
2rd/Lv
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster to take on only two dimensions.  Slip through cracks, disappear when turned sideways, blown away by a mild breeze, be torn in half like a sheet of paper, etc.

171
Force Cage

Range:
Line of Sight
Components:
None


Duration:
1 Day/Lvl
Saving Throw:
Breath Weapon


Reversible:
No
Notes: 
Yes

This spell creates a four walled room 5 feet square by 10 feet tall.  It allows slight ventilation but no other contact.  The wall stops spells up to 8th level and is immune to Dispel Magic.  However it is destroyed by disintegrate.  Notes:  The wall is immovable and impervious to physical force.  The ventilation is extra planar pinpricks into the elemental plane of air, not a way to escape.

172
Limited Wish

Range:
Line of Sight
Components:
None


Duration:
Special
Saving Throw:
None


Reversible:
No
Notes: 
Yes

This spell allows the caster to duplicate the effects of any lessor spell of 24 hours, or to create any non-magical thing permanently, or create a minor miracle for a short time.  Note: A sort of jack-of-all-trades spell from Wal-Mart.

173
Power Word Stun

Range:
Hearing
Components:
None


Duration:
1rd/Lv
Saving Throw:
Magic


Reversible:
No
Notes: 
Yes

This spell causes all creatures within hearing of the word to save versus Magic.  If they fail to save they will cease whatever action they are attempting and wander away from the caster in a daze taking no defensive action for the duration of the spell.  Notes: A poke in the eye to someone Scrying.

174
Reverse Gravity

Range:
Line of Sight
Components:
None


Duration:
1rd/Lv
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell causes anything not nailed down to fly up at terminal velocity.  If outside explosive decompression is only 3 minutes away, long before you hit hard vacuum (about 10 minutes).  The area effected is 5 feet of radius per level of the caster.

175
Simulacrum

Range:
Touch
Components:
Clay


Duration:
Permanent
Saving Throw:
None


Reversible:
No
Notes: 
Yes

This spell is used to grow a duplicate of a living creature the caster knows.  Though identical in appearance it is still a magical construct and is just first level with no knowledge of the original.  A wish must be used to make it a living creature and reincarnate or magic jar must be used to give it a spirit.  Notes: The perfect love slave I suppose, but illegal everywhere but in Stygia.

176
Statue

Range:
Touch
Components:
Stone


Duration:
Permanent
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell creates a man-sized golem of stone.  It has 12 hit dice, 100 Hit points, and an Armor Class of -2.  It follows the orders of the caster until it is destroyed.

177
Summon Winged Demon

Range:
Line of Sight
Components:
5 Virgin Humanoids


Duration:
3rd/Lv
Saving Throw:
None


Reversible:
Yes
Notes: 
Yes

This spell allows the caster to summon a demon of the third circle.  The demon will serve the caster for 3 rounds per level of the caster and then vanishes.  It will require 5 virgin humanoid sacrifices.  The reverse of this spell is Dispel Winged Demon.

Note: This spell may also be used to summon a Winged of Neutrality that will serve in exchange for payment, or an Angel of the third circle who will not require a sacrifice, but may choose not to serve.

178
Breath Weapon

Range:
5ft/Lv
Components:
None


Duration:
1 Round
Saving Throw:
Breath Weapon 1/2


Reversible:
Yes
Notes: 
None

This spell allows the user to breath a cone 5 feet to 20 feet wide and 5 feet long per level of the caster.  The cone can be of fire, frost, acid, sulfur gas, chlorine gas, or lightening.  The reverse of the spell is Protection from Breath Weapon.

179
Psionic Shield

Range:
Touch
Components:
None


Duration:
3rd/Lv
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell protects the caster from psionic attacks / drives off psionic parasites.

180
Protection from Acid

Range:
Touch
Components:
None


Duration:
2rd/Lv
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell makes the caster immune to all forms of acid attack.  (Except possibly drowning in a pool of acid.)

181
Spell Engine

Range:
Touch
Components:
Copper Disk / Soap Stone


Duration:
24hrs to 1week
Saving Throw:
None


Reversible:
Yes
Notes: 
Yes

This spell creates a rapidly rotating force that can be focused on a copper disk.  This spell drains the magic out of an area over time as the disk will rotate faster until it melts from friction.  The reverse of the spell is POW Engine, which creates a rapidly rotating force that can be focused on a seven pointed star made of soap stone (star of nar).  The reversed spell drains the Power out of an area over time and the Star will rotate faster until it disintegrates, or until a Tartainian god notices it an has it destroyed by a follower.

Notes: The magic will slowly return to the area.  Usually in about 1 year.

182
Glassteel

Range:
Touch
Components:
Glass, Crystal, Gems...


Duration:
Permanent
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell turns glass, crystal, gems, etc. into transparent steel.  Actually just the tensile strength changes, the crystalline structure does not become conductive.  1 cubic foot per level of caster can be changed.

183
Clone

Range:
Touch
Components:
Cell Sample


Duration:
1day to create
Saving Throw:
None


Reversible:
No
Notes: 
None

Grow your own person!  This spell allows the user to create an exact copy of someone.  Although the twin is of course quite a different spirit.  A piece of flesh, hair, fingernail, blood, etc. is needed from the subject to be cloned.

184
Incendiary Cloud


Range:
Line of Sight
Components:
None


Duration:
Instant
Saving Throw:
Magic for 2 Hit points


Reversible:
No
Notes: 
None

This spell creates a blazing inferno of a 1-mile diameter circle.  All caught in it must save versus magic or die.  Saving of course does half your hit points.  A truly terrible spell.  Usable only outside.

185
Mass Charm

Range:
Line of Sight
Components:
None


Duration:
1Hr+1hr/Lv
Saving Throw:
Magic


Reversible:
Yes
Notes: 
Yes

This spell force all that can see the caster to save versus magic or be charmed.  The will find the caster to be their dearest friend.  They will do nothing to harm the caster and will do all they can to help the caster.  The will not allow anyone to harm the caster.  Although they will not necessarily follow orders.  The reverse of this spell is called Infuriate Mob

Notes: You know, storm the castle, that infuriate mob.

186
Magic Resistance

Range:
Touch
Components:
None


Duration:
3rd/Lv
Saving Throw:
None


Reversible:
Yes
Notes: 
None

This spell gives the caster magic resistance of 5 points per level of caster.  The reverse of this spell is Lower Magic Resistance.

187
Dance

Range:
Touch
Components:
None


Duration:
3rd/Lv
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell causes the target to dance uncontrollably and do nothing else.  Well... maybe laugh and sing.

188
Permanency

Range:
Touch
Components:
None


Duration:
Permanent
Saving Throw:
None


Reversible:
Yes
Notes: 
None

This spell creates a link to the astral plane to feed magical energy permanently into spell.  In other words it keeps the spell effect going forever, or until the permanency itself is dispelled.  Even going into an anti-magic shell only shuts off the tap until you exit again.  This also is critical in creating magic items.  The reverse of this spell is Remove Permanency.

189
Polymorph Thing

Range:
Touch
Components:
None


Duration:
Permanent
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell lets the caster change anything into anything else.  Be warned however that turning something unliving into something living (I.E. a rock into an Elf) does not bestow life.  All you get is a corpse, and if you go the other way, you kill the poor critter.

Notes: Conservation of mass principals still apply.

190
Power Word Blind

Range:
Hearing
Components:
None


Duration:
Permanent
Saving Throw:
Magic


Reversible:
No
Notes: 
None

All creatures within hearing, of the word must save versus magic or be blinded.

191
Entrapment

Range:
Touch
Components:
None


Duration:
3rd/Lv
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell imprisons the target in a stone sarcoughogus in the nearest barrow down.  Where the target can take no action for the duration of the spell.  Escape may be a bit of a problem if the wights are home.

192
Summon Greater Demon

Range:
Touch
Components:
7 children


Duration:
4rd/Lv
Saving Throw:
None


Reversible:
Yes
Notes: 
Yes

This spell allows the caster to summon a demon of the fourth circle.  The demon will serve the caster for 4 rounds per level of the caster and then vanishes.  It will require a sacrifice of 7 children.  The reverse of this spell is Dispel Greater Demon.

Note: This spell may also be used to summon a Greater of Neutrality that will serve in exchange for payment, or an Angel of the forth circle who will not require a sacrifice, but may choose not to serve.
193
Box of Ling

Range:
Touch
Components:
Carved Wooden Box


Duration:
Permanent
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell is used to create the Box of Ling.  This box opens to the pocket dimension of rope trick and is totally impervious to tampering, and cannot be knocked open.  Only a wish spell will allow anyone but the caster to open it.  It is immune to virtually any type of damage except from 9th level spells and above.  The box is 2 feet by 3 feet by 2 feet.  Notes: There are reports that the Box of Ling is intelligent, however this is just a rumor...

194
Critical Healing

Range:
Touch
Components:
None


Duration:
Instant
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster to heal 6 hit points of damage per level of the caster upon the target.  The reverse of this spell is Critical Harm​ing, and does a like amount of damage to the target.

195
Crystalline

Range:
Line of Sight
Components:
None


Duration:
1rd/Lv
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell turns metal unnaturally brittle.  Any metal short of Mithril, adamantite and emerillium is turned glass like.  Even highly enchanted metal.  A single hard blow shatters it into a thousand glittering shards.  Only 1 item can be effected per casting.

196
Open Gate

Range:
Touch
Components:
None


Duration:
Instant
Saving Throw:
None


Reversible:
Yes
Notes: 
None

This spell opens an existing Gate.  The reverse of this spell is Close Gate.

197
Create Gate

Range:
Touch
Components:
None


Duration:
Permanent
Saving Throw:
None


Reversible:
Yes
Notes: 
None

This spell allows the caster to create a gate and determine where it goes. (Some place where the caster has actually been.)  The reverse of this spell is Destroy Gate.

198
Imprisonment

Range:
Touch
Components:
None


Duration:
Permanent
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell imprisons the target in a stone sarcoughous in the nearest barrow down.  Where the target can take no action.  If the wights are home it can be most irritating to the target.

199
Meteor

Range:
Line of Sight
Components:
None


Duration:
Instant
Saving Throw:
None


Reversible:
No
Notes: 
Yes

This spell summons a 10-foot wide meteor down from the heavens.  This missile destroys every thing in a 200-foot diameter, centered on the target.  This spell is usable only outside.  This leaves a crater 100 feet in diameter and 50 feet deep.

Notes: This spell kills anyone in the area with no saving throw, unless of course they are non-corporal.

200
Power Word Kill

Range:
Hearing
Components:
None


Duration:
Instant
Saving Throw:
Magic


Reversible:
No
Notes: 
None

All creatures with in hearing of the word must save versus magic or die.

201
Polymorph Major

Range:
Touch
Components:
None


Duration:
3rd/Lv
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster to assume any shape he has seen, gaining any special ability which that shape has from humanoid to dragon to giant to chair to owl, etc..  For the duration of the spell.

202
Temporal Stasis

Range:
Touch
Components:
None


Duration:
Permanent
Saving Throw:
None


Reversible:
Yes
Notes: 
None

This spell when placed on an item or creature stops time.  The target cannot be moved or harmed in any way and does not change until the spell is reversed or dispelled.  The reverse of this spell is Reinstate Time.

203
Time Stop

Range:
15 feet
Components:
None


Duration:
1rd/Lv
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell stops time in an area of 30 feet diameter.  All actions cease and only the caster may move. (Or anyone he touches).

204
Wish

Range:
Touch
Components:
None


Duration:
Instant
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell duplicates any other spell or magical ability equivalent to 9th level or less.  It will create permanent normal items, or magical abilities.  Created magic items will fade away after 1 day.

205
Prismatic Spray

Range:
Line of Sight
Components:
Rock Crystal


Duration:
Instant
Saving Throw:
8xMagic


Reversible:
No
Notes: 
None

This spell fires a series of magical rays in a 45-degree cone effecting an area of 30 feet in diameter.  Each creature within must make a save versus magic from each beam effect:

1. Petrifaction (#160) 

2. Death Spell (#145) 

3. Blindness (#147) 

4. Drain Strength (#50 R) 

5. Critical Harm (#194 R) 

6. Disintegration (#146) 

7. Feeblemind (#118)

8. Lightening Bolt (#66)

206
Negative Illusion Field

Range:
1 Hex
Components:
None


Duration:
1 Round
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell simply eliminates all illusions within 1 hex.

207
Summon Demon Lord

Range:
Touch
Components:
1 Family Member


Duration:
5rd/Lv
Saving Throw:
None


Reversible:
Yes
Notes: 
Yes

This spell allows the caster to summon a demon of the fifth circle.  The demon will serve the caster for 5 rounds per level of the caster and then vanishes.  It will require a sacrifice of 1 of the casters family members.  The reverse of this spell is Dispel Greater Demon.

Note: This spell may also be used to summon a Lord of Neutrality that will serve in exchange for payment, or an Angel of the fifth circle who will not require a sacrifice, but may choose not to serve.
208
Wizard Sight

Range:
Line of Sight
Components:
None


Duration:
5rd/Lv
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the mage the ability to see true alignment, normal shape, level, class, abilities, and items as well as all secret doors, gates, traps, enemies, etc...

209
Midas Touch

Range:
Touch
Components:
None


Duration:
1rd/Lv
Saving Throw:
Magic


Reversible:
Yes
Notes: 
None

This spell gives the caster the Midas touch.  Anything the caster touches turns to gold.  Any one the caster touch turns to gold.  The re​verse of this spell is Transmute Gold.

210
Escape Gravity

Range:
Touch
Components:
None


Duration:
1Day+1Day/Lv
Saving Throw:
None


Reversible:
No
Notes: 
None

With this spell the caster can fly into space.  To one of the moons or even Barsoon or Venus.  With no need of Air and no fear of re-entry.


211
Regenerate

Range:
Touch
Components:
None


Duration:
1 Hour
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the target to regrow missing body parts as well as regain 3 hit points per round.  The reverse of this spell is Degenerate.

Note: The reverse of the spell causes fingers, toes, eyes, tongue, ears, and finally arms and legs to fall off.  Although the target remains alive.

212
Acid Storm

Range:
1 Hex
Components:
None


Duration:
24 hours
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell creates a downpour of the strongest acid destroying buildings, roads, crops, and animals, all.  An entire hex is destroyed and cannot be inhabited for more than 100 years.

213
Magic Bolt

Range:
Line of Sight
Components:
None


Duration:
Instant
Saving Throw:
None


Reversible:
No
Notes: 
None

The ultimate in Magic Missiles.  1 bolt does 1d10 times 100 Hit Points of damage..

214
Alter Gate

Range:
Touch
Components:
None


Duration:
Permanent
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster to change the destination on a gate without the creator’s knowledge.

215
Creation

Range:
Touch
Components:
None


Duration:
Permanent
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster to create virtually any amount of any normal item, or any magic item.

216
Summon Arch Demon

Range:
Touch
Components:
Casters child


Duration:
Varies
Saving Throw:
None


Reversible:
Yes
Notes: 
Yes

This spell allows the caster to summon one of the named Arch Demons.  The demon will grant the caster three wishes and will demand a sacrifice of 1 of the casters own children.  Once the wishes have been granted, the Demon may linger if it chooses to do so.  The reverse of this spell is Dispel Arch Demon.  Note: This spell may also be used to summon one of the named Arch Spirits of Neutrality that will sell wishes for payment, or one of the named Arch Angels who will not require a sacrifice, but does as it wishes.
217
Anti Magic Aura

Range:
Touch
Components:
None


Duration:
5rd/Lv
Saving Throw:
None


Reversible:
No
Notes: 
None

This aura reflects spells back at the caster.  Any enchanted item that touches the aura is drained and useless.  Undead are banished, con​structed or summoned creatures are destroyed.  But the caster can still use spells, magic items, etc...  This aura extends 30 feet in radius from the caster.

218
Hunger

Range:
Touch
Components:
None


Duration:
1 Month
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell causes the target to burn with an unstable hunger.  All else is forgotten as the need for food is all consuming.  The horrible part is that no amount of food will satisfy.  The target becomes bloated and dies of malnutrition in 1 month.

219
Wall of Admantium

Range:
Touch
Components:
None


Duration:
Permanent
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster to create a wall of black Admantium metal 10 feet high, 1 foot thick, and 10 feet long per level of the caster.

220
Cancel Contract

Range:
Touch
Components:
None


Duration:
Permanent
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell cancels the contract created by the spell (#139) Contract.

221
Power

Range:
Touch
Components:
None


Duration:
24 hour
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell gives the caster 20 power points for 24 hours.  This gives the caster a power versus power saving throw versus Melnibonean or Power Spells.    The caster cannot use the POW in anyway except for resisting Power spells.

222
Range

Range:
Touch
Components:
None


Duration:
Instant
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell is cast in conjunction with a second spell, turning the second spells range into Range: Line of Sight.

223
Cancel Magic Resistance

Range:
Line of Sight
Components:
None


Duration:
3rd/Lv
Saving Throw:
Magic


Reversible:
No
Notes: 
None

This spell cancels the magic resistance of the target.  This spell is immune to magic resistance.

224
Breath Immunity

Range:
Touch
Components:
None


Duration:
3rd/Lv
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell conveys immunity to any type of breath weapon as well as any spell that uses the breath weapon attack.

225
Summon Archetype

Range:
Touch
Components:
None


Duration:
1rd/Lv
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster to summon the master of animal types.  Lion or cat, dog or wolf, horse or cow, wasp or snake, etc...  The caster may confer or bargain freely.

226
Summoning

Range:
Touch
Components:
None


Duration:
Instant
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster to summon to him anyone or any thing that they have ever seen. 

Notes: Now you know where all those people on milk cartons went...

227
Finding

Range:
Touch
Components:
None


Duration:
Instant
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster to know where and when any one or anything they have ever seen is, and how to find them/it.

228
Door Admantium

Range:
Touch
Components:
None


Duration:
1rd/Lv
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the user to create a door 5 feet wide and 10 feet high in any thickness or Admantium wall.  Any one or any thing can travel through this door, as long as they will fit through the 5 by 10-foot dimensions.

229
Wind of Change

Range:
Line of Sight
Components:
None


Duration:
Instant
Saving Throw:
None


Reversible:
No
Notes: 
None

This is a chaos spell.  It alters the reality of the casters' situation.  Prisoners are freed, warriors throw away their weapons, spell effects cease, villains have second thoughts, castles fall, forests burn, rain in the dessert, lions and lambs laying down together.

230
Summon Army

Range:
Line of Sight
Components:
None


Duration:
24 Hours
Saving Throw:
None


Reversible:
No
Notes: 
Yes

This spell allows the caster to summon 1000 1 hit dice loyal troops per level of caster into existence to fight for him.

Notes: These magical constructs are the same racial type as the caster.

231
Assume Lichhood

Range:
Touch
Components:
None


Duration:
Permanent
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster to transform himself into the undead form Lich, without using all the smelly chemicals.

232
Summon Deity

Range:
Touch
Components:
None


Duration:
Instant
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster to summon before him a Deity or one of its aspects.  The caster may confer or bargain freely.

233
Alter Reality

Range:
Line of Sight
Components:
None


Duration:
Permanent
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell is like a super wish spell.  It allows the caster to alter some aspect of the current situation.

234
Contact Anu

Range:
Touch
Components:
None


Duration:
Special
Saving Throw:
None


Reversible:
No
Notes: 
Yes

This spell allows the user to contact Anu, the god of time and master of the universe. Notes: The spell’s Duration is as long as Anu wants.

235
Space Flight

Range:
Touch
Components:
None


Duration:
1Day/Lv
Saving Throw:
None


Reversible:
No
Notes: 
Yes

This spell allows the caster to fly freely in hard vacuum between the planets and even other stars.

Notes: Food, personal needs, sleep, water, air, re-entry, etc. are all taken care of.

236
Wormhole

Range:
Touch
Components:
None


Duration:
1rd/Lv
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster to create a doorway between dimensions.  Although they have no control over which dimension they travel to .

237
Time Travel

Range:
Touch
Components:
None


Duration:
Instant
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster to travel backwards or forwards in the time stream.  The exact distance traveled is hard to determine, but a 1-year approximation is usually obtainable.  Notes: This, of course, attracts Anus attention.

238
Speed of Thought

Range:
Touch
Components:
None


Duration:
1 Round
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell speeds the caster to the point that they are invisible.  No one else seems to move or speak.  Objects dropped seem to float.  While only one round passes for the world, the caster passes a year of his life.  The caster must be careful about moving lest they get friction burns from the air.

239
Mirror Embarkation

Range:
Touch
Components:
None


Duration:
1Round
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster to cast a second spell to a target they are scrying on through a mirror or crystal.  The second spell must be of a greater range than touch.

240
Speak to Body

Range:
Touch
Components:
A Body


Duration:
1rd/Lv
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster to speak to the spirit that belongs to a given corpse.  The corpse will reply with truthful answers to the casters' questions.  1 question per level of caster is allowed.

241
Animate Zombie

Range:
Touch
Components:
Corpses


Duration:
Permanent
Saving Throw:
None


Reversible:
Yes
Notes: 
Yes

This spell allows the caster to animate up to 1 hit dice of zombie per level of the caster.  The zombie will obey the casters' command.  No special abilities are conveyed except flight in the case of winged creatures.  The reverse of this spell is Destroy Zombie

Notes: Humanoid=2 hit dice; Horse=6 hit dice; Ogre=5 hit dice; Dragon=6 to 21 hit dice; Giants=6 to 13 hit dice..

242
Speak to Spirit

Range:
Touch
Components:
None


Duration:
1rd/Lv
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the user to summon a given spirit into an ectoplasm (visible) state.  The spirit will converse freely with all present at the direction of the caster (sort of like a seance).

243
Consecrate Earth

Range:
Touch
Components:
None


Duration:
Permanent
Saving Throw:
None


Reversible:
Yes
Notes: 
None

With the spell the kindly Necromancer sooths the dead in a graveyard and brings peace to a village disturbed by poltergeist.  The reverse of this spell is Restless Earth and causes all the dead in a given graveyard to become restless.  This will cause poltergeist activity to occur.  This spell is also used to prepare common ground to receive the dead.

244
Last Sight

Range:
Touch
Components:
1 corpse’s eye


Duration:
Instant
Saving Throw:
None


Reversible:
No
Notes: 
Yes

This spell allows the caster to see the events of the last day of a dead creature’s life through that creatures eyes.

Notes: Agatha Christi, eat your heart out.

245
Night Sight

Range:
1 Hex
Components:
None


Duration:
1 hr/Lvl
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster to see through the eyes of any nocturnal creature in a 1 hex area.

246
Lay to Rest


Range:
Touch
Components:
None


Duration:
Instant
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell lays an unruly spirit to rest.  It automatically destroys undead, and frees any animated corpse.

247
Dark Gift

Range:
Touch
Components:
None


Duration:
Permanent
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell guarantees that the target will become an intelligent undead spirit, ghost, wight, wrath, specter, phantom, or vampire upon the target’s death.

248
Teleportational Pull

Range:
100 Miles/Lvl
Components:
None


Duration:
Instant
Saving Throw:
Magic -5


Reversible:
No
Notes: 
None

This spell causes a person familiar to the caster, and named by him, to be instantly teleported to the casters' presence.  The target gets a save versus magic at minus 5.

249
Detect Grave

Range:
100' /Lvl
Components:
None


Duration:
Instant
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster to know where nearby graves are, what materials were used (coffins, sarcoughous, etc.) How deep, how many, and what was buried.

250
Detect Life

Range:
10'Radius/Lv
Components:
None


Duration:
Instant
Saving Throw:
Magic


Reversible:
No
Notes: 
Yes

This spell allows the caster to know where, how many, and what living creatures are around them.

Notes: A saving throw is only allowed if the creature is intentionally hiding.

251
Rats

Range:
Line of Sight
Components:
None


Duration:
24 hours
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell summons a horde of 100 rats per level of the caster.  These rats enter cracks, holes, and gaps in armor and do 10 points of damage per round, no saving through.  The rats will only attack at the casters' command.

252
Animate Wight

Range:
Touch
Components:
Corpses


Duration:
Permanent
Saving Throw:
None


Reversible:
Yes
Notes: 
None

This spell allows the caster to animate 1 Wight (with 4 hit dice) per level of caster.  The wights will follow the commands of the caster and of course has the negative plane connection.  The reverse of this spell is called Dispel Wight, and instantly destroys up to 4 hit dice per level of caster.

253
Skeleton Seeds

Range:
Touch
Components:
None


Duration:
Permanent
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell creates 10 black seeds per level of the caster.  When planted in a graveyard, a skeleton will claw its way out of the dirt for each seed, to serve the user.

254
Drain Level

Range:
Line of Sight
Components:
None


Duration:
Instant
Saving Throw:
Magic


Reversible:
No
Notes: 
None

This spell causes 1 target per level of the caster, in the casters' line of sight, to save versus magic or loose 1 level per class.

255
Wall of Bones

Range:
Touch
Components:
None


Duration:
1rd/Lv
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell creates a wall of bones 10 feet high, 1 foot thick, and 10 feet long per level of caster.  This wall is immune to spells of 8th level and below.  It has an armor class of negative 6, 100 hit points per 5-foot section.

256
Necromantic Protection

Range:
Touch
Components:
None


Duration:
Till Attacked
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell causes any damage a caster takes in 1 round to be shunted to a nearby corpse.  The damage shunted may come from any source, spell, sword, blaster, etc...

257
Lycanthropy

Range:
Touch
Components:
None


Duration:
Permanent
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell infects the target with the curse/disease of Lycanthropy.  Usually werewolf but it can be bear, tiger, even the dreaded Skaven.  The reverse of this spell is Cure Lycanthropy.

258
Shelter Major

Range:
Touch
Components:
None


Duration:
1 Week
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster to create a Major Dwelling of fine dressed stone.  It has rooms lined in iron sheets, and is large enough to sleep 200 people.  The temperature is as desired and a fine kitchen and wine cellar are included.  The shelter is immobile, but can still be buried.

Notes: The doors cannot be forced except by a wish or higher, and it is immune to 8th level spells and below.

259
Dust Touch

Range:
Touch
Components:
None


Duration:
Instant
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell causes the target to die and crumble into dust that blows away on a breeze.

260
Restore

Range:
Touch
Components:
None


Duration:
Permanent
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster to restore 1 lost level per 3 levels of caster.  The reverse of this spell is Draining.

261
Animate Wraith

Range:
Touch
Components:
Corpses


Duration:
Permanent
Saving Throw:
None


Reversible:
Yes
Notes: 
None

This spell allows the caster to animate 1 wraith per level of caster.  The wraiths will follow the commands of the caster.  The reverse of this spell is Dispel Wraith.

262
Animate Mummy

Range:
Touch
Components:
Corpses


Duration:
Permanent
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster to animate 1 mummy per level of caster.  The mummies will obey the casters' commands.  The reverse of the spell is Dispel Mummy.

263
Solidify Spirit

Range:
Touch
Components:
None


Duration:
24 Hours
Saving Throw:
None


Reversible:
Yes
Notes: 
Yes

This spell allows the caster to give a non-corporal spirit (spirit, ghost, wraith, specter, phantom) material form.  That’s right a real body, one that can wear cloths and even well you know...  The reverse of this spell, Non Corporalize the Living, allows the caster to temporally transform a living creature into a non-corporal spirit.  

Notes: Even 1 hit point of damage forces the spirit back into its non-corporal form, and vice-versa for the reverse of the spell.

264
Disconnect Negativity

Range:
Touch
Components:
None


Duration:
1rd/Lv
Saving Throw:
None


Reversible:
Yes
Notes: 
Yes

This spell allows the caster to disconnect a spirit from the negative material plane, losing its ability to drain levels, etc...  The reverse of this spell, Connect Negativity, allows zombies, skeletons, etc., to drain levels!

Notes: 1 creature per spell.

265
Castle

Range:
Touch
Components:
None


Duration:
Permanent
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster to create a 1000 foot by 1000 foot castle of stone with 4 towers, collimated walls, a central keep, stables, draw bridge and moat.  The castle sleeps 1000 people easily, but comes with no provisions.

Notes: The castle is immune to 9th level spells and below, with the exception of Wish.

266
Animate Ghost

Range:
Touch
Components:
Corpses


Duration:
Permanent
Saving Throw:
None


Reversible:
Yes
Notes: 
None

This spell allows the caster to animate 1 ghost per level.  The ghost(s) will obey the casters' commands.  The reverse of the spell is Dispel Ghosts.

267
Peace

Range:
1 Hex
Components:
None


Duration:
1rd/Lv
Saving Throw:
None


Reversible:
Yes
Notes: 
None

This spell allows the caster to cause all conflict and hostilities in a 1 hex area to cease.  The reverse of this spell is War.

268
Moon Rise

Range:
1 Hex
Components:
None


Duration:
1 Night
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell causes a large magical moonrise to appear over 1 hex.  This moonrise sets off Lycanthropes and increases the undead activity, along with giving undead a bonus of +1 to hit, damage, and saving throw.

269
Animate Vampire

Range:
Touch
Components:
Corpses


Duration:
Permanent
Saving Throw:
None


Reversible:
Yes
Notes: 
None

This spell allows the caster to animate 1 vampire.  This vampire will obey the casters' orders.  The reverse of this spell is Dispel Vampire.

270
Animate Lich

Range:
Touch
Components:
Corpse of 10th Lvl Mage/Necromancer/Cleric of death


Duration:
Permanent
Saving Throw:
None


Reversible:
Yes
Notes: 
None

This spell allows the caster to animate a Lich.  The Lich will ally itself with the caster.

271
Assume Undead Form

Range:
Touch
Components:
None


Duration:
3rd/Lv
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster to take the form and abilities of any undead.

272
Assume Spirit Form

Range:
Touch
Components:
None


Duration:
Permanent
Saving Throw:
None


Reversible:
Yes
Notes: 
Yes

This spell allows the caster to leave the world of the living behind.  To become a spirit, ghost, wraith, specter, or phantom, while retaining his spell casting abilities.  (Oh yeah, this is suicide.)  The reverse of this spell is Raise Spirit to Solid Life!

Notes: The reverse of the spell gives the spirit a solid living body to be chained to.

273
Finger of Death

Range:
Line of Sight
Components:
None


Duration:
Instant
Saving Throw:
None < 10th Level => Magic


Reversible:
No
Notes: 
None

New and improved.  The targets heart stops and it dies.  Creatures of less than 10 levels/hit dice get no saving throw.  Creatures of 10 levels/hit dice or more get a saving throw versus Magic.

274
Raise Dead

Range:
Touch
Components:
Most of a Body


Duration:
Permanent
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell brings a nearly complete corpse from death, healing it back to 1 hit point.  (Missing parts are still missing.  You gotta have a head, chest, and abdomen.)  The reverse of this spell is Die.

275
Animate Grave Yard

Range:
Touch
Components:
A Grave Yard


Duration:
Permanent
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell causes all the bodies, skeletons, and spirits in a grave yard to come back.  They will obey the caster.

276
Resurrection

Range:
Touch
Components:
None


Duration:
Permanent
Saving Throw:
None


Reversible:
Yes
Notes: 
None

This spell brings the target back with full hit points (and spells).  Only a finger nail clipping or hair is needed to bring them back.  The reverse of this spell is Dissolve.

277
Summon Undead Army

Range:
Touch
Components:
None


Duration:
24 Hours
Saving Throw:
None


Reversible:
Yes
Notes: 
None

This spell allows the caster to summon an army of 100 skeletons per level, 10 Zombies per level, 1 Vampire per level, and 1 10th level Lich.  This army will fight for the caster.  The reverse of this spell is Dispel Undead Army.

278
Jumping

Range:
Line of Sight
Components:
None


Duration:
Permanent
Saving Throw:
Magic


Reversible:
No
Notes: 
None

With this spell the caster simply exchanges bodies with the target.

279
Assume Demonic Form

Range:
Touch
Components:
None


Duration:
3rd/Lv
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster to take on the form and abilities of any Demon of the first five circles.

280
Create Special Undead

Range:
Touch
Components:
None


Duration:
Permanent
Saving Throw:
None


Reversible:
Yes
Notes: 
None

This spell allows the caster to create specialized undead.  Revenants, Doppelgangers, Crypt Things, Skeleton Lords, etc....  Up to 1 hit dice per level of the caster is created.  The reverse of this spell is Dispel Special Undead.

281
Cease Breathing

Range:
Touch
Components:
None


Duration:
Permanent
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster to no longer need to breathe.  It creates a connection to the astral plane to provide oxygen.

282
Cease Food or Sleep

Range:
Touch
Components:
None


Duration:
Permanent
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell causes the caster to no longer need food, drink, or sleep.  Creating a connection to the astral plane to provide sustenance and vent fatigue poisons.

283
Astral Travel

Range:
Touch
Components:
None


Duration:
24 hours
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster to freely travel about on the astral plane.  From the floating islands of the Gith to the black sand beaches of the Sea of Dreams.  Even to escape the whirlpools formed by holes into other dimensions.

284
Hell Speech

Range:
Hearing
Components:
None


Duration:
1rd/Lv
Saving Throw:
Special


Reversible:
No
Notes: 
None

With this spell the caster can command all evil beings and creatures within his hearing.  All good alignments must save versus Magic or flee.  All neutrals will take notice and mark the speaker in their memory as some sort of demon.

285
Wrack

Range:
Touch
Components:
None


Duration:
1 Hour
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster to magically torture a living creature.  The target will say or do anything to escape the torment.

286
Contact Dark Deity

Range:
Touch
Components:
None


Duration:
1rd/Lv
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster to contact Death, or one of his aspects, to discuss plans, ask questions, or seek advice.

287
Death Sight

Range:
100 Miles/Lvl
Components:
None


Duration:
24 Hours
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster to see whatever his minions can see, wherever they are.

288
Knowledge of the Dead

Range:
Touch
Components:
None


Duration:
Instant
Saving Throw:
None


Reversible:
No
Notes: 
None

With this spell the caster knows all that the corpse he touches knew in life.  Places, names, people, passwords, hiding places, etc...

289
Land of Darkness

Range:
1 Hex
Components:
None


Duration:
Permanent
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell creates a dark dome over an entire hex.  The sun is eclipsed by a full moon in the day and at night the sky is black.  Darkness descends over the land, crops, forests, plants all die.

290
Taste of Death

Range:
Touch
Components:
None


Duration:
24 Hours
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell in effect kills the target and brings them back to show them the awful pain of being a spirit trapped in a rotting body.  Not a par​ticularly evil spell, just a mental torture.  Sort of a vanity flash a high level Necromancer likes to show off with to his living followers to keep them in line.

291
Raise Grave Yard

Range:
Touch
Components:
None


Duration:
Permanent
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell, also known as Rude Awakening, brings everyone in a graveyard back to life!  The whole lot of them.  Boy, talk about a sur​prise in the village when they all get home...  This is usually very unpleasant as there is no place for them..  

292
Total Eclipse

Range:
1 Hex
Components:
None


Duration:
24 Hours
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster to eclipse the sun with a magical moon.  Bringing a 1 hex area into darkness.

293
Land of Death

Range:
1 Hex
Components:
None


Duration:
Permanent
Saving Throw:
Magic per day.


Reversible:
No
Notes: 
None

This spell slowly destroys all life in one hex.  Most beings will sense something is wrong and leave.  Every day everything living in the hex must make a saving throw versus magic or die.

294
Nurgles Gift

Range:
10 feet
Components:
None


Duration:
Permanent
Saving Throw:
00% only


Reversible:
No
Notes: 
None

Plague!!!  This spell starts an air borne plague that is 99% lethal.  Curable only by a wish.  The disease kills in 1 week.

Notes: Burn baby, burn!

295
Heavens Speech

Range:
Hearing
Components:
None


Duration:
3rd/Lv
Saving Throw:
None < 10th Lvl => Magic


Reversible:
No
Notes: 
None

This spell causes all that hear the caster to assume he is absolutely correct and must be obeyed.  10th level and above get a saving throw versus magic.

296
Pluto’s Touch

Range:
Touch
Components:
None


Duration:
Permanent
Saving Throw:
Magic


Reversible:
No
Notes: 
None

This spell causes everything the caster  touches to save versus Magic or die.

297
Bless

Range:
Touch
Components:
None


Duration:
1rd+1rd/Lv
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell gives the target +1 to Hit, +1 to Damage, +1 to all Saving Throws, and -1 to Armor Class for 1 round plus 1 round per level of the caster.

298
Ceremony

Range:
Touch
Components:
None


Duration:
Permanent
Saving Throw:
None


Reversible:
Yes
Notes: 
None

This spell is used in births, burials, weddings, ship launches, building starts, etc... to bring good luck.  The reverse of this spell is Desecrate.

299
Command

Range:
Hearing
Components:
None


Duration:
Instant
Saving Throw:
None


Reversible:
No
Notes: 
None

This spell allows the caster to utter a single word command.  Everyone hearing it must save versus Magic or comply.

300
Create Water
Range:
Touch
Components:
None

Duration:
Instant
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to create enough water for 10 people to survive 1 day, per level of the caster.

301
Darken

Range:
1 Hex
Components:
None

Duration:
Permanent
Saving Throw:
None

Reversible:
Yes
Notes: 
None

This spell causes everything in a 1 hex area to turn black in color.  Animals, plants, castles, corn on the cob, etc...  The reverse of this spell is Whiten.

302
Invisibility to Undead
Range:
Touch
Components:
None

Duration:
1rd+1rd/Lv
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell causes the caster to be undetectable to all forms of undead for the duration of the spell.  Even touching an animated or non-corporal spirit will not reveal the caster.  The exceptions to this rule are Skeleton Lords, Mummies, Wights, and Special Undead, in the case of these touching will reveal the casters presence.

303
Purify
Range:
Touch
Components:
None

Duration:
Permanent
Saving Throw:
None

Reversible:
Yes
Notes: 
None

This spell allows the caster to un-poison, un-rot, and freshen (un-stale) any food or water.  The volume effected is considerable, up to a small lake in the case of water.  The reverse of this spell is Putrefy.

304
Calm
Range:
Hearing
Components:
None

Duration:
1Hr+1Hr/Lv
Saving Throw:
None

Reversible:
Yes
Notes: 
None

This spell allows the caster to calm and pacify anyone in hearing range.  It is also used to kill pain in those who are wounded or ill.  The reverse of this spell is Excite.

305
Water to Wine
Range:
Touch
Components:
None

Duration:
Permanent
Saving Throw:
None

Reversible:
Yes
Notes: 
None

This spell allows the caster to convert up to one gallon per level of caster into a fine grade of wine.  The reverse of this spell is Wine to Water.

306
Smite
Range:
Touch
Components:
A Weapon

Duration:
Till used
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to place 1d6 per level of caster in extra damage on to a weapon.  The weapon discharges on the next successful hit.

307
Augury
Range:
Touch
Components:
None

Duration:
1 Round
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to ask their GOD 1 yes or no question per level of caster.

308
Chant
Range:

Hearing

Components:
None

Duration:

1 Round/Lvl
Saving Throw:
None

Reversible:
No

Notes: 

The priest must stand and chant during spell

This spell allows the caster to bestow a +1 hit bonus, +1 damage bonus, +1 AC bonus and +1 to all saving throws to all those who fight in the priest cause.  Similar but negative effects to all whom fight against him, -1 to hit and damage, -1 to AC, -1 on all saving throws.  The targets have to be within hearing range of the chant to receive the effects of the spell.

309
Detect Charm
Range:

Line of Sight
Components:
None

Duration:

1 Round/Lvl
Saving Throw:
None

Reversible:
No

Notes: 

None

This spell allows the caster to spot the effects of a charm spell on anyone or anything.

310
Find Traps
Range:
Touch
Components:
None

Duration:
1 Round
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to detect any traps, snares, pits, glyphs etc. within the casters line of sight.

311
Silence
Range:
Touch
Components:
None

Duration:
1 Round/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell ceases all noise within 15' radius of the caster.  (This prevents spell casting, but not magic item use.)

312
Holy Symbol
Range:
Touch
Components:
A silver holy symbol

Duration:
1 Round/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell creates a glowing holy symbol that drives off any undead or unnamed demon, (or angel if the caster is evil).  It also can be seen up to 20 miles away at night.

313
See the Maiden
Range:
Line of Sight
Components:
None

Duration:
1 Round/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to see all maidens in the area, not to mention it allows him to spot secret doors, to locate trapdoors, hidden cashes, enemies, etc. And to know if anything is buried in the area they are in.
314
Slow Poison
Range:
Touch
Components:
None

Duration:
24 hours
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to reverse the effects of poison upon the target so a higher level priest or an alchemist can see the target.
315
Speak with Animals
Range:
Line of sight
Components:
None

Duration:
1 Round/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to speak to animals of all types.  They cannot be sentient.  The animal will cease hostile actions for the duration of the spell.

316
Snake Charm
Range:
Line of Sight
Components:
None

Duration:
24 hours
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to place a charm spell on a snake of any size.  The snake will find the caster to be his closest friend.  It will take no hostile actions against the caster or will it allow others to harm the caster.  Although without a speak with animal spell, it cannot understand the casters orders.

317
Spiritual Hammer
Range:
Line of Sight
Components:
None

Duration:
2 Round/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to create a weapon of magical energy that can strike at a distance for them.  The hammer strikes at the level of the caster without bonuses, doing 3d6 points of damage if it hits.

318
Cure Dearness
Range:
Touch
Components:
None

Duration:
Permanent
Saving Throw:
None

Reversible:
Cause Deafness
Notes: 
None

This spell allows the caster to cure or cause deafness, although it will not regrow ears.

319
Feed
Range:
Touch
Components:
None

Duration:
Permanent
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to feed the multitude.  Up to 100 people per level of caster.

320
Cure Insanity
Range:
Touch
Components:
None

Duration:
Permanent
Saving Throw:
None

Reversible:
Yes
Notes: 
None

This spell allows the case to cure or cause insanity of any natural type, although it will not remove tumors or regrow missing brain matter.

321
Cure Disease
Range:
Touch
Components:
None

Duration:
Permanent
Saving Throw:
None

Reversible:
No
Notes: 
This spell is often a GM call

This spell cures or causes disease of most types.  It will also stop most forms of cancer and bodily deterioration.  What it can and can’t cure is often situational.

322
Flame Walk
Range:
Touch
Components:
None

Duration:
1 Round/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
None

For the duration of this spell, the target is immune to flame, fire, and heat or explosions.  The perfect spell for firemen or fire elemental lovers.

323
Glyph of Warding
Range:
Touch
Components:
None

Duration:
Until touched
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to place an invisible glyph of power that detonates delivering 1d6 points of damage per level of caster.  It can also set off another spell that has been cast into the glyph.  Sort of a magical land mine.

324
Meld into stone
Range:
Touch
Components:
None

Duration:
1 Round/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to step into a stone wall or statue of non-magical nature.  There the caster cannot be attacked, seen or heard, although he can see and hear outside the stone (he cannot attack however, until he exits).


325
Negative Plane Protection
Range:
Touch
Components:
None

Duration:
3 Round/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell protects the caster from negative energy attacks and level draining of all types.

326
Prayer
Range:
Hearing
Components:
None

Duration:
1 Round/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell is like a super chant, bestowing a bonus of +5 to hit and damage, armor class and saving throws to those who fight in the casters cause while the caster prays.  Although it has no effect on the enemy like the chant spell.

327
Remove Paralysis
Range:
Touch
Components:
None

Duration:
Permanent
Saving Throw:
None

Reversible:
Yes
Notes: 
None

This spell removes paralysis wither it is the result of poison, spell or physical damage.  The reverse of this spell causes paralysis.

328
Water Walking
Range:
Touch
Components:
None

Duration:
24 hours
Saving Throw:
None

Reversible:
Yes
Notes: 
None

This spell allows the caster to walk on the surface of any liquid as if it were solid.  The reverse of this spell, Land Swimming, allows the caster to swim through land as if it were water.
329
Divination
Range:
Line of Sight
Components:
None

Duration:
Instant
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell provides information about a building, section of dungeon, castle, forest, etc.  It will give the number of and type of enemies, possible allies, supernatural properties (that are delectable), and treasure.  It will also give resource information such as, water, oil, minerals, etc.

330
Awaken
Range:
1 Hex
Components:
None

Duration:
Instant
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the priest to wake everyone who is asleep in an entire hex.  Although this is quite rude, an impending forest fire or invasion at night can really make a hero out of the caster.  However crying wolf can result in lynching.

331
Exorcise
Range:
Touch
Components:
None

Duration:
Instant
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell causes demons, angels or any extra-planar creatures to exit this plane instantly.  It also causes any thing possessing the body to exit.

332
Imbue with spell
Range:
Touch
Components:
None

Duration:
Until Used
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to give a second spell to the target that the target can set off when the target decides to by saying a command word.  The second spell follows its own description using the target as the caster. 

333
Neutralize poison
Range:
Touch
Components:
None

Duration:
Instant
Saving Throw:
None

Reversible:
Yes
Notes: 
None

This spell allows the caster to reverse the effects of poison on the target (even alcohol).  Bringing the target back to life if within 24 hours of the targets death.  The reverse of this spell poisons the target.

334
Protection from Evil Area
Range:
Touch
Components:
None

Duration:
1 Round/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell creates an area 5' radius of the caster that an evil creature or object cannot enter.  This area is immobile.

335
Speak with plants
Range:
Touch
Components:
None

Duration:
1 Round/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to talk with plants, plant creatures, trees, Ents, even blue green algae.

336
Spell Immunity

Range:
Touch
Components:
None

Duration:
24 hours
Saving Throw:
None

Reversible:
No
Notes: 
Stop that pesky weakness to Finger of Death

This spell allows the caster to be immune to any single named spell.  The spell the caster is immune to the effect of cannot be Melnibonean or a power spell, and it must be named at the time of casting.

337
Spike Stones

Range:
Touch
Components:
None

Duration:
Permanent
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell causes rocks to sprout foot long razor sharp spikes.  Form a handful of pebbles turned into caltrops to a stone wall, or a paved road, even a cliff face.  Up to 100 square feet per level of caster.

338
Sticks to snakes

Range:
Touch
Components:
None

Duration:
Permanent
Saving Throw:
None

Reversible:
Yes
Notes: 
None

This spell turns 1 stick into a snake per level of caster.  Each snake has 1 hit dice per level of caster.  These snakes are venomous.  The reverse of this spell turns snakes into sticks.

339
Glyph of Warning
Range:
Touch
Components:
None

Duration:
Until Touched
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell creates an invisible glyph that will warn the caster when it is touched.  The caster can be up to 1000 miles per level away from the glyph and still hear the warning.

340
Wings of heaven
Range:
Touch
Components:
None

Duration:
24 hours
Saving Throw:
None

Reversible:
Yes
Notes: 
None

This spell allows the caster to sprout huge feathered (or in the reverse, wings of hell, Bat wings) capable of flying at 36".

341
Animate Specter
Range:
Touch
Components:
None

Duration:
Permanent
Saving Throw:
None

Reversible:
Yes
Notes: 
None

This spell allows the caster to animate 1 specter.  The specter will ally itself to the casters cause.  The reverse of this spell will dispel a specter.

342
Minor Chastisement
Range:
Line of sight
Components:
None

Duration:
Instant
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to wrack a creature with 1d6 hit points of damage per level of caster.

343 
Dragon Mount
Range:
Touch
Components:
None

Duration:
24 hours
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to summon a dragon of like alignment to serve as a steed and advisor, even bodyguard for the caster.  It can take some time for the dragon to find the caster however.

344
Contact small GOD
Range:
Line of sight
Components:
None

Duration:
1 Round/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to contact the elusive and timid small GOD of a given area.  This deityite has complete control over its area, and so, can be quite helpful.

345
Airwalk
Range:
Touch
Components:
None

Duration:
1 hour/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
Avoid Tornadoes

This spell allows the caster to walk or run on air.  Not to fly mind you, just walk or run.  To rise of course, the caster must walk upstairs or down them to descent (Imaginary stairs).

346
Atonement
Range:
Touch
Components:
None

Duration:
Instant
Saving Throw:
None

Reversible:
No
Notes: 
This spell may require a quest or sacrifice.

This spell allows the caster to grant his gods forgiveness onto an erring worshiper.  It reverses alignment change and gives the target a cleared named within a religious community.

347
Commune
Range:
Touch
Components:
None

Duration:
1 Round/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to speak directly to an aspect of his deity.  The cleric can ask 1 fairly complex question per level.  The aspect may of course choose not to answer for its own reasons.

348
Health
Range:
Touch
Components:
None

Duration:
Instant
Saving Throw:
None

Reversible:
Yes
Notes: 
None

This spell cures all hit point damage done to the target.  In the reverse of this spell, Harm, it does all but 1 hit point in damage to the target. 

349
Dispel evil
Range:
Line of sight
Components:
None

Duration:
Instant
Saving Throw:
Corporal character of this plane, Save Vs, Magic

Reversible:
Yes
Notes: 
None

This spell banishes evil extra planar creatures from the plane, disrupts non-corporal undead and causes creatures of evil alignment to flee.  The reverse of this spell effect Good creatures.

350
Flame Strike
Range:
Line of sight
Components:
None

Duration:
Instant
Saving Throw:
Breath weapon for 1/2 damage

Reversible:
No
Notes: 
None

This spell creates a tornado of fire that slams an area of 5' diameter per level of caster doing 1d6 per level of caster in fire damage.

351
Golem
Range:
Touch
Components:
Statue?

Duration:
Permanent
Saving Throw:
None

Reversible:
Yes
Notes: 
None

This spell allows the caster to turn a statue of stone, clay, metal etc..  into a golem of 1hit dice per level of caster.  The golem will of course follow the commands of the caster.  The reverse of this spell will destroy a golem.

352
Insect Plague
Range:
Line of sight
Components:
None

Duration:
5 Round/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to summon a horde of insects.  A cloud some 5' in diameter per level of caster that moves 5' per round at the command of the caster.  Anyone trapped in the cloud suffers 3d6 points of damage per round regardless of armor class.  The cloud is opaque and can burrow into dirt at 5' per round.

353
Planar Shifting
Range:
Touch
Components:
None

Duration:
24 hours
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to travel freely about the planes from the astral to the outer planes.  The caster is immune to the harmful effects of the plane itself, but not immune to the denizens of that plane.

354 Detect Poison

Range:
Line of sight
Components:
None

Duration:
1 Round/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to detect the presence of poison even if it is hidden in a class of wine, a haunch of meat, on a blade, scorpions in the bed, snakes in the boot, pungi stakes in a hidden pit, spiders in the wall etc.

355 Quest

Range:
Touch
Components:
None

Duration:
1 Round/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to place an unbreakable bond on the target to retrieve some object or take some action specified at the time of the casting.  If the quest is no completed within 1 year, the target dies.  Only the caster or a deity can resurrect the target if this occurs.

356 Rainbow

Range:
1 hex
Components:
None

Duration:
1 Round/Lvl
Saving Throw:
None

Reversible:
Yes
Notes: 
Reverse is for Dark deities

This spell creates a huge rainbow 1 hex wide that allows a deity to speak directly to the inhabitants of that hex.  The reverse of this spell, Dark of the Moon, is used for Dark Deities.

357 Sign

Range:
Line of sight
Components:
None

Duration:
Instant
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to ask a question of their deity and receive a sign in answer.

358 Direction

Range:
Touch
Components:
None

Duration:
Instant
Saving Throw:
None

Reversible:
No
Notes: 
This spell does not give distance

This spell allows the caster to know the direction of any named creature (goblin, or Ralph Surestarre) Range is 1000 miles per level of caster.

359 Volcano

Range:
Line of sight
Components:
None

Duration:
1 year
Saving Throw:
None

Reversible:
Yes
Notes: 
None

This spell causes a volcano to sprout and grow over the course of a year.  It will grow to the size of a hex, then die out into a new mountain.  The reverse of this spell quiets a volcano.

360 Raise Undead

Range:
Touch
Components:
None

Duration:
Permanent 
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to raise an undead, even non-corporal undead back to a living, breathing body with full hit points.

361 Detect Possession

Range:
Line of sight
Components:
None

Duration:
1 Round/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
It also identifies who the possessor is

This spell allows the caster to see if a body has a spirit in it that does not belong due to demon possession, piggy backing, jumping etc.

362 Fiend

Range:
Touch
Components:
None

Duration:
Permanent
Saving Throw:
None

Reversible:
Yes
Notes: 
Cherub is cast on an evil enemy

This spell is cast upon an enemy of the caster of good alignment.  It reverses either alignment and causes them to go off on a killing spree starting with their own family.  The reverse of this spell, Cherub, is cast on an evil enemy to cause them to turn over a new leaf with a vengeance.

363 Animate Object

Range:
Touch
Components:
None

Duration:
24 hours
Saving Throw:
None

Reversible:
No
Notes: 
None

Unlike telekinesis, this causes a certain sentience and mobility to be taken by inanimate objects. Chairs and tables running around, brooms flying, etc.  Think of the Disney castle from Beauty and the Beast.

364 Blade Barrier

Range:
Touch
Components:
None

Duration:
1 Round/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell creates a ‘wall’ of whirling blades barely visible, flickering in and out of sight.  Anyone passing through the wall receives 2d6 hit points in damage per level of caster.  The ‘wall’ is 10’ high, but has no depth and 10’ wide per level of caster.  The blades, although magical, cannot hurt mithril or harder metal armor.

365 Forbiddance

Range:
Touch
Components:
None

Duration:
5 Rounds/Lvl
Saving Throw:
Magic

Reversible:
No
Notes: 
None

This spell causes a zone of magical energy that stops a certain type of creature (orc, scorpion, bear, dragon, etc.) from entry.  Creatures already within the zone are forced out. The area is 5’ radius per level of caster and is immobile.

366 Speak with Stones

Range:
Touch
Components:
None

Duration:
1 Round/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to speak to a given stone.  It will tell the caster whatever has happened in the area since it was there.

367 Word of Recall

Range:
Touch
Components:
None

Duration:
Instant
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell  allows the caster to teleport back to his home temple as per the teleport spell (128).

368 Firehand

Range:
Touch
Components:
None

Duration:
1 Round/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell causes the casters hand to burst into brilliant flames.  Although this does no damage to the caster, the flame causes 1d6 per level of caster per round touched to anyone the priest touches.

369 Protection from Petrifaction

Range:
Touch
Components:
None

Duration:
1 Round/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell makes the caster immune to any form of petrifaction.  Beams, spell, touch, gaze, any form.

370 Blade Bless

Range:
Touch
Components:
None

Duration:
1 Round/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell causes a sword or dagger to take on the aspect of a holy avenger (flaming, destroying undead, double damage to evil opponents, +5 to hit and damage).  1 sword is effected.

371 Astral Travel

Range:
Touch
Components:
None

Duration:
1 hour
Saving Throw:
None

Reversible:
No
Notes: 
The casters body appears to be in a coma

This spell allows the casters spirit to leave his body and travel unseen at a speed of up to 70” through any material to observe events as the caster see fit.  Avoid Githyanki.  The casters body appears to be in a coma.

372 Earthquake

Range:
Line of sight
Components:
None

Duration:
1 Round/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell creates a massive earthquake toppling buildings, walls and castles.  It will drain lakes.  Massive fissures branch out, causing massive damage within a hex.

373 Holy Word

Range:
Hearing
Components:
None

Duration:
Instant
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell causes a great magical shock wave to smash out from the caster.  Anything below 4 hit dice must save versus magic or die.  Anyone above 4 hit dice must save versus magic or be stunned.  All extra planar creatures are banished, no saving throw.  All undead of less than 6 hit dice are slain.

374 Visible

Range:
Line of sight
Components:
None

Duration:
3 Rounds/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell causes all invisible creatures and items to take on a glowing visibility that all can see while the caster gazes upon it.

375 Symbol

Range:
Line of sight
Components:
None

Duration:
1 Round/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
None

The caster makes a glowing symbol that appears in the air above his head.  All who see it must make a save versus magic or suffer the effects of the symbol.  The caster may choose:  
1: Death
2: Stunning
3: Blindness
4: Petrifaction 
5: Fear

376 Major Chastisement

Range:
Line of sight
Components:
None

Duration:
Instant
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to wrack a creature with 3d6 points of damage per level of caster.

377 Dispel Undead

Range:
Line of sight
Components:
None

Duration:
Instant
Saving Throw:
Magic

Reversible:
No
Notes: 
None

This spell causes all undead or less than 11 hit dice to be slain.  Undead of 11 hit dice or greater must save versus magic or they are slain.

378 Sink

Range:
Touch
Components:
None

Duration:
Instant
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell causes the target to sink 1 mile into the earth.  There it will suffocate in solid rock, unable to even speak.

379 Messianic Message

Range:
1 Hex
Components:
None

Duration:
1 Round
Saving Throw:
None

Reversible:
Yes
Notes: 
None

This spell allows the caster to send a glowing angelic messenger to tell everyone in a 1 hex area the caster's message.  The reverse of this spell, Diabolic Warning, sends a demon to spread the casters message.

380 Excite Crowd

Range:
Hearing
Components:
None

Duration:
24 hours
Saving Throw:
None

Reversible:
No
Notes: 
They have to understand the caster

This spell is similar to (185) Mass Charm or (267) Peace.  The caster can cause all within hearing to take action.  (Storm the castle, stone the witch, return home, Keep the peace, ETC…)  Those that hear must be able to understand the caster's words.

381 Drain Power

Range:
Touch
Components:
None

Duration:
Instant
Saving Throw:
None

Reversible:
No
Notes: 
Power is regained the following day.

This spell is the casters defense against a Melnibonean or Power Spell Caster.  It drains all the magical power from a caster of from a storage device.  It can even kill a spirit in a soul gem.

382 Anti-Power Globe

Range:
Touch
Components:
None

Duration:
1 Round/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
This does not effect other forms of magic

This spell creates a globe of energy that drains the power from a Melnibonean or Power Spell and dissipates it harmlessly.  It does not effect demons and creatures they have summoned.  This has no effect of other forms of magic.

383 Animal Friendship

Range:
Line of sight
Components:
None

Duration:
1Rd+1Rd/Lvl
Saving Throw:
None

Reversible:
Yes
Notes: 
None

This spell causes all animals near the caster to be charmed, finding the caster to be their best friend.  They will take no action against the caster or allow others to harm him.  The reverse of this spell is Enrage Animal.

384 Entangle

Range:
Line of sight
Components:
Plants and animals would be nice.

Duration:
1Rd+1Rd/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
A creature with a strength of 17 or greater can break free

These spell causes all animal and plant life in the area to entwine, trip, and grapple the target, trying to hold them in a prone position.  A creature with strength of 17 or greater can break free, but their movement is slowed to half speed.

385 Fairae Fire

Range:
Line of sight
Components:
None

Duration:
1Rd+1Rd/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to outline a target, even an invisible target, with a faint glow.  This glow adds a +3 to be hit bonus and cancels the invisible armor class bonus.

386 Invisibility to Animals

Range:
Touch
Components:
None

Duration:
1Rd+1Rd/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell makes the caster invisible / inaudible / unsmellable to animals of animal intelligence.

387 Pass without trace

Range:
Touch
Components:
None

Duration:
24 hours
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to leave no trackable trail to follow regardless of the surface he passes over.

388 Predict Weather

Range:
Touch
Components:
None

Duration:
Instant
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to predict the weather in the spot he stands for 1 day per level of caster.

389 Bee Swarm

Range:
Line of sight
Components:
None

Duration:
1Rd+1Rd/Lvl
Saving Throw:
None

Reversible:
Yes
Notes: 
Nasty, really, it does 5 points a round anyway

This spell causes the bees, wasps, and scorpions in an area to swarm around a target, stinging viciously.  If the target does not flee, they will die in the same number of rounds as the target has levels.  The reverse of this spell, Banish Bees, sends away a swarm.

390 Charm Mammal

Range:
Line of sight
Components:
None

Duration:
24 hours
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to charm a large non-humanoid mammal of any size.  The mammal will find the caster to be their greatest friend.  The mammal will take no hostile action against the caster and will not allow anyone else to harm him either.  The caster must be able to communicate with the mammal to give it orders.

391 Fire Trap

Range:
Touch
Components:
None

Duration:
Until touched
Saving Throw:
Breath weapon for ½ damage

Reversible:
No
Notes: 
None

This spell allows the caster to lay a magical trap that explodes if touched doing 1d6 per level of caster in a 20ft radius.

392 Flaming Blade

Range:
Touch
Components:
a weapon or two

Duration:
1 Round/Lvl
Saving Throw:
None

Reversible:
Yes
Notes: 
None

This spell causes a weapon to burst into magical flame doing an additional 1d6 points per round in the case of an arrow wound.  Burn baby burn!  The reverse of this spell, Frost Blade, has the same effect, only the damage is cold based.

393 Heat Metal

Range:
Touch
Components:
None

Duration:
1 Round/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
Nope, it don’t take me long to look at a horseshoe.

This spell causes metal to heat up, causing 1d6 per level caster to anyone in contact with it.  Of course I wore plate armor.  I think I’d just hunt down and kill druids.  Did you know that the first war criminals ever killed were Persians?  They poured hot sand onto and into the soldiers of Alexander the great, circa 343 BC.

394 Locate Plant

Range:
1000 miles/Lvl
Components:
None

Duration:
Instant
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell can be used two ways.  First, to locate the nearest plant of a certain type.  Secondly, to locate a certain plant the caster is familiar with, i.e. where is my home tree?  Range is 1000 mile per level of caster.

395 Obscure

Range:
Touch
Components:
None

Duration:
24 hours
Saving Throw:
None

Reversible:
No
Notes: 
The target cannot move

This spell allows the caster to camouflage any creature or any object in any environment.  The advantage of this spell is that they are not invisible, therefore, invisibility detection spells do not spot the object.

396 Rot

Range:
Touch
Components:
None

Duration:
Instant
Saving Throw:
None

Reversible:
Yes
Notes: 
None

This spell causes any wooden object or structure (even living plants) to crumble into dust in a matter of seconds.  The reverse of this spell, Cure Rot, stops rot.

397 Warp Wood

Range:
Touch
Components:
None

Duration:
Instant
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to twist and warp wood at his touch.  This destroys houses, bridges, even topples stone walls that have been reinforced with beams of wood.  The reverse of this spell, Straighten, makes wood straight.

398 Cocoon

Range:
Touch
Components:
None

Duration:
1 year
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to form a dense silk cocoon around a creature or object, causing creatures to fall into a deep slumber in which they do not age.  The cocoon does not light up as magic and is immune to most none fire spells.  The caster can break the spell at any time.  The cocoon is AC 5, and has 100 hit points.  It the target is cut out, they awaken in 1d6 rounds.

399 Merge with Tree

Range:
Touch
Components:
None

Duration:
24 hours
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to step into a tree larger than him.  The caster can see and hear outside the tree, although they cannot attack or cast spells.  Any harm coming to the tree equally effects the caster.

400 Call Lightening

Range:
Line of sight
Components:
None

Duration:
1 Round/Lvl
Saving Throw:
Breath Weapon for ½ damage

Reversible:
No
Notes: 
None

This spell can only be casted outside.  It allows the caster to call down one bolt of lightening per round.  Each bolt causes 1d6 points of damage to the target.

401 Hold Animal

Range:
Line of sight
Components:
None

Duration:
1 Hour/Lvl
Saving Throw:
Magic

Reversible:
No
Notes: 
None

This spell freezes an animal in its tracks.  The animal is unable to take any action, but remains aware of its surroundings.

402 Protection from Fire

Range:
Touch
Components:
None

Duration:
3 Round/Lvl
Saving Throw:
None

Reversible:
Yes
Notes: 
None

This spell makes the target immune to fire, flame and heat, both normal and magical.  The reverse of this spell protects the target from all forms of cold, both normal and magical.

403 Call Animals

Range:
1 mile/Lvl
Components:
None

Duration:
1 Hour/Lvl
Saving Throw:
None

Reversible:
Yes
Notes: 
None

This spell allows the caster to summon animals of all types from miles around to do his bidding.  The animals can take some time to arrive.  The reverse of this spell, Banish Animal, sends all animals away from the caster for miles around.

404 Control Temperature

Range:
1 mile/Lvl
Components:
None

Duration:
24 Hours
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to raise or lower the temperature of 1 mile per level of caster radius between 0 degrees and 100 degrees F.

405 Forest

Range:
Touch
Components:
None

Duration:
Permanent
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to cause a forest 50 to 100 feet in height to sprout and grow to maturity in an area 100 feet in diameter per level of caster.  The reverse of this spell, Clear Cut, removes all trees from the same area.

406 Hold Plant

Range:
Line of sight
Components:
None

Duration:
1 Hour/Lvl
Saving Throw:
Magic

Reversible:
No
Notes: 
None

This spell freezes a mobile plant (Ent, vampire vines, plant zombies, yellow mold, puddings, molds, and gelatinous cubes) in its roots.  It is unable to take any action, but remains aware of its surroundings.

407 Plant Door

Range:
Touch
Components:
None

Duration:
1 Round/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to create a doorway 10’ high, 5’ wide through a wall of plants, hedge, thicket or any similar growth of living plants.

408 Repel Insects

Range:
Touch
Components:
None

Duration:
1 Hour/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to drive off insects of any type from an area 100 feet in diameter per level of caster.  The reverse of this spell, Attract Insects, has the reverse effect and calls insects.  They are not under the control of the caster.

409 Green Death

Range:
Line of sight
Components:
None

Duration:
Instant
Saving Throw:
Magic

Reversible:
No
Notes: 
None

This spell causes the target to erupt in molds and fungi until nothing but a gelatinous greenish mass is left.

410 Poison Bolt

Range:
Line of sight
Components:
None

Duration:
Instant
Saving Throw:
Magic

Reversible:
No
Notes: 
None

This spell allows the caster to fire a magical bolt doing 1d6 per level of caster to the target. Then the target must save versus poison or die.

411 Animal Growth

Range:
Touch
Components:
None

Duration:
Permanent
Saving Throw:
None

Reversible:
Yes
Notes: 
None

This spell causes the target (an animal) to grow.  It increases in size by 100% per level of caster.  The reverse of this spell, Shrink Animal, reduces the animals’ size by 100% per level.

412 Anti Plant Shell

Range:
Touch
Components:
None

Duration:
5 Rounds/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell prevents any form of mobile plant even pollen and spores, from entering the area of effect.  Any plants inside the area of effect for killed.  The shell is 5’ diameter per level of caster.

413 Commune with Nature

Range:
Touch
Components:
None

Duration:
1 Round/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to speak to the local aspect of Freya, God of Nature.  

414 Control Wind

Range:
Touch
Components:
None

Duration:
5 Rounds/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to control the movement of the air.  Stopping it into a dead calm or increasing it to gale force of 100 miles per hour or more.

415 Moonbeam

Range:
Line of sight
Components:
None

Duration:
1 Hour
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell causes a spotlight beam of moonlight to spear down from the dark sky.  The beam spotlights an area in soft black and white tones.   I guess this is sort of a vanity spell.

416 Pass Plant

Range:
Line of sight
Components:
Plants

Duration:
Instant
Saving Throw:
None

Reversible:
No
Notes: 
None

Sort of a dimensional door to plant movements teleport.  The caster can enter a nearby tree of plat and step out of any tree or plant of the same type within line of sight.

417 Move Wood 

Range:
Touch
Components:
None

Duration:
1 Round/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to move (fly through the air) up to 1000 feet per level of caster any wooden structure.

418 Anti Animal Shell

Range:
Touch
Components:
None

Duration:
5 Rounds/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell stops any form of non-sentient animal from entering the shell.  The area of effect is 5’ diameter per level of caster.  It kills all animals within the area if they are there when the spell is cast.

419 Tree to Ent

Range:
Touch
Components:
None

Duration:
Permanent
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell gives sentience and moblitliy to a tree, turning it into an Ent.  The new Ent of course has a lot to learn but is reasonable and knowledgeable.  The reverse of this spell, Ent to tree, turns an Ent back into a tree.

420 Water to Dust

Range:
Touch
Components:
None

Duration:
Permanent
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to turn 1000 cubic feet of water into dust.  The reverse of this spell, Dust to Water, turns the same amount of dust into water.

421 Plant Movement

Range:
Touch
Components:
None

Duration:
Instant
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to enter one tree/plant and exit another tree/plant of the same type that the caster has ever seen.

422 Turn Wood 

Range:
Touch
Components:
None

Duration:
5 Rounds/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell causes all wood to be deflected from the target.  Speeding wagons, arrows, bolts, even buckets of horse manure.

423 Wall of Thorns

Range:
Touch
Components:
None

Duration:
5 Rounds/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell creates a wall of viscous thorny branches that cannot be seen through that is 10’ tall, 5’ deep and 10’ per level of caster wide.  If a creature attempts to pass through the wall they take 3d6 per level of caster.

424 Raise Animal

Range:
Touch
Components:
None

Duration:
Permanent
Saving Throw:
None

Reversible:
Yes
Notes: 
None

This spell allows the caster to bring an animal back to life and full health.  The reverse of this spell slays an animal.

425 Fire Storm

Range:
Line of sight
Components:
None

Duration:
1 Round
Saving Throw:
None

Reversible:
Yes
Notes: 
None

This spell causes a circular area about 500’ in diameter to suddenly be slammed by a driving rain of liquid fire.  This storm does 1d6 per level of caster to anyone caught in it, as well as causing anything flammable to burn freely.  Think Napalm.  The reverse of this spell, Ice Storm, causes the area to be engulfed in driving Ice.  It does not set things afire, it freezes them.

426 Animate Rock

Range:
Touch
Components:
None

Duration:
1 Round/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell allows the caster to animate a stone statue or even a group of gravel into a golem like creature of AC 3 and the same hit dice and hit points as the caster.  The ‘Golem’ is under the control of the caster.

427 Sky Chariot

Range:
Touch
Components:
None

Duration:
1 Hour
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell creates a magical chariot capable of carrying up to 20 humanoids that can be flown through the air at a hex per round on a trail of fire.

428 Creeping Doom

Range:
Touch
Components:
None

Duration:
10 Rounds/Lvl
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell creates a carpet of stinging, biting creatures 100’ wide that travels at a speed of 10’ round, destroying anything in it’s path.

429 Animate Plant

Range:
Touch
Components:
None

Duration:
Permanent
Saving Throw:
None

Reversible:
Yes
Notes: 
None

This spell allows the caster to animate a tree or vine into a ‘zombie’ of hit dice equal to the caster.  The plant zombie is animated and moves up to a speed of 9”.  The reverse of this spell, Destroy Plant Zombie, destroys plant zombies.

430 Sunray

Range:
Ling of sight
Components:
None

Duration:
1 Round/Lvl
Saving Throw:
Magic

Reversible:
No
Notes: 
None

This spell causes a blazing beam of raw sunlight to burst forth from the casters eyes.  Anyone caught in the beam must save versus magic or be blinded.  Undead below 8 hit dice are destroyed and those above 8 hit dice must save versus magic or die.

431 Metal to Wood 

Range:
Touch
Components:
None

Duration:
Permanent
Saving Throw:
None

Reversible:
No
Notes: 
None

This spell transmutes a mass of metal into wood.

432 Wither

Range:
Touch
Components:
None

Duration:
Permanent
Saving Throw:
None

Reversible:
Yes
Notes: 
None

This spell causes the targets arms and legs to wither in to stumps or plants to wither into dust in a 100’ diameter per level of caster.  The reverse of this spell, Bloom, causes plants to grow etc.

433 Doom

Range:
Touch
Components:
None

Duration:
Permanent
Saving Throw:
None

Reversible:
Yes
Notes: 
None

This spell causes the target to fail all rolls to hit, save, skills, etc. from that point on.  The reverse of this spell, Salvation, removes these effects.
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