The Rengarth possessed a fanatical hatred for magic in any
form (except shamanistic spellcasting, which they viewed as holy
and sacred). This included using or possessing non-clerical magical items (which was always decided by the shaman, most of
whom took a very narrow view of magic). For the most part, nonclerical magical items included anything that the current shaman
couldn’t create.
Each person who attained adulthood and became established
as a warrior was given a totem. The warrior imbibed a strange
and secret powder and then dream-walked for three days until a
mundane creature came to him to show the way out of the dream
(75% chance). Henceforth, this animal was considered the barbarian’s spirit guide. If, after three days, the new adult didn’t see
an animal to lead him from the dream, he would never have one,
missing out on the benefits forever.
For those who gained a guide, the following benefits were
gained: the equivalent of the direction sense nonweapon proficiency and the use of one of the animal’s natural abilities for an
hour (or portion thereof) once per week. For instance, a warrior
with a dragonfly for a spirit guide was able to fly for one turn or
see in a 360o sphere around him.
Rengarth gained the following benefits and penalties: survival
(arctic) and animal handling (mammoth mounts) nonweapon
proficiencies; they couldn’t cast arcanist spells or use magical
items.

Classes
The character classes listed in the Player’s Handbook are all
available in the times of Netheril. Some of them have changed
slightly from their PHB incarnation, in order to fit in better with
the Netheril’s style of magic use.
In addition, none of the optional kits described in any of the
various Complete books are applicable to the Netheri1 setting.
Warriors and Priests of the Realms and Wizards and Rogues of
the Realms are likewise inapplicable, since the countries those
kits are based upon are not even in existence.

Arcanists
Arcanists were the major spellcasters in Netheril. Considered one
of the most prestigious of professions, the arcanist was the
equivalent to the wizard or mage of modern-day Faerûn. But with
this prestige came a price.
Arcanists were renowned for their haughtiness concerning
matters of magical healing through priestly magic. They believed
that to accept a healing spell by a priest was to “surrender” their
chance of ever achieving godhood themselves. They did consume
heavily of potions of healing and similar curatives, believing
them to be magically created concoctions that didn’t interfere
with their ascension to godhood.
There were three types of arcanists in Netheril, each specializing in a form of magic: Inventives, Mentalisms, or Variations. The
Inventor cast spells that created or destroyed something; the
Mentalist cast spells that affected the mind; the Variator cast
spells that altered things, even magic itself. There were no “generalist mages” in Netheril. A complete listing of spells by specialization is included in Appendix 1.
Each arcanist chose a major field of learning and a minor field.
The third field contained spells the arcanist could never learn.
For example, an arcanist could choose variations as a major and
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inventives as a minor, giving him no access to mentalisms. The
arcanist was able to research and create spells—up to the maximum allowed by level and Intelligence—in his major field, but he
was only able to cast spells out of his major and minor fields. The
third school—whichever the arcanist chose not to select—was
inaccessible. Some spells existed in all three schools, such as
read magic.

Table 1: Arcanist Weave Access
Arcanist Level
1
2
3
4
5
6
7
8
9
10
11
12
13
14
15
16
17
18
19
20
21
22
23
24
25
26
27
28
29
30
31
32
33
34
35
36
37
38
39
40
41
42
43
44
45

No. of Arcs
1
2
4
7
11
14
20
27
32
39
51
66
78
85
94
115
130
140
155
170
185
200
215
230
245
260
275
290
310
330
345
360
375
390
400
410
420
430
440
450
460
470
480
490
500

Weave Depth
1
1
2
2
3
3
4
4
5
5
5
6
6
7
7
8
8
9
9
10
10
10
10
10
10
10
10
10
10
10
10
10
10
10
11
11
11
11
11
12
12
12
12
12
12

For example, Aksa was a 7th-level arcanist. He had 20 arcs
that he could cast, and he could cast spells as high as 4th level.
If he cast General Matick’s missile, he would have 19 arcs left
for the day. If he later cast a Noanar’s fireball spell, he would
have 16 arcs remaining for the day.

Table 3: Priest Wind Progression
Priest Level
1
2
3
4
5
6
7
8
9
10
11
12
13
14
15
16
17
18
19
20
21
22
23
24
25
26
27
28
29
30
31
32
33
34
35
36
37
38
39
40
41
42
43
44
45

No. of Winds
1
2
4
9
12
15
19
26
34
44
54
66
75
91
100
115
130
145
160
175
190
205
220
235
250
265
280
295
310
320
330
340
350
360
370
380
390
400
410
425
440
455
470
485
500

Wind Depth
1
1
2
2
3
3
4
4
5
5
6
6
6
7
7
7
7
7
7
7
7
7
7
7
7
7
7
7
7
7
7
7
7
7
7
7
7
7
7
Quest
Quest
Quest
Quest
Quest
Quest

Quest spells are detailed in the Tome of Magic. A Netherese
priest could call upon any quest spell available to his god
(detailed in Table 4) but casting the spell removed 50 winds
from the priest’s available total. If the casting of a quest spell
-educed the priest’s total below zero, he died from the attempt
Quest spells could be cast once per day by priests of 40th level
or higher.
For example, Sarinar, a 12th-level priest, had 66 winds and
could cast up to 6th-level spells. Earlier in the day, he cast a heal
spell on a companion, reducing his available winds to 60. Later
hat day, he cast neutralize poison to save a poisoned warrior.
He would have 56 winds remaining for the day.
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Table 4: Quest Spells by God
Deity
Amaunator

Jannath

Jergal

Kozah

Moander

Mystryl

Selûne

Shar

Targus

Tyche

Quest Spells
Circle of sunmotes, conformance, elemental
swarm (fire version only), etherwalk, fear contagion, imago interrogation, implosion/inversion,
interdiction, planar quest, preservation, revelation, reversion, robe of heating, shooting stars,
sphere of security, transformation
Abundance, animal horde, circle of sunmotes, elemental swarm (air, earth, or water versions),
health blessing, highway, interdiction, preservation, revelation, robe of healing, shooting stars,
sphere of security, stalker, storm of vengeance,
ward matrix, wolf spirits
Conformance, etherwalk, fear contagion, imago
interrogation, implosion/inversion, interdiction,
mindnet, planar quest, revelation, sphere of security, spiral of degeneration, transformation,
undead plague
Elemental swarm (fire version only), etherwalk,
fear contagion, highway, implosion/inversion,
interdiction, planar quest, revelation, shooting
stars, spiral of degeneration, storm of vengeance,
warband quest, wolf spirits
Animal horde, elemental swarm (air, earth, or
water versions), etherwalk, fear contagion, highway, interdiction, revelation, shooting stars, spiral of degeneration, stalker, storm of vengeance,
wolf spirits
Abundance, animal horde, circle of sunmotes,
etherwalk, health blessing, imago interrogation,
implosion/inversion, interdiction, mindnet, planar quest, preservation, revelation, reversion,
shooting stars, sphere of security, spiral of degeneration, transformation
Abundance, circle of sunmotes, etherwalk, health
blessing, highway, imago interrogation, interdiction, planar quest, preservation, revelation, robe
of healing, shooting stars, sphere of security, warband quest, ward matrix, wolf spirits
Conformance, etherwalk, fear contagion, imago
interrogation, interdiction, mindnet, planar
quest, revelation, robe of heating, shooting stars,
sphere of security, spiral of degeneration, undead
plague, warband quest, ward matrix
Animal horde, etherwalk, fear contagion, highway, implosion/inversion, interdiction, planar
quest, revelation, robe of heating, siege wall*,
shooting stars, sphere of security, storm of
vengeance, transformation, warband quest
Abundance, circle of sunmotes, conformance,
etherwalk, health blessing, highway, interdiction,
planar quest, preservation, revelation, sphere of
security, spiral of degeneration, transformation,
ward matrix, wolf spirits

*This spell is only available if the DM is using the
B ATTLESYSTEM ® rules.
In addition to the listed number of winds, a priest also gained
additional winds based on his Wisdom score.

Table 7: Paladin Wind Progression
Paladin Level
8
9
10
11
12
13
14
15
16
17
18
19
20
21
22
23
24
25
26
27
28
29
30

No. of Winds
1
2
4
6
10
12
15
20
25
30
35
40
45
50
55
60
65
70
72
75
77
80
85*

Weave Depth
1
1
2
2
3
3
3
4
4
4
4
4
4
5
5
5
5
5
5
5
5
5
5

* Maximum number of winds available to a paladin, though
the character is still able to rise in casting level.
For example, Lord Alagar, an 11th-level paladin, cast a cure
light wounds spell. He still had 5 winds remaining, but he
couldn’t cast spells of 3rd level or higher. He cast spells as a 4thlevel spellcaster.

Paladins
Paladins gained access to priest spells from the transcendent,
prevailing, and buffering Winds upon achieving 8th level.
Paladins always cast spells as if they were 7 levels lower for purposes of spell duration, area of effect, damage, and other levelbased modifiers.

Rangers
Rangers could cast spells from only the terrestrial and wandering
winds of their god. Their spellcasting abilities did not begin until
they achieved 9th level, and all spells cast by them were cast as if
they were eight levels lower for purposes of spell duration, area
of effect, damage, and other level-based modifiers.

Spells
Netherese spells are the same as those given in the Player’s
Handbook, with some minor adjustments. Some spells didn’t exist,
since they weren’t created until after the fall of Netheril (at least not
to the Netherese). Other spells existed in Netheril, but these were
jealously guarded by their creators or just not easy to locate. The
DM is encouraged to add spells to his Netheril campaign as needed.
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Table 8: Ranger Wind Progression
Ranger’s Level
9
10
11
12
13
14
15
16
17
18
19
20
21
22
23
24
25
26
27
28
29
30

No. of Winds
1
2
4
6
10
13
16
20
22
25
28
30
32
35
37
40
42
45
47
50
55
60*

Weave Depth
1
2
2
2
3
3
3
3
3
3
3
4
4
4
4
4
4
4
4
4
4
4

* Maximum number of winds available to a ranger, though
the character is still able to rise in casting level.
Most wizard spell names have changed. According to the
Netherese, some spells were actually shortened from their original appearance. Other spellcasting races (and even denizens
within other crystal spheres) dispute many of the claims made by
the Netherese regarding who first created what spell (or who
stole the knowledge from them and claimed it as their own).
Perhaps the greatest change in spellcasting deals with damage
limits for spells: there are none. A Noanar’s fireball spell cast by
a 40th-level arcanist delivers a devastating 40d6 points of damage
(with a saving throw vs. half still applicable). A General Matick’s
missile spell cast by a 30th-level arcanist produces 15 missiles
that inflict 1d4+1 points of damage each. The removal of damage
maximums applies to all spells, including priestly magic.
The Three Fields of Mythal (Arcanist Spells)
Inventives
Mentalisms
Variations
The Winds of the Gods (Priest Spells)
Transcendent (available to all priests)
Terrestrial (available to all druids)
Buffering
Sporadic
Perpetual
Wandering
Zephyrous
Predictable
Prevailing

Original Names of Spells
While the names of spells were different in Netheril, their effects
were identical to their contemporary-named counterparts. The
listing below provides the Netherese spell paired with the spell
whose effects are detailed in the Player’s Handbook.
Netheril Spell
Aksa’s contrivance
Aksa’s disintegrate
Aksa’s glassteel
Aksa’s growth
Aksa’s morphing
Aksa’s object
Aksa’s passage
Aksa’s repair
Aksa’s shatter
Anglin’s mirror
Anglin’s sphere
Anglin’s spray
Anglin’s wall
Berthot’s blunder
Berthot’s disorder
Berthot’s screen
Brightfinger’s dancers
Brightfinger’s light
Carbury’s force
Carbury’s improved force
Carbury’s killer
Carbury’s mouth
Carbury’s servant
Carbury’s spectral force
Carbury’s spook
Carbury’s stalker
Carbury’s steed
Chever’s contact other plane
Chever’s simulacrum
Chronomancer’s gravity reversal
Chronomancer’s stasis
Chronomancer’s time stop
Cragh’s deafness
Dace’s comprehension
Dace’s taunting
Dace’s tongue forms
Dace’s ventriloquism
Decampus’s alarm
Dethed’s clone
Dethed’s death finger
Dethed’s spell
Dethed’s trap
Efteran’s dream
Efteran’s sleep
Enollar’s aimlessness
Enollar’s delusion
Enollar’s isolation
Enollar’s mislead
Enollar’s dispel curse
Enollar’s sending
Fahren’s darkness
Fahren’s glitterdust
Fjord’s air water
Fjord’s animation

Contemporary
Fabricate
Disintegrate
Glassee
Enlarge
Polymorph any object
Item
Passwall
Mending
Shatter
Magic mirror
Prismatic sphere
Prismatic spray
Prismatic wall
Fumble
Chaos
Screen
Dancing lights
Light
Phantasmal force
Improved phantasmal force
Phantasmal killer
Magic mouth
Unseen servant
Spectral force
Spook
Invisible stalker
Phantom steed
Contact other plane
Simulacrum
Reverse gravity
Temporal stasis
Time stop
Deafness
Comprehend languages
Taunt
Tongues
Ventriloquism
Alarm
Clone
Finger of death
Death spell
Trap the soul
Dream
Sleep
Misdirection
Delude
Sequester
Mislead
Remove curse
Sending
Darkness 15’ radius
Glitterdust
Airy Water
Animate dead

Fjord’s distortion
Fjord’s vacancy
Fourfinger’s enchanted weapon
Fourfinger’s lower water
Fourfinger’s part water
Fourfinger’s weather control
General Matick’s armor
General Matick’s missile
General Matick’s shield
Gwynn’s feign death
Gwynn’s vampirism
Hamring’s enfeeblement
Hamring’s feeblemind
Hamring’s hypnopattern
Hamring’s hypnotism
Hamring’s mass hypnosis
Hamring’s scare
Hersent’s sigil
Hersent’s symbol
Jarm’s irritation
Jarm’s magic jar
Jarm’s saga
Jarm’s spectral hand
Jarm’s summon swarm
Jarm’s mount
Karsus’s avatar
Keonid’s charm human
Keonid’s charm plus
Keonid’s confusion
Keonid’s emotion
Keonid’s fear
Keonid’s forgetfulness
Keonid’s friendship
Keonid’s geas
Keonid’s suggestion
Kutson’s antipathy/sympathy
Kutson’s mind blank
Kutson’s programmed illusion
Lefeber’s 1st creation
Lefeber’s 2nd creation
Lefeber’s contingence
Lefeber’s weave mythal
Lucke’s 1st monster summons
Lucke’s 2nd monster summons
Lucke’s 3rd monster summons
Lucke’s 4th monster summons
Lucke’s 5th monster summons
Lucke’s 6th monster summons
Lucke’s 7th monster summons
Lucke’s animal conjuration
Lucke’s contagion
M’dhal’s mantle
M’dhal’s missile shield
M’dhal’s dispel evil
M’dhal’s dispel evil II
Mavin’s create volcano
Mavin’s earthfast
Mavin’s iron wall
Mavin’s meteors
Mavin’s stone-flesh transmution

Distance distortion
Vacancy
Enchanted weapon
Lower water
Part water
Control weather
Armor
Magic missile
Shield
Feign death
Vampiric touch
Ray of enfeeblement
Feeblemind
Hypnotic pattern
Hypnotism
Mass suggestion
Scare
Sepia snake sigil
Symbol
Irritation
Magic jar
Legend lore
Spectral hand
Summon swarm
Mount
Karsus’s avatar*
Charm person
Mass charm
Confusion
Emotion
Fear
Forget
Friends
Geas
Suggestion
Antipathy/Sympathy
Mind blank
Programmed illusion
Minor creation
Major creation
Contingency
Weave mythal*
Monster summoning I
Monster summoning II
Monster summoning III
Monster summoning IV
Monster summoning V
Monster summoning VI
Monster summoning VII
Conjure animal
Contagion
Guards and wards
Protection from normal
missiles
Protection from evil
Protection from evil, 10’
radius
Create volcano*
Earthfast*
Wall of iron
Meteor swarm
Stone to flesh
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Wall of stone
Worldweave*
Infravision
Rainbow pattern
Color spray
Gaze reflection
Delayed blast fireball
Fireball
Fire shield
Fire trap
Wall of fire
Fire charm
Affect normal fires
Banishment
Blink
Dismissal
Dimension door
Teleport without error
Succor
Telekinesis
Teleport
Invisibility
Improved invisibility
Charm monster
Invisibility 10’ radius
Continual light
Flame arrow
Burning hands
Incendiary cloud
Pyrotechnics
Flaming sphere
Proctiv’s breach crystal
sphere*
Proctiv’s dig
Dig
Proctiv’s earthmove
Move earth
Proctiv’s move mountain
Move mountain*
Proctiv’s rock-mud transmution Transmute rock to mud
Proctiv’s shape stone
Stone shape
Proctiv’s steely glass
Glassteel
Proctiv’s water-dust transmution Transmute water to dust
Domination
Prug’s dominate
Prug’s hold being
Hold monster
Prug’s hold human
Hold person
Prug’s hold the dead
Hold undead
Prug’s plant control
Charm plant
Repulsion
Prug’s repulse
Ptack’s brittleness
Crystalbrittle
Ptack’s knock
Knock
Ptack’s locking1
Wizard lock
Ptack’s nonscryance
Nondetection
Ptack’s secret script
Secret page
Purnia’s fools’ gold
Fools’ gold
Quantoul’s alterer
Alter self
Quantoul’s changer
Change self
Quantoul’s climber
Spider climb
Quantoul’s fastmorph
Haste
Quantoul’s flat body
Duo-dimension
Quantoul’s manymorph
Massmorph
Quantoul’s othermorph
Polymorph other
Quantoul’s selfmorph
Polymorph self
Quantoul’s slowmorph
Slow
Quantoul’s statue
Statue

Mavin’s stonewall
Mavin’s worldweave
Nalevac’s deep sight
Nalevac’s rainbow
Nalevac’s spray
Niquie’s reflection
Noanar’s delayed fireball
Noanar’s fireball
Noanar’s shield
Noanar’s trap
Noanar’s wall
Nobrow’s charm
Nobrow’s fire effect
Oberon’s banish
Oberon’s blinking
Oberon’s dismiss
Oberon’s extradoor
Oberon’s flawless teleport
Oberon’s succor
Oberon’s telekinesis
Oberon’s teleportation
Pockall’s invisibility
Pockall’s invisibility plus
Pockall’s monster hex
Pockall’s wide invisibility
Polybeus’s illumination
Primidon’s arrow
Primidon’s burners
Primidon’s cloud
Primidon’s pyrotechnics
Primidon’s sphere
Proctiv’s breach crystal sphere
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Quantoul’s strength
Quantoul’s wraithmorph
Raliteff’s illusion script
Raliteff’s strike
Sadebreth’s reincarnation
Sadebreth’s undead control
Shadow’s demimagic
Shadow’s demimonster
Shadow’s door
Shadow’s magic
Shadow’s monster
Shadow’s shades
Shadow’s summons
Shadow’s walk
Shan’s forcewall
Shan’s tallow
Shan’s web
Smolyn’s blindness
Smolyn’s blurring
Smolyn’s eyebite
Smolyn’s foreseer
Smolyn’s fraud
Smolyn’s replica
Smolyn’s seer
Smolyn’s veil
Stoca’s change shape
Stoca’s fauna growth
Stoca’s feign
Stoca’s flora growth
Stoca’s water breath
Stoca’s wings
Tipald’s conjuration
Tipald’s runes
Tolodine’s cloudkill
Tolodine’s death fog
Tolodine’s gust of wind
Tolodine’s killing wind
Tolodine’s stinking cloud
Tolodine’s wind wall
Toscudlo’s advanced illusion
Toscudlo’s bulk invisibility
Toscudlo’s dominate
Toscudlo’s hallucinatory terrain
Toscudlo’s illusionary wall
Toscudlo’s permanent illusion
Toscudlo’s project image
Trebbe’s antimagic
Trebbe’s eye
Trebbe’s invulnerability
Trebbe’s minor invulnerability
Trebbe’s scry alignment
Trebbe’s scry evil
Trebbe’s scry identify
Trebbe’s scry invisibility
Trebbe’s scry magic
Trebbe’s scry scrying
Trebbe’s scry undead
Trebbe’s turning
Trebbe’s weird
Undine’s avoidance
Undine’s door

Strength
Wraithform
Illusionary script
Erase
Reincarnation
Control undead
Demishadow magic
Demishadow monster
Shadow door
Shadow magic
Shadow monsters
Shades
Summon shadow
Shadow walk
Wall of Force
Grease
Web
Blindness
Blur
Eyebite
Foresight
False vision
Mirror image
True Seeing
Veil
Shape change
Animal growth
Enervation
Plant growth
Water breathing
Fly
Conjure elemental
Explosive runes
Cloudkill
Death fog
Gust of wind
Tolodine’s killing wind*
Stinking cloud
Wind wall
Advanced illusion
Mass invisibility
Demand
Hallucinatory terrain
Illusionary wall
Permanent illusion
Project image
Antimagic shell
Wizard eye
Globe of invulnerability
Minor globe of
invulnerability
Know alignment
Detect evil
Identify
Detect invisibility
Trebbe’s scry magic*
Detect scrying
Detect undead
Spell turning
Weird
Avoidance
Phase door

Undine’s extra portal pocket
Undine’s hold portal
Undine’s rope
Valdick’s astral form
Valdick’s enigma
Valdick’s forcecage
Valdick’s gate
Valdick’s snare
Valdick’s spheresail
Valdick’s submerse
Veridon’s chiller
Veridon’s cloud
Veridon’s cone
Veridon’s ice wall
Veridon’s solidifies
Veridon’s storm
Veridon’s wall
Vilate’s restriction
Vilate’s whispering
Volhm’s bolt
Volhm’s chaining
Volhm’s drain
Volhm’s grasp
Xanad’s blindness
Xanad’s glamer

Deeppockets
Hold portal
Rope trick
Astral spell
Maze
Forcecage
Gate
Ensnarement
Valdick’s spheresail*
Sink
Chill touch
Fog cloud
Cone of cold
Wall of ice
Solid fog
Ice storm
Wall of fog
Bind
Whispering wind
Lightning bolt
Chain lightning
Energy drain
Shocking grasp
Power word, blind
Audible glamer

Xanad’s killer
Xanad’s message
Xanad’s shout
Xanad’s stun
Yong’s dissipation
Yong’s imprison
Yong’s truss
Yturn’s feather fall
Yturn’s levitation
Yturn’s long jump
Zahn’s ESP
Zahn’s familiar
Zahn’s hearing
Zahn’s location
Zahn’s mirage
Zahn’s seeing
Zahn’s vision
Zwei’s 1st extension
Zwei’s 2nd extension
Zwei’s 3rd extension

Power word, kill
Message
Shout
Power word, stun
Vanish
Imprisonment
Binding
Feather fall
Levitate
Jump
ESP
Find familiar
Clairaudience
Locate object
Mirage arcana
Clairvoyance
Vision
Extension I
Extension II
Extension III

* These spells are detailed in the Encyclopedia Arcana supplement.
1
Ptack’s locking works differently than the normal wizard lock
spell. It was used to upgrade a lock to the next higher quality—
from wretched to poor, or excellent to superior.
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Priest Spells
Arcanists were not the only spellcasters of Netheril to call upon
mighty magic. Priests of the 10 faiths likewise demonstrated the
power of the gods.
Listed below are spells for specialty priests. Note that spheres
that contain a listing of a god’s name indicate a spell that is available to followers of that particular power only.

1st Level

Detect Living
(Divination, Necromancy)
Sphere:
Jergal
0
Range:
Components:
V, S
Duration:
1 round/level
Casting Time: 1 round
Area of Effect: 60-foot-radius sphere, centered on caster
Saving Throw: None
This spell discovered emanations of life, making all living things
within the area of effect glow with an easily discernible aura visible only to the caster. Intelligence was the main quality upon
which the spell focused, because more intelligent creatures
glowed more brightly. This spell could detect life that was invisible, concealed, disguised (even trapped within solid objects or
magical forms), or astral or ethereal, but didn’t reveal the state of
the life. This spell gave no hint of the nature, thoughts, or inclination (for example, hostile or friendly) of the life detected.
The spell didn’t allow direct mental contact, and did not detect
beings magically shielded from divination-type magic (such as
those using an amulet of proof against detection and location),
psionically shielded creatures, or the wills of scryers who were
not present (such as arcanists using wizard eyes or crystal
balls). Beings hidden in an extradimensional space were considered to not be present.
This spell was developed by the Scriveners of Doom who
understood that mortals often fled from eternal rest, too blinded
by fear and ignorance to realize that a priest was trying to help
them. The spell also served as a defense against living adversaries
who might try to ambush spellcasters before their appointed
times.

Precipitation
(Alteration)
Sphere:
Range:
Components:
Duration:
Casting Time:
Area of Effect:
Saving Throw:

Elemental Water
10 yards/level
V, S, M
1 round
4
30-foot-diameter cylinder up to 60 feet high
None

This spell precipitated a light rain out of the air, drizzling on
everything in the area of effect. Small flames (candles) were
extinguished. Small fires (torches and campfires) guttered and

smoked for a round after the drizzling stopped. Bonfires and most
magical fires were unaffected. Large magical fire effects (fireball,
wall of fire, flame strike) cast into the area during the rain were
reduced in the damage they inflicted by 2 points per die and created a warm fog that obscured vision in an area 60 feet in diameter. This lasted 1d4+1 rounds, half that in a breeze, and but one
round in a strong wind.
The precipitation spell had doubled effect in humid climates,
caused only slight dampness in arid climates, produced light sleet
at temperatures near freezing, and created snow if the temperature was below freezing.
The material component for this spell was the priest’s holy
symbol.

2nd Level

Amaunator's Uncertainty

(Enchantment/Charm)
Sphere:
Amaunator
Range:
30 yards
Components:
V, M
Duration:
1 round/level
Casting Time: 1
Area of Effect: 40-foot sphere
Saving Throw: Neg.
Creatures affected by this spell paused in uncertainty before executing their intended actions. In a combat situation, this equated
to an Initiative penalty equal to one-third the spellcaster’s level
(rounded down). This reaction penalty began the round after the
spell was cast. In a noncombative situation, the victim paused
one-third of a round (about 20 seconds) per level of the caster
before executing an action.
The spell affected 2d4 plus one-half the caster’s level in Hit
Dice or levels of creatures within the area of effect. All possible
victims were allowed a saving throw vs. spell to completely
negate the effects. If affected victims left the area of effect, they
still suffered the spell’s effects until the spell expired.
The material component of the spell was a fragment of a turtle’s shell.

Determine Final Rest
(Divination)
Sphere:
Range:
Components:
Duration:
Casting Time:
Area of Effect:
Saving Throw:

Jergal
10 yards
V, S
1turn
1 round
1 creature
Neg.

This spell was similar to know alignment in that it enabled the
priest to read the aura of a creature. However, this particular
strain of magic was used to quickly determine the Outer Plane
and its level to which the examined individual should be consigned after death. Note that those spells and objects that prevented a know alignment spell from functioning also inhibited a
determine final rest spell from functioning.
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Favor of the Goddess

Tyche's Touch

(Alteration, Invocation/Evocation)
Sphere:
Jannath
Range:
Touch
Components:
V, S
Duration:
Permanent
Casting Time: 5
Area of Effect: Two plants, vegetables, or pieces of fruit/level
Saving Throw: None

(Abjuration)
Sphere:
Range:
Components:
Duration:
Casting Time:
Area of Effect:
Saving Throw:

This spell conferred instant fertility to plants or doubled the yield
of already-mature, growing plants. For example, picked fruits in
a basket swelled to twice their former size when this spell was
cast on them. Tainted, diseased, spoiled, or poisoned plants were
rendered wholesome by this spell, but plants naturally harmful to
humans were not made safe. Affected plants seemed to glow with
life and goodness, and their dramatic increase in volume could
break open containers if the chosen produce had strength
enough. For instance, cucumbers would burst open a crate or
barrel, but tomatoes would explode before such containers gave
way. This spell could only affect a plant, vegetable, or piece of
fruit once. Further castings were ineffective.

This spell conferred a protection or a curse upon a single living
recipient creature that couldn’t be ended by dispel magic or
other magical effects. It lasted until the death of the recipient
creature or until its power was exhausted by use. The positive
and negative forms of the Tyche’s touch spell automatically canceled each other out if cast on the same creature, regardless of
how many saving throws the first spell to be cast had affected.
A priest of Tyche had to physically touch the spell recipient
with a bare hand to cast this spell, requiring a successful attack
roll if the recipient was in battle or unwilling. Tyche’s touch conferred a set of bonuses or penalties upon the saving throws of the
recipient it affected; whether the spell’s target was given bonuses
or penalties was determined by the casting priest.
The first saving throw made by the recipient after the spell was
successfully cast was made at a +4 bonus or -4 penalty, even if it
took place later in the same round as the spell took effect. The
second saving throw after the spell took effect was at a +3 bonus
or -3 penalty, the next at a +2 bonus or -2 penalty, and the following one at a +1 bonus or -1 penalty. After the four affected
saving throws occurred, the magic was exhausted.
Only one Tyche’s touch could be in effect upon a victim at any
one time. Additional castings of the same type of Tyche’s touch
had no effect while one Tyche’s touch was still in effect. Castings
of the opposite forms on the same being canceled each other out,
as mentioned above. In addition, Tyche didn’t allow her touch to
be imposed upon to the same creature more than once in any day
unless there were exceptional circumstances affecting members
of her own faith. Any attempt to cast Tyche’s touch more than
once a day on a nonworshipper of Tyche automatically failed;
multiple castings of Tyche’s touch on her own faithful are allowed
only at the DM’s discretion.
The material component of this spell was the priest’s holy symbol.

Handfang
(Alteration, Necromancy)
Sphere:
Moander
Range:
0
Components:
V, S
Duration:
1 round/level
Casting Time: 5
Area of Effect: The caster’s palm
Saving Throw: Special
This spell created a fanged, biting mouth in the palm of the caster’s hand. It could readily be concealed by curling the hand into a
fist or by placing the palm of the hand against something. Its bite
was under the control of the caster; it didn’t automatically snap
at anything it touched. The caster could only deliver the hand’s
attack by slapping his palm against a target, requiring a successful normal attack roll; it could bite once per round.
The bite of a handfang inflicted 1 point of damage and forced
the victim to make two saving throws, one vs. paralyzation and
the next vs. spell. If the saving throw vs. paralyzation failed, the
victim was paralyzed for 1d3 rounds; if it succeeded, this effect
was negated. If the saving throw vs. spell failed, the mouths saliva corroded the victim, inflicting 3d4 points of additional damage.
If this saving throw succeeded, this damage was reduced to 1d6
points.
These twin saving throws were made against every bite of a
handfang; saving successfully against one attack didn’t mean that
the victim was immune to these effects. Paralyzed victims who
were not actively protected by compatriots or somehow moved
beyond the reach of the spell’s caster were automatically successfully attacked by the handfang on subsequent rounds while
they were paralyzed if the spellcaster targeted them.
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Tyche
Touch
V, S
Special
5
One living creature
None

Wind Lash
(Alteration, Evocation)
Sphere:
Kozah
Range:
5 yards/level
Components:
V, S
Duration:
1 round/level
Casting Time: 5
Area of Effect: One being
Saving Throw: ½
This spell created an invisible, weightless whip of hard-edged air
extending from a limb of the caster. With this construct, the caster could strike with his normal THAC0 at one chosen opponent,
dealing 2 points of damage per level per successful attack. In any
round in which the wind lash successfully struck, all target spellcasting that had a casting time of more than 1 was ruined, and the

target had to make a successful saving throw vs. paralyzation or
be hurled to the ground, taking an additional 1 point of damage
and forcing all fragile items carried to make a saving throw vs. fall.
The caster could switch targets at will, but switching targets
consumed a round, during which time no one could be attacked
by the wind lash. The nature of the wind lash was such that only
the chosen target was struck. Other beings were aware of the
spell because it emitted snarling wind noises and sometimes blew
away small, light objects such as cap-feathers and parchments
that were not securely gripped (but they suffered no damage). If
the spellcaster cast another spell while this spell was still in
effect, the wind lash dissipated immediately. A wind lash- wielder could employ magical items simultaneously with a lash if they
could be wielded with one hand.

1d2 rounds. (Weapons relit in one round.) Fire-based spells of 1st
or 2nd level were negated immediately.
Fire-based spells of 3rd level or higher were also negated, but
created a steam cloud with a 120-foot diameter. Those within the
steam cloud were scalded for 1d3 points of damage per round.
Cold-based creatures suffered double this damage. The steam
cloud lasted 1d4+1 rounds, half that in a breeze, and but one
round in a strong wind.
The cloudburst spell had doubled effect in humid climates,
caused a heavy dampness in arid climates, produced slush and
sleet at temperatures near freezing, and created up to 10 inches
of snow if the temperature was below freezing.
The material component for this spell was the priest’s holy
symbol.

3rd Level

Moon Blade

Armor of Darkness
(Alteration)
Sphere:
Range:
Components:
Duration:
Casting Time:
Area of Effect:
Saving Throw:

Shar
Touch
V, S
1 round/level
6
The caster or 1 touched creature
None

This spell created a flickering, impressive-seeming shroud of
magical darkness around the caster or a single touched recipient
creature. The aura could, if the caster desired, conceal the wearer’s features. In any case, it improved the wearer’s Armor Class by
1 point for every four experience levels of the caster (rounded
down). It also lessened all nonmagical damage suffered by the
wearer by 1d4 points per round. (This reduction changed to 2d4
points if the caster was of 12th level or greater.)
The wearer of armor of darkness could see through the armor
as if it did not exist and was also afforded 60-foot-range infravision by the spell. All beings within armor of darkness were
immune to hypnotic magic and other effects that depended on
vision and received a +2 bonus on saving throws vs. enchantment/charm school spells, charm sphere spells, and psionics of
similar effect. Undead creatures wearing armor of darkness were
immune to turning and dispelling attempts caused by things that
they must see—the blow of a mace of disruption, for instance,
would still destroy one if it failed its saving throw vs. the disruptive effect.

Cloudburst
(Invocation/Evocation)
Sphere:
Elemental Water
Range:
10 yards/level
Components:
Y S, M
Duration:
1 round
Casting Time: 6
Area of Effect: 30-foot-diameter cylinder up to 60 feet high
Saving Throw: None
This spell precipitated a rush of water out of the air, instantly
drenching everything in the area of effect. Normal fires were
extinguished. Permanent magical fires went out, but reignited in

(Alteration, Evocation)
Sphere:
Selûne
Range:
0
Components:
V, S
Duration:
1 round/level
Casting Time: 6
Area of Effect: One swordlike magical construct
Saving Throw: None
This spell brought into being a silent, weightless swordlike construct made of moonlight that extended four feet straight out
from the caster’s hand. It couldn’t be dropped, transferred to the
grasp of another being, or broken. To strike, it had to be wielded
as a weapon. The caster’s normal THAC0 applied, but a moon
blade was considered a +4 magical weapon for the purpose of
what kinds of beings it was able to hit. Its strike drained vitality
or life force, causing no visible wounds, but inflicting 1d12+4
points of damage. Undead were visibly wounded by a moon
blade; their substance boiled away from its touch, and they suffered 2d12+4 points of damage per blow.
A successful moon blade strike temporarily scrambled magic.
On the round after being hit, victims couldn’t cast spells or call on
any spell-like abilities. The functioning of existing spell conditions was suspended for that round, and magical items wielded
by the victim didn’t function for that round.
A moon blade vanished if its caster was slain or cast any other
spell except those that had only verbal components. This spell
had no connection with the enchanted items known as moonblades borne and made by some elves.

Phantom Plow
(Invocation/Evocation)
Sphere:
Jannath
Range:
10 yards/level
Components:
V, S
Duration:
Permanent
Casting Time: 6
Area of Effect: Special
Saving Throw: Special
This spell turned aside the earth in a deep furrow in a straight line
as indicated by the caster that extended from next to the caster’s
feet (or beneath the caster, if the caster was not touching the
ground) to a distance of 20 feet per level. The furrow stopped if it
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encountered consecrated ground, and it didn’t form at all if the
intended path lied entirely within consecrated ground. It caused
all earth bearing an active or latent dweomer that it touched to
glow with a brilliant crimson faerie fire for 1d4+1 rounds.
If used as a weapon, it spilled all creatures standing on the
ground in which the furrow opened into an unavoidable fall and
inflicted 1d4 points of damage. A successful saving throw vs.
spell resulted in their taking only half damage. Affected creatures
had to make successful saving throws vs. fall for all glass or crystal items they wore or carried or the items broke. Creatures
buried, burrowing, or in phase in the earth suffered 4d4 points of
damage from the contact of a phantom plow and received no saving throw to mitigate this effect. If a furrow was directed against
a wall, it stopped, but it struck the wall as a ram. (Refer to Table
52: Structural Saving Throws in the DUNGEON MASTER Guide.)

Speed Rot
(Abjuration)
Sphere:
Range:
Components:
Duration:
Casting Time:
Area of Effect:
Saving Throw:

Moander
Touch
V‚ S‚ M
Instantaneous
6
Special
None

This spell was the opposite of the 3rd-level priest spell slow rot.
Speed rot caused fruits, vegetables, and grains to immediately
ripen and then rot into a putrid slime. It had no effect upon meat
of any kind. Plants and plant-based creatures within the area of
effect suffered 1d6 points of damage per level of the caster to a
maximum of 10d6 points of damage.
The caster could affect as much as 100 cubic feet of plant material per level. Thus, even a low-level Minion of Moander could
effectively ruin a farmer’s stored grain or rot all the fruit on the
trees in his orchard.
The material component of this spell was a bit of mold.

Starflight*
(Alteration)
Sphere:
Range:
Components:
Duration:
Casting Time:
Area of Effect:
Saving Throw:

Mystryl
10 yards
V, S
Special
2 turns
One to three worshipers of Mystryl
None

This cooperative spell required at least two Mystrylan priests
casting the spell simultaneously. For every two additional
Mystrylan clergy members (of any class) who participated in the
ceremony, another Mystrylan worshiper could be affected, to a
maximum of three worshipers. Other participating clergy had to
either cast starflight or donate three spell levels of magical energy to the spell. Clergy who donated energy lost three winds from
memory as if they had been cast.
This spell bestows on its recipient the capability of magical
flight. It empowered a worshiper of Mystryl to move vertically
and horizontally at MV 24 (A), and at MV 12 (A) if ascending and
MV 36 (B) if diving sharply. The spell recipient could swoop and
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rise with a mere thought and could carry up to his own body
weight along in flight. It lasted as long as stars were visible in the
sky, normally ending with sunrise, but it sometimes terminated
earlier because of a storm or heavy fog.

Storm Shield
(Abjuration)
Sphere:
Range:
Components:
Duration:
Casting Time:
Area of Effect:
Saving Throw:

Kozah
10 yards/level
V, S
6 rounds+ 1d4 rounds
6
Special
None

This spell created a floating, weightless, mobile barrier of solid
air that blocked all damage from winds, lightning, normal missiles, and heat or cold. A storm shield attracted all electrical discharges within 30 feet and absorbed them so that no harm was
done to nearby beings. It automatically neutralized any extreme
of heat (including tire), or cold (including ice), that it came into
contact with, but did so only once for each extreme. A storm
shield neutralized a second encounter or round of contact with
either extreme heat or cold, but as it did so, the storm shield
itself dissipated, ending the spell.
A storm shield was always about 6 inches thick and occupied
a square, flat area of 10 square feet/level, stopping where it
encountered solid obstacles. It could be fitted into a narrow passage or opening, so as to seal it entirely or be made to fold in on
itself if the caster so willed to make a smaller barrier that could
be moved about in narrow confines without becoming stuck. The
caster could move the shield by force of will at MV 12 (B) and
turn or tilt it as desired, until he engaged in other spellcasting,
whereupon control over the shield was lost, and it remained stationary until the spell expired.
A storm shield was effective from all sides, but it only deflected normal missiles; a sword or other weapon could be thrust
through it with no effect on either the shield or the attack.

Whip of Shar
(Invocation/Evocation)
Sphere:
Shar
Range:
0
Components:
V‚ S, M
Duration:
1 round/level
Casting Time: 6
Area of Effect: 5-foot-long, flexible beam of force
Saving Throw: Special
This spell created a flickering black beam of force 1 inch in thickness surrounded by a purple halo. It was wielded by the caster,
whom it couldn’t harm. If the caster successfully struck with the
whip in combat, the struck creature suffered 2d4 points of damage. Undead were affected as if by a turning attempt by a priest
of three levels higher than the whip-caster.
Living creatures struck by a whip of Shar also had to make a
successful saving throw vs. spell or be unable to attack on the following round because they were writhing in pain and unable to
control their actions. Writhing victims incurred no Armor Class
penalties but had to make successful Dexterity ability checks to

avoid dropping all held and wielded items (one check per item).
Victims struck in successive rounds were less prone to falling victim to this facet of the whip’s attacks due to a numbness produced from repeated exposure. Hits in successive rounds caused
the second saving throw to be at a +1 bonus, the third saving
throw to be at a +2 bonus, and so on. A whip of Shar had no
effect on even the most fragile of nonliving objects and couldn’t
be used to bind, constrict, or entangle. It was considered a magical weapon for purposes of which creatures it could strike.
The material components of this spell were three sharp-edged
pieces of black obsidian or glass and a long, black hair from any
evil creature.

4th Level

Advanced Sunshine
(Alteration)
Sphere:
Range:
Components:
Duration:
Casting Time:
Area of Effect:
Saving Throw:

Amaunator
5 yards/level
V, M
Special
7
15 feet/level
Special

This spell was a multi-use incantation that could be cast in one
of three forms. Unfortunately, the casting of this spell borrowed
the sunshine for the day it was cast (or the next day if cast at
night) to render these effects. This spell was very unpopular
among farmers and ranchers, who saw it as a miscarriage of
divine intervention.
• Light: Advanced sunshine could be used to borrow sunlight
from later in the day (or the next day if at night) to create
light now. This was useful in caverns or at night. This form
of the spell was treated as a light spell lasting one turn per
level of the caster, but it shortens the day’s sunshine by one
minute per level.
• Fireball: A piece of the sun’s energy could be converted into
a fireball as though cast by an arcanist of the casting priest’s
level. This lowered the temperature within a 90-mile radius
by 1 degree Fahrenheit for a tenday each time it was cast.
This aspect of the spell couldn’t be cast at night or during
cloudy days.
• Illumination: This version of advanced sunshine could be
used to borrow sunlight from later in the day (or the next day
if at night) to cast continual light at double the range and
effect for the caster’s level. This shortened the day’s sunshine
by one hour.

Blood Mantle
(Alteration, Necromancy)
Sphere:
Targus
Range:
0
Components:
V, S, M
Duration:
5 rounds/level
Casting Time: 7
Area of Effect: The spellcaster
Saving Throw: None
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This spell enshrouded the casting priest in a cloak of swirling,
blood-red droplets. This magical mantle seemed to shimmer and
swirl, even if there was no wind present, and moved to interpose
itself between any attacker and the priest. Any weapon used to
strike the priest seemed to impact an iron wall as the magical
droplets momentarily coagulated to form a bulwark against the
imminent attack.
While protected by a blood mantle, the spellcaster had a +3
Armor Class bonus, and a +3 bonus to saving throws against fire
and cold (magical and nonmagical). A blood mantle was particularly conductive to electrical attacks, however, and bearers of
blood mantles received a -3 penalty to their saving throws vs.
lightning and electricity while protected by this spell.
In addition, the casting priest could remove the blood mantle
and hurl it up to 10 feet away to form a 10-foot-square curtain of
droplets. Once it reached its desired position and configuration
(mentally selected by the spellcaster as the blood mantle was
hurled), the curtain was immovable until the spell expired. In this
form, the blood mantle acted as a wall of iron identical in effect
to the barrier created by the 5th-level arcanist spell wall of iron
(except that it was impervious to the attacks of rust monsters and
similar corrosion attacks, much smaller in area of effect, and of
limited duration).
The material components of this spell were a ruby or other red
gemstone of at least 25 gp value and the priest’s holy symbol.

Blood Rage
(Enchantment/Charm)
Sphere:
Targus
Range:
10 feet/level
Components:
V‚S, M
Duration:
Special
Casting Time: 8
Area of Effect: One creature
Saving Throw: Neg.
This spell imbued a living, sentient, warm-blooded being with
the battle rage and bloodlust of a berserker. Unwilling targets of
a blood rage were unaffected by the spell if they made a successful saving throw vs. spell. (Willing targets could, of course,
choose to automatically fail their saving throws.) Target that
failed their saving throws made all attacks in a mad frenzy with
no thought to tactics, personal risk, or the consequences of any
action.
While in a blood rage, beings received a +1 bonus to their
attack rolls, a +3 bonus to their damage rolls, and 5 phantom hit
points (which were subtracted first when damage was suffered). In addition, while in a blood rage, targets of the spell possessed phenomenal resistance to pain and some forms of magic.
They were immune to the arcanist spells charm person, friends,
hypnotism, sleep, irritation, ray of enfeeblement, scare, geas,
and similar incantations. They were immune to the clerical
spells command, charm person or mammal, enthrall, cloak of
bravery, symbol, and similar magics. They received a +4 bonus
to their saving throws against the arcanist spells blindness,
Tasha’s uncontrollable hideous laughter, hold person, charm
monster, and confusion, and the clerical spells hold person and
hold animal. The emotion spell had no effect upon them unless
the fear result was chosen, and in that case, if beings affected
by blood rage successfully made a saving throw vs. spell, they
were unaffected by emotion, but if they failed the saving throw,
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the blood rage spell immediately ended. The effects of a finger
of death spell, whether the saving throw was successful or not,
were delayed until the blood rage ended.
Entering a blood rage had numerous disadvantages as well:
Beings affected by the spell had no real sense of how much
damage they had received (the DM keeps track of a character’s
hit points, not the player); they couldn’t make ranged weapon
attacks; and they couldn’t take cover from ranged missile fire.
Spells such as bless, cure light wounds, aid, cure serious
wounds, cure critical wounds, heal, regenerate (and wither)
were delayed from taking effect until after the blood rage
ended. The taunt spell was automatically successful on beings
affected by blood rage. And finally, at the spell’s conclusion,
beings affected by it automatically suffered from complete
exhaustion—an effect identical to that of a ray of enfeeblement
spell.
Unlike a true berserker, targets of a blood rage spell had no
ability to tell friend from foe. While under this spell’s effects,
creatures frenetically attempted to shed the blood of any being
they encountered, moving from one opponent to the next based
on proximity and noticeability. (For example, the target of a
blood rage spell would ignore a pixie 5 feet away in lieu of
attacking an ogre 10 feet away, but if the ogre was 50 feet away,
the pixie would be attacked first.) Aside from the situations
mentioned above, a blood rage spell ended when a being affected by the spell went three continuous rounds without a warmblooded creature within 50 yards to attack.
The 5 hit points gained when the blood rage began, if not lost
already, were immediately lost upon the end of the spell. Blood
rage had no effect on berserk berserkers, enraged dwarf battleragers, or other blood-crazed beings who had already entered
a state similar to that created by this spell.
The material components for this spell were a drop of fieryhot pepper sauce and the priest’s holy symbol.

Creature of Darkness
(Alteration, Illusion/Phantasm)
Sphere:
Shar
Range:
10 yards/level
Components:
V‚ S, M
Duration:
1 round/level
Casting Time: 7
Area of Effect: Special
Saving Throw: None
This spell created a mobile, upright, vaguely human-shaped,
bipedal field of magical darkness that quenched magical light
and continual light on contact without itself being affected.
This shadow person could be controlled from afar, floating at
MV 12, and sent into areas where the caster couldn’t go. The
caster then perceived the shadow person’s surroundings dimly,
as if seeing through eyes the person didn’t in fact possess. (This
vision was not good enough to read by, see expressions, or recognize the features of a being.)
This unintelligent aura of magical gloom couldn’t be used to
carry solid objects or convey magical effects requiring that a
target be touched (though rumors held that the most powerful
Sharran priests employed an improved version of this spell that
could do both those things). The shadow person could be used
to lure, to warn (pointing to beings, objects, or even markings
on a map), or for concealment.

If a living being walked within the creature of darkness, its
magic expanded it to completely cloak the creature and so conceal its identity. Such a cloaked being could see as if the gloom of
the creature did not exist. Living beings could attack or freely
pass into, out of, and through a creature of darkness without dispelling it. If a creature of darkness was worn in this manner by its
creator, the caster could use the magic of the creature to levitate
for up to four consecutive rounds (rising up to 20 feet per round)
or as a feather fall. Either such usage ended the spell.
The material components of a creature of darkness were a bit
of black or gray fur or down from any flying creature, a pinch of
soot, and a strand of spider web.

Darkbolt
(Invocation/Evocation)
Sphere:
Shar
Range:
5 yards/level
Components:
S
Duration:
1 round/level
Casting Time: 7
Area of Effect: 1 creature
Saving Throw: Special
This spell unleashed a 4-inch beam of darkness in a straight line
from the caster’s hand. The beam ended whenever it struck a
creature within range. One darkbolt could be hurled per round
until the spell expired or the caster worked another spell. A darkbolt inflicted no damage to nonliving things, but chilled living
creatures for 2d4 points of damage and acted as a one-round hold
spell on undead creatures. (A successful saving throw vs. paralyzation negated this effect on undead.) Struck victims were also
afflicted with magical silence lasting 1d4 rounds. If a struck creature succeeded at a saving throw vs. spell, it was not silenced, but
suffered only the damage.

Feat
(Alteration)
Sphere:
Range:
Components:
Duration:
Casting Time:
Area of Effect:
Saving Throw:

Tyche
Touch
V, S
Special
7
One touched creature
None

This spell allowed the caster or another touched recipient to successfully carry out one extremely difficult action or single-step
task—in other words, any necessary ability checks and those proficiency checks that didn’t involve protracted activity (such as say,
constructing a suit of armor) automatically succeed. The magic
did not perform the activity for the being and didn’t protect the
creature from any risk or damage associated with the task, but
merely guaranteed that the specified thing to be done would be
accomplished. Even if the spell recipient died in the attempt, his
body would complete the action. Typical feats included swinging
or leaping through a small window or opening, catching a small
thrown object, falling into a stream or hole or other particular
location, firing an arrow through a keyhole, and such. The act had
to be performed on the round following the casting of the feat for
the magic to work; otherwise, the magic was wasted and lost.

Magefire*
(Abjuration‚ Necromancy)
Sphere:
Mystryl
10 yards
Range:
Components: V, S
Duration:
Permanent
Casting Time: Two turns, plus one turn per additional effect
desired
Area of Effect: One worshiper of Mystryl
Saving Throw: None
This cooperative spell required at least two Mystrylan priests casting the spell simultaneously. For every additional Mystrylan clergy
member (of any class) who participated in the ceremony, another
restorative benefit could be empowered. Other participating clergy
could either cast magefire or donate four winds to the spell.
With only two casters, this spell worked as a neutralize poison, cure disease, and a remove curse. For each additional clergy
that participated, another benefit was added and the ceremony
took another turn to complete. Benefits always took effect at the
combined level of all the spell’s participants. The additional benefits were, in order: cure blindness or deafness, heal, regenerate,
and dispel magic. Additional participants past this point enabled
any effect to be repeated (if a dispel magic failed, for instance)
or allowed a special fell condition to be healed or dispelled, at the
DM’s discretion.

Mind Probe
(Divination, Necromancy)
Sphere:
Jergal
Range:
Touch
Components:
V, S, M
Duration:
2d4 rounds
Casting Time: 7
Area of Effect: 1 creature
Saving Throw: Neg.
This spell combined the effect of a the 3rd-level arcanist spell
paralyze with the 2nd-level arcanist spell ESP. Upon casting this
spell, the priest gained the ability to attack a single sentient being
with the effects of this spell. The priest made a successful attack
in order to strike an opponent and deliver the spell effects. The
priest could delay the attack indefinitely, but if he attempted to
cast any other spell before employing this spell, the previously
cast but unused mind probe was immediately lost.
When the priest touched a sentient being, the target had to
make a successful saving throw vs. spells to avoid the spell’s
effects. If the saving throw was successful, the spell ended
immediately with no effects. If the saving throw failed, however, the target was paralyzed for 2d4 rounds. Creatures that were
immune to paralysis, as well as undead and unliving creatures
such as golems, couldn’t be affected by this spell. Nonintelligent
creatures were similarly immune.
While a being was paralyzed by the effects of this spell, the
priest could probe every corner of its mind. This aspect of the
spell was blocked by magical or psionic defenses. The only types
of information the priest could determine were: the professed
faith of the victim, how true the victim was to their professed
faith, how well the victim had used his natural strengths and dealt
with his weaknesses over the course of life, the accomplishments
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of which the victim was most proud, and the failures of which the
victim was most ashamed. One such nugget of information was
learned by the priest per round that the paralysis was in effect.
The spell was ended immediately if the priest cast another
spell or ceased, voluntarily or involuntarily, to concentrate on
probing the mind of the spell’s target. The casting of this spell was
such a violation of a being’s sense of self that most victims targeted by this spell built up a strong hatred for the casting priest
during the spell’s duration.
The material components of this spell were the priest’s holy
symbol and a piece of cooked fish, which was swallowed by the
spellcaster.

Misfire
(Enchantment/Charm, Necromancy)
Tyche
Sphere:
5 yards/level
Range:
Components: S
1 day/level
Duration:
Casting Time: 7
Area of Effect: One creature
Saving Throw: None
The victim of a misfire couldn’t hit any chosen target with any
thrown, fired, slung, or otherwise projected missile weapon for
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the spell duration, though unintended targets were sometimes
struck by the victim’s use of such weapons. A remove curse, dispel magic, or bless spell cast upon the recipient disrupted this
magic and ended the spell.

Mystrylan Anyspell
(Alteration)
Sphere:
Range:
Components:
Duration:
Casting Time:
Area of Effect:
Saving Throw:

Mystryl
0
V, S
Special
7
The caster
None

This spell allowed the caster to read and then later cast any
arcanist spell of 1st through 5th level. Such a spell was readable
via a read magic ability conferred with the casting of anyspell,
but only one spell could be read and cast for each casting of
anyspell. Merely reading the titles of spells on scrolls or in spell
books to find a desired spell didn’t exhaust the magic of the
anyspell; an entire spell had to be read. Once anyspell was cast
and an arcanist spell was read, the arcanist spell was retained in
the priest’s mind until the priest cast it. Such arcanist spells were
cast as if by an arcanist of the same level as the casting priest,

except that the user of an anyspell needed no material components to work the arcanist spell, and a priest of Mystryl had to
reread an arcanist spell each time he desired to cast it; the spell
did not become permanently known to the priest.
While the priest had the arcanist spell in mind, he couldn’t
regain the four winds that it cost him to cast the spell. Note that
in order to make effective use of this spell, the priest had to borrow the spell book of an arcanist friend or use an arcanist scroll.
(Priests of Mystryl were not otherwise able to use arcanist
scrolls.) Using a scroll in this fashion used up the spell read from
the scroll.

Plant Lance
(Alteration)
Sphere:
Range:
Components:
Duration:
Casting Time:
Area of Effect:
Saving Throw:

Jannath
5 yards/level
V‚ S, M
4 rounds
7
Special
None

This spell transformed one plant per level of the caster into an
animated, flying spear that flew to attack as the caster directed.
The plants transformed could be of any sort, from clumps of
moss or lichen to towering trees, but they had to be alive for the
spell to work. They were consumed by the spell. The spears
could operate only within spell range and flew at MV 27 (A).
When the flying spears reached their target, they struck at
THAC0 8 for 3d4 points of damage each. They withered and vanished whenever either their target died or the spell expired,
depending on which option was elected by the spellcaster at the
time of casting. Otherwise, they moved with and struck at their
target once per round for the duration of the spell without any
attention from the caster, who was free to work other magic or
engage in other activities without affecting the plant lances. The
spears remained categorized as living plants until they withered
at the end of the spell’s duration and so could be affected by
magic that worked on plants. They counted as +1 magical
weapons for purposes of striking creatures that could only be
damaged by magical weapons.
The material components of the spell were the plants. Note
that if insufficient plants were growing within range, the caster
couldn’t generate the maximum number of spears that the spell
afforded.

Wall of Moonlight
(Alteration, Evocation)
Sphere:
Selûne
Range:
5 yards/level
Components:
V, S
Duration:
1 round/level
Casting Time: 7
Area of Effect: A 6-inch-thick vertical plane with a surface
area of five square feet/level per side
Saving Throw: None
This magic created a shimmering tapestry of swirling, pearl-white
force. A wall of moonlight was intangible, need not be anchored
to anything, and could readily be passed through. It could be

made smaller than the caster’s limits if surroundings confined it
or the caster wished to leave an opening beside it, but it couldn’t
be dismissed prematurely. The false moonlight of the wall was
bright enough to read by and to clearly illuminate its surroundings within 20 feet in all directions. Beings employing infravision
couldn’t see clearly through it, though they could sometimes, if
the situation allowed, shield their eyes and see past it.
A wall of moonlight had the following effects on creatures and
items coming into contact with it or passing through it: Undead
creatures suffered 4d12 points of damage. Creatures of evil alignment plus any being who was carrying a holy symbol consecrated to the goddesses Shar suffered 2d10 points of damage. Magical
items glowed with a sudden red faerie fire for 1d4+1 rounds; this
couldn’t be banished before its duration ended, even if the wielder could normally control the radiance of the item. Magical
potions had to make a successful item saving throw vs. magical
fire or explode, inflicting 3d4 points of damage upon beings within 10 feet or 1d4+8 points of damage to any being carrying them
if they were carried in a glass, crystal, or ceramic flask. (If they
were carried in some other manner and failed their saving throw,
the Dungeon Master must adjudicate the appropriate proportionate effects.) Finally, magical darkness of any sort was banished
and couldn’t be evoked or continue to exist within 40 feet of any
part of a wall of moonlight.
If a creature passed through the wall more than once, or
paused in its midst for more than one round, the being suffered
this damage for each contact with the wall or round of continuous contact with it.

Whirlwind of Steel
(Conjuration/Summoning, Evocation)
Sphere:
Targus
Range:
5 yards/level
Components:
V, S, M
Duration:
1 round/level
Casting Time: 8
Area of Effect: Special
Saving Throw: ½
This spell created five phantom arms wielding scimitars. Both
limbs and weapons were magical constructs and not actual, tangible things. The floating, flying limbs hacked silently at targets
until dispelled, warded away by magical barriers, willed out of
existence by the caster, or by the spell expiring. They struck
twice per round at THAC0 8. Each scimitar inflicted 1d8 points of
slashing and piercing damage but was considered a +2 enchanted
weapon for purposes of determining what it can hit.
When whirlwind of steel was cast, the caster irrevocably
chose one of two missions for the scimitars: They either
remained within a stationary 10-foot cube whose center must be
visible to the caster at the time of casting and attacked all creatures entering that area, or they attacked a single target creature,
moving to accompany that creature at MV Fl 18 (B), and reverted
to the first type of mission if the target was slain or teleported
away. (The stationary 10-foot cube in this case was either centered five feet above where the target fell dead or five feet above
the floor at the spot from which the target teleported.)
All creatures were allowed saving throws for half damage
against every scimitar strike from a whirlwind of steel. The caster always successfully made such saving throws if he was hit by
a scimitar. The caster was not immune to the scimitars’ attacks.
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The material component for a whirlwind of steel was a fragment of a metallic bladed weapon.

5th Level

Illumination
(Alteration, Divination)
Amaunator
Sphere:
Range:
0
Components:
V, M
Duration:
Special
Casting Time: 8
Area of Effect: The caster
Saving Throw: None
By means of an illumination spell, the priest in effect altered the
flow of time with regard to himself. While the spell was in effect,
the caster was enveloped in a golden radiance and was immune
to all attacks except those caused by cold-, darkness-, or shadowbased spells, spell-like abilities, magical items, or breath
weapons. While but one round of time passed for those not affected by the spell, the priest was able to spend two rounds, plus one
round per level (to a maximum 1 turn total), in contact with his
deity. Thus, a 5th-level priest could seek illumination for seven
rounds while one round passed for all others. The priest could
request information in the form of questions that could be
answered by a simple “yes” or “no.” The priest was allowed one
such question per phantom round. Optionally, the DM can give a
single short answer of five words or less rather than answering
“yes” or “no.” The answers given were correct within the limits of
the entity’s knowledge. (“I don’t know” was a legitimate answer.)
The spell would, at best, provide information to aid character
decisions, and the deity contacted structured its answers to further its own purposes.
While affected by the illumination spell, rather than ask a
question during a round, the caster could request that the power
contacted bestow a cure light wounds, cure blindness or deafness, cure disease, prayer, or free action spell upon him. The
casting of any of these spells other than cure light wounds, which
could be granted up to four times, ended the spell, and no further
questions were answered by the deity contacted. The caster
couldn’t cast spells on others while affected by an illuminate
spell, nor could he move, become invisible, or engage in any other
action other than those described above.
The material components of this spell were the priest’s holy
symbol and holy water.

Misfortune
(Enchantment/Charm, Necromancy)
Sphere:
Tyche
Range:
Touch
Components: S
Duration:
1 round/level
Casting Time: 5
Area of Effect: One living creature
Saving Throw: None
This spell caused the recipient to receive a -3 penalty on all saving throws, ability checks, initiative checks, proficiency checks,
attack rolls, and damage rolls and a -15% penalty to all thieving
skill checks for the spell duration. A priest of Tyche had to phys-
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ically touch the recipient with a bare hand to cast this spell,
requiring a successful attack roll if the recipient was in battle or
not unaware or immobilized. A remove curse or dispel magic
ended the spell prematurely, and its caster could also banish a
misfortune by silent act of will.

Moon Path
(Alteration, Evocation)
Sphere:
Selûne
5 yards/level
Range:
Components:
V‚ S, M
Duration:
Special
Casting Time: 8
Area of Effect: A variable-width, glowing white stair or
bridge of translucent force a maximum of 15
feet/level long
Saving Throw: None
This spell enabled its caster to create a stair or bridge from one
known, visualized spot to another. The effect was a winding ribbon of glowing white translucent force like a glass strip that was
from 3 to 20 feet wide as the caster decides (and able to vary in
width over its length if the caster desires). It was a maximum of
15 feet per level of the caster long, though the caster could make
it shorter if space was constricted. It could climb or descend and
stuck to its endpoints unshakably, even if these endpoints were
actually empty air above known ground features.
Beings walking on a moon path were protected as follows:
They couldn’t be drained of abilities or experience levels (life
force), they couldn’t be harmed by normal missiles, they were
immune to all enchantment/charm spells (although they could
sense enough of a spell effect to identify it for what it does), and
they couldn’t fall over or off the moon path, no matter what force
struck it or them.
A moon path needed no supports, couldn’t be shattered or
moved by any known force, and was stable enough to cast spells
from. It vanished if struck by a successful dispel magic, if the
caster willed it to, or if it had been completely traversed by as
many beings as the caster had experience levels. Otherwise, it
persisted for 1 turn/level of the caster. Beings on a moon path that
expired or vanished were subject to normal falling damage when
they struck whatever hard surface was below. A magical barrier
of the 6th or greater spell level stopped a forming moon path or
truncated an existing one where the two met, but the caster
couldn’t choose to banish only a part of his moon path in a similar manner. Loss of one part of a moon path had no effect on
remaining parts, even if the loss cut the path in two.
The material component of this spell was a handful of powdered moonstone.

Moonweb
(Abjuration, Alteration)
Sphere:
Selûne
Range:
Touch
Components:
V‚ S, M
Duration:
2 turns/level
Casting Time: 8
Area of Effect: One touched creature or opening with a
surface area of up to 1 square foot per level.
Saving Throw: None

This spell created a web of glowing, shimmering strands of silvery light. It affected one touched creature or opening (for
example, a doorway or window) with a surface area of up to one
square foot per level. This moonweb couldn’t be seen through
except by priests of Selûne, the goddess herself, and the beings
in its protected area, but it did not foil magical means of detecting or locating beings and objects.
Any being, weapon, or spell that struck a moonweb was forced,
violently and immediately, back to its source. This included
beings trying to circumvent such a barrier by means of dimension door or teleportation magics (which were drained and
ruined by the moonweb). Weapon attacks directed at or through
a moonweb rebounded for full damage on their wielders.
Before rebounding, magical weapons did a moonweb 1 point
of damage for each point of attack bonus (each “plus”) possessed. A moonweb could be destroyed by inflicting 1 point of
such magical melee damage per level of its caster upon it or by
the application of a successful dispel magic.
Moonwebs repelled globes of invulnerability and other magical barriers, but any contact between a moonweb and an
antimagic shell or any prismatic magic instantly destroyed both
spell effects in a spectacular burst of harmless blue sparks and
crawling purple lightning bolts.
If the caster of a moonweb was on the same plane of existence as the moonweb whenever any being or object destroyed
it or tried to pass it, the caster gained a clear, vivid mental image
of the offending object or being.
The material components of this spell were a piece of gray or
silver hair from any source and a drop of holy water.

Rising Rot
(Evocation, Necromancy)
Moander
Sphere:
10 yards/level
Range:
Components:
V‚ S, M
Special
Duration:
Casting Time: 8
Area of Effect: One creature
Saving Throw: Special
This spell generated a glowing brown or green beam of light that
stabbed out from the caster to unerringly strike a chosen target
creature, who had to be visible to the caster and within range
when spellcasting began. The beam faded from existence the
moment the victim had been struck, and the caster didn’t need
to concentrate on the spell’s effects past this point. The beam
infected the victim with a mold that sucked moisture and nutrients from living flesh, causing it to shrivel and turn brown. The
target had to make a saving throw vs. spell. Success meant only
1d8 points of damage was inflicted by the mold, but failure indicated that the victim suffered 2d8+2 points of damage. On every
round thereafter the victim had to make another saving throw
vs. spell. The same spell damage (1d8 points or 2d8+2 points)
continued until the victim had successfully saved twice. The
second successful saving throw ended the spell. Cure disease
ended this spell instantly, as did any magic that killed molds or
prevented damage done by them.
Rising rot had no effect on undead creatures, incorporeal
beings, or creatures lacking body tissue (such as elementals).
The material component of this spell was a handful of mold
spores from any source and of any type.

Seed of Moander
(Alteration)
Sphere:
Range:
Components:
Duration:
Casting Time:
Area of Effect:
Saving Throw:

Moander
Special
V, S, M
Permanent
1 turn
Special
Special

This spell was developed by priests of Moander as a method of
enslaving sentient beings to the will of Moander. The spell itself
resulted in the creation of a seed of Moander which could then
transform a victim into a servant of Moander.
To create a seed of Moander, a priest wrapped an emerald fragment in a ball of rotting plant material. The resulting spherical
proto-seed was soaked in unholy water for 24 hours and then
cursed (the reverse of the bless spell) in the name of Moander. The
priest then cast seed of Moander while touching the proto-seed,
transforming the sphere into a green, spine-covered burr about the
size and shape of a horse chestnut burr. The seed was sticky, and
the spines ended in tiny hooks.
A seed of Moander attached itself to the skin of any living, sentient
creature it came into contact with who was not already a Minion of
Moander. The seed burst on the round following its attachment and
released a 3-foot-diameter cloud of spores. Seeds could be thrown
(range was 10/20/30); however, they didn’t break open unless they
struck living beings. (Treat such seed that missed their targets as
grenadelike missiles and consult the Scatter Diagram in the DMG for
where they land.) Any living, sentient creature within the area of
effect of the spores (who was not already a Minion of Moander) had
to make a saving throw vs. spell. If it failed the saving throw, the
spores were inhaled and began transforming the host. If it succeeded, the spores were not inhaled, and the transformational effects of
the seed of Moander were negated. Unburst seeds of Moander burst
when they contacted living flesh. They were destroyed by being
drenched in holy water and blessed (as the spell).
If a victim was not treated, the spores grew, making the creature
into a puppet of Moander (one of Moander’s mind-controlled servants) in 4d4 days and also turned his entrails into a festering mass
of rotting, mold-encrusted tendrils that eventually (in 5d6+30 days,
unless delayed by the application of slow rot spells) reduced their
host to a dried-out husk, killing him. Externally the host appeared
unchanged until death except for the faint odor of pollen and a
small flowered vine wrapped around one ear. A victim who shared
body fluids with another creature—as little as a kiss was sufficient—could transfer the spores of a seed of Moander to that creature, spreading the Darkbringer’s influence. (The potential new
host received a saving throw vs. spell at a +2 bonus for each
instance of exposure to avoid infestation.)
Only if Moander was completely absent from the Realms (in other
words, all of the god’s avatars and manifestations in the Realms were
destroyed) was the original host able to express its free will after it
would have normally become a mind-controlled being. However,
without the stabilizing effect of Moander’s power, the body decayed
at an accelerated rate once the initial 4d4-day period was passed and
became a rotting mass of plant material in a tenday.
If a victim infested with the spores of a seed of Moander drank
holy water within 1 hour of the spores affecting it, the spores dissolved and the victim was cured. If holy water was consumed within 2 days of the spores’ entry, their growth was slowed to half rate
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(in other words, the possession and rotting took twice as long). A
cure disease or heal spell used within 30 days of initial corruption
by the spores stopped the possession and the corruption process,
allowing the victim to live and slowly heal inwardly. Cold magic that
dealt the infested body more than 20 points of damage also slew the
spores’, allowing the victim to slowly recover. Typically, victims
cured by cure disease, heal‚ or cold damage who did not receive a
(second) heal, a restoration, or a regeneration spell had their
Strength and Constitution reduced to half for 20+1d12 days. At the
end of that time, they slipped into a coma, lost 4d4 hit points, and a
day later, if they survived the damage, awoke fully cured.
A newly created puppet of Moander retained all of its previous
abilities and skills, but all of its thoughts were known to Moander
and it was under the complete control of the Rotting God. In addition, the newly created minion could sprout one or two 10-foot-long
tentacles at will from any orifice or directly through its skin. Each
tendril (AC 2; 12 hp each; 2d8 points of bludgeoning/constricting
damage per successful attack) could attack once per round until
destroyed. If a tendril was destroyed, the minion could sprout
another tentacle the following round. If both tendrils hit a small or
man-size creature in the same round, the victim was entangled (as
the spell of that name) until he was released or escaped.
The material components of this spell were an emerald fragment (base value 100 gp) and Moander’s holy symbol.

Seek Eternal Rest
(Alteration)
Sphere:
Range:
Components:
Duration:
Casting Time:
Area of Effect:
Saving Throw:

Jergal
0
V‚ S, M
5 rounds or one attempt to turn undead
8
The caster
None

By means of this spell, priests could augment their next attempt
to turn undead. While empowered by the effects of this spell, if a
priest successfully turned undead on his next attempt, all turned
undead were irrevocably dispelled (unless of divine or semidivine status). For example, if after casting seek eternal rest a 5th
level priest attempted to turn a ghast and rolled an 18, the ghast
would be immediately destroyed.
Priests empowered by the effects of this spell who would automatically dispel a certain type of undead affect twice the normal
number of undead. For example, if an 8th-level priest attempted
to turn a host of skeletons, he would automatically dispel
4d6+4d4 skeletons.
If the priest did not attempt to turn undead within five rounds
of casting seek eternal rest, the spell ended and was lost.
The material component for this spell was the priest’s holy
symbol.

Spirit Trap of the Darkbringer
(Abjuration)
Sphere:
Range:
Components:
Duration:
Casting Time:
Area of Effect:
Saving Throw:

Moander
0
V, S, M
Special
1 hour
One living creature
Neg.
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This spell created an innocuous-appearing false walnut. Once the
spell was cast to create it, it could be activated at will by any possessed Minion of Moander by clenching it in a special way. When
activated, the round nut radiated a sphere of darkness that
expanded to the size of a pumpkin to encompass the bearer’s
hand and forearm in an inky black ball in a single round. In the
following round, the sphere then shimmered like hot tar and emitted a vinelike tendril of glassy black up to 20 feet in length that
touched the target being.
If the target failed a saving throw vs. spell with a -4 penalty, it
was enveloped in darkness and transformed into a silhouette. The
silhouette then constricted and squeezed into a tiny, black, marble-size sphere that was pulled by the tendril into the Minion’s
hand. The darkness then dissipated, leaving a clear, crystal walnut in the Minion’s hand surrounding the marble-size black
sphere that was the imprisoned being. Victims who succeeded at
their saving throw vs. spell were unaffected by the vinelike tendril, and the spell dissipated immediately.
The clear spirit prison lasted for one day per level of the spellcaster. When the crystal nut was shattered or when the spell duration expired, the marble-size sphere of darkness reformed into
the shape of the imprisoned creature and then the darkness dissipated, leaving the victim unharmed.
The material component of this spell was a black sapphire with
greenish-yellow highlights of at least 5,000 gp value which was
transformed into the false walnut.

Storm Cone
(Alteration, Evocation)
Sphere:
Kozah
Range:
5 yards/level
Components:
V, S
Duration:
4 rounds+1 round/3 levels above 9th
Casting Time: 8
Area of Effect: 60-foot-long cone, 20 in diameter at its mouth
Saving Throw: Special
This spell created a whirling vortex of wind in a 60-foot-long cone
shape that flared from its apex close to the caster to a mouth 20
feet in diameter. The caster could move the storm cone up, down,
or sideways 10 feet in each round of its existence. The storm cone
lasted for 4 rounds plus 1 round for every three whole levels of
experience the caster had above 9th level (5 rounds at 12th level,
6 at 15th level, etc.).
A storm cone whirled about all beings it touched, buffeting them
with invisible “stones” of solid air contained within the storm cone,
and stabbed them with tiny lightning bolts that arced about continuously within the vortex. The whirling and buffeting effect
forced touched beings to make saving throws vs. fall and crushing
blow for all worn or carried items and inflicted on all creatures 5d4
points of damage. The lightning bolts struck creatures touched by
the storm cone for an additional 2d4 points of damage and forced
affected beings to make saving throws vs. lightning for all worn or
carried items unless they were protected against electrical damage. Both buffeting damage and lightning damage were suffered in
each round of contact with the storm cone.
A successful saving throw vs. spell halved the physical damage
(rounded down); there was no save against the lightning. Beings
caught within a storm cone couldn’t cast spells or launch attacks
and could only fight free of the storm cone by making successful
Strength and Dexterity ability checks on the same round.

6th Level

Conjure Water Elemental
(Conjuration/Summoning) Reversible
Sphere:
Elemental Water, Summoning
Range:
80 yards
Components:
V, S
Duration:
1 turn/level
Casting Time: 6 rounds
Area of Effect: Special
Saving Throw: None
A caster who performed this spell opened a special gate to the
Elemental Plane of Water and summoned a water elemental to
do his bidding. It was 65% likely that a 12-Hit Die elemental
appeared, 20% likely that a 16-Hit Die elemental appeared, 9%
likely that 1d3+3 varrdigs appeared, 4% likely that a marid
appeared, and 2% likely that a huge water elemental of 21 to 24
Hit Dice (20+1d4) appeared. The caster needed but to command
the creature summoned, and it did as he desired, for the elemental regarded the caster as a friend to be obeyed and wouldn’t turn on him. The elemental remained until destroyed, dispelled, sent away by a dismissal or holy word spell (see the 6thlevel priest spell conjure fire elemental), or the spell duration
expired.
The material component for this spell was the priest’s holy
symbol.

Luckbolt
(Conjuration/Summoning, Evocation)
Sphere:
Combat, Protection
Range:
10 yards/level
Components:
V, S
Duration:
4 rounds
Casting Time: 9
Area of Effect: One being
Saving Throw: None
This spell could be used by the caster directly or fired at a chosen
creature as a silvery-blue bolt that never missed and could follow
around corners, through teleports and the like, and so on to any
location on the same plane. If the recipient being was not the
caster, the recipient had to be viewed by the caster, either directly or through some means of scrying, as the luckbolt was cast. If
a priest cast luckbolt on himself or herself, it surrounded the
priest with a silvery-blue aura for 1 round. In addition, luckbolt
affected the spell recipient as follows:
On the round after contact, the affected being automatically
struck for maximum damage plus 1d10 points in all attacks it
launched that successfully hit, and the spell recipient was successful in all ability checks, proficiency checks that could be
completed in a round, and saving throws.
On the second round, the affected being received a +6 bonus on
all attack rolls and dealt maximum damage plus 1d8 points. The spell
recipient also received a +4 bonus to all saving throws, proficiency
checks that could be completed in a round, and ability checks.
On the third round, the affected being received a +3 bonus on
all attack rolls, a 1d6 bonus on all damage done, and received a
+2 bonus to all saving throws, proficiency checks that could be
completed in a round, and ability checks.
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On the fourth round, the affected being received a +2 bonus on
all attack rolls, a 1d4 bonus on all damage done, and a +1 bonus
to all saving throws, proficiency checks that could be completed
in a round, and ability checks.
It was considered a sin for a priest of Tyche to use a luckbolt
as a personal aid when companions—particularly other worshipers of Tyche—were in greater danger.

Roots of the Assassin
(Conjuration)
Sphere:
Range:
Components:
Duration:
Casting Time:
Area of Effect:
Saving Throw:

Moander
10 yards
V, S, M
1 turn
2 rounds
5 square yards/level
None

This dark and evil spell created long, slimy, black roots of foul
look and manner. These plant things grew from any surface the
spell was cast on with astonishing speed and attempted to
strangle the poor person (or people) who triggered the spell;
they wrapped themselves around the neck of their victim. These
roots attacked collectively as a priest of the same level as the
caster.
The caster of this spell chose exactly what condition triggered
it. The condition could be of any complexity—for example “Kill
only Tallfellow halflings wearing magical black leather armor with
a red rose painted on their left shoulders.” However, the spell
couldn’t know the name or alignment of a being, nor could it be
set off by undead or plantlike creatures. The most common way
to use this spell was to cast it at a mandatory passage point of the
intended target (for example, the bed of a king).
This spell created 1d100 tiny roots per square yard, any of
which was sufficient to strangle a human-sized opponent. Each of
them could project itself up to five yards in order to attack.
Potential victims thus had to fight several hundred roots originating from several square yards of surface. When called forth by
being activated, the roots made no more noise than a leaf falling
from a tree, so only individuals with an exceptional sense of hearing could deny the roots their -4 bonus to surprise rolls.
Entrapped victims could hold their breath a number of rounds
equal to one-third of their Constitution score. Beyond that time
they had to make a Constitution ability check every round with a
-2 cumulative penalty or perish. Characters with the Swimming
proficiency gained an additional round before they began making
Constitution ability checks. Characters with the Endurance proficiency could hold their breath a number of rounds equal to twothirds their Constitution score and then make Constitution ability
checks with no penalty the first round and accrue only a cumulative -1 penalty per round after the first check.
Victims ensnared by this spell could attempt to sever the roots
that strangled them. The mass of roots was AC 6, but only slashing (Type S) weapons had any effect against the roots. If trapped
victims used any weapon larger than a dagger, they suffered a -3
penalty to their attack rolls against the roots. Slashing weapons
severed five times their damage roll in roots, and area-of-effect
damaging spells also destroyed that many roots. A total of 2d100
roots and tendrils held a victim. If all of them were destroyed and
a victim succeeded at a Strength ability check, then he was able
to escape the spell’s area of effect.
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Characters attacking from outside the initial area of effect didn’t
suffer any penalty when attacking the roots. However, they were
also in danger since the roots could turn in response to their
attacks and attack these characters as long as they were within a
5-yard range of the initial area of effect.
The material component of this spell was a rotting leaf or a rotting piece of wood and the holy symbol of the caster.

Sun Scepter
(Enchantment/Charm, Conjuration/Summoning)
Sphere:
Amaunator
Range:
Touch
Components:
V, M
Duration:
1 turn
Casting Time: 9
Area of Effect: Special
Saving Throw: Special
The casting of this spell borrowed an hour of daytime from the day
it was cast (or the next day if cast at night) to render its effects. Sun
scepter temporarily enchanted a solid gold scepter or mace that the
caster touched into a magical item of some potency. When sun
scepter was cast, the golden scepter glowed with the same brightness and illumination as a continual light spell. The individual holding the scepter when the spell was cast could immediately command
the obedience and fealty of creatures within 120 feet of his location
when the spell was completed. From 200 to 500 Hit Dice (or levels
of experience) could be ruled, but creatures with 15 or greater
Intelligence and 12 or more Hit Dice/ levels were entitled to a saving
throw vs. spell. If they succeeded, this power was negated for them.
Ruled creatures obeyed the wielder of the sun scepter as if he
were their absolute sovereign. Still, if the wielder gave a command that was absolutely contrary to the nature of the creatures
commanded, the rulership power was broken.
While the rulership power was only effective upon creatures
within 120 feet of the sun scepter wielder when the spell was
cast, the sun scepter could also be wielded as a magical weapon
that inflicted 1d8+3 points of damage until the spell expired,
Against golems, the sun scepter inflicted 2d8+6 points of damage.
If a natural 20 was rolled on the attack roll, the sun scepter completely destroyed the golem but was itself destroyed in the
process. Against creatures of the Outer Planes, the sun scepter
inflicted 1d8+3 points of damage. If the attack roll was a natural
20, the scepter caused triple damage, but the spell was also immediately ended (though the golden scepter was not destroyed).
The material component of this spell was a solid gold scepter
or mace worth at least 2,500 gp. It was not consumed in the casting of the spell except under the conditions described above.

Tentacle of Withering
(Alteration, Necromancy)
Sphere:
Moander
Range:
0
Components:
V‚ S, M
Duration:
6 rounds
Casting Time: 1 round
Area of Effect: Special
Saving Throw: None

This spell transformed one of the caster’s arms into a wriggling,
eel-like gray tentacle, which was rubbery, flexible, could readily
adhere to surfaces or grip things (and release them whenever
desired) and was retractable and extensible from the length of
the original arm 36 feet long. The tentacle could grasp or
manipulate objects (at a -2 penalty from the caster’s normal
Dexterity), wield weapons (at a -2 penalty to attack rolls), constrict for 1d8 points of damage plus 1 point per level of the caster in a round, or enact its withering power (if the caster wills it
to), sucking life energy from a living body it was touching.
To wither, the tentacle had to make a successful attack roll at
the caster’s THAC0 with a +4 bonus. A successful withering attack
inflicted 1d8 points of damage plus 1 point per level of the caster
and the loss of sensory or motive use of the struck body part for
one round with no saving throw. (Determine which body part was
struck through random dice roll between possible targets.) If the
head was struck, a round of blindness and deafness inescapably
resulted. If a leg was struck, that leg couldn’t move for one round.
A struck arm couldn’t move or hold things and dropped anything
already in its grasp. The tentacle could repeatedly affect a victim,
inflicting another 1d8 points of life-draining damage plus 1 point
per level of the caster each round and disabling a new limb or the
same limb—if it could maintain contact with the being.
The caster could end this spell early at any time by silent act of
will, causing the tentacle to melt slowly away. While the tentacle
was disappearing, the caster didn’t have any use of the
tentacle/limb for one round. While the tentacle was in existence,
the caster couldn’t engage in other spellcasting and could have
limited mobility or was hampered in some activities.
The material components of this spell were a fragment of bone
or small complete bone and a piece of rubber or eel flesh.

7th Level Conjure Air Elemental
(Conjuration/Summoning) Reversible
Elemental Air, Summoning
Sphere:
Range:
40 yards
Components:
V, S
Duration:
1 turn/level
Casting Time: 1 turn
Area of Effect: Special
Saving Throw: None
A caster who performed this spell summoned an air elemental to do
his bidding. The elemental was 60% likely to have 12 Hit Dice, 35%
likely to have 16 Hit Dice, and 5% likely to have 21 to 24 Hit Dice
(20+1d4). Furthermore, the caster needed but to command it, and it
did as he desired, for the elemental regarded the caster as a friend
to be obeyed. The elemental remained until destroyed, dispelled,
sent away by a dismissal or holy word spell (see the 6th-level priest
spell conjure fire elemental), or the spell duration expired.

Gate of Doom
(Conjuration/Summoning)
Sphere:
Jergal
10 yards
Range:
Components:
V, S, M
Duration:
1 round/level
Casting Time: 1 round
Area of Effect: 10 square feet/level
Saving Throw: None
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This spell created a wall of negative energy that was actually a
portal to the Negative Energy Plane. A gate of doom appeared as
a shimmering curtain of lightless black. Any mortal creature who
touched a gate of doom suffered 2d6 points of damage and permanently lost one level or Hit Die per round of contact. Beings
foolish enough to pass through this curtain were instantly transported to the Negative Energy Plane, almost certainly causing
their deaths. The portal was a one-way door, and no parallel
opening back to the Prime Material existed on its other side.
The spellcaster could cast this spell in any loosely rectangular
configuration equal to 10 square feet in surface area per level of
experience of the priest casting the spell. Once cast, the location
of the gate of doom was fixed and couldn’t be moved by the priest
or anyone else until the effect faded. This spell couldn’t be cast
on any living creature. Attempting to do so caused the gate of
doom to appear nearby in a random location.
The spell negative plane protection provided complete immunity to this spell while it was in effect, including preventing an
individual from passing into the Negative Energy Plane, All
undead creatures except mummies (or any other type of undead
tied to the Positive Energy Plane) could ignore this spell’s effects
as well.
Level-draining undead, energy drain spells, and enervation
spells cast within 100 yards of a gate of doom always operated at
twice their maximum effect.
The material components of this spell were a small piece of a
burial shroud and the priest’s holy symbol.
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Spell Ward
(Abjuration)
Sphere:
Range:
Components:
Duration:
Casting Time:
Area of Effect:
Saving Throw:

Mystryl
Touch
V, S
1 round/level
1 round
One being
None

This powerful magic conferred upon the caster or a single living
touched spell recipient complete personal immunity to one specific,
named arcanist spell of each level (for example, Volhm’s bolt, not just
any lightning spell), which had to be determined during casting. In
addition, a spell ward afforded protection against any one form of
damage of both natural and magical origins (typical forms were cold,
electricity, fire, acid, rot, heat, life-energy drain, and poison). However,
a spell ward couldn’t prevent the contraction of any disease.
Casters who used this spell on themselves could—at an immediate cost of 1d6 points of damage to themselves—transfer the protection of the ward to another being through touch. (Unaware or
unwilling recipients required a successful attack versus AC 10 to
touch.) Such a transfer didn’t affect the duration of the ward; only
the remaining time of protection was gained. No second transfer
could be made, and a being who was not the spells caster couldn’t
transfer a spell ward to anyone. Spell ward didn’t work on automatons (such as golems) or undead creatures.

