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Level 1
1. Burning Hands
2. Charm Person
3. Comprehend Languages (reversible)
4. Dancing Lights
5. Detect Magic
6. Enlarge (reversible)
7. Find Familiar
8. Floating Disc
9. Friends
10. Grease
11. Hold Portal
12. Jump
13. Light (reversible)
14. Magic Aura
15. Magic Missile
16. Mending
17. Message
18. Protection from Evil (reversible)
19. Push
20. Read Magic (reversible)
21. Shield
22. Shocking Grasp
23. Sleep
24. Spider Climb
25. Unseen Servant
26. Ventriloquism

Level 2
1. Audible Glamour
2. Continual Light (reversible)
3. Detect Evil (reversible)
4. Detect Invisibility
5. ESP
6. Fool’s Gold
7. Forget
8. Invisibility
9. Knock
10. False Trap
11. Levitate
12. Locate Object
13. Magic Mouth
14. Mirror Image
15. Phantasmal Force
16. Pyrotechnics
17. Ray of Enfeeblement
18. Rope Trick
19. Scare
20. Shatter
21. Stinking Cloud
22. Strength
23. Web
24. Wizard Lock

Level 3
1. Blink
2. Clairaudience/Clairvoyance
3. Darkvision
4. Dispel Magic

5. Explosive Runes
6. Feign Death
7. Fireball
8. Flame Arrow
9. Fly
10. Gust of Wind
11. Haste (reversible)
12. Hold Person
13. Invisibility, 10 
14. Lightning Bolt
15. Monster Summoning I
16. Protection From Evil, 10 (reversible)
17. Protection from Normal Missiles
18. Suggestion
19. Tiny Hut
20. Tongues (reversible)
21. Water Breathing (reversible)

Level 4
1. Charm Monster
2. Confusion
3. Dig
4. Dimension Door
5. Enchanted Weapon
6. Extension I
7. Fear (reversible)
8. Fire Charm
9. Fire Shield
10. Fire Trap
11. Fumble
12. Hallucinatory Terrain
13. Ice Storm
14. Massmorph
15. Minor Globe of Invulnerability
16. Mnemonic Enchantment
17. Monster Summoning II
18. Plant Growth
19. Polymorph Other / Self
20. Remove Curse (reversible)
21. Wall of Fire / Ice
22. Wizard Eye

Level 5
1. Airy Water
2. Animal Growth (reversible)
3. Animate Dead
4. Cloudkill
5. Cone of Cold
6. Conjure Elemental
7. Contact Other Plane
8. Distance Distortion
9. Extension II
10. Feeblemind
11. Hold Monster
12. Mage’s Faithful Hound
13. Magic Jar
14. Monster Summoning III
15. Passwall
16. Secret Chest

V = Verbal, S = Somatic, M = Material, * = The spell effect is cast during the missile round, **= The spell has 
special casting times noted in the description
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17. Stone Shape
18. Telekinesis
19. Teleport
20. Transmute Rock to Mud (reversible)
21. Wall of Force
22. Wall of Iron / Stone

Level 6
1. Anti-Magic Shell
2. Control Water*
3. Control Weather
4. Death Spell
5. Disintegrate
6. Extension III
7. Freezing Sphere
8. Geas (reversible)
9. Glasseye
10. Globe of Invulnerability
11. Guards and Wards
12. Invisible Stalker
13. Legend Lore
14. Monster Summoning IV
15. Move Earth
16. Projected Image
17. Reincarnation
18. Repulsion
19. Spirit-wrack
20. Stone to Flesh (reversible)
21. Transformation

Level 7
1. Summon Cacodemon
2. Charm Plants
3. Delayed Blast Fireball
4. Duo-Dimension
5. Instant Summons
6. Limited Wish
7. Mage’s Sword
8. Mass Invisibility
9. Monster Summoning V
10. Phase Door
11. Power Word, Stun
12. Reverse Gravity

13. Simulacrum
14. Statue
15. Vanish

Level 8
1. Antipathy/Sympathy
2. Clone
3. Glass-steel
4. Incendiary Cloud
5. Irresistible Dance
6. Mass Charm
7. Maze
8. Mind Blank
9. Monster Summoning VI
10. Polymorph Object
11. Power Word, Blind
12. Spell Immunity
13. Symbol
14. Trap the Soul

Level 9
1. Astral Spell
2. Gate
3. Imprisonment (reversible)
4. Meteor Swarm
5. Monster Summoning VII
6. Power Word, Kill
7. Prismatic Sphere
8. Shape Change
9. Temporal Stasis (reversible)
10. Time Stop
11. Wish

All spells are compiled in alphabetical order in the 
following pages. If a material component is required for 
the spell, the exact materials will be described at the end 
of the spell description. Most spells take one round to cast
and go off during the melee phase in combat. Some 
special spells marked (*) go off during the missile phase 
while others marked (**) have special casting times 
explained in the description of the spell.

V = Verbal, S = Somatic, M = Material, * = The spell effect is cast during the missile round, **= The spell has 
special casting times noted in the description
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Airy Water
Arcane Transmutation/Alteration
Spell Level: 5
Range: Caster
Duration: 1 turn/level
Area of Effect: 10 radius sphere or 20 radius 
hemisphere
Components: V, S, M
Saving Throw: None

This spell transforms water or other non-magical liquids 
into a bubble of air in the area surrounding the caster. 
The bubble has the same density as water and will not 
support the magic user in the water; he or she will sink or
float as normal, surrounded by the bubble’s atmosphere. 
The oxygen content of the air in the bubble dœs not run 
out until the spell expires. The material component of the 
spell is a small handful of alkaline or bromine salts.

Animal Growth (Reversible)
Arcane Transmutation/Alteration
Spell Level: 5
Range: 60 
Duration: 1 round/level 
Area of Effect:  Up to 8 animals in a 20 square area
Components: V, S
Saving Throw: None
When this spell is cast all animals up to a maximum of 8, 
within a 20 square area to grow to twice their normal 
size. The effects of this growth are doubled hit dice (with 
resultant improvement in attack potential) and doubled 
damage in combat. The spell lasts for 1 rounds for each 
level of experience of the mage casting the spell. Note 
that the spell is particularly useful in conjunction with a 
Charm Person or Mammal or a Speak With Animals spell. 
The reverse reduces animal size by one half, and likewise 
reduces hit dice, attack damage, etc.

Animate Dead**
Arcane Necromancy
Spell Level: 3
Range: 10 
Duration: Permanent
Area of Effect: See below
Components: V, S, M
Saving Throw: None
This spell creates the lowest of the undead monsters, 
skeletons or zombies, from the bones or bodies of dead 
humans. This spell is ritualistic and takes 5 rounds (5 
minutes) to cast. The effect is to cause these remains to 
become animated and obey the commands of the mage 
casting the spell. The skeletons or zombies will follow, 
remain in an area and attack any creature (or just a 
specific type of creature) entering the place, etc. The spell
will animate the monsters until they are destroyed or until
the magic is dispelled. (See Dispel Magic spell). The mage
is able to animate 1 skeleton or 1 zombie for each level of 

experience he or she has attained. It requires a drop of 
blood, a piece of human flesh, and a pinch of bone 
powder or a bone shard to complete the spell.

Anti-Magic Shell*
Arcane Abjuration
Spell Level: 6
Range: Caster
Duration: 1 turn/level
Area of Effect: 5  radius/level globe
Components: V, S
Saving Throw: None
An anti-magic shell is a bubble of space around the 
magic
user that completely prevents all magic from operating
within its confines. Spell effects do not enter or function
within the shell, providing the caster with complete 
protection from gaze attacks, hostile spells, and even the
entrance of conjured or summoned creatures into his 
vicinity. The drawback of an anti-magic shell, of
course, is that the caster himself cannot cast spells
or avail himself of magic items while inside. Magic
weapons, armor, and the like do not gain their bonuses
or abilities while inside the shell, but would still function
as non-magical weapons or armor.

Antipathy/Sympathy**
Arcane Enchantment/Charm
Spell Level: 8
Range: 30 
Duration: 12 turns/level
Area of Effect: Area 10  cube/level, or a single object
Components: V, S, M
Saving Throw: See below
This spell affects an area or an object with a magical aura
that repels or attracts a certain, specified type of being. 
This spell is a ritual and takes 6 turns (60 minutes) to cast.
Either a race of creature or an alignment must be 
specified. Note that if the spell is cast upon an object 
rather than an area, the targeted type of creature will 
have a penalty of –2 on the saving throw. If the magic 
user creates an antipathy for the area or object, the 
targeted creature type will feel an intense desire to stay 
away from it. A saving throw applies, permitting the 
creature to remain, or to touch the object, but even if the 
saving throw is successful the creature will feel extremely 
uncomfortable in its presence. Creatures that are able to 
remain in the area or near the object will begin to lose 1 
point of dexterity per round (maximum 4 points) from 
discomfort. If the magic user creates sympathy for an 
object or area, on the other hand, the targeted creature 
type will feel attracted to the area or object, pleased to 
remain in the vicinity, or covetous of the “precious” item. 
If the creature dœs not make a saving throw, it will do 
whatever is in its power to stay in contact with the area or
the enchanted object.

V = Verbal, S = Somatic, M = Material, * = The spell effect is cast during the missile round, **= The spell has 
special casting times noted in the description
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Antipathy: The material component for this application of 
the spell is a lump of alum soaked in vinegar. 
Sympathy: The material components of this spell are 
1,000 GP worth of crushed pearls and a drop of honey. 

Astral Spell
Arcane Evocation
Spell Level: 9
Range: Touch
Duration: See below
Area of Effect: See below
Components: V, S
Saving Throw: None
Casting an astral spell allows the mage and up to five 
companions to leave their material bodies and travel 
through the astral plane to other planes of existence. As 
the spell is cast, the character’s material body enters a 
trance-like state of suspended animation while his 
consciousness enters the astral plane. The astral plane is 
a nexus with other planes of existence beyond, and the 
mage may choose to enter these other planes of 
existence. If a character dœs transcend from the astral 
into another plane, he becomes a physical manifestation 
in that existence, forming a duplicate body identical to the
one le in stasis back in the material plane. It is possible 
to travel astrally to other locations in the material plane, 
but a new body cannot be formed in a plane where the 
character already has a physical manifestation. While 
traveling in the astral plane, and aer a new physical 
manifestation has formed on a plane beyond the astral, 
the character remains connected to his or her original 
body by a “silver cord,” an invisible, mystical link. If the 
silver cord is broken or severed (some threats in the astral
plane can cause this to happen), the character dies, both 
on the material plane and in astral form. Most magic 
items lose some or all of their power on the astral plane. 
Unless an item’s magical qualities are imbued so deeply 
as to exist in many planes, an astral traveler's physical 
manifestation on another plane will be equipped with only
the unenchanted substance of otherwise magic items and 
weapons. 

Audible Glamour*
Arcane Illusion/Phantasm
Spell Level: 2
Range: 60  + 10 /level
Duration: 2 rounds/level
Area of Effect: Hearing distance form targeted point
Components: V, M
Saving Throw: See below
This spell is, as its name suggests, the creation of illusory 
sounds. The caster designates a focal point for the spell, 
which must, of course, be within the spell’s range. The 
focal point can be moved by the caster at will until the 
spell’s duration expires. The spell can create any type of 
sound, but the maximum volume of the noise depends 
upon the caster’s level. A third level caster can produce 

the noise of 4 people shouting (or acting more quietly). 
Each additional caster level allows the caster to add the 
sound of four more people into the illusion. As a 
benchmark, the sound of an explosion or landslide would 
require a caster level of approximately 8th. Listeners are 
only entitled to saving throws if they have cause to doubt 
the apparent sounds. Players must state such disbelief, 
while the referee will make such determinations for 
monsters and NPCs based on the plausibility of the 
audible glamour. The material component of the spell is a
bit of wool or a small lump of wax. 

Blink*
Arcane Transmutation/Alteration
Spell Level: 3
Range: Caster
Duration: 1 round/level
Area of Effect: Caster
Components: V, S
Saving Throw: None
This spell is a weak and rather unreliable form of one of 
the true mage’s most powerful capabilities: teleportation 
magic. For the duration of the spell, the magic user 
teleports 2  in a random direction once per round. The 
segment in which the magic user disappears and 
reappears is determined on 2d4, while the compass 
direction is rolled on a d8. If the direction roll would result
in the caster being teleported into a solid object, the 
caster will blink a second time, for a distance of no more 
than 10 . If this second blink also results in the caster 
occupying a solid object, the spell will end, marooning the
caster in the ethereal plane of existence. During and aer 
the segment in which the teleportation occurs, the magic 
user’s sudden change of location prevents any direct 
attacks upon him. The caster may only be attacked 
directly if the attack is made before the blink takes place. 
If the caster teleports both from and into an area which is 
affected by an area of effect spell, he will suffer its 
effects. The constant changes of location take a toll upon 
the caster, who has a 25% chance of failing at attempts to
cast spells, use most magic items, or take any action 
beyond making physical attacks. 

Burning Hands*
Arcane Evocation
Spell Level: 1
Range: Caster
Duration: 1 round
Area of Effect: Fan of flame, 5  long 120 degree arc
Components: V, S
Saving Throw: Save for half
While casting this spell, the mage touches his thumbs 
together, and a sheet of flame explodes from his fingers 
to burn opponents within the spell’s short (5) range. The 
flames inflict 1d3hp base damage with +2 damage per 
caster level with a maximum of 20. Any combustible 

V = Verbal, S = Somatic, M = Material, * = The spell effect is cast during the missile round, **= The spell has 
special casting times noted in the description
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items caught in the sheet of flame must pass a saving 
throw against normal fire or be destroyed.

Charm Monster
Arcane Enchantment/Charm
Spell Level: 4
Range: 60 
Duration: See below
Area of Effect: See below
Components: V, S
Saving Throw: Negates
This spell operates as charm person dœs, but can affect 
any living creature; possibly more than one, depending 
on the monsters’ level value. See the chart below:

Monster Level Number Affected
Chance/Wk to

Break Free

1 2d4 5%

2 1d4 10

3 1d2 15

4 1 25

5 1 35

6 1 45

7 1 60

8 1 75

9+ 1 90

Charm Person*
Arcane Enchantment/Charm
Spell Level: 1
Range: 120 
Duration: See below
Area of Effect: One person
Components: V, S
Saving Throw: Negates
The powerful enchantment woven by this spell will affect 
any “person,” meaning character races (but note that 
elves are 90% resistant), and humanoids up to a ceiling 
of one hit die of charmed creatures per character level at 
any one time. If the target creature fails a saving throw, it 
will view the mage as a trusted friend, interpreting his or 
her every word in its most positive light. Charmed 
creatures will place themselves into moderate danger, 
including combat, on the caster’s behalf, but will not 
undertake risks beyond those the creature might 
ordinarily take. The magic user must be able to talk to the
charmed creature if he or she is to give it any sort of 
complex “request.” Charmed creatures are allowed 
periodic saving throws to break the charm, based on 
intelligence:

Intelligence Chance to Break Free

19+ One save / day

18 One save / 2 days

17 One save / 3 days

15-16 One save / week

13-14 One save / 2 weeks

10-12 One save / 3 weeks

7-9 One save / month

4-6 One save / 2 months

3 or less One save / 3 months

The charm will break automatically if the mage obviously 
tries to harm the charmed creature.

Charm Plants
Arcane Enchantment/Charm
Spell Level: 7
Range: 30 
Duration: Permanent
Area of Effect: 30×10 
Components: V, S, M
Saving Throw: Negates
This spell grants the magic user the ability to 
communicate with (for a period of 1 turn) and command 
plants (the obedience is permanent) in the spell’s area of 
effect. The spell dœs not take 1 turn to cast, but simply 
allows the caster 1 turn to communicate with the charmed 
plants. No unusual abilities are granted to the plants; they 
have no additional capabilities beyond those they had 
before the spell was cast. Only intelligent plants are 
entitled to a saving throw, but at a penalty of –4. 

Clairaudience or Clairvoyance
Arcane Divination
Spell Level: 3
Range: See below
Duration: 1 round/level
Area of Effect: See below
Components: V, S, M
Saving Throw: None
When casting this spell, the caster must announce which is
to be used as both have instances have different effects 
and material components.

Clairaudience: Allows the caster to eavesdrop magically 
upon a particular location. There is no effective limit to 
the spell’s range, but the location must either be familiar 
to the caster or be obvious, such as the top floor inside a 
tower the caster can see, or just beyond a dungeon door. 
The spell cannot penetrate metal; sheets of any type of 
metal between the caster and the target area will prevent 
the magic user from being able to scry upon the area. 

V = Verbal, S = Somatic, M = Material, * = The spell effect is cast during the missile round, **= The spell has 
special casting times noted in the description
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The caster will be able to hear sounds in a 6  radius of 
the spell’s focal point. The spell cannot be used to scry 
across planes of existence; it is limited to locations in the 
same plane in which it is cast.
The material component of the spell is a small silver horn
of at least 100 GP value, and casting the spell causes it to 
disappear.  

Clairvoyance: Empowers the mage to see in his or her 
mind whatever is within sight range from the spell locale 
chosen. Distance is not a factor, but the locale must be 
known – familiar or obvious. Furthermore, light is a factor
whether or not the spell caster has the ability to see into 
the infrared or ultraviolet spectrums. If the area is dark, 
only a 10 foot radius from the center of the locale of the 
spell's area of effect can be viewed; otherwise, the seeing
extends to normal vision range. Metal sheeting or magical
protections will foil a clairvoyance spell. The spell 
functions only on the plane on which the mage is at the 
time of casting. The material component of the spell is a 
pinch of powdered pineal gland from a human or 
humanoid creature. 

Clone**
Arcane Necromancy
Spell Level: 8
Range: Touch
Duration: Instantaneous
Area of Effect: One clone
Components: V, S, M
Saving Throw: None
This eerie spell creates a true, living duplicate of a 
creature, grown in a vat in the magic user’s laboratory 
and matured rapidly to adulthood. The clone has the 
level, the experience points, and the memories of the 
original person as of the time a piece of that person was 
obtained for the purpose of making a clone.

If a clone and its original exist simultaneously, the 
magical flux of such a situation can drive either or both of
them insane. Each will seek to destroy the other with an 
uncontrollable sense that something is horribly wrong 
while both exist. 

If the situation persists, the clone is 70% likely to go 
insane, a 20% chance that the original will go insane, and
a 5% chance that both will become insane, with a 5% 
chance that both will somehow accept that they co-exist. 
It takes 2d4 months for the caster to grow the clone in his
vats before it becomes a true duplicate of the original. If 
the process of vat-growth is interrupted prematurely, the 
clone will be utterly insane, hating all living things, and 
may become psychotic. The material component of the 
spell is a small piece of flesh of the person to be 
duplicated.

Cloudkill

Arcane Evocation
Spell Level: 5
Range: 10 , moves 10/round
Duration: 1 round/level
Area of Effect: Cloud 40  wide, 20  high, 20  deep
Components: V, S
Saving Throw: See below
This spell calls into being a poisonous cloud of roiling 
vapor, heavier than air, which moves along the ground (or
into holes) at a movement rate of 10 / round. The 
eldritch poison of the cloud is so virulent that it kills 
creatures of fewer than 4+1 HD instantly, with no saving 
throw. Creatures with 4+1 HD up to 5+1 HD are allowed a 
saving throw at –4, and creatures of 5+2 up to 6 HD must 
make a normal saving throw. Failure on the saving throw 
means that the victim dies. The spell is affected normally 
by winds, although it magically avoids rolling back over 
the caster under any circumstances. It is dispersed in 4 
rounds by a strong wind, and by thick growths of 
vegetation if it rolls through these for a distance of 20 . 

Comprehend Languages (Reversible)
Arcane Transmutation/Alteration
Spell Level: 1
Range: Caster
Duration: 5 rounds/level
Area of Effect: One written object, or one creature
Components: V, S, M
Saving Throw: None
This spell allows the magic user to decipher a written 
language (including pictographs, but not including magical
script), or to understand the speech of another creature. 
The spell dœs not permit the magic user to understand 
the “speech” of animals; only true, spoken languages can
be understood. The caster gains no ability to speak or 
write the language, only to comprehend meaning. The 
spell’s reverse makes a particular creature or piece of 
writing indecipherable, or may be used to cancel the 
effects of a comprehend languages spell. The material 
components of this spell are a pinch of soot and a few 
grains of salt.

Cone of Cold
Arcane Evocation
Spell Level: 5
Range: Caster
Duration: Instantaneous
Area of Effect: Cone, 5 long per level, 1  radius at base
per level
Components: V, S, M
Saving Throw: Save for half.
A cone of cold is a blast of magical cold originating from 
the caster’s outstretched hand. The cone inflicts 1d4+1 hit 
points per level of the caster. For example, a 10th level 
mage would deal 10d4+10 damage. All unprotected items 
in the area of effect may be destroyed if they fail item 

V = Verbal, S = Somatic, M = Material, * = The spell effect is cast during the missile round, **= The spell has 
special casting times noted in the description
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saving throws. The material component is a crystal or 
glass cone of very small size. 

Confusion
Arcane Enchantment/Charm
Spell Level: 4
Range: 120 
Duration: 2 rounds + 1 round/level
Area of Effect: Up to 60×60 
Components: V, S, M
Saving Throw: See below
This spell will affect a base number of 2d16 creatures in 
the affected area. Additional creatures may be affected; if 
the mage’s caster level is higher than the HD of the 
strongest opponent, the difference is the number of 
additional creatures that must make saving throws. This 
spell is extremely powerful; all saving throws are made 
with a penalty of –2. Creatures that fail their saving 
throws (check each round) act randomly in accordance 
with the following table: 

Dice Roll % Action

01-10 Attacks mage or party

11-20 Acts normally

21-50 Babble incoherently

51-70 Meanders away 1 turn

71-00 Attacks nearest creature

Note: a creature that meanders away is not entitled to 
further saving throws, but will be freed from the spell’s 
effects aer taking a full turn of movement (at normal 
speed) away from the caster. 

Conjure Elemental**
Arcane Conjuration/Summoning
Spell Level: 5
Range: 60 
Duration: 1 turn/level
Area of Effect: Elemental creatures
Components: V, S, M
Saving Throw: None
By means of this spell, the mage calls an elemental
being from the plane of air, fire, earth or water to do his 
bidding; this spell takes 1 turn (10 minutes) to complete the
ritual. The particular form of elemental to be summoned 
is a part of the spell’s incantation, so the mage must 
memorize the spell for a particular element. The mage 
exerts control over the elemental by concentrating upon 
it, and if his or her concentration is broken by being 
damaged or grabbed, he or she will lose control of the 
elemental. The mage’s ability to control the elemental is 
limited to 30  / level of the caster. There is a 1 in 20 
chance per round aer the second round that the 
elemental will break free of the magic user’s control even 
if the magic user is concentrating upon maintaining it. 

If the elemental breaks free of the magic user’s control or
if the magic user ceases to concentrate upon it, it will 
seek to attack the magic user as soon as it can finish any
combat in which it is involved. A magic user can protect 
himself from uncontrolled elementals by means of a 
pentacle, pentagram, thaumaturgic triangle, magic circle, 
or protection from evil spell. 

The elemental summoned remains until its form on this 
plane is destroyed due to damage or the spell’s duration 
expires. Note that water elementals are destroyed if they 
move beyond 60  of a body of water. The material 
components of this spell (besides the quantity of the 
element at hand) is a small amount of:

• Air Elemental – burning incense
• Earth Elemental – so clay
• Fire Elemental – sulfur and phosphorus
• Water Elemental – water and sand

Contact Other Plane**
Arcane Divination
Spell Level: 5
Range: Caster
Duration: See below
Area of Effect: Caster
Components: V
Saving Throw: None
The caster divorces his mind from the rational reality of 
the material plane, accepting the fundamental 
contradictions of extra-planar realities, and making 
contact with the powers of the beyond. This ritualistic 
spell takes the caster 1 turn (10 minutes) to cast. By means
of this contact, he can query the powers and gain “yes or
no” answers to the questions he poses. One question 
may be asked per 2 caster levels. The caster decides how
deeply he wishes to probe into the realities beyond the 
material (unless he chooses to contact an elemental plane
for information about that plane). 

The difficulty of the mental task is measured in terms of 
how many fundamental contradictions of reality the 
caster can assimilate and simultaneously juggle in his or 
her mind. The price of failure is insanity. Contacting an 
elemental plane provides a 90% chance that the being 
contacted will have the knowledge the mage seeks, if the 
mage is asking about the particular elemental plane. 

There is a 25% chance that the being will tell a lie, or that
the information will be couched in such inherently 
contradictory language that it cannot be understood. If the
mage seeks information about the material plane or non-
elemental planes, he must delve into the fundamental 
contradictions of extra-planar metaphysics, described on 
the following table; 

Plane Insanity Knowledge Veracity

V = Verbal, S = Somatic, M = Material, * = The spell effect is cast during the missile round, **= The spell has 
special casting times noted in the description
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Chance* Chance Chance***

Elemental 20% 90%** 75%

1 removed 5 60 65

2 removed 10 65 67

3 removed 15 70 70

4 removed 20 75 73

5 removed 25 80 75

6 removed 30 85 78

7 removed 35 90 81

8 removed 40 95 85

9+ removed 50 98 90

*Every 1 point of INT over 15, the mage reduces insanity 
chance by 5%.
**Assumes the knowledge of questions pertaining to the 
appropriate elemental plane.
***If the answer is unknown, and the answer is not true, 
the being will answer definitely. If truth is indicated, it will 
answer “unknown.”

Insanity will strike as soon as 1 question is asked. It will 
last for 1 week for each removal of the plane contacted, 
10 weeks maximum. There is a 1% chance per plane that 
the mage will die before recovering unless a remove 
curse spell is cast upon him.

Continual Light (Reversible) *
Arcane Transmutation/Alteration
Spell Level: 2
Range: 60  or 10 /level
Duration: Permanent or 1 turn + 1 round/level
Area of Effect: 60  radius sphere or 15  radius sphere
Components: V, S or V, M
Saving Throw: See below
Continual Light: This spell brings into being a bright, 
magical illumination almost sufficient to rival the light of 
day. In all respects, the spell is identical to the first level 
spell light, but its effects are permanent until dispelled. 
The light cast is greater than that produced by a light 
spell, extending 60  into the darkness. The magic user 
spell cannot be used to create continual darkness. 

Darkness, 15  radius: This spell creates an area of utter 
lightlessness, a magical darkness that prevents all natural 
vision, even darkvision. The spell’s effect is neutralized by
(and neutralizes) the counteracting effect of a light or 
continual light spell. The material components for this 
spell are a bit of bat fur and either a drop of pitch or a 
piece of coal. 

Control Water (Reversible)**

Arcane Transmutation/Alteration
Spell Level: 6
Range: See below
Duration: See below
Area of Effect: See below
Components: V, S, M
Saving Throw: None
Both instances of this spell take 1 turn (10 minutes to cast).

Lower Water: The mage casting a lower water spell 
causes water or similar fluid in the area of effect to sink 
away. Lowering is a 5% reduction of the original liquid 
level for every level of experience of the mage, i.e. 60% 
at 12th, 65% reduction at 13th, etc. The effect of the spell 
lasts for 5 rounds for each level of experience of the 
mage casting it.
The spell’s reverse can raise water no more than 5 
/level. The material component to this spell is a small 
vial of water and a small vial of dust.

Part Water: This spell causes water to draw apart, forming
a trench. The depth and length of the water displacement 
is determined by the mage’s level. For each caster level, 
the mage may displace an area of water 30  deep and 
20  wide. The spell can affect other liquids besides 
water, but the more different the physical properties of the
other liquid, the less the mage may be capable of 
displacing. The material components for this spell effect 
are two small sheets of crystal or glass.

Control Weather**
Arcane Transmutation/Alteration
Spell Level: 6
Range: 0
Duration: 4d6 hours
Area of Effect: 4d4 square miles
Components: V, S, M
Saving Throw: none
The control weather spell takes 1 turn (10 minutes) to cast 
and brings about a change in the weather for several 
square miles surrounding the point where the spell is cast.
It requires no more than 10-40 (1d4) minutes for the spell 
to take its full effect across the vast area it covers. The 
spell affects precipitation, temperature, and wind speed. 
Existing weather conditions cannot be utterly changed by 
the force of this spell; a clear day cannot be made 
cloudy, for instance, but it can be made partly cloudy. Hot
weather can be made merely warm, and only a light 
breeze can be raised from calm weather. This spell may 
be cast successively to bring about a dramatic change, 
moving, for example, from a calm to a light breeze, from 
the breeze to a strong wind, and on the third casting to 
transform the strong wind into a gale. The material 
components of this spell are burning incense, and bits of 
earth and wood mixed in water.

Dancing Lights*

V = Verbal, S = Somatic, M = Material, * = The spell effect is cast during the missile round, **= The spell has 
special casting times noted in the description
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Arcane Transmutation/Alteration
Spell Level: 1
Range: 40  + 10 /level
Duration: 2 round/level
Area of Effect: See below
Components: V, S, M
Saving Throw: None
This spell creates small lights at a chosen distance, under 
the caster’s control. The mage may create 1-4 (at his 
option) torch-like lights, 1-4 (at his option) spherical lights, 
or a single, faintly human-like glow. The lights move at 
the caster’s mental command, without any particular 
concentration required. If the mage allows the lights to 
move beyond the spell’s range, the lights will disappear 
and the spell will end. The material component of this 
spell is either a bit of phosphorus or wytchwood or a 
glowworm.

Darkvision
Arcane Transmutation/Alteration
Spell Level: 3
Range: Touch
Duration: 12 turns + 6 turn/level
Area of Effect: One creature
Components: V, S, M
Saving Throw: None
This spell allows the mage to confer the ability to see in 
the dark, much the same as an elf or other creature. The 
vision is in gray-scale, becoming hazy aer 60 . Lamps 
and other light sources tend to spoil the effects of 
darkvision. The material component of this spell is either 
a pinch of dried carrot or an agate.

Death Spell
Arcane Necromancy
Spell Level: 6
Range: 10 /level
Duration: Instantaneous
Area of Effect:  5×5 /level
Components: V, S, M
Saving Throw:  None
Within its limit as to hit dice, this spell slays living 
creatures in the area of effect. Creatures of 9 or higher hit
dice are not affected. The spell kills 4d20 “points” worth 
of creatures, where (for the purposes of this spell) any 
creature of fewer than 2 HD counts as one point, 
creatures of 2 to less than 4 HD count as 4 points, 
creatures of 4 to less than 7 HD count as 8 points, and 
creatures from 7 to less than 9 HD count as 10 points. 
Creatures of the lowest hit dice die first, and fractional 
“kills” (where insufficient points remain completely to slay
the creature) have no effect. A death spell, dœs not affect 
lycanthropes, undead, or creatures from other than the 
Prime Material plane. Material components of this spell is 
a crushed black pearl with a minimum value of 1,000 GP.

Delayed Blast Fireball

Arcane Evocation
Spell Level: 7
Range: 100  + 10 /level
Duration: See below
Area of Effect: 20  radius sphere
Components: V, S, M
Saving Throw: Half damage
A delayed blast fireball is somewhat more powerful than 
a normal fireball. At the time of casting, the magic user 
states an amount of time, from 1 round (1 minute) to 1 turn
(10 minutes), and the fireball will not explode until that 
time is reached. Otherwise, except as noted above, the 
spell functions as per the description of the fireball spell 
but deals 1d6+1/level of the caster. A level 12 caster would 
deal 12d6+12 damage, save for half.

The blast fills the entire volume of the spell radius, and if 
it is cast into an enclosed area smaller than the area of 
effect the flames will expand from this area until the 
spell’s full volume has been reached. The volume of a 20 
 radius sphere is approximately 33,500 cubic , and 
there are 1,000 cubic  in a 10 × 10 × 10  area, so in an 
area with a 10  ceiling the fireball will fill approximately 
thirty-three 10 × 10  squares. Thus, if a fireball explodes 
in the middle of a corridor 10  wide and 10  high, the 
blast will extend a staggering 165  in both directions. The
flames do not create any significant change in air 
pressure, but the furnace-like heat causes all items in the 
blast to make saving throws against magical fire or ignite 
(or, in the case of metals, melt). The material component 
of this spell is a tiny ball composed of bat guano and 
sulfur placed upon a small sundial of finely wrought gold 
and silver with a minimum value of 500 GP.

Detect Evil (Reversible)*
Arcane Divination
Spell Level: 2
Range: Caster
Duration: 5 rounds/level
Area of Effect: Path 10  wide, 60  long
Components: V, S
Saving Throw: None
The caster is able to detect the emanations of evil (or 
good in the case of the reverse) thoughts or evilly 
enchanted objects. Note, this may not highlight the 
unscrupulous thief if he bears no ill-will; but a wholly evil 
creature such as a lich will be detectable to the mage.

Detect Invisibility*
Arcane Divination
Spell Level: 2
Range: Caster
Duration: 5 rounds/level
Area of Effect: Path 10  wide, 10  long/level
Components: V, S, M
Saving Throw: None

V = Verbal, S = Somatic, M = Material, * = The spell effect is cast during the missile round, **= The spell has 
special casting times noted in the description
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This spell allows the caster to see that which is invisible or
hidden, and also to perceive the astral and ethereal 
planes. The spell’s sight is limited to the stated range of 10
/ caster level. The material components of this spell are 
a pinch of talc and a small sprinkling of powdered silver.

Detect Magic*
Arcane Divination
Spell Level: 1 
Range: 0
Duration: 2 rounds/level
Area of Effect: Path 10  wide, 60  long
Components: V, S
Saving Throw: None
When detect magic is cast, the mage detects magical 
auras in a path 10  wide and up to 60  long in the 
direction he is facing. The caster can turn 60 degrees per 
round; turning quicker than this dœs not allow magic 
auras enough time to form in the mage’s vision. Note that
the spell effect is blocked by solid wood 3 + thick, stone 
of 10 + thick, and solid metal of but 1 inch+ thick.

Dig
Arcane Evocation
Spell Level: 4
Range: 30 
Duration: 1 round/level
Area of Effect: 5  cube/level
Components: V, S, M
Saving Throw: See below
This spell causes dirt to begin piling out from the ground, 
digging a hole with tremendous speed. The excavation 
proceeds at a rate of one 5 × 5  cube per round per 
level, as earth boils out of the area the caster directs, 
landing to the edges of the pit. If the spell is cast directly 
beneath a creature, the creature will fall in without any 
possibility of a saving throw. Creatures at the edge of the 
pit have some likelihood of falling in; they must roll a 
successful saving throw to avoid sliding into the sudden 
mælstrom of moving earth. A creature moving toward the
pit during the first round in which digging begins must 
make a saving throw vs spells or fall into the hole. The 
spell can be used to excavate in dirt, sand, or mud. Note 
that if the pit is taken deeper than 5 , there is a chance 
that it will collapse in on itself (roughly 25%, adjusted by 
the referee for the type of material being dug). The spell 
caster uses a miniature shovel and tiny bucket to activate 
a dig spell and must continue to hold these material 
components while each pit is excavated.

Dimension Door*
Transmutation/Alteration
Spell Level: 4
Range: Caster
Duration: See below
Area of Effect: Caster
Components: V

Saving Throw: None
Dimension door is a weak form of teleportation, more 
controllable than blink, but severely limited in range. The 
teleportation is limited to 30  per caster level. Unlike 
blink, a dimension door spell operates with perfect 
accuracy, either to a place the caster can see or clearly 
visualize, or in response to directions (example: “120  
forward and 30  to the right”). If the caster’s directions 
land him inside a solid object, he or she is stunned and 
trapped in the astral plane, held in a sort of suspended 
animation for eternity unless rescued. The spell is subject 
to a maximum weight limit of 500 lbs of additional 
weight, with each lb of living matter counting for twice its 
actual weight. Recovery from the experience of this form 
of teleportation is not immediate, although it is quite 
rapid. The caster can move, but not perform other actions
for a period of 1 round following the transition. 

Disintegrate
Arcane Transmutation/Alteration
Spell Level: 6
Range: 5 /level
Duration: Instantaneous
Area of Effect: See below
Components: V, S, M
Saving Throw: Negates
This spell disintegrates matter of any kind: animal, 
vegetable, or mineral. Matter of a magical nature will also
be destroyed, although evocations of magic force (such as
a wall of force, globe of invulnerability, or shield) are not 
affected (not being matter). An entire creature, or an area 
of non-living matter up to 10×10 /level, will be utterly 
obliterated by this powerful spell. The spell cannot be 
used to destroy both living and non-living matter; once it 
hits its first target it will take effect upon that matter and 
not pass beyond. Creatures, and magical materials can 
save to avoid the effect. The material components are a 
lodestone and a pinch of dust.

Dispel Magic
Arcane Abjuration
Spell Level: 3
Range: 120 
Duration: Permanent
Area of Effect: 30  cube
Components: V, S
Saving Throw: None
Dispel Magic neutralizes or negates the magic it comes in 
contact with as follows: 

• Dispel magic will not affect a specially enchanted
item such as a scroll, magic ring, wand, rod, staff,
misc magic item, magic weapon, magic shield, or
magic armor. 

• It will destroy magic potions (treated as 12th level 
for this purpose), remove spells cast upon 
persons or objects, or counter the casting of 
spells in the area of effect.

V = Verbal, S = Somatic, M = Material, * = The spell effect is cast during the missile round, **= The spell has 
special casting times noted in the description
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The chance of successfully dispelling magic is a 
percentage based on the ratio of the level of the 
dispelling caster over the level of original caster (or HD of 
the monster). Thus, a 6th-level mage attempting to dispel 
a charm cast by a 12th-level mage has a 50% chance of 
success (6/12 = .50, or 50%). If the 12th-level mage was 
dispelling the 6th-level mage’s charm, success would be 
certain (12/6 = 2.00, or 200%). 

Distance Distortion
Arcane Transmutation/Alteration
Spell Level: 5
Range: 10 /level
Duration: 1 turn/level
Area of Effect: 100 sq /level
Components: V, S, M
Saving Throw: None
This spell is cast with a summoned earth elemental as its 
focus. The casting of the spell is fascinating to summoned 
elementals and is sufficient to maintain the caster’s 
control over the elemental (although he or she cannot 
command it to act while in the process of casting). When 
the casting is completed, the earth elemental disperses 
into the substance of the earth as directed, where it 
creates a dimensional distortion of the spell’s area of 
effect. Travel through the distorted area takes twice as 
long (and seems twice as far) as it should, or seems half 
as long and takes half the normal travel time (determined 
by the caster when casting the spell). The area dœs 
radiate magic, slightly, and the reality will be perceived 
by true seeing (although the travel time will still be altered
even for those who know that the distance is distorted). 
Otherwise, the spell is utterly undetectable. Materials 
needed for this spell is a small lump of so clay.

Duo-Dimension
Arcane Transmutation/Alteration
Spell Level: 7
Range: Caster
Duration: 3 rounds +1 round/level
Area of Effect: Caster
Components: V, S, M
Saving Throw: None
By means of this spell, the caster reduces himself to a 
two-dimensional sheet with no third dimension. He or she 
can fit through the thinnest of spaces provided they are 
large enough to accommodate his or her remaining two 
dimensions—he or she cannot bend down while two-
dimensional. Moreover, he or she can become invisible by
the simple expedient of turning sideways. While two-
dimensional, the caster can move, cast spells, and 
otherwise act normally. If attacked from the front or back,
however, he or she takes three times normal damage. 

The material components of this spell are a thin, flat ivory
likeness of the spell caster (which must be of finest 

workmanship, gold filigreed, and enameled and gem-
studded at an average cost of 5,000 to 10,000 GP) and a 
strip of parchment. As the spell is uttered, the parchment 
is given a half twist and joined at the ends. The figurine is
then passed through the parchment loop, and both 
disappear forever. 

Enchanted Weapon**
Arcane Transmutation/Alteration
Spell Level: 4
Range: Touch
Duration: 5 rounds/level
Area of Effect: See below
Components: V, S, M
Saving Throw: None
Over the course of 1 turn (10 minutes), the mage performs
a ritual to create a weak and temporary enchantment 
upon a full-sized weapon, or upon two smaller weapons 
such as arrows, bolts, or daggers. The enchantment lends 
no bonus to hit, but may be used to strike creatures that 
can be hit only with a +1 magical weapon. When missile 
weapons are used in this fashion the enchantment is 
expended, however melee weapons retain the 
enchantment for the full duration of the spell. The 
material components of this spell are powdered lime and 
carbon.

Enlarge (Reversible)*
Arcane Transmutation/Alteration
Spell Level: 1
Range: 5 /level
Duration: 1 turn/level
Area of Effect: One creature or object
Components: V, S, M
Saving Throw: Negates
This spell causes a creature or object to grow in size and 
weight. The spell increases a creature’s size and weight by
20% for each level of the caster (to a maximum increase 
of 200%) or increases an object’s size and weight by 10%
per caster level (to a maximum increase of 100%). The 
magic user’s power limits the volume of material that he 
or she can enlarge; the mage can affect no more than 10 
cubic  of living matter, or 5 cubic  of non-living matter, 
per level. A normal sized person doubled in size will 
generally have strength of 18, and tripled in size would 
have strength of 20+. The spell’s reverse applies in the 
same ratios, but with the effect of reducing the size of an 
object or creature. If the spell is cast on an unwilling 
recipient, a successful saving throw will negate the spell, 
but willing recipients may choose to forgo the save. The 
material component of this spell is a pinch of powdered 
iron.

ESP*
Arcane Divination
Spell Level: 2
Range: Caster

V = Verbal, S = Somatic, M = Material, * = The spell effect is cast during the missile round, **= The spell has 
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Duration: 1 round/level
Area of Effect: 5  radius/level, max 90 
Components: V, S, M
Saving Throw: None
This spell allows the caster to overhear the surface 
thoughts of any thinking being in the spell’s radial area of
effect. The caster need not be able to see the creature 
whose thoughts he is reading; the spell can be used to 
listen beyond a closed door. The spell cannot penetrate 
more than 2  of stone or more than 2 inches of any 
metal, and it is foiled by even a thin sheet of lead. The 
mage employing the spell is able to probe the surface 
thoughts of 1 creature per round, getting simple instinctual
thoughts from lower order creatures. Probes can continue 
on the same creature from round to round or be 
switched. The material component of this spell is a copper
piece.

Explosive Runes
Arcane Transmutation/Alteration
Spell Level: 3
Range: Touch
Duration: Permanent until triggered
Area of Effect: One object
Components: V, S
Saving Throw: See below
This spell creates a magical trap in the form of traceries 
and sigils placed upon a piece of writing that create a 
magical detonation when they are read. It is possible to 
detect the presence of explosive runes without detonating 
them: a magic user has a 5% chance per level to notice 
their presence, and a thief has a 1% chance per level. 

When the runes are read, the resulting explosion causes 
6d4+6 points of damage (half with a successful saving 
throw) to any creature within a 10  radius. The reader of 
the runes dœs not receive a saving throw. The caster and 
any other magic user with whom the caster has made 
familiar the secret pattern of the runes can read the 
protected document or tome without danger, and the 
caster can erase them at will. Otherwise, only a dispel 
magic or similar enchantment will remove the runes 
before they are triggered. 

Note that the item upon which the runes are scribed, if it 
is not resistant to fire, will undoubtedly be destroyed 
when the runes detonate. 

Extension I*
Arcane Transmutation/Alteration
Spell Level: 4
Range: Caster
Duration: See below
Area of Effect: See below
Components: V
Saving Throw: None

Extension I lengthens the duration of another of the 
caster’s spells by 50%. Only spells of levels 1–3 can be 
affected by Extension I.

Extension II
Arcane Transmutation/Alteration
Spell Level: 5
Range: Caster
Duration: See below
Area of Effect: See below
Components: V
Saving Throw: None
Except as noted, this spell is identical to the spell 
extension I, but may be used to extend by 50% the 
duration of any spell up to and including fourth-level 
spells.

Extension III
Arcane Transmutation/Alteration
Spell Level: 6
Range: Caster
Duration: See below
Area of Effect: See below
Components: V
Saving Throw: None
This spell functions in the same manner as extension I, 
but it doubles the duration of spells level 1-3, and extends 
the duration of spells level 4 or 5 by 50%. 

False Trap**
Arcane Illusion/Phantasm
Spell Level: 2
Range: Touch
Duration: Permanent
Area of Effect: One object
Components: V, S, M
Saving Throw: None
By means of this spell, the mage weaves an illusion 
around an object (lock, hinge, hasp, screw-on cap, ratchet
etc.), making it appear trapped to any normal inspection 
(such as by a thief). Any such examiner has an 80% 
chance of finding and believing the false trap. This 
likelihood decreases by 3% per level of experience of the
thief. Furthermore, if a thief attempts to remove the 
illusory trap, believing it to be real, there is only a 20% 
likelihood that the illusion will be dispelled or exposed by 
these efforts. In this case, the thief, seeing the illusion 
unchanged, will usually conclude that the attempt to 
remove the “trap” has failed. Only one false trap may be 
placed within a 50  radius, and if two items bearing this 
illusion come within 50  of each other, both will be 
dispelled. The material component for this spell is the 
need to cast it upon an object (lock, hinge, hasp, screw-on
cap, ratchet etc.)

Fear (Reversible)

V = Verbal, S = Somatic, M = Material, * = The spell effect is cast during the missile round, **= The spell has 
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Arcane Illusion/Phantasm
Spell Level: 4
Range: 0
Duration: See below
Area of Effect: Cone, 60  long, 5  at origin, 30  
diameter at terminus
Components: V, S, M
Saving Throw: Negates
This spell causes utter panic in the creatures exposed to 
the cone-shaped emanation of phantasmal terror the 
caster hurls forth. If any creature, of any level or hit dice, 
fails its saving throw against the spell, it will bolt away 
from the caster as fast as possible for as many rounds as 
the caster’s level. There is a base 60% chance for a 
creature to drop whatever it is holding (immediately upon 
failing the saving throw), reduced by 5% per HD or level 
of the panicked creature. The material component of this 
spell is either the heart of a hen or a white feather.

Feeblemind
Arcane Enchantment/Charm
Spell Level: 5
Range: 10 /level
Duration: Permanent
Area of Effect: One creature
Components: V, S, M
Saving Throw: Negates

The insidious feeblemind spell affects only those who can 
cast spells, tracing and poisoning the mystical channels of
their power like a viral infection. This spell causes the 
victim’s brain to become that of a moronic child. The 
victim remains in this state until a heal, restoration, or 
wish spell is used to do away with the effects. 

• Clerics gain a bonus of +1 to the saving throw
• Druids receive a -1 to the saving throw
• Mage’s receive a -4 to the saving throw
• Those who can use more than one type of magic

must save using the average of their modifiers.
The material component of the spell is a handful of small 
clay, crystal, glass or mineral spheres.

Feign Death*
Arcane Necromancy
Spell Level: 3
Range: Touch
Duration: 6 rounds + 1 round/level
Area of Effect: One creature
Components: V, S
Saving Throw: None; willing recipients only
This spell magically slows the recipient’s metabolism into 
a state so close to death that it is impossible to distinguish
the en-spelled person from a corpse by any means other
than magical. The recipient can hear, smell, and think; the 
senses of touch and sight no longer function. Damage 
caused to the pseudo-corpse is reduced by one half, and 
the spell’s recipient will not even know that the damage 

has been caused—potentially a dangerous situation. A 
person under the influence of this spell is not subject to 
the draining effects of the undead and will not be affected
by poisons until the spell wears off or is otherwise 
removed; the caster can remove the catalepsy at will, and
the spell is subject to being dispelled. 

Find Familiar**
Arcane Conjuration/Summoning
Spell Level: 1
Range: 0
Duration: See below
Area of Effect: 1 mile radius/level
Components: V, S, M
Saving Throw: See below
Mage’s of higher levels oen summon familiars to assist 
them with various tasks. Indeed, a familiar can also be of 
considerable benefit to a lower level magic user (even 
increasing others’ estimation of his or her power), but the 
risks inherent in losing a familiar can be daunting to a 
weaker spell caster. 

To summon a familiar, the magic user must intone the 
words of the spell over a brass brazier with charcoal and 
when this is burning, add 100 GP worth of incense, herbs 
(basil, savory, and catnip at the least), and fat. When 
these items are burning the caster caster begins his 
incantation. The caster must maintain his or her casting 
for as long as necessary (2d12 hours) until a familiar 
arrives (or the casting time expires without success). The 
spell may be attempted only once per year, and the 
caster has no control over the type of animal that will 
respond. When it arrives, the familiar is a faithful servant 
and ally to the caster. Normal familiars have 1d3+1 hit 
points, are AC 7, and are as intelligent as a lower-than-
average human. 

When the familiar is within 120  of the magic user, the 
magic user gains additional hit points equal to the 
familiar’s. However, if the familiar is ever killed, the magic 
user permanently loses twice the familiar’s hit points. 

Caster Level
Familiar

1-2 3-4 6-8 9-11 12-14 15+

01-05 01-05 01-06 01-06 01-07 01-07 Special*

06-25 06-25 07-29 07-29 08-33 08-33 Cat

26-35 26-36
30-
40

30-41 34-45 34-46 Hawk

36-45 37-47 42-51 42-53 46-57 47-59 Owl

46-55 48-58 52-62 54-65 58-69 60-72 Raven

56-65 59-69 63-73 66-77 70-81 73-85 Toad

66-75 70-80 74-84 78-89 82-93 86- Weasel

V = Verbal, S = Somatic, M = Material, * = The spell effect is cast during the missile round, **= The spell has 
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98

76-00 81-00
85-
00

90-00
94-
00

99-
00

None

*A special familiar is entitled to a saving throw in order to 
avoid the effect of the spell. The type of special familiar 
to appear depends upon the magic user’s alignment: 

• Lawful good or Lawful neutral: Brownie 
• Chaotic good, Neutral good, or Neutral: Pseudo-

dragon 
• Lawful evil or Neutral evil: Imp 
• Chaotic evil or Chaotic Neutral: Quasit 

Fire Charm
Arcane Enchantment/Charm
Spell Level: 4
Range: 10
Duration: 2 rounds/level
Area of Effect: 15  radius around fire
Components: V, S, M
Saving Throw: None
This spell transforms an existing fire source such as a 
brazier, or bonfire to serve as a powerful mental snare. 
Any creature within the spell’s radius who even so much 
as glances at the fire must make a saving throw vs spells 
or be charmed by the dancing flames. While so charmed,
the creature becomes susceptible to the caster’s words, in 
the same manner as with a suggestion spell, but with a 
penalty of –3 to the saving throw. The enchantment will 
be broken if the entranced creature can no longer see the
flames or if it is attacked. Note that the veil of flame is not
a magical fire, and passing through it incurs the same 
type and amount of damage as would be sustained from 
passing through its original fire source. The material 
component for this spell is a small piece of multicolored 
silk of exceptional thinness which the mage must throw 
into the fire source.

Fire Shield
Arcane Evocation-Alteration
Spell Level: 4
Range: Caster
Duration: 2 rounds + 1 round/level
Area of Effect: Caster
Components: V, S, M
Saving Throw: None
 By casting this spell the mage appears to immolate 
himself, but the flames are thin and wispy, shedding light 
equal only to half that of a normal torch (15’ radius of dim
light), and colored blue or green if variation A is cast, 
violet or blue if variation B is employed. Any creature 
striking the spell caster with body or hand-held weapons 
will inflict normal damage upon the mage, but the 
attacker will take double the amount of damage so 
inflicted. The other spell powers depend on the variation 
of the spell used:

A. The flames are hot, and any cold-based attacks 
will be saved against at +2 on the dice, and 
either half normal damage or no damage will be
sustained; fire-based attacks are normal, but if 
the mage fails to make the required saving throw
(if any) against them, he will sustain double 
normal damage. The material component for this
variation is a bit of phosphorous. 

B. The flames are cold, and any fire-based attack 
will be saved against at +2 on the dice, and 
either half normal damage or no damage will be
sustained; cold-based attacks are normal, but if 
the mage fails to make the required saving throw
(if any) against them, he will sustain double 
normal damage. The material component for this
variation is a live firefly or glow worm or the tail 
portions of 4 dead ones. 

Fire Trap**
Arcane Evocation
Spell Level: 4
Range: Touch
Duration: Permanent until triggered
Area of Effect: One object
Components: V, S, M
Saving Throw: Half damage
This spell enchants any item that can be opened or 
closed with a magical trap and takes 3 rounds (3 minutes)
to enchant. This cannot be combined with another spell 
such as hold portal or wizard lock. When the item is 
opened by any person other than the caster, magical fire 
explodes in an area 5  in radius around the fire trapped 
object, causing 1d4 + 1 per level in damage to those in the
radius. For example, a fire trap placed by a level 7 mage 
will deal 1d4+7 damage if activated. A successful saving 
throw indicates half damage. The item upon which this 
spell is cast suffers no damage from the explosion. 
Detecting a fire trap is extraordinarily difficult; attempts to 
find traps are reduced by one-half in efficacy if the trap is
a fire trap, and the trap will detonate if an attempt to 
remove traps fails. To place this spell, the caster must 
trace the outline of the closure with a bit of sulfur or 
saltpeter. 

Fireball
Arcane Evocation
Spell Level: 3
Range: 100  + 10 /level
Duration: Instantaneous
Area of Effect: 20  radius sphere (33,500 cubic )
Components: V, S, M
Saving Throw: Half damage
With a pointing gesture at the ending of the incantation, 
the magic user causes a massive explosion of magical 
fire at the target point. The fireball detonates with a low 
roar, causing 1d6 damage per caster level to all creatures 
within the area of effect. Creatures making successful 
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saving throws suffer only half the indicated damage. 
When the magic user casts the spell, a bead of light 
streaks from his or her pointed finger to the target area, 
and if it strikes another object directly in its path the 
fireball will detonate immediately. 

The blast fills the entire volume of the spell radius, and if 
it is cast into an enclosed area smaller than the area of 
effect the flames will expand from this area until the 
spell’s full volume has been reached. The volume of a 20 
 radius sphere is approximately 33,500 cubic , and 
there are 1,000 cubic  in a 10 × 10 × 10  area, so in an 
area with a 10  ceiling the fireball will fill 83 Spells 
approximately thirty-three 10 × 10  squares. Thus, if a 
fireball explodes in the middle of a corridor 10  wide 
and 10  high, the blast will extend a staggering 165  in 
both directions. 

It is quite possible, particularly in dungeoneering 
environments, for the magic user to be caught in the 
back-blast of his or her own fireball spell. The flames do 
not create any significant change in air pressure, but the 
furnace-like heat causes all items in the blast to make 
saving throws against magical fire or ignite (or, in the case
of metals, melt). The material component of this spell is a 
tiny ball composed of bat guano and sulfur.

Flame Arrow
Arcane Evocation-Conjuration/Summoning
Spell Level: 3
Range: 60 
Duration: Instantaneous
Area of Effect: One target
Components: V, S, M
Saving Throw: Half damage
This spell enables the caster to hurl fiery bolts at 
opponents within range. Each bolt inflicts 1d6 points of 
damage + 4d6 points of fire damage, save for half 
damage. The caster receives one bolt every 5 levels 
beyond the 5th (2 bolts at 10th level, 3 at 15th  level, etc.) All 
of the bolts will streak towards the target of the spell. The 
material components for this spell are a drop of oil and a 
small piece of flint. 

Floating Disc*
Arcane Evocation
Spell Level: 1
Range: 20 
Duration: 3 turns + 1 turn/level
Area of Effect: See below
Components: V, S, M
Saving Throw: None
This evocation produces an invisible disk about three  
across, shaped like a shallow bowl. The disk floats in the 
air and moves in accordance with the caster’s commands 
(although if it is allowed more than 20  from the caster it
will disappear). The disk cannot move faster than 60  

per round. A floating disk can carry up to 100 lbs per 
level of the caster. The material component of the spell is 
a drop of mercury.

Fly
Arcane Transmutation/Alteration
Spell Level: 3
Range: Touch
Duration: 6 turns/level + 1d6 turns
Area of Effect: One creature
Components: V, S, M
Saving Throw: None
This spell imbues one willing, touched creature with the 
power of flight with a movement rate of 120 feet per 
round. The referee secretly rolls the 1d6 additional turns; 
the player dœs not know exactly how long the power of 
flight will last. The material component of this spell is a 
wing feather of any bird.

Fool’s Gold
Arcane Transmutation/Alteration
Spell Level: 2
Range: 10 
Duration: 6 turns/level
Area of Effect: 1 cubic foot/level
Components: V, S, M
Saving Throw: See below
This spell achieves the much sought-aer goal of 
transmuting copper or brass into gold. Regrettably, the 
effect is temporary, but an amoral caster might seek to 
shi the consequent feelings of regret onto another 
person than himself. Whatever motives drive the caster, he
may use this spell to transmute roughly 2,000 copper 
coins (about a cubic foot) per caster level into a metal that
closely resembles gold. Anyone viewing this metal has a 
chance to notice that it is not truly gold. If the result of 
d20 plus the caster’s level is equal to or less than the 
observer’s intelligence, the fraud is detected (the referee 
may pick a representative number for creatures whose 
exact intelligence is not known, or roll a die). By 
combining expensive material components with the spell, 
the caster can make it more likely that the gold will seem 
true—conversely, there are mundane methods that give a
chance to detect this very spell. If the “gold” is struck 
hard by an object of cold-wrought iron, there is a slight 
chance it will revert to its natural state, depending on the 
material component used to create the "gold": if a 50 GP 
citrine is powdered and sprinkled over the metal to be 
changed, the chance that cold iron will return it to its true 
nature is 30%; if a 100 GP amber stone is powdered, 
there is a 25% chance that iron will dispel the dweomer; if
a 500 GP topaz is powdered, the chance drops to 10%; 
and if a 1,000 GP topaz is powdered, there is only a 1% 
chance that the cold iron will reveal that it is fools gold. 

Forget*
Arcane Enchantment/Charm
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Spell Level: 2
Range: 30 
Duration: Permanent
Area of Effect: 1-4 creatures in a 20 square area
Components: V, S
Saving Throw: Negates
This extremely potent spell causes the victims to forget 
events of the immediate past. The spell obliterates 
memory of the last round plus one additional round per 
three caster levels. The caster decides which creatures in 
the spell’s area to affect, and these must make saving 
throws or suffer the loss of memory. The caster may 
designate 1-4 creatures as the targets of the spell. If one is
targeted, the saving throw is made with a –2 penalty; if 
two are targeted, the penalty is –1; and if 3 or 4 creatures 
are targeted they suffer no penalty to the saving throw. 
Lost memories can only be restored by heal, restoration, 
or wish; the spell’s effect is not subject to being merely 
dispelled. 

Freezing Sphere
Arcane Transmutation/Alteration
Spell Level: 6
Range: See below
Duration: See below
Area of Effect: See below
Components: V, S, M
Saving Throw: See below
This spell may be employed in one of three different 
forms, depending upon the words and material 
component used during casting. At the time of 
memorization, the magic user need not specify which will 
be used; these are alternate uses of the same spell, not 
different versions of it.

Ice seed: conjures a sphere of an intensely cold magical 
substance that freezes water to a depth of 6 inches over a
surface area 100 square / caster level. The ice is thick 
enough to walk upon without fear of falling through. The 
duration of the ice is 1 round/ level. The material 
component for this use is a thin sheet of crystal about an 
inch square. The component is expended during casting.

Ice ray: a ray of cold lances from the caster’s hand, 
inflicting 4 hp/ caster level against anything in its path. A 
successful saving throw results in no damage. Even if the 
ray strikes an object, it continues on the other side until it 
has extended 10 / caster level or is stopped by a 
thickness of stone of 1  or more. The material 
component for this use is a white sapphire worth 1,000 
GP. The component is expended during casting.

Shattering globe: the spell forms a globe one inch in 
diameter, cold but not uncomfortable to the touch. When 
this sphere is thrown (by hand or sling), it will explode 
upon impact for 4d6 hit points of damage within a 10  
radius (half if save vs spells). If not used within 1 round/ 

caster level, it will explode at the time its duration ends. 
The material component for this use is also a diamond 
worth 1,000 GP. This component is expended during 
casting. 

Friends*
Arcane Enchantment/Charm
Spell Level: 1
Range: Caster
Duration: 1 round/level
Area of Effect: 10  radius + 10 /level
Components: V, S, M
Saving Throw: See below
This spell increases the magic user’s charisma in the eyes
of all creatures within the area of effect that fail saving 
throws. For these creatures, the magic user’s charisma will
effectively be increased by 2d4 (one roll for all). For those
who succeed in making the saving throw, the caster’s 
charisma will effectively be lowered by 1d4. 

Unless the exact numbers are required for some purpose, 
the normal result of the spell will be that those who failed 
the saving throw will be well-disposed and friendly toward
the caster, and those that succeeded in making the save 
will find him distasteful and somewhat suspect. This spell 
has no effect on creatures of animal intelligence or lower. 
The material components of this spell are chalk (or white 
flour), lampblack (or soot), and vermilion applied to the 
face before casting the spell.

Fumble
Arcane Enchantment/Charm
Spell Level: 4
Range: 10 /level
Duration: 1 round/level
Area of Effect: One creature
Components: V, S, M
Saving Throw: See below
This enchantment causes intense clumsiness in the 
affected creature. Attempting to run will result in an 
immediate fall to a prone position, and anything held in 
hand (or claw, etc.) will be dropped, those reaching for an
item will fumble and drop it. A successful saving throw 
allows the affected creature to act as if under the 
influence of a slow spell (see Haste) in order to avoid the 
spell’s full effects. The material component of this spell is 
a dab of solidified milk fat.

Gate
Arcane Conjuration/Summoning
Spell Level: 9
Range: 30 
Duration: See below
Area of Effect: One summoned creature
Components: V, S
Saving Throw: None
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The casting of a Gate spell has two effects: first, it causes 
an ultra-dimensional connection between the plane of 
existence the mage is an and that plane on which dwells 
a specific being of great power, the result enabling the 
being to merely step through the gate or portal, from its 
plane to that of the mage; second, the utterance of the 
spell attracts the attention of the dweller on the other 
plane. When casting the spell, the mage must name the 
demon, devil, demi-god, god, or similar being he or she 
desires to make use of the Gate and come to the mage's 
aid. There is a 100% certainty that something will step 
through the gate. The actions of the being which comes 
through will depend on many factors, including the 
alignment of the mage, the nature of those in company 
with him, and who or what opposes or threatens the 
mage. Your referee will have a sure method of dealing 
with the variables of the situation. The being gated in will 
either return immediately (very unlikely) or remain to take
action.

Casting this spell can be risky, for the caster has no 
control over the summoned creature unless proper 
precautions are taken, such as a protection from evil spell,
the drawing of appropriate magical circles, etc. Beings 
summoned from distant planes, particularly beings with 
individual names of their own, can be powerful and 
irascible.  Additionally, casting of this spell magically ages
the caster. Humans are aged 5 years, elves and half-elves
9 years.

Geas (Reversible)
Arcane Enchantment/Charm
Spell Level: 6
Range: Touch
Duration: See below
Area of Effect: One creature
Components: V, S
Saving Throw: None
A geas is a magical compulsion placed upon an intelligent
creature to perform, or refrain from performing, some 
task set by the caster. While the geas cannot compel 
suicide or its equivalent, it is a very powerful spell. If the 
creature under the geas avoids or is prevented from 
performing the task, it will sicken and die within 1d4 
weeks if the task is not resumed. The disease will, of 
course, create symptoms that the referee will determine; if
the geas is resumed, these may or may not remain until 
the task is completed. Even a remove curse spell will not 
remove a geas, although a wish spell is powerful enough 
to dispel it as well as the reverse of the spell, remove 
geas.

Glass-steel
Arcane Transmutation/Alteration
Spell Level: 8
Range: Touch
Duration: Permanent

Area of Effect: One object
Components: V, S, M
Saving Throw: None
The glass-steel spell turns crystal or glass into a 
transparent substance which has the tensile strength and 
reliability of actual steel. Only a relatively small volume of
material can be affected, a maximum weight of 10 pounds
per level of experience of the spell caster, and it must 
form one whole object. The material components of this 
spell are a small piece of glass and a small piece of steel.

Glasseye
Arcane Transmutation/Alteration
Spell Level: 6
Range: Touch
Duration: 1 round/level
Area of Effect: See below
Components: V, S, M
Saving Throw: None
This spell causes opaque materials to become 
transparent, either to the caster alone or to anyone, at the
caster’s option. The dimensions of the transparent area 
are 3 × 2 , and the depth depends upon the nature of 
the substance being made transparent. Lead and gold, 
being the base and pure metals respectively, are not 
affected by the spell at all. Only four inches of any other 
metal can be made transparent, but stone can be seen 
through to a distance of 6 , and wood to a distance of 
20 . The material component of the spell is a small piece
of crystal or glass. 

Globe of Invulnerability
Arcane Abjuration
Spell Level: 6
Range: Caster
Duration: 1 round/level
Area of Effect: Sphere, 5  radius
Components: V, S, M
Saving Throw: None
This spell creates a spherical shield, impermeable to 
spells. It functions as the spell minor globe of 
invulnerability except as noted above and in that it 
protects against spells level 1-4 rather than 1-3. The 
material component of the spell is a glass or crystal bead.

Guards and Wards**
Arcane Abjuration
Spell Level: 6
Range: 0
Duration: 2 hours/level
Area of Effect: Up to 200 sq /level
Components: V, S, M
Saving Throw: See below
This powerful spell is primarily used to defend the caster’s
stronghold. The ward protects 200 square  per caster 
level. The warded area can be as much as 20  high and 
shaped as the caster desires. The mage can ward several 
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stories of a stronghold by dividing the area among them; 
he must be somewhere within the area to be warded to 
cast the spell. The spell creates the following magical 
effects within the warded area:

Fog: Fog fills all corridors, obscuring all sight, including 
darkvision, beyond 10 . 

Wizard Locks: All doors in the warded area are wizard 
locked. 

Webs: Webs fill all stairs from top to bottom. These strands
are identical to those created by the web spell, except that
they regrow in 10 minutes if they are burned or torn 
away while the guards and wards spell lasts. 

Confusion: Where there are choices in direction—such as 
a corridor intersection or side passage—a minor 
confusion type effect functions so as to make it 50% 
probable that intruders believe they are going in the 
opposite direction from the one they actually chose. This 
is an enchantment/ charm effect that will not affect elves 
or other creatures immune to charm. 

Lost Doors: One door per caster level is covered by an 
illusion to appear as if it were a plain wall.

In addition, the magic user can place his or her choice of 
one of the following five magical effects: 

1. Dancing lights in four corridors.
2. A magic mouth in two places.
3. A stinking cloud in two places. The vapors return 

within 10 turns if dispersed by wind while the 
guards and wards spell lasts.

4. A gust of wind in one corridor or room.
5. A suggestion in one place. The caster selects an 

area of up to 5  square, and any creature who 
enters or passes through the area receives the 
suggestion mentally.

The whole warded area radiates strong magic. A dispel 
magic cast on a specific effect, if successful, removes only
that effect. The material components of the spell are 
burning incense, a small measure of sulfur and oil, a 
knotted string, a small amount of umber hulk blood, and 
a small silver rod. 

Gust of Wind
Arcane Transmutation/Alteration
Spell Level: 3
Range: 0
Duration: Instantaneous
Area of Effect: 10  wide path, 10  long/level
Components: V, S, M
Saving Throw: None
Hand outstretched in the final somatic gesture of this 
spell, the magic user summons forth a powerful blast of 

air, forceful enough to blow out unprotected flames 
smaller than a campfire. Flames the size of a campfire or 
greater will flare back as far as 1d6 , and even shielded 
flames have a high chance of being extinguished (5% per
caster level). The wind is strong enough to hurl a small 
flying creature backwards by 1d6 × 10 , and will hold 
medium-sized creatures back from moving.  The material 
component of this spell is a legume seed.

Hallucinatory Terrain**
Arcane Illusion/Phantasm
Spell Level: 4
Range: 20 /level
Duration: See below
Area of Effect: 10×10  square/level
Components: V, S, M
Saving Throw: None
This spell masks the true appearance of an area, making 
it appear as something else. A road can be made to 
appear as a river, a forest can be made to appear as a 
ravine, etc. The spell’s effect remains until some intelligent
being touches the area (or until it is dispelled). The spell is
particularly useful for hiding pits or making cliff edges 
seem to extend more than they actually do, but it has 
many other useful applications for the creative player. 
The material components of this spell are a stone, a twig, 
and a bit of green plant—leaf or grass blade. 

Haste (Reversible)
Arcane Transmutation/Alteration
Spell Level: 3
Range: 60  or (Reverse) 90  + 10 /level
Duration: 3 rounds + 1 round/level
Area of Effect: 1 creature/level in a 40×40  area
Components: V, S, M
Saving Throw: None or (reverse) Negate
Reversed, haste becomes slow. Haste and slow dispel 
each other. 

Haste: This spell imbues creatures in the targeted area 
with preternatural speed, allowing them to move and 
attack at twice the normal rate. The rate of spell casting 
cannot be increased. Within the area of effect, creatures 
closest to the caster will be affected first by the spell if the
caster’s level is not sufficient to affect all of the creatures 
in the area. The material component of the spell is a 
shaving of licorice root.

Note: Each time a creature is subject to a haste spell, it 
ages from the effect. Humans age by 1 year, dwarves and
halflings by 2 years, and elves and half-elves by 5 years 
with each casting. The aging is permanent unless 
reversed through various means e.g., a wish spell.

Slow: Affected creatures move at half speed, attacking 
half as oen (generally, every other round) and making 
half a normal move each round. Target creatures may 
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save versus Spells to avoid the effect. The material 
component of Slow is a drop of treacle.

Hold Monster
Arcane Enchantment/Charm
Spell Level: 5
Range: 5 /level
Duration: 1 round/level
Area of Effect: 1-4 creatures in a 20  cube
Components: V, S, M
Saving Throw: Negates
A hold monster spell completely immobilizes up to four 
creatures of any kind for the spell’s duration. The magic 
user decides how many creatures he or she will target 
with the spell: if there is only one target, the saving throw 
is made at –3; if two, each makes the saving throw at –1; 
and if the magic user seeks to hold three or four enemies,
each makes its saving throw with no penalty. 

If a magic item or spell operates partially to negate the 
effects of paralysis, failure on the saving throw will have 
the effect of a slow spell rather than completely 
immobilizing the target. The material component for this 
spell is one hard metal bar or rod. The bar or rod can be 
small, i.e. the size of a three-penny nail. 

Hold Person
Arcane Enchantment/Charm
Spell Level: 3
Range: 120 
Duration: 2 rounds/level
Area of Effect: 1-4 humanoids in a 20  cube
Components: V
Saving Throw: Negates
A hold person spell completely immobilizes up to four 
bipedal humanoids for the spell’s duration. The magic 
user decides how many of his or her fœs he or she will 
target with the spell: if there is only one target, the saving 
throw is made at –3, if two, each makes the saving throw 
at –1, and if the magic user seeks to hold three or four 
enemies, each makes his or her saving throw with no 
penalty. Creatures affected by this spell would include 
humans, demi-humans and humanoids (including 
brownies, dryads, dwarves, elves, gnolls, gnomes, goblins,
half- elves, halflings, half-orcs, hobgoblins, humans, 
kobolds, lizard men, nixies, orcs, pixies, sprites, 
troglodytes, and others).

If a magic item or spell operates to partially negate the 
effects of paralysis, failure on the saving throw will have 
the effect of a slow spell rather than completely 
immobilizing the target. 

Hold Portal*
Arcane Transmutation/Alteration
Spell Level: 1

Range: 20 /level
Duration: 2d6 turns
Area of Effect: One portal up to 80 sq /level
Components: V
Saving Throw: None
This spell holds a door closed for the spell’s duration or 
until dispelled. Creatures with magic resistance can shatter
the spell without effort. A mage of 4 levels or higher than 
the spell caster can open the help portal at will. A knock 
spell or dispel magic spell will negate hold portal. Held 
portals can be broken or battered down, given time and 
strength.

Ice Storm
Arcane Evocation
Spell Level: 4
Range: 10 /level
Duration: 1 round
Area of Effect: 10×10 /level
Components: V, S, M
Saving Throw: None
The caster may evoke one of two different forms of ice 
storm with this spell: a hailstorm or a sleet storm. The 
hailstorm is a vicious barrage of huge hailstones that 
pound into a 40  × 40  area, throwing up bits of 
shrapnel-like ice fragments as the hail shatters. Any 
creature within the area suffers 3d10 hit points of damage
with no saving throw. The sleet storm is a mælstrom of 
frozen rain in an 80  × 80  area, blinding all creatures 
in the area of effect and making the footing so slippery 
that all movement is cut by 50%. There is also a 50% 
probability that any creature attempting to move while in 
the sleet storm will slip and fall prone. The material 
components for this spell are a pinch of dust and a few 
drops of water.

Imprisonment (Reversible)
Arcane Abjuration
Spell Level: 9
Range: Touch
Duration: Permanent
Area of Effect: One creature
Components: V, S
Saving Throw: None
The power of this spell hurls the victim deep beneath the 
earth, placing it into a state of suspended animation for 
eternity, entombed within a cyst of rock. The only way to 
free an imprisoned creature is with the reverse of the 
spell, and the caster must know the name of the prisoner 
together with enough detail to clearly identify him. A 
creature freed from imprisonment appears at the exact 
spot where the imprisonment took place. 

When casting the spell’s reverse, if the caster is not 
specific enough about the imprisoned creature’s identity 
the spell will normally fail; but there is also a chance it 
will free the intended creature together with several other 
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imprisoned victims from other places in the ground—
some far, some (perhaps) near. Some of these freed 
victims might be from ancient ages and may have been 
imprisoned for a very good reason. The chance of freeing
unintended recipients is 1 in 10, and their number can 
vary considerably (1d100). 

Incendiary Cloud*
Arcane Evocation
Spell Level: 8
Range: 30 
Duration: 1d6+4 rounds
Area of Effect: Cloud, 10  high, 20  radius
Components: V, S, M
Saving Throw: Half damage
The incendiary cloud begins as a choking cloud of thick 
smoke, with the attributes of a pyrotechnics spell’s smoke 
cloud, billowing from an existing fire source as per the 
pyrotechnics spell. The cloud has a radius of 20  and is 
10  high. On the third round of the cloud’s existence, it 
bursts into hot, magical flame. A saving throw for half 
damage is permitted to every creature in the cloud for 
each round of exposure to the flames. 

In the first round of the flare, the blazing cloud inflicts one
hit point of damage for every two levels of the caster. In 
the second round of the flare, the heat increases to inflict 
1 hit point per caster level, and in the third round of the 
blaze, damage falls again to one point per two levels. 
Aer three rounds, the cloud burns out, and for any 
further duration it retains only the properties of 
pyrotechnic smoke 

In order to cast this spell the mage must have an 
available fire source, scrapings of guano, and a pinch of 
dust.

Instant Summons*
Arcane Conjuration/Summoning
Spell Level: 7
Range: See below
Duration: Instantaneous
Area of Effect: One object
Components: V, S, M
Saving Throw: None
This spell calls a specific, desired object into the caster’s 
hand from wherever it might be. The object must be 
prepared ahead of time, with the first part of the spell 
being cast upon it at that time—all but the final word of 
the incantation. The item is then touched with another 
item, the spell’s focus, which must be of at least 5,000 GP
in value (usually a gem). When the caster seeks to 
summon the item by means of this spell, he must hold the
focus item in his hand and speak the final word of the 
spell. The focus item will disappear and the summoned 
item will appear in its place. The summoned item cannot 
be heavier than 8 lbs or the spell will not function. 

Moreover, if the item is in the possession (not necessarily 
in the hand) of another creature, the spell will fail. 
However, in this instance, the caster will learn the item’s 
location, and some details about the owner, as 
determined by the referee. The spell will function across 
the planes. 

Invisibility*
Arcane Illusion/Phantasm
Spell Level: 2
Range: Touch
Duration: See below
Area of Effect:  One creature
Components:  V, S, M
Saving Throw: None
When the words of this spell are completed, the recipient 
and all he carries fade from sight, becoming invisible. The
spell remains in effect until the invisible creature attacks 
someone, the caster ends the spell, or the magic is 
dispelled. Note that the spell dœs not make the recipient 
any more quiet than normal, nor dœs it eliminate scents. 
The invisible person can see himself, but the caster (unless
they are one and the same) cannot. The spell cannot be 
cast upon an unwilling subject. The material components 
of the spell are an eyelash encased in a bit of gum 
arabic.

Invisibility, 10 radius
Arcane Illusion/Phantasm
Spell Level: 3
Range: Touch
Duration: See below
Area of Effect: All creatures within a 10 radius
Components: V, S, M
Saving Throw: None (willing targets only)
This spell operates as dœs the invisibility spell, but affects
all creatures within 10  of the recipient at the time the 
final words of the spell are uttered. If the creature upon 
which the spell was cast makes an attack, the attack will 
negate the invisibility of all the others. However, if one of 
the creatures affected by the spell’s radius (not the direct 
recipient) attacks, the invisibility only of that one creature 
is negated thereby. In order to remain invisible, those who
were made invisible by virtue of the spell’s radius must 
remain within 10  of the creature upon whom the spell is
centered. All creatures affected can see each other. The 
material components of the spell are an eyelash encased 
in a bit of gum arabic.

Invisible Stalker
Arcane Conjuration/Summoning
Spell Level: 6
Range: 10 
Duration: See below
Area of Effect: See below
Components: V, S, M
Saving Throw: None
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This spell summons an invisible stalker. The stalker will 
perform one task as commanded by the caster, but 
resents its slavery and will always seek to misinterpret a 
command if it is worded ambiguously, and especially 
resents prolonged missions or complex tasks. The invisible
stalker will follow instructions even at hundreds or 
thousands of miles distance. The material components of 
this spell are burning incense and a piece of horn carved 
into a crescent shape. 

Irresistible Dance
Arcane Enchantment/Charm
Spell Level: 8
Range: Touch
Duration: 1d4+1 rounds
Area of Effect: One creature
Components: V
Saving Throw: None
The creature touched (successful to hit roll) flies into an 
uncontrollable, twitching tarantella, dancing wildly. The 
creature’s armor class is penalized by –4, and it will fail 
any and all saving throws during the spell’s duration. It 
cannot act in any way, or gain benefit from a shield. 

Jump*
Arcane Transmutation/Alteration
Spell Level: 1 
Range: Touch
Duration: See below
Area of Effect: One creature
Components: V, S, M
Saving Throw: None
This spell allows the subject to make one or more 
prodigious leaps, one additional leap for each three caster
levels above 1. Thus, at a caster level of 4, the spell 
permits a second leap, with additional leaps at level 7, 10, 
13, etc. The recipient of the spell may bound forward 30 
, or may leap backward or straight up for a distance of 
10 . The leap is almost perfectly straight, with no arc. 
The material component of this spell is a grasshopper’s 
hind leg, one for each leap, to be broken when the leap is
made.

Knock*
Arcane Transmutation/Alteration
Spell Level: 2
Range: 60 
Duration: See below
Area of Effect: 10 sq /level
Components: V
Saving Throw: None
The powerful magic words of a knock spell open doors 
that are stuck, barred, locked, or even wizard locked. 
Chains (even those that are welded) and chests will also 
spring open under this spell. Doors that operate by 
gravity, such as portcullises, will not be opened by means
of the spell. If a door is secured by a number of devices, 

only two will be opened by the spell; a triple-locked door 
is proof against a single casting of the enchantment. 

Legend Lore**
Arcane Divination
Spell Level: 6
Range: Caster
Duration: See below
Area of Effect: See below
Components: V, S, M
Saving Throw: None
This spell, when cast, gathers mystical echœs of legend 
and rumor about a specific person, place, or object. 
These inchoate rhymes, whispers, and memories form in 
the caster’s mind until he can finally piece them together 
into meaningful information. The spell’s power is far 
greater if the item is actually at hand when the spell is 
cast, for it can then be used as a focus for the gathering 
of echœs; casting time under these circumstances will be 
1d4 turns. If the item (or place) is not at hand, but some 
detailed information can be woven into the casting of the 
spell as a focus for the gathering of legend-echœs, the 
casting time will be 1d10 days. If all that the caster knows 
about the object or place is rumor, the casting time will be
2d6 weeks. While casting the spell, the caster may not 
engage in any other activity other than short breaks to 
eat and sleep. 

When completed, the spell will reveal the location of any 
legendary material about the object (or person, or place),
and if the spell is cast in the presence of the place, 
person, or object the spell will invariably gather the 
legendary lore together into a piece of true information 
about it. This information, coming as it dœs from mystical
echœs, will take the form of a riddle, rhyme, or other 
puzzle. In order to cast the spell an item of some value—
oen a potion—must be used and destroyed in the 
process. The spell can garner no information about things
that have not been the subject of discussion, rumor, 
rhyme, or legend. The spell is cast with incense and strips
of ivory formed into a rectangle, but some item must be 
sacrificed in addition – a potion, magic scroll, magic item, 
creature, etc.

Levitate*
Arcane Transmutation/Alteration
Spell Level: 2
Range: 20 /level
Duration: 1 turn/level
Area of Effect: Caster or one creature
Components: V, S, M
Saving Throw: Negates
This spell allows the magic user to levitate himself or 
another person, to a maximum weight of 100 lbs/ level. 
The magic user can move vertically up or down at a rate 
of 20  per round, and can levitate another at a rate of 10
 per round. The spell may be cast upon an unwilling 
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enemy, but in this case the intended target is entitled to a 
saving throw. The spell dœs not allow any sort of 
horizontal movement, but it is possible for a levitated 
person to pull himself along if there is something upon 
which to gain purchase, such as a wall. The material 
component of this spell is either a small leather loop or a 
piece of golden wire bent into a cup shape with a long 
shank on one end.

Light (Reversible)*
Arcane Transmutation/Alteration
Spell Level: 1
Range: 60 
Duration:  1 turn/level
Area of Effect: 20  radius globe
Components: V, S
Saving Throw: See below
The target person or object (at a range of up to 60 feet) 
produces light about as bright as a torch, to a radius of 
20 feet. The light spell is reversible, causing darkness in 
the same area and under the same conditions, except the
blackness persists for only one half the duration that light 
would last (5 rounds/level).

Either version can be cast upon the eyes of a creature to 
cause temporary blindness, if the creature fails a saving 
throw. In all other cases, the spell takes effect where the 
caster directs as long as he or she has a line of sight or 
unobstructed path for the spell; light can spring from rock,
metal, wood, or almost any similar substance. 

Lightning Bolt
Arcane Evocation
Spell Level: 3
Range: 40  + 10 /level
Duration: Instantaneous
Area of Effect: See below
Components: V, S, M
Saving Throw: Half damage
As the caster completes this spell, he unleashes a bolt of 
lightning from the spell’s point of origin, which may be as 
far away from the caster as the spell’s maximum range. 
The bolt extends in a straight line from the caster 
beginning, at whatever point along the spell’s range the 
caster desires, and may extend beyond the spell’s range. 
The bolt deals 1d6 damage per caster level to all 
creatures standing in the bolt’s area of effect. Creatures 
that make successful saving throws suffer half damage. 
The area of effect may be either a branching, forking 
mælstrom of electricity 10  wide and 40  long, or it 
may be a concentrated blast 5  wide and 80  long. The
length of the bolt itself is not affected by the caster’s level,
only the range at which the caster may cause the bolt to 
originate. 

All items hit by the full force of the bolt must make item 
saving throws or be destroyed. The force of the bolt is 

oen sufficient to blast doors into smoldering ruin. If the 
bolt strikes an object that dœs not conduct electricity, 
such as a stone wall, it will be deflected backward toward 
the caster (potentially inflicting a second shock upon 
those in the target area). Note that the length of a 
deflected bolt is not increased; the bolt will only rebound 
for the distance remaining in its original area of effect. 
The material components of the spell are a bit of fur and 
an amber, crystal or glass rod.

Limited Wish
Arcane Conjuration/Summoning
Spell Level: 7
Range: Unlimited
Duration: Instantaneous
Area of Effect: See below
Components: V
Saving Throw: See below
Limited wish is a powerful spell, allowing the caster to 
reshape reality in accordance with his or her desire, but 
only to a limited degree. The spell may be used to grant 
minor wishes (undoing curses, granting small quantities of
gold, duplicating the effects of lower level spells, etc.) The 
effects of the spell will be permanent for most minor 
requests, particularly when used to duplicate a lower-level
spell that has a permanent or instantaneous duration. 

However, a limited wish is not powerful enough to make 
major changes in reality. It cannot bring the dead back to
life, grant a level, or permanently change ability scores. In
many cases, the referee will be called upon to determine 
whether the caster’s wish is within the power of a limited 
wish spell or whether the results of the request will suffer 
from flaws due to the spell’s limitations. Flaws would 
include limited duration or partial results. The guidelines 
set forth above should give the referee some assistance in
making such determinations. 

In the case of unreasonable wishes, the referee may 
decide to follow the wording of the spell precisely but 
pervert the intent, limit the duration of the spell to a very 
limited time (perhaps mere seconds!) or simply rule that 
the whole spell fails. 

The guideline here is that wishes are granted by someone
or something, which may or may not be kindly disposed 
to the player characters. The more greedy or selfish a 
wish, the greater the chance that a mischievous or 
actually evil power will take the opportunity to teach this 
upstart mortal a lesson. The caster of the limited wish 
spell is magically aged each time the spell is cast. 
Humans are aged 1 year, elves and half-elves are aged 5 
years.

Locate Object*
Arcane Divination
Spell Level: 2
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Range: 20 /level
Duration: 1 round/level
Area of Effect: See below
Components: V, S, M
Saving Throw: None
Within the spell’s range, the caster perceives the correct 
direction (as the crow flies) toward an object the caster 
specifies by description in the spell. The object must be 
something the caster has seen, although the spell can 
detect an object in a general class of items known to the 
caster: stairs, gold, etc.  Once cast, the caster must spend 
time slowly turning to check for the correction direction 
(so long as the object is in range). The material 
component of the spell is a piece of lodestone.

Mage’s Faithful Hound
Arcane Conjuration/Summoning
Spell Level: 5
Range: 10 
Duration: 2 rounds/level
Area of Effect: See below
Components: V, S, M
Saving Throw: None
This spell summons an invisible watchdog to guard an 
area. The hound is invisible to all but the caster, who may
order it to keep watch over a particular area. The area 
must be close to the caster, however, for if the caster is 
more than 30  from the area the hound guards, it will 
return to the spirit realm. The hound can detect virtually 
any creature that enters the area: it can detect invisibility 
(which includes creatures on the astral and ethereal 
planes), can see creatures that are moving between 
dimensions, and can detect virtually any other method 
that might be employed to sneak into an area. If any 
creature larger than a cat or small dog enters the area, 
the hound will begin baying with its echoing, supernatural
bark. Moreover, it will seek to attack intruders from 
behind (it dœs not make frontal assaults) and can attack 
as a monster of 10 HD for 3d6 damage, even if the 
opponent requires up to a +3 magical weapon to be hit. 
The hound cannot be harmed by any means other than 
by dispelling it. The material components of this spell are 
a tiny silver whistle, a piece of bone, and a thread.

Mage’s Sword
Arcane Evocation
Spell Level: 7
Range: 30 
Duration: 1 round/level
Area of Effect: Summoned sword
Components: V, S, M
Saving Throw: None
The caster evokes a magical sword into being and can 
wield it by exerting his will. While doing so he cannot take
any action other than movement, although the spell dœs 
not end if the magic user’s concentration is broken; the 
sword simply dœs not attack during that round. The 

sword attacks as a fighter one-half the magic user’s 
caster level (to-hit bonus only; and always hits on a 
natural 19 or 20), and it can hit creatures that can 
ordinarily be hit only with magic +3 weapons. The 
damage caused by the sword is considerable; it inflicts 
5d4 hp against size S and M creatures, or 5d6 against 
larger creatures. The sword can be dispelled by dispel 
magic. The material component is a miniature platinum 
sword with a grip and pommel of copper and zinc, which 
costs 500 GP to construct, and which disappears aer the
spell's completion. 

Magic Aura
Arcane Illusion/Phantasm
Spell Level: 1
Range: Touch
Duration: 1 day/level
Area of Effect: See below
Components: V, S, M
Saving Throw: See below
This spell creates a false magical aura around a single 
object of not more than five lbs per caster level. A detect 
magic spell will incorrectly perceive the item as magical, 
but if it is actually handled by the caster of the detect 
magic spell, he or she will be permitted a saving throw to 
realize that the aura is, in fact, not a true magical aura but
a counterfeit. The material component for this spell is a 
small square of silk which must be passed over the object
to bear the aura.

Magic Jar
Arcane Possession
Spell Level: 5
Range: 10 /level
Duration: See below
Area of Effect: One creature
Components: V, S, M
Saving Throw: Negates
Magic jar is a very unusual and risky spell. It enables the 
mage to take over the mind of the victim and thus control
the creature's body. In fact, if the body is human or 
humanoid, the mage can even use his known spells. The 
possessor can call upon rudimentary knowledge of the 
possessed, but not upon the real knowledge, i.e. a 
possessor will not know the language or spells of the 
possessed. The spell caster transfers his life force to a 
special container (a large gem or crystal of at least 500 
GP value), and from this magic jar the life force can sense
and attack any creature within the spell range radius, but 
what the creature is, is not determinable from the magic 
jar. The special life force receptacle must be within spell 
range of the mage's body at the time of spell casting. 
Possession takes place only if the victim fails to make the 
required saving throw. Failure to possess a victim leaves 
the life force of the mage in the magic jar. Possession 
attempts require 1 round each. If the body of the spell 
caster is destroyed, the life force in the magic jar is not 
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harmed. If the magic jar is destroyed, the life force is 
snuffed out. Returning to the real body requires 1 round, 
and can only be done from a magic jar in spell range of 
the body. 
The saving throw versus a magic jar spell is modified by 
comparing combined intelligence and wisdom scores 
(intelligence only in non-human or non-humanoid 
creatures) of the mage and victim. The difference between
the scores of the mage and victim is shown in a table 
below representing potential saving throw bonuses:

Difference Saving Throw Adjustment

Negative 9 or lower +4

Negative 8 to 6 +3

Negative 5 to 3 +2

Negative 2 to 0 +1

Positive 1 to 4 0

Positive 5 to 8 -1

Positive 9 to 12 -2

Positive 13 or higher -3

A negative score indicates the mage has a lower score 
than his intended victim; thus, the victim has a saving 
throw bonus. Note that a possessed creature with any 
negative difference or a positive difference less than 5 is 
entitled to a saving throw each round to determine if it is 
able to displace the possessor's mind, a positive 
difference of 5 to 8 gains a saving throw each turn, a 
positive difference of 9 to 12 gains a saving throw each 
day, and a positive difference of 13 or better gains a 
saving throw each week. If the magic jarred creature 
regains control of its mind, the mage is trapped until he or
she can take over the mind for control or escape. The 
magic jar is the spell's material component; that is, the 
spell requires a gem or crystal of 500 GP or greater value
to cast.

Magic Missile*
Arcane Evocation
Spell Level: 1
Range: 60  + 10 /level
Duration: Instantaneous
Area of Effect: 1+ creatures in a 10×10  area
Components: V, S
Saving Throw: None
When this spell is cast, missiles of magical energy dart 
forth from the caster’s fingertips, striking unerringly at his 
or her intended target(s), even if the target(s) are in melee
or are partially concealed. The missiles inflict 1d4+1 points
of damage each. For every two caster levels beyond first, 
the caster gains an additional missile; thus, a first-level 

magic user can cast one missile, a third-level caster may 
cast 2, a fih-level caster may cast 3, and so on.

Magic Mouth*
Arcane Transmutation/Alteration
Spell Level: 2
Range: See below
Duration: Permanent until triggered
Area of Effect: One object
Components: V, S, M
Saving Throw: None
This spell is cast upon an object, so that when a set of 
particular conditions are met, a mouth will appear in the 
object and speak a specific message. The length of the 
message cannot exceed 25 words. The magic user can set
any condition for the appearance of the magic mouth, but
the caster’s power limits the range at which the mouth 
can detect the triggering events. The mouth can 
“perceive” events at a range of 5 / caster level, but 
cannot detect invisible creatures. It has no perceptions 
other than visual, although it dœs not actually see. 
Obviously, a player cannot try to phrase conditions using 
game terms such as “hit dice,” “class,” “level,” etc. but 
must use terms that would be familiar to the character. 

Mass Charm
Arcane Enchantment/Charm
Spell Level: 8
Range: 5 /level
Duration: See below
Area of Effect: See below
Components: V
Saving Throw: Negates
This spell functions as dœs charm monster, but affects 
more than one creature. Total hit dice limits the number of
creatures affected; the caster cannot affect a total number
of hit dice more than twice his or her caster level. All of 
the target creatures must be within a 30 × 30  area and 
all receive a -2 penalty to the saving throw.

Mass Invisibility
Arcane Illusion/Phantasm
Spell Level: 7
Range: 10 /level
Duration: See below
Area of Effect: 30×30  radius
Components: V, S, M
Saving Throw: None
This spell acts in the same manner as an invisibility spell, 
but has an effective radius of 30 × 30 , possibly hiding 
as many as 300 medium-sized creatures if they are 
packed in close and do not jostle one another, 30 to 40 
giants, or 6 to 8 large dragons. The material component 
is the same as invisibility and is an eyelash encased in a 
bit of gum arabic.
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Massmorph**
Arcane Illusion/Phantasm
Spell Level: 4
Range: 10 /level
Duration: See below
Area of Effect: 10×10  square/level
Components: V, S, M
Saving Throw: None (willing creatures only)
This spell takes the caster 1 turn (10 minutes) to cast and 
causes creatures of man size or smaller to appear like an 
innocent grove of trees to any observers. Up to 10 
creatures per level of the caster may be enchanted in this
manner. The illusion is so powerful that it is maintained 
even if the mass-morphed creatures are touched, and 
creatures moving through the “forest” will not detect the 
deception. The “tree’s” reaction to being stabbed or 
hacked at is fairly likely to indicate that it is no normal 
tree, of course, although the illusion is not actually 
dispelled by a successful attack. The illusion persists until 
the caster dies or dismisses it (or it is dispelled). The 
material component is a handful of bark chips. 

Maze
Arcane Conjuration/Summoning
Spell Level: 8
Range: 5 /level
Duration: See below
Area of Effect: One creature
Components: V, S
Saving Throw: None
The targeted creature is trapped by this spell into an inter-
dimensional reality similar to that created by the second 
level spell rope trick. This wormhole has an entrance, 
which closes immediately aer the target is trapped, and 
an exit, which is difficult to find in the branching, twisting 
maze of the dimensional labyrinth. A creature’s 
intelligence determines the amount of time required to 
find the way out and emerge back into the material 
plane. 

Intelligence Time Required to Escape

2 or less 2d4 turns

3-5 1d4 turns

6-8 5d4 rounds

9-11 4d4 rounds

12-14 3d4 rounds

15-17 2d4 rounds

18+ 1d4 rounds

Mending*
Arcane Transmutation/Alteration

Spell Level: 1
Range: 30 
Duration: Instantaneous
Area of Effect: One object
Components: V, S, M
Saving Throw: None
This spell repairs small breaks or tears in an object. It can 
weld together broken metallic objects, such as a chain link
or a broken dagger, rejoin a broken bottle, and repair 
holes in leather or cloth, for example. The spell dœs not 
repair magic items in any way that would restore or 
affect their magical qualities. The material components of 
this spell are two small magnets of any type or two burrs.

Message*
Arcane Transmutation/Alteration
Spell Level: 1
Range: 60  + 10 /level
Duration: 5 rounds/level
Area of Effect: See below
Components: V, S, M
Saving Throw: None
When this spell is cast, the wizard can whisper messages 
and receive replies with little chance of being overheard. 
When the spell is cast, the wizard secretly or openly 
points his finger at each creature to be included in the 
spell effect. Up to one creature per level can be included. 
When the wizard whispers, the whispered message travels
in a straight line and is audible to all of the involved 
creatures within 60 feet, plus 10 feet per level of the 
caster. The creatures who receive the message can 
whisper a reply that is heard by the spell-caster. Note that
there must be an unobstructed path between the spell-
caster and the recipients of the spell. The message must 
be in a language the caster speaks; this spell dœs not by 
itself confer understanding upon the recipients. This spell 
is most oen used to conduct quick and private 
conferences when the caster dœs not wish to be 
overheard. The material component of the spell is a short
piece of copper wire. 

Meteor Swarm
Arcane Evocation
Spell Level: 9
Range: 40  + 10 /level
Duration: Instantaneous
Area of Effect: See below
Components: V, S
Saving Throw: None or half damage (see below)
Meteor-like chunks of magical fire streak from the magic 
user’s outstretched hand, exploding into an inferno of 
flame when they strike the intended targets. The caster 
may hurl four large meteors or eight small meteors. 
These missiles strike the first creature in their straight-line 
trajectories automatically, granting no saving throw and 
inflicting full damage. When the meteor strikes its target, 
the explosion of fire may catch other creatures in its 
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radius. These creatures receive saving throws for half 
damage. Large meteors inflict 10d4 hp damage and 
explode in a radius of 15 . Small meteors inflict 5d4 hp 
damage and explode in a radius of 7½ . If the 
explosions overlap, a creature in this area is subject to 
damage from all the explosions, but is entitled to a 
separate saving throw (halving damage) for each. 

Mind Blank*
Arcane Abjuration
Spell Level: 8
Range: 30 
Duration: 24 hours
Area of Effect: One creature
Components: V, S
Saving Throw: None
When the very powerful mind blank spell is cast, the 
recipient is totally protected from all devices and/or spells
which detect, influence, or read emotions and/or thoughts.
Protection includes augury, charm, command, confusion, 
divination, empathy (all forms), ESP, fear, feeblemind, 
mass suggestion, phantasmal killer, possession, rulership, 
soul trapping, suggestion, and telepathy. Cloaking 
protection also extends to prevention of discovery or 
information gathering by crystal balls or other scrying 
devices, clairaudience, clairvoyance, communing, 
contacting other planes, or wish-related methods 
(wishing, limited wish). Of course, exceedingly powerful 
deities would be able to penetrate the spell's powers. 

Minor Globe of Invulnerability
Arcane Abjuration
Spell Level: 4
Range: 0
Duration: 1 round/level
Area of Effect:  5 radius sphere
Components: V, S, M
Saving Throw: None
A globe of eldritch power forms around the magic user, 
hedging out all spells of third or lower level. Spells may 
be cast from within the globe. Dispel magic, if cast upon 
the globe, will destroy it. The material component is a 
glass or crystal bead.

Mirror Image*
Arcane Illusion/Phantasm
Spell Level: 2
Range: Caster
Duration: 2 rounds/level
Area of Effect: 6  radius
Components: V, S
Saving Throw: None
The mirror image spell creates 1d4 phantasmal images of
the magic user, all mirroring his or her actions. The spell’s
6 radius also becomes slightly blurred to sight, like the 
reflection of a slightly distorted mirror. The combination of
these two magical phenomena makes it impossible to 

distinguish the images from the caster without aid of a 
magical nature, such as true seeing. When an opponent 
makes a successful hit against one of the images, the 
image breaks up and disappears (the others remain). If an
opponent attempts to attack a magic user obscured by 
this spell, it is randomly determined whether the to-hit roll
is directed toward the person or one of the images. At the
end of the spell’s duration, the images fade from sight. 

Mnemonic Enchantment**
Arcane Transmutation/Alteration
Spell Level: 4
Range: Caster
Duration: 24 hours
Area of Effect: Caster
Components: V, S, M
Saving Throw: None
This spell enhances the magic user’s precision of 
memory, allowing him to retain up to three additional 
spell levels in his or her mind (3 first level, 1 first and one 
second level, or 1 third level). The spell may be used for 
memorization, or may be used to hold onto the memory 
of a spell just cast. The material components of the spell 
are a piece of string, an ivory plaque of at least 100 GP 
value, and an ink composed of squid secretion and either 
black dragon’s blood or giant slug digestive juice. All 
components disappear when the spell is cast.

Monster Summoning I
Arcane Conjuration/Summoning
Spell Level: 3
Range: 30 
Duration: 2 rounds + 1 round/level
Area of Effect: Summoned creatures
Components: V, S, M
Saving Throw: None
Within one round of casting this spell, the wizard 
magically conjures 2d4 1st-level monsters (selected by the
referee, from his 1st-level encounter tables). The monsters 
appear anywhere within the spell's area of effect, as 
desired by the wizard. They attack the spell user's 
opponents to the best of their ability until either he 
commands that the attacks cease, the spell duration 
expires, or the monsters are slain. These creatures do not 
check morale, but they vanish when slain. Note that if no 
opponent exists to fight, summoned monsters can, if the 
wizard can communicate with them and if they are 
physically able, perform other services for the 
summoning wizard. In rare cases, adventurers have been 
known to disappear, summoned by powerful spell-casters
using this spell. Those summoned recall all the details of 
their trip. The material components of this spell are a tiny 
bag and a small (not necessarily lit) candle. 

Monster Summoning II
Arcane Conjuration/Summoning
Spell Level: 4
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Range: 40 
Duration:  3 rounds + 1 round/level
Area of Effect: Summoned creatures
Components: V, S, M
Saving Throw: None
This spell is much like the 3rd-level spell monster 
summoning I, except that this spell summons 1d6 2nd-
level monsters. These appear anywhere within the spell's 
area of effect and attack the caster's opponents, until he 
commands them to cease, the spell duration expires, or 
the monsters are slain. These creatures do not check 
morale; they vanish when slain. If no opponent exists to 
fight and the wizard can communicate with them, the 
summoned monsters can perform other services for the 
summoning wizard. The material components of this spell 
are a tiny bag and a small (not necessarily lit) candle. 

Monster Summoning III
Arcane Conjuration/Summoning
Spell Level: 5
Range: 50 
Duration: 4 rounds + 1 round/level
Area of Effect: Summoned creatures
Components: V, S, M
Saving Throw: None
This spell is much like the 3rd-level spell monster 
summoning I, except that this spell summons 1d4 3rd-level
monsters. These appear within the spell's area of effect 
and attack the caster's opponents, until either he 
commands them to cease, the spell duration expires, or 
the monsters are slain. These creatures do not check 
morale and vanish when slain. If no opponent exists to 
fight, and the wizard can communicate with them, the 
summoned monsters can perform other services for the 
wizard. The material components of this spell are a tiny 
bag and a small (not necessarily lit) candle. 

Monster Summoning IV
Arcane Conjuration/Summoning
Spell Level: 6
Range: 60 
Duration: 5 rounds + 1 round/level
Area of Effect: Summoned creatures
Components: V, S, M
Saving Throw: None
This spell is much like the 3rd-level spell monster 
summoning I, except that this spell summons 1d3 4th-level
monsters. These appear within the spell's area of effect 
and attack the caster's opponents, until he commands 
them to cease, the spell duration expires, or the monsters 
are slain. These creatures do not check morale; they 
vanish when slain. If no opponent exists to fight, 
summoned monsters can, if the wizard can communicate 
with them, and if they are physically capable, perform 
other services for the summoning wizard. The material 
components of this spell are a tiny bag and a small (not 
necessarily lit) candle. 

Monster Summoning V
Arcane Conjuration/Summoning
Spell Level: 7
Range: 70 
Duration: 6 rounds + 1 round/level
Area of Effect: Summoned creatures
Components: V, S, M
Saving Throw: None
This spell is much like the 3rd-level monster summoning I 
spell, except that this spell summons 1d3 5th-level 
monsters. These appear within the spell's area of effect 
and attack the caster's opponents until either he 
commands them to cease, the spell duration expires, or 
the monsters are slain. These creatures do not check 
morale, and they vanish when slain. If no opponent exists
to fight, summoned monsters can, if the wizard can 
communicate with them, and if they are physically 
capable, perform other services for the summoning 
wizard. The material components of this spell are a tiny 
bag and a small (not necessarily lit) candle. 

Monster Summoning VI
Arcane Conjuration/Summoning
Spell Level: 8
Range: 80 
Duration: 7 rounds + 1 round/level
Area of Effect: Summoned creatures
Components: V, S, M
Saving Throw: None
This spell is much like the 3rd-level spell monster 
summoning I, except that it summons 1d3 6th-level 
monsters. These monsters appear in 1d3 rounds within the
spell's area of effect and attack the caster's opponents, 
until either he commands them to cease, the spell 
duration expires, or the monsters are slain. These 
creatures do not check morale, and they vanish when 
slain. If no opponent exists to fight, summoned monsters 
can, if the wizard can communicate with them, and if they
are physically capable, perform other services for the 
summoning wizard. The material components of this spell 
are a tiny bag and a small (not necessarily lit) candle. 

Monster Summoning VII
Arcane Conjuration/Summoning
Spell Level: 9
Range: 90 
Duration: 8 rounds + 1 round/level
Area of Effect: Summoned creatures
Components: V, S, M
Saving Throw: None
This spell is much like the 3rd-level spell monster 
summoning I, except that this spell summons one or two 
7th-level monsters that appear one round aer the spell is
cast, or one 8th-level monster that appears two rounds 
aer the spell is cast attack the caster's opponents, until 
either he commands them to cease, the spell duration 

V = Verbal, S = Somatic, M = Material, * = The spell effect is cast during the missile round, **= The spell has 
special casting times noted in the description



Mage Master Spell List A-Z 29

expires, or the monsters are slain. These creatures do not 
check morale, and they vanish when slain. If no opponent
exists to fight, summoned monsters can, if the wizard can 
communicate with them, and if they are physically 
capable, perform other services for the summoning 
wizard. The material components of this spell are a tiny 
bag and a small (not necessarily lit) candle. 

Move Earth**
Arcane Transmutation/Alteration
Spell Level: 6
Range: 10 /level
Duration: Instantaneous
Area of Effect: See below
Components: V, S, M
Saving Throw: None
By casting this spell, the magic user gains the ability to 
move earth, sand, and clay in vast quantities by the mere
gestures of his or her hands. The spell dœs not affect 
rock or stone. Unlike most spells, the area of effect dœs 
not depend upon the caster’s level but upon the amount 
of time spent in casting. For every turn spent casting, the 
magic user can move a cube of earth 40×40×40 . 

The spell is normally used to create walls, moats, etc., but 
can also be used to move an intact terrain feature from 
one place to another (although the spell cannot move 
rock unless the rock is carried within the moved earth). 
If an intact feature (such as a portion of a forest or the 
foundations under a cottage) is to be moved, an earth 
elemental must also be summoned. Without the 
assistance of an elemental, the earth under a cottage 
could certainly be moved, but with the—presumably 
undesired—result of destroying the cottage in the process.
The material components for this spell are a mixture of 
soils (clay, loam, sand) in a small bag, and an iron blade.

Passwall
Arcane Transmutation/Alteration
Spell Level: 5
Range: 30 
Duration: 6 turns + 1 turn/level
Area of Effect: Passage 5  wide, 10  high, 10  long
Components: V, S, M
Saving Throw: None
By means of a passwall spell, the magic user creates an 
inter-dimensional opening through any non-metallic 
material, allowing him and any others to simply walk 
directly into the hillside or through a wall. More than one 
spell may be used in succession to create longer 
passages. The inside of the passageway is still a part of 
the material plane; the inter-dimensional warping of 
space simply acts to “remove” the material through which
the passage is created. The material component to this 
spell is a pinch of sesame seeds. 

Phantasmal Force

Arcane Illusion/Phantasm
Spell Level: 2
Range: 80  + 10 /level
Duration: Until concentration ends
Area of Effect: 80 sq  + 10 sq /level
Components: V, S, M
Saving Throw: See below
This extremely flexible spell allows the magic user to cra
a visual illusion of virtually anything that can fit within the
spell’s area of effect. The spell creates no sound 
whatsœver. The caster must maintain his or her 
concentration upon the illusion, or it will evaporate, but 
while concentrating the caster is able to make the illusion 
move and respond to events. 

The illusion is dispelled if it is struck with a blow, a falling 
person, etc. There is no saving throw against the illusion if
the observer believes it, and the illusion can actually 
cause damage to such a deceived victim. A demon 
wielding a sword can attack and do damage, and the 
appearance of a pit full of spikes can be fatal even 
though it is not real. If the observer doubts the reality of 
the illusion, he or she will be permitted a saving throw to 
see the illusion for what it really is. If one observer 
disbelieves the illusion and this disbelief is communicated 
to others, the others will also gain a saving throw at a 
bonus of +4. 

Note that the spell relies purely on a visual effect; it will 
have no effect upon a creature that dœs not see it. 
Furthermore, the lack of any audible component can 
make certain illusions completely non-credible. An 
explosion, for example, is not likely to be believed by 
anyone if it creates no sound. Various methods may be 
used by the referee to determine if an NPC or monster 
believes the effect of a phantasmal force, common sense 
being the first thing to consider. A player who takes care 
to cra a believable illusion should be rewarded for skillful
use of the spell, not forced into a table of random results. 
The material component of the spell is a bit of fleece

Phase Door
Arcane Transmutation/Alteration
Spell Level: 7
Range: Touch
Duration: See below
Area of Effect: See below
Components: V
Saving Throw: None
The caster opens, by means of this spell, a dimensional 
pathway through a solid object, 10  in depth. It is a 
pathway that only the caster may use, and it remains 
until the caster has traversed it twice. In other respects, 
the spell is similar to a passwall. 

Plant Growth
Arcane Transmutation/Alteration
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Spell Level:  4
Range: 10 /level
Duration: Permanent
Area of Effect: 10×10 sq /level
Components: V, S
Saving Throw: None
By means of this spell, the mage causes plants and vines 
to grow with unbelievable speed, forming a tangled 
barrier of thick vegetation. The enchantment may be 
dispelled, or the plants cleared by normal means. 
Chopping a way through the barrier is possible, but 
movement is restricted to 10 / turn (20 /turn for large 
creatures). 

Polymorph Other or Self
Arcane Transmutation/Alteration
Spell Level: 4
Range: 5 /level or Caster
Duration: Permanent or 2 turns/level
Area of Effect: One creature or Caster
Components: V, S, M or V
Saving Throw: Negates or None
Polymorph Other: This spell transforms the victim into 
another type of creature; a person might be changed into
a newt, or a newt into a dragon, for example. Such a 
transformation can, in rare cases, be fatal. If the spell’s 
target is successfully transformed, it must make a system 
shock test against its constitution or die (using Raise Dead
survival chance %). Moreover, there is a base 100% 
likelihood that the transformed creature will lose its 
memories and former identity in the change, becoming, 
for all intents and purposes, the creature into which it was
transformed (intelligence cannot be increased by virtue of
such a transformation, however). 

For every intelligence point of the transformed creature, 
the base chance is reduced by 5%, and there is a further 
+/-5% alteration for each level (or HD) by which the 
original form’s level (or HD) differs from that of the new 
form. This check is made on a daily basis, so such a 
transformation will, eventually, become inevitable 
according to the laws of chance if the transformed 
creature is not magically brought back to its original form.
A transformed creature retains its former hit points, but 
otherwise assumes all the physical characteristics of the 
new form immediately. The transformation may be 
dispelled, but the second change of shape will necessitate
another system shock check. The material component for
this spell is a caterpillar cocoon.

Polymorph Self: This spell enables the magic user to cloak
himself in the physical shape of another creature, and to 
continue shape-shiing at will for the length of the spell’s 
duration. The transformation is of an entirely lesser order 
than that of polymorph other, incurring no risk of a 
system shock or of truly becoming the transformed 
creature. Changing from one shape to another requires 

only 30 seconds, and when the caster returns to his 
original form (ending the spell) he will be healed of 1d12 
points of any damage inflicted against the polymorphed 
forms he or she assumed. 

The caster can polymorph into forms no smaller than a 
songbird and no heavier than 2,000 lbs. Only the 
movement capabilities of the new form can be used, not 
its attacks, defenses, or other abilities. The magic user can
transform himself into a lion, and run as fast as a lion, but
his or her claws will do no more damage than a human’s 
so fists. Similarly, if he or she transforms into a dragon, 
he or she will have the dragon’s ability to fly but no 
breath weapon. As an orc, he or she would be able to use
whatever weapons he or she could use in his original 
shape, but would lack darkvision. The caster retains his or
her own hit points and armor class. 

Polymorph Object
Arcane Transmutation/Alteration
Spell Level: 8
Range: 5 /level
Duration: See below
Area of Effect: One object or creature
Components: V, S, M
Saving Throw: See below
This spell allows the magic user to transform one thing, 
living or not, into another sort of thing. If the spell is used 
simply to duplicate the effects of a polymorph other spell 
or a stone to flesh spell, it will function in the same 
manner as these spells but with a –4 penalty to the 
victim’s saving throw. Otherwise, the spell’s duration 
depends upon the degree of change involved in the 
transformation. The calculation is made using a “duration 
factor” found on table 1, and the explanation of the 
resulting duration factor is found on table 2. 

Changed Subject Is:
Increase to Duration

Factor

Same kingdom (animal,
vegetable, mineral, etc)

+5

Same class (mammal,
fungi, metals, etc.)

+2

Same Size +2

Related (twig is to tree, wolf
fur is to wolf, etc.)

+2

Same or lower INT +2

Add all that apply and look up the total on the next table.

Duration Factor Duration Example

0 20 rounds Pebble to human
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2 1 hour Doll to human

4 3 hours Human to doll

5 12 hours
Lizard to
manticore

6 48 hours
Sheep to wool

cloak

7 1 week
Shrew to
manticore

9+ Permanent
Manticore to

shrew

This spell can be dispelled, but changes to living creatures
will necessitate a system shock roll. The material 
components for this spell are mercury, gum arabic, and 
smoke.

Power Word, Blind*
Arcane Conjuration/Summoning
Spell Level: 8
Range: 5 /level
Duration: See below
Area of Effect: 15  radius
Components: V
Saving Throw: None
The word of power to blind removes vision from creatures
within the area of effect. The duration of the blindness 
depends on how many total hp the affected creatures 
have. If the total is 50 or less, the blindness lasts 1d4+1 
turns. If the total is 51 hit points to 100, the blindness lasts 
1d4+1 rounds, as opposed to turns. The spell dœs not 
affect more than 100 hp of creatures in total. The caster 
may target specific creatures within the area of effect. 

Power Word, Kill*
Arcane Conjuration/Summoning
Spell Level: 9
Range: 2.5 /level
Duration: Instantaneous
Area of Effect: 10  radius
Components: V
Saving Throw:
Upon the casting of this spell, the magic user specifies 
whether the spell is to kill one creature or multiple 
creatures. The spell will instantly deal death to a creature 
of up to 60 hit points, offering no saving throw (magic 
resistance dœs apply). The spell may, alternatively, be 
used to slaughter up to 120 hp of creatures with 10 or 
fewer hit points each. The total number of hit points is 
based upon the target’s current hit points, not maximum 
hit points, so wounded creatures are more vulnerable to 
the spell. All creatures to be killed must be within the 
spell’s area of effect. 

Power Word, Stun*

Arcane Conjuration/Summoning
Spell Level: 7
Range: 5 /level
Duration: See below
Area of Effect: One creature
Components: V
Saving Throw: None
The creature targeted by a stunning power word hears 
the word as a thundering roar, although others hear it 
normally. The impact of the word’s magical power stuns 
the victim, rendering him unable to think clearly or act in 
any manner (including movement). The duration of the 
spell’s effect is determined by the target’s current hit 
points (not its normal maximum). A creature with 1-30 
remaining hit points will be stunned for 4d4 rounds, a 
creature with 31- 60 hp remaining will be stunned for 2d4
rounds, a creature with 61-90 hp remaining will be 
stunned for 1d4 rounds, and creatures with 90+ hit points 
will be able to shrug off the effect of the spell entirely. 

Prismatic Sphere
Arcane Conjuration/Summoning
Spell Level: 9
Range: 0
Duration:  1 turn/level
Area of Effect: 10  radius sphere
Components: V
Saving Throw: See below
Prismatic sphere creates a shimmering, multicolored globe
of light that protects those within it from all forms of 
attack (it will normally appear as a hemisphere, with its 
lower half below ground). The sphere flashes with seven 
colors, each of which has a distinct power and purpose. It
is immobile, but the caster can pass through and remain 
near it without harm. However, any other creature with 
fewer than 8 HD within 20  of the sphere will be blinded 
for 2d4 rounds by the colors if it looks at them. The 
sphere can be destroyed, color by color, in consecutive 
order, by various magical effects; however, the first color 
must be brought down before the second can be affected,
and so on. A rod of cancellation destroys a prismatic 
sphere, but an anti-magic field fails to penetrate it. Dispel 
magic cannot dispel the sphere or anything beyond it 
(unless the first six colors have already been brought 
down). Magic resistance is effective against a prismatic 
sphere, but the check must be repeated for each color 
present. 

Each color in the sphere has a different effect. The 
accompanying table shows the seven colors, the order in 
which they appear, their effects on creatures trying to 
attack the caster or pass through the sphere, and the 
magic needed to negate each color. 

Color Order Effect Negated by

Red 1st Stops normal missiles. Cone of Cold
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Deals 20 points of
damage (save for half)

Orange 2nd

Stops magical ranged
weapons. Deals 40
points of damage

(saving throw for half) 

Gust of Wind

Yellow 3rd

Stops poisons, gases,
and petrification. Deals
80 points of damage

(saving throw for half). 

Disintegrate

Green 4th
Stops breath weapons.
Poison (saving throw or

die) 
Passwall

Blue 5th

Stops divination and
mental attacks. Turns to

stone (saving throw
negates) 

Magic Missile

Indigo 6th
Stops all spells. Causes
insanity (saving throw

negates 

Continual
Light

Violet 7th

Force shield (as per wall
of force). Creatures sent
to another plane (saving

throw negates). 

Dispel Magic

Projected Image
Arcane Illusion/Phantasm
Spell Level: 6
Range: 10 /level
Duration: 1 round/level
Area of Effect: See below
Components: V, S, M
Saving Throw: None
This spell creates an illusory duplicate of the magic user 
in another place within the spell’s range. The image must 
remain visible to the caster or the spell will end. Much like
a mirror image, the projected image mimics all the 
caster’s movements, but it is not affected by attacks of 
any kind. The image possesses an arcane link to the 
caster; if desired, the magic user can cast spells that 
originate at the image rather than at the caster, as if the 
image, rather than the magic user, cast the spell. Thus, the
effective range of an attack spell can be increased, or a 
spell that would ordinarily center on the caster could be 
brought into effect around the projected image. The 
material component of this spell is a small replica (doll) of
the mage.

Protection from Evil (Reversible)*
Arcane Abjuration
Spell Level: 1
Range: Touch

Duration: 2 rounds/level
Area of Effect: One creature
Components: V, S, M
Saving Throw: None
This spell surrounds the recipient with an invisible aura of 
divine protection, emanating from the recipient to a 
distance of one foot. The aura is not invulnerable, but it 
affords considerable protection against evil and 
summoned creatures, much as a powerful magic circle 
would. The power of the aura is such that, regardless of 
alignment, neither summoned nor conjured creatures, nor
those not native to the material planes (such as demons 
or genies), can reach through it. It is possible, of course, 
for a weapon wielded by such a creature to breach the 
magical barrier, but the creature’s physical presence is 
completely hedged out. 

Moreover, the attacks of evil creatures (with or without a 
weapon) incur a penalty of –2 to hit, and saving throws 
caused by such creatures will be made at a bonus of +2. 
The spell may be reversed into protection from good, and
in this form it will still hedge out summoned, conjured, 
and extra-planar creatures regardless of alignment. To 
cast either form of the spell, the caster speaks the ritual 
words of the spell while describing a circle around the 
being to be warded, using powdered iron and silver as 
the material components for tracing the magic circle.

Protection From Evil, 10 Radius (Reversible)
Arcane Abjuration
Spell Level: 3
Range: Touch
Duration: 2 rounds/level
Area of Effect: One creature
Components: V, S, M
Saving Throw: None
This spell has effects and limitations identical to protection
from evil, but the radius of protection extends a full ten 
feet around the spell’s recipient, allowing allies to shelter 
within the protective ambiance. The duration of the spell 
is also longer. To cast either form of the spell, the caster 
speaks the ritual words of the spell while describing a 
circle around the being to be warded, using powdered 
iron and silver as the material components for tracing the
magic circle.

Protection from Normal Missiles
Arcane Abjuration
Spell Level: 3
Range: Touch
Duration: 1 turn/level
Area of Effect: One creature
Components: V, S, M
Saving Throw: None
The subject of this spell becomes completely invulnerable 
to the effects of projectiles. The spell’s power is not 
sufficient completely to ward off the larger missiles hurled
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by siege engines such as catapults and ballistæ, nor the 
enchantment of a magic arrow or bolt, but dœs reduce 
any damage caused by such weapons by 1 hit point per 
die of damage. The spell conveys no protection 
whatsœver against spells, including spells with missile-like
qualities such as fireball, lightning bolt, or magic missile. 
The material component of this spell is a piece of tortoise 
or turtle shell.

Push*
Arcane Conjuration/Summoning
Spell Level: 1
Range: 10  + 3 /level
Duration: Instantaneous
Area of Effect: See below
Components: V, S, M
Saving Throw: None
The magic user casts this spell and points toward the 
desired target, which is instantly pushed away from the 
caster. The supernatural force exerted by the spell is only 
about one lb per level of the caster, but the spell can be 
used to move small objects or to throw enemies off 
balance. A small object can be moved at a rate of 10 / 
round (directly away from the caster), and if the object is 
a weapon held by a creature, the creature will suffer a 
penalty to hit equal to the caster’s level. For example, a 
tenth level magic user could exert so much eldritch force 
against an attacking orc’s axe that the orc would suffer a 
–10 to hit with it. Moving an actual creature or a heavier 
object is only possible if the creature’s weight in lbs is not 
more than 50 times the caster’s level. The material 
component of this spell is a small pinch of powdered 
brass which must be blown from the palm prior to 
pointing at the object of the spell.

Pyrotechnics*
Arcane Transmutation/Alteration
Spell Level: 2
Range: 120 
Duration:  See below
Area of Effect: See below
Components: V, S, M
Saving Throw: None
The pyrotechnics spell may be used to produce two 
entirely different effects: a bright display of fiery light or a
massive pall of smoke. Both possible uses of the spell 
require an existing fire source (which may be anywhere in
the spell’s range), and the spell’s area of effect depends 
on the size of the originating fire. 

If the spell is used to produce fireworks, the flashing 
display will temporarily blind (for 1d4+1 rounds) all 
creatures in the area of effect and 120  beyond—
provided that the display is not obstructed from view, of 
course. The fireworks fill an area ten times the volume of 
the original fire source and persist for 1 round for every 2 
caster levels (rounded up). For example, a 5th level mage 

casting this spell would have fireworks persisting for 3 
rounds.

If the spell is used to produce smoke, a billowing cloud 
will emanate from the fire source, obscuring vision 
beyond 20  in an area 100 times the volume of the fire 
source. Whatever fire is used as the spell’s source is 
extinguished immediately as the spell is cast. 

The material component for this spell is the requirement 
for an existing fire source to be anywhere in the spell’s 
range.

Ray of Enfeeblement*
Arcane Transmutation/Alteration
Spell Level: 2
Range: 10  + 3 /level
Duration: 1 round/level
Area of Effect: One creature
Components: V, S
Saving Throw: Negates
As this spell is cast, a ray of unpleasant and indescribable
color arcs from the caster’s hand to strike the chosen 
target. No attack roll is required to hit. If the target fails a 
saving throw, its strength and the effect of all attacks 
which are dependent upon strength are reduced by 25%. 
The amount of reduction is increased by 1%/ caster level 
(to be rounded off in the case of lower-level magic users 
simply as a matter of convenience). Thus, if an orc is 
struck with the ray by a level one magic user, the orc 
would lose 26% (rounded to 25%, at the option of the 
referee) of its strength. Its to-hit rolls are not affected, but 
any damage it inflicts is reduced to 75% (or 74%) of the 
damage rolled (a good referee avoids minuscule 
calculations that might bog down the game). A ray of 
enfeeblement may technically reduce the target’s strength
below the required minimum to qualify for a class, but its 
effects are too temporary to affect class choices (so an 
enfeebled paladin with a temporary strength of 8 retains 
his or her paladin-hood). Any further effects of the 
reduced strength are determined by the referee as 
needed. 

Read Magic (Reversible)
Arcane Divination
Spell Level: 1
Range: Caster
Duration: 2 rounds/level
Area of Effect: Caster (see below)
Components: V, S, M
Saving Throw: None
Read magic is normally the first spell in every mage’s 
spell book, and its mastery is the first task of every 
apprentice. The spell allows the caster to read magical 
writings (other than his own, of course, which are always 
intelligible to the original author). The spell takes 1 turn (10
minutes) to cast.
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Unless the writings are cursed, reading magical script dœs
not normally activate the magic formulæ described 
therein—reviewing a scroll prior to casting from it dœs 
not, for instance, actually cast whatever spell is written 
upon the scroll. 

Once the mage has read a particular set of magical 
inscriptions by use of this spell, the spell is no longer 
needed to re-read the writing at a later time. The reverse 
of the spell allows the mage to make magical writings 
indecipherable for the spell’s duration, and is cast upon 
the writing rather than upon the caster himself. The 
material component for this spell is a clear crystal or 
mineral prism which is not expended by casting. The 
reverse, unreadable magic, requires a pinch of dirt and a 
drop of water.

Reincarnation**
Arcane Necromancy
Spell Level: 6
Range: Touch
Duration: Instantaneous
Area of Effect: Person touched
Components: V, S, M
Saving Throw: None
Provided that a body has been dead for no more than 
one day per caster level, a powerful magic user can recall
its spirit from the dead, investing it into another body. The
form of the new body is not subject to the magic user’s 
control and is determined by means of the table below. 
The new body will appear within 1d6 turns near the soul’s
former body. Elves may be brought back to life by 
reincarnation. No creature subject to reincarnation is 
subject to a raise dead check.

The new incarnation will retain the original character’s 
experience points, but will have new physical (Str, Dex, 
Con) ability scores randomly rolled and adjusted for the 
new race. The character will retain his or her original 
mental ability scores (Int, Wis, Cha). 

Arcane Reincarnation Table

Die Roll (1d100) New Incarnation

01-03 Bugbear

04-06 Dwarf

07-14 Elf

15-17 Gnoll

18-25 Gnome

26-28 Goblin

29-36 Half-elf

37-39 Halfling

40-42 Half-orc

43-45 Hobgoblin

46-85 Human

86-88 Kobold

89-91 Orc

92-94 Ogre

95-97 Ogre Mage

98-00 Troll

Note: Very good or very evil persons will not be 
reincarnated as creatures whose general alignment is the 
opposite. The ritual casting of this spell takes 1 turn (10 
minutes) and requires the full attention of the caster. The 
material components of the spell are a small drum and a 
drop of blood. 

Remove Curse (Reversible)
Arcane Abjuration
Spell Level: 4
Range: Touch
Duration: Instantaneous (permanent)
Area of Effect: See below
Components: V, S
Saving Throw: See below
Upon casting this spell, the mage is usually able to 
remove a curse – whether it be on an object, a person, or
in the form of some undesired sending or evil presence. 
Note that the Remove Curse spell will not affect a cursed 
shield, weapon or suit of armor, for example, although the
spell will typically enable the person afflicted with any 
such cursed item to be rid of it. 

The reverse of the spell is not permanent; the Bestow 
Curse lasts for 1 turn for every level of experience of the 
mage using the spell. It will lower one ability of the victim 
to 3 (your referee will determine which by random 
selection) 50% of the time; reduce the victim's "to hit" and
saving throw probabilities by -4, 25% of the time; or 
make the victim 50% likely per turn to drop whatever he, 
she, or it is holding (or simply do nothing in the case of 
creatures not using tools) 25% of the time. It is possible 
for a mage to devise his own curse, and it should be 
similar in power to those shown. Consult your referee. 
The target of a Bestow Curse spell must be touched. If the
victim is touched, a saving throw is still applicable; and if 
it is successful, the effect is negated. 

Repulsion
Arcane Abjuration
Spell Level: 6
Range: 10 /level
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Duration: 1 round / every 2 levels
Area of Effect: 10  wide path
Components: V, S, M
Saving Throw: None
All living creatures in the spell’s path will move away from
the caster at their normal movement rates for the spell’s 
duration, as if by choice. The material component of this 
spell is a pair of small magnetized iron bars attached to 
two small canine statuettes (one ivory, one ebony).

Reverse Gravity
Arcane Transmutation/Alteration
Spell Level: 7
Range: 5 /level
Duration: 1 second
Area of Effect: 30  x 30  x 1 mile
Components: V, S, M
Saving Throw: None
The caster momentarily reverses gravity in the area of 
effect, which is thirty by thirty  square, extending a mile 
into the air. Any object or creature in this area will “fall” 
upwards for a distance of 20 , striking intervening 
objects as per a normal, downward fall. When the 
duration ends, of course, they will fall downward again. 

Rope Trick*
Arcane Transmutation/Alteration
Spell Level: 2
Range: Touch
Duration: 2 turns/level
Area of Effect: One piece of rope
Components: V, S, M
Saving Throw: None
This spell enchants a rope to become a portal into an 
extra-dimensional pocket of unreality opened by the spell.
The rope rises in the air and then hangs, suspended by its
connection to the extra-dimensional hideaway. Up to six 
medium-size people can hide in the space (five, if the 
rope is to be pulled up and into the space as well). At the 
spell’s expiration, the inhabitants or contents of the space 
will fall into normal reality if they have not already 
departed. True reality is visible through the portal, but 
cannot be affected from within. The material components 
of this spell are powdered corn extract and a twisted loop
of parchment.

Scare*
Arcane Enchantment/Charm
Spell Level: 2
Range: 10 
Duration:  3d4 rounds
Area of Effect: One creature
Components: V, S, M
Saving Throw: Negates
When this spell is directed at any creature with fewer than
6 levels of experience/hit dice, it must save versus magic 
or fall into a fit of trembling and shaking. The frightened 

creature will not drop any items held unless it is 
encumbered. If cornered, the spell recipient will fight, but 
at -1 on "to hit" and damage dice rolls and all saving 
throws as well. Note that this spell dœs not have any 
effect on elves, half-elves, the undead (skeletons, zombies,
ghouls, shadows, ghasts, wights, wraiths), larvæ, lemures, 
manes, or clerics of any sort. The material component 
used for this spell is a bit of bone from an undead 
skeleton, zombie, ghoul, ghost or mummy. 

Secret Chest**
Arcane Transmutation/Alteration
Spell Level: 5
Range: See below
Duration: 60 days
Area of Effect: One chest or box, 12 cubic 
Components: V, S, M
Saving Throw: None
In order to cast this spell the mage must have an 
exceptionally well-craed and expensive chest 
constructed for him by master crasmen. If made 
principally of wood, it must be of ebony, rosewood, 
sandalwood, teak or the like, and all of its corner fittings, 
nails, and hardware must be of platinum. If constructed of
ivory, the metal fittings of the chest may be of gold; and 
if the chest is fashioned from bronze, copper, or silver, its 
fittings may be of electrum or silver. The cost of such a 
chest will never be less than 5,000 GP. Once constructed, 
the mage must have a tiny replica (of the same materials 
and perfect in every detail) made, so that the miniature of
the chest appears to be a perfect copy. One mage can 
have but one pair of these chests at any given time, and 
even wish spells will not allow exception! 

While touching the chest and holding the tiny replica, the 
caster chants the spell. This will cause the large chest to 
vanish into the ethereal plane. The chest can contain one 
cubic foot of material per level of the mage no matter 
what its apparent size. Living matter makes it 75% likely 
that the spell will fail, so the chest is typically used for 
securing valuable spell books, magic items, gems, etc. As 
long as the spell caster has the small duplicate of the 
magic chest, he can recall the large one from the ethereal
plane to the locale he is in when the chest is desired. If 
the miniature of the chest is lost or destroyed, there is no 
way, including a wish, that the large chest will return. 

While on the ethereal plane, there is a 1% cumulative 
chance per week that some creature/being will find the 
chest. If this occurs there is 10% likelihood that the chest 
will be ignored, 10% possibility that something will be 
added to the contents, 30% possibility that the contents 
will be exchanged for something else, 30% chance that 
something will be stolen from it, and 20% probability that 
it will be emptied. However, no creature on the Prime 
Material Plane can locate the chest, even with a gem of 
seeing, true seeing, etc. 
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If the Secret Chest is not retrieved before spell duration 
lapses, there is a cumulative 1 in 20 chance per day that 
the spell’s link to the chest will fail, and the chest will be 
irrecoverable.  

Shape Change
Arcane Transmutation/Alteration
Spell Level: 9
Range: 0
Duration: 1 turn/level
Area of Effect: Caster
Components: V, S, M
Saving Throw: None
Upon casting this spell, the mage becomes able to change
shape almost at will (each change takes 6 seconds, and 
incurs no system shock check). The caster retains his own
mind and hit points, but assumes the magical properties 
of the shape-changed form as well as its physical 
capabilities. The spell dœs not allow the caster to assume 
the form of any greater creature native to another plane 
of existence, but virtually any other form can be 
assumed. Example: A wizard is in combat and assumes 
the form of a will o’ wisp, and when this form is no longer
useful, the wizard changes into a stone golem and walks 
away. When pursued, the golem-shape is changed to that
of a flea, which hides upon a horse until it can hop off 
and become a bush. If detected as the latter, the mage 
can become a dragon, pool of water, or just about 
anything else. 

 The material component of the spell is a jade circlet 
worth no less than 5,000 GP which will shatter at the 
expiration of the magic’s duration. In the meantime, it is 
le in the wake of the shape change, and premature 
shattering will cause the magic to be dispelled. 

Shatter*
Arcane Transmutation/Alteration
Spell Level: 2
Range: 60 
Duration: Instantaneous
Area of Effect: One object
Components: V, S, M
Saving Throw: Negates
This spell causes an item to shatter into pieces. It can 
affect objects of up to 10 lbs weight per caster level. Only 
brittle materials are affected by the spell (glass, 
earthenware, etc.) excluding magical items of any kind. 
The item is permitted a saving throw against a crushing 
blow to avoid destruction. 

Shield*
Arcane Evocation
Spell Level: 1
Range: Caster
Duration: 5 rounds/level

Area of Effect: See below
Components: V, S
Saving Throw: None
By means of this spell, the caster creates an invisible 
barrier of magical force. Magic missiles cannot penetrate 
the barrier at all. The magic user gains an armor class of 
2 against any hurled weapon, armor class of 3 against 
propelled weapons such as arrows, and armor class of 4 
against all other attacks. All saving throws against frontal 
attacks (by wands, dragon breath, etc.) are made at +1 
during the spell’s duration. The shield is a frontal defense 
and grants no benefits against attacks from behind or 
from the rear flanks. 

Shocking Grasp*
Arcane Evocation
Spell Level: 1
Range: Touch
Duration: 2 rounds
Area of Effect: One creature
Components: V, S
Saving Throw: None
This spell imbues the caster’s hand with a powerful 
electrical charge that the magic user may use to deliver a
deadly shock. If the shock is not used within 2 rounds of 
casting, the effect fizzles. The electrical charge can be 
delivered either by a direct touch (requiring a successful 
attack roll, ignoring any armor) or through a conductive 
material such as metal. This spell is not powerful enough 
to deliver a dangerous shock through any significant 
volume of water, but a small quantity of water (a shallow 
puddle, for instance) could be used as a suitable 
conductor. The shocking grasp inflicts 1d8 hp of damage, 
+1 hp per level of the caster. 

Simulacrum**
Arcane Illusion/Phantasm
Spell Level: 7
Range: Touch
Duration: Instantaneous (permanent)
Area of Effect: One creature
Components: V, S, M
Saving Throw: None
By means of this spell the mage is able to create a 
duplicate of any creature. The duplicate appears exactly 
the same as the real. There are differences: the 
simulacrum will have only 51% to 60% (50% + 1d10) of 
the hit points of the real creature, there will be personality
differences, there will be areas of knowledge which the 
duplicate dœs not have, and a detect magic spell will 
instantly reveal it as a simulacrum, as will a true seeing 
spell. The level, if any, of the simulacrum, will be from 
20% to 50% (10% + 1d4) of the original creature.

At all times the simulacrum remains under the absolute 
command of the mage who created it, although no 
special telepathic link exists, so command must be 
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exercised in the normal manner. The spell creates the 
form of the creature, but it is only a zombie-like creature. 
A reincarnation spell must be used to give the duplicate a 
vital force, and a limited wish spell must be used to 
empower the duplicate with 40% to 65% (35% + 5% to 
30%) of the knowledge and personality of the original.  

The duplicate creature is formed from ice or snow. The 
spell casting ritual takes place over one day and is cast 
over the rough form, and some piece of the creature to 
be duplicated must be placed inside the snow or ice. 
Additionally, the spell requires powdered ruby at least 
1,000 GP in value. The simulacrum has no ability to 
become more powerful, i.e. it cannot increase its levels or 
abilities.

Sleep
Arcane Transmutation/Alteration
Spell Level: 1
Range: 30  + 10 /level
Duration: 5 rounds/level
Area of Effect: 15  radius
Components: V, S, M
Saving Throw: None
This spell affects a circular area with a 15  radius. A 
number of creatures within this radius (determined by 
their HD) fall into a deep magical slumber with no saving 
throw allowed. A sleeping creature requires a full round to
waken and must be shaken or slapped to bring it to 
consciousness; mere noise, however loud, will not disturb 
the enchanted slumber of a sleep spell’s victim. The 
number of enemies affected by the spell is a function of 
their hit dice. If there are creatures of different hit dice in 
the area, the weaker ones will be affected first. Creatures 
with hit dice over 4+4 are not affected by the spell. 

HD of Victim Number Affected

1 or less 4d4

1+ to 2 2d4

2+ to 3 1d4

3+ to 4 1d2

4+1 to 4+4 1

The material components for this spell is a pinch of fine 
sand, rose petals, or a live cricket.

Spell Immunity
Arcane Abjuration
Spell Level: 8
Range: Touch
Duration: 1 turn/level, divided among recipients
Area of Effect: On creature / 4 levels
Components: V, S, M
Saving Throw: None

This spell confers tremendous protection against magical 
attacks that affect the mind. The caster may divide the 
spell’s duration among as many recipients as his or her 
caster level divided by four. (Example: A 16th level mage 
can cast the spell upon 1 creature and it will last 16 turns, 
or he can place it upon 2 creatures for an 8 turn duration,
or upon 4 creatures for but 4 turns duration.) The casting 
time of the spell increases at a rate of 1 round/recipient. 
The protection gives a bonus to saving throws as follows:

Beguiling, Charm, Suggestion: +9
Command, Domination, Fear, Hold, Scare: +7
Geas, Quest: +5

The material component of this spell is a diamond which 
must be crushed and sprinkled over the spell recipients, 
and each such creature must also have in its possession a
diamond of any size, intact and carried on its person. 

Spider Climb*
Arcane Transmutation/Alteration
Spell Level: 1
Range: Touch
Duration: 1 round + 1 round/level
Area of Effect:  One creature
Components: V, S, M
Saving Throw: None
When the magic user casts this spell, the recipient’s bare 
hands and feet become sticky enough to allow him to 
climb walls and even crawl along a ceiling. The 
movement rate for such climbing is 30  per round. The 
subject of this spell will find it difficult to employ tools or 
handle small objects with precision while the spell is in 
effect. The material components of this spell are a drop of
bitumen and a live spider, both of which must be eaten by
the spell recipient.

Spirit-wrack**
Arcane Abjuration
Spell Level: 6
Range: 10  + 1 /level
Duration: See below
Area of Effect: One fiend
Components: V, M
Saving Throw: None
This spell is used to utterly banish a particular demon, 
devil, or the like to its home plane of existence for a 
number of years equal to the caster’s level. To cast the 
spell, the magic user must know the fiendish creature’s 
name, and inscribe it into a scroll, the preparation of 
which requires 8d6 hours and the expenditure of at least 
1,000 GP for vellum, special pens, gold leaf, and other 
misc. scribing materials plus the cost of the powdered 
rubies with a minimum 5,000 GP value for each 
document. Once the spell is cast, if the scroll is read aloud
by the caster in the fiend’s presence it will have the 
effects described below. A caster can create no more than
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one scroll for any particular fiend and can only keep 
three such scrolls in existence at any one time; the magic 
of one will fade if a fourth is created. 

When the caster speaks the first words of the scroll in the 
fiend’s presence, the demon is immediately held in place 
(unless its innate magic resistance allows it to escape this 
effect). Even if the fiend’s magic resistance protects it, the 
words of the scroll cause considerable agony, and if the 
creature has the ability to escape it is only 10% likely to 
remain and try to stop the final reading (0% likelihood if it
has no means of attacking the magic user, gaining 
possession of the scroll, or otherwise influencing events in
its favor). Aer one full minute of reading the scroll (i.e., in
the second round), the fiend loses 1 hp/ hit die from pain. 
In the third round, the fiend loses 50% of its remaining hit
points from the agony caused by the words of the scroll. 
Aer the third round of reading, the fiend is banished to 
its home plane, where it writhes in agony for a period of 
years equal to the caster’s level. 

Obviously, any fiend caught with this ritual will seek to 
negotiate its way out; the referee will determine 
probabilities based on the fiend’s goals and personality, 
but the base likelihood will be roughly 25% per round, 
cumulatively, that the fiend will agree to perform a task 
for the caster in exchange for nothing more than the 
cessation of the ritual. 

Statue
Arcane Transmutation/Alteration
Spell Level: 7
Range: Touch
Duration: 6 turns/level
Area of Effect: Creature touched
Components: V, S, M
Saving Throw: See below
The statue spell allows the caster or other recipient of the 
spell to turn, apparently, into a statue made of stone. The 
creature can still utilize all of its senses, although the 
sense of touch is dulled, and only actual damage to the 
stone is felt. The enchanted creature can shi in and out 
of the statue-form in one second and is not limited to one
such shi in a single round. 

During the initial transformation, the creature must make 
a special system shock roll with a flat 82% chance of 
success, with a +1 for every point of constitution the 
creature possesses (100% chance at Con 18). Failing this 
roll means that the creature dies. The statue dœs radiate 
magic slightly and can be detected in this manner as well 
as with other similar divination spells or items. The initial 
transformation requires a full round. Damage that actually
manages to hurt the stone statue will be incurred by the 
creature, but the stone is as hard and durable as granite 
and not easy to chip or break. The material components 

of this spell are lime, sand, and a drop of water stirred by
an iron bar such as a nail or spike.

Stinking Cloud*
Arcane Evocation
Spell Level: 2
Range: 30 
Duration: 1 round/level
Area of Effect: 20  radius spherical cloud
Components:  V, S, M
Saving Throw: See below
This spell creates a nauseating cloud of vapors to billow 
forth in a location chosen by the caster. All creatures 
caught within (or later entering) the noxious cloud must 
make saving throws. Any creature failing to save will be 
completely unable to act for 1d4+1 rounds, falling to the 
ground retching and gagging (treated as stunned). A 
creature that succeeds in making the saving throw may 
move from within the cloud and be free of the effects 
aer only one round of gasping fresh air (again, being 
treated as stunned for this round). Even creatures that 
succeed in making a saving throw cannot do anything 
within the cloud other than to leave as fast as possible. 
The material component of the spell is a rotten egg or 
several skunk cabbage leaves.

Stone Shape
Arcane Transmutation/Alteration
Spell Level: 5
Range: Touch
Duration: Instantaneous
Area of Effect: 1 cubic /level
Components: V, S, M
Saving Throw: None
The magic user molds stone by the power of his will, 
shaping it into whatever object or form he desires. For 
example, a stone weapon can be made, a special 
trapdoor fashioned, or an idol sculpted. By the same 
token, it would allow the spell caster to reshape a stone 
door, perhaps, so as to escape imprisonment, providing 
the volume of stone involved was within the limits of the 
area of effect. While stone coffers can be thus formed, 
secret doors made, etc., the fineness of detail is not great.
The material component of this spell is so clay which 
must be worked into roughly the desired shape of the 
stone object and then touched to the stone when the spell
is uttered. 

Stone to Flesh (Reversible)
Arcane Transmutation/Alteration
Spell Level: 6
Range: 10 /level
Duration: Instantaneous
Area of Effect: One creature
Components: V, S, M
Saving Throw: See below
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This spell transforms stone into flesh, or vice versa if the 
caster has elected to memorize the reversed version, flesh
to stone. A creature that has been turned to stone will be 
returned to its normal state (provided that a system shock
roll is successful). If the spell is used upon normal stone 
(as opposed to restoring a petrified creature), up to 9 
cubic / caster level may be transformed. A saving throw 
is permitted only against the spell’s reverse, flesh to 
stone. The material components of the spell are a pinch 
of earth and a drop of blood; lime, water, and earth are 
used for the reverse.

Strength**
Arcane Transmutation/Alteration
Spell Level: 2
Range: Touch
Duration: 6 turns/level
Area of Effect: One person
Components: V, S, M
Saving Throw: None
This spell increases a person’s strength (affecting the 
same sorts of creatures as hold person). The recipient’s 
strength gain is class dependent as shown on the below 
chart:

Class Strength Gain

Cleric 1d6

Fighter 1d8

Thief 1d6

Mage 1d4

If the spell is cast upon a monster (such as an orc), the 
referee is free to rule for convenience that the effect of 
the spell is to grant +1 to damage, and if the d6 roll is a 5 
or 6, a +1 to hit as well. The material component of this 
spell is a few hairs or a pinch of dung from a particularly 
strong animal – ape, bear, ox, etc.

Suggestion
Arcane Enchantment/Charm
Spell Level: 3
Range: 30 
Duration: 6 turns + 6 turns/level
Area of Effect: One creature
Components: V, M
Saving Throw: None (negates)
This spell empowers the caster to suggest facts or courses
of action with an almost unavoidable power of 
persuasion. Factual suggestions (“These are not the 
halflings you seek”), suggestions of a course of action 
(“You won’t mention you saw us, I have no doubt”), or a 
combination of both are possible. Even a victim who has 
failed a saving throw against the spell will not undertake a
course of action that is palpably unreasonable, but the 

experienced caster can easily phrase his requests in such 
a way as to avoid this problem. No creature will leap off a
cliff for no reason; but the caster might need to scout the 
bottom of a chasm and promise to cast a feather fall 
spell, or hand the victim a “magical” torch that 
supposedly permits the power of flight. The creature to be
influenced must be able to hear and understand the 
language spoken by the caster. Undead are not subject to
suggestion. The material components of this spell are a 
snake’s tongue and either o bit of honeycomb or a drop 
of sweet oil. 

Summon Cacodemon**
Arcane Conjuration/Summoning
Spell Level: 7
Range: 10 
Duration: See below
Area of Effect: One summoned creature
Components: V, S, M
Saving Throw: See below
This ritual spell summons a demon or other fiend (such 
as a devil) from the lower planes of existence into the 
material planes. In order to cast the spell, the caster must 
know the fiend’s true name, but such information is oen 
contained in forbidden tomes of lost lore. The spell cannot
summon the lesser sorts of demons that have no 
personal names, nor is it powerful enough to summon 
members of the demonic or diabolical nobility. The spell 
provides no protection whatsœver against the wrath of 
the summoned creature—and make no mistake, the 
summoned creature will be extremely resentful of the 
caster’s temerity. 

In general, this spell is cast only with multiple protections 
against the summoned fiend, such as a pentacle to 
contain the demon and a magic circle to protect the 
magic user. The exact nature of any discussions or 
negotiations with creatures of the nether planes is, of 
course, a matter to be handled in the course of the game,
with the referee deciding what the fiend is thinking and 
how it acts. 

It is treacherous in the extreme to deal with demons, for 
they are intelligent and ruthless. They are not, however, 
unreliable; since the caster knows the fiend’s true name, it
is compelled to abide by any agreements it might make, 
although it might be able to twist the spirit of the 
agreement while still abiding to the letter of it. 

Certain spells (spirit-wrack or trap the soul, for example) 
can be (and oen are) used to strengthen the magic 
user’s hand in any negotiations with a demon. The 
summoned demon can be treated with as follows: 

1. The mage can require the monster to perform a 
desired course of action by force of threat and 
pain of a spirit-wrack spell, allowing freedom 
whenever the demon performs the full extent of 
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the service, and forcing the demon to pledge 
word upon it. This is exceedingly dangerous, as a
minor error in such a bargain will be seized upon
by the monster to reverse the desired outcome 
or simply to kill and devour the summoner. 
Furthermore, the demon will bear great enmity 
for the mage forever aer such forced 
obedience, so the spell caster had better be most
powerful and capable.

2. By tribute of fresh human blood and the promise
of 1 or more human sacrifices, the summoner 
can bargain with the demon for willing service. 
Again, the summoner is well advised to have 
ample protection and power to defend himself, as
the demon might decide the offer is insufficient—
or it is easier to enjoy the summoner's slow 
death—and decide not to accept the bargain as 
offered. Although the demon will have to abide 
by a pledge, as his name is known, he will have 
to hold only to the exact word of the 
arrangement, not to the spirit of the agreement. 
On the other hand, only highly evil summoners 
are likely to attempt to strike such a bargain, and
the summoned Cacodemon might be favorably 
disposed towards such a character, especially if 
he or she is also chaotic.

3. The summoned demon can be the object of a 
trap the soul spell. In this case, the summoner 
will not speak with or bargain for the demon's 
services, although the Cacodemon might be 
eager to reach an accord with the caster before 
he is forced into imprisonment. The trapping of 
the demon is risky only if proper precautions 
have not been taken, for failure to confine the 
demon usually means only that it is able to 
escape to its own plane. Once trapped, the 
demon must remain imprisoned until the 
possessor of his object of confinement breaks it 
and frees him, and this requires one service from
the now loosed demon. If the individual(s) freeing
the demon fails to demand a service when the 
monster asks what is required of him, the demon
is under no constraint not to slay the liberator(s) 
on the spot, but if a service is required, the 
monster must first do his best to perform it and 
then return to the Abyss. 

The duration of service of any demon must be limited 
unless the demon is willing to serve for an extended 
period. Any required course of action or service which 
effectively requires an inordinate period of time to 
perform, or is impossible to perform, is 50% likely to free 
the demon from his obligations and enable him to be 
unconstrained in his vengeance upon the spell caster if he
or she is not thereaer continually protected, for a demon
so freed can remain on the plane it was summoned to for
as long as 666 days. 

Casting time is 1 hour per type (numeric, referee provides 
this information) of the demon to be summoned. If there 
is any interruption during this period, the spell fails. If 
there is an interruption while the Cacodemon is 
summoned, it is 10% probable that it will be able to 
escape its boundaries and attack the summoner, this 
percentage rising cumulatively each round of continued 
interruption. 

Each demon is entitled to a saving throw versus this 
summoning spell. If a score higher than the level of the 
mage summoning is rolled with 3d6 (2d10 with respect to 
type VI demons), that particular spell failed to bring the 
desired demon. When this occurs, it is certain that the 
named demon is imprisoned or destroyed or the name 
used was not perfectly correct, so the spell caster will 
have to call upon another name to bring forth a 
Cacodemon. 

The spell requires 5 flaming black candles; a brazier of 
hot coals upon which must be burned sulfur, bat hairs, 
lard, soot, mercuric nitric acid crystals, mandrake root, 
alcohol, and a piece of parchment with the demon's 
name inscribed in runes inside a pentacle; and a dish of 
blood from some mammal (preferably a human, of 
course) placed inside the area where the Cacodemon is to
be held.

Symbol
Arcane Conjuration/Summoning
Spell Level: 8
Range: Touch
Duration: See below
Area of Effect: See below
Components: V, S, M
Saving Throw: See below
The symbol spell is used to enchant magical runes written
on a surface. Any creature that passes by, over, or under 
the rune; touches it; or reads it will be affected by its 
magic. There are numerous symbols that can be created 
with this spell. Those best known are as follows: 

Symbol of Death: One or more creatures with hit points 
totaling not more than 80 are slain. 

Symbol of Discord: All creatures in the area begin 
arguing with one another. Those that do not share the 
same alignment have a 50% chance of actually fighting 
one another. The duration of the effect is 5d4 rounds, but 
if a fight breaks out, the duration is reduced to 2d4 
rounds. 

Symbol of Fear: As per fear spell, but save at –4. 

Symbol of Hopelessness: Creatures that fail to save vs 
spells are affected by deep depression for 3d4 turns. 
Each round during this period they act randomly, not 
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acting at all (25%), or walking away from the symbol 
(75%), even if this means breaking off from combat. Such 
creatures will submit to any demand made by an enemy 
or ally, including a command to surrender. 

Symbol of Insanity: Creatures with total hit points of not 
more than 120 are affected by lunacy, acting per the 
random actions described in the confusion spell. The 
effect is permanent (or until removed by magical means). 

Symbol of Pain: Any creature triggering the symbol is 
subjected to horrible pain, losing 2 points of dexterity and
gaining a penalty of –4 on all to-hit rolls for a period of 
2d10 turns. 

Symbol of Sleep: This symbol causes any creature of 
8+1 HD or less to fall into an enchanted slumber; it is 
impossible to awaken the victims for 4d4+1 turns. 

Symbol of Stunning: Creatures with a total of 160 or 
fewer hit points are stunned for 3d4 rounds, dropping 
whatever they are holding. 

The type of symbol cannot be recognized without it being
read and thus activating its effects. The material 
components of this spell are powdered black opal and 
diamond dust worth not less than 5,000 GP each.

Telekinesis
Arcane Transmutation/Alteration
Spell Level: 5
Range: 10 /level
Duration: 2 rounds + 1 round/level
Area of Effect: 25 lbs/level
Components: V, S
Saving Throw: None
This spell allows the caster to move objects through force 
of will, up to a weight limit of 25 lbs per level. An object 
can be accelerated to a deadly velocity over the course 
of a few minutes. The base speed is 20 / round, but the 
caster can double this speed every round (to 40 , then 
80 , then 160 ) to a maximum of 102,400 / round 
(1,706 / second). For every 2,000 / round that an 
object is traveling, it will sustain 1d6 damage if it strikes 
another object. The spell allows an object to be moved in 
any direction, horizontally or vertically.

Teleport*
Arcane Transmutation/Alteration
Spell Level: 5
Range: Touch
Duration: Instantaneous
Area of Effect: 250 lbs + 150 lbs /level over 10th

Components: V
Saving Throw: None
The teleport spell permits the caster to transport himself, 
and any additional weight he or she can carry, instantly 

from one place to another. The magic user must be 
familiar with the destination (see below), but there is no 
effective range to the spell, although it dœs not permit 
travel to other planes. To see how well the teleportation 
works, the player will roll 1d100 and consult the following 
table:

Familiarity
On

Target
Off

Target
Similar
Area

Mishap

Very
familiar

01-97 98-99 100 -

Studied
carefully

01-94 95-97 98-99 100

Seen
casually

01-88 89-94 95-96 97-100

Viewed
once

01-76 77-88 89-90 99-100

False
destination

(1d20+80) - 81-92 93-100

Refer to the following information for definitions of the 
terms contained in table: 

Familiarity: “Very familiar” is a place where the caster has
been very oen and feels at home. “Studied carefully” is 
a place the caster knows well, either because he or she 
can currently see it, has been there oen, or has used 
other means (such as scrying) to study the place for at 
least one hour. “Seen casually” is a place that the caster 
has seen more than once but with which he or she is not 
very familiar. “Viewed once” is a place that the caster has
seen once, possibly using magic. “False destination” is a 
place that dœs not truly exist, or if the caster is 
teleporting to an otherwise familiar location that no 
longer exists as such, or has been so completely altered 
as to no longer be considered “familiar.” When traveling 
to a false destination, the player rolls 1d20+80 on the 
table rather than rolling 1d100, as there is no real 
destination, he will either end up in a similar area or face 
a mishap. 

On Target: The caster appears in the correct location. Off 
Target: The caster appears safely, a random distance 
away from the destination in a random direction. Distance
off target is 1d10×1d10% of the distance that was to be 
traveled. The direction off target is determined randomly 

Similar Area: The caster winds up in an area that is 
visually or thematically (depending on how the caster 
identified it while casting) similar to the target area. It is 
possible (25% chance) that this result will indicate that the 
correct location has been reached but that the caster and 
party will arrive too high, falling 1d%  unless there is 
means to arrest the fall. If the party arrives too high and 
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the result would entomb them in a solid surface, they die 
instantly. Generally, the caster will appear in the closest 
similar place within range. If no such area exists within 
the spell’s range, the spell simply fails. 

Mishap: The caster and anyone else teleporting with him 
to arrive beneath the destination point, causing instant 
death if the area is solid. 

Temporal Stasis (Reversible)
Arcane Transmutation/Alteration
Spell Level: 9
Range: 10 
Duration: Permanent
Area of Effect: One creature
Components: V, S, M
Saving Throw: None
Upon casting this spell, the mage places the recipient 
creature into a state of suspended animation. This 
cessation of time means that the creature dœs not grow 
older. Its body functions virtually cease. This state persists
until the magic is removed by a dispel magic spell or the 
reverse of the spell (temporal reinstatement) is uttered. 
Note that the reverse requires only a single word and no 
somatic or material components. The material component
of a temporal stasis spell is a powder composed of 
diamond, emerald, ruby, and sapphire dust, one stone of 
each type being required. 

Time Stop
Arcane Transmutation/Alteration
Spell Level: 9
Range: 10 
Duration: 1d4 + 1 rounds
Area of Effect: 15  sphere radius
Components: V
Saving Throw: None
The caster stops the passage of time in a radius of about 
15 feet around himself. (The time-stopped area dœs not 
thereaer move with the caster.) Any creatures within this 
area are suspended in time, unable to act. The caster is 
not stopped in time while in the area or beyond. 

Tiny Hut
Arcane Transmutation/Alteration
Spell Level: 3
Range: 0
Duration: 6 turns/level
Area of Effect: 5  radius sphere
Components: V, S, M
Saving Throw: None
This spell causes a bubble of magical force to form 
around the caster. The field will extend through solid 
substances if necessary, providing a complete sphere of 
protection even against burrowing creatures. When the 
caster stands on the ground, the sphere will thus appear 
to be a hemisphere, with half of it beneath the ground. 

The field’s outside surface is not transparent and is 
usually a dark amber color, but anyone inside the sphere 
can see through to the outside as if the force field did not 
exist. The spell provides protection against inclement 
winds and temperature within a certain range, but offers 
no protection against attacks from outside. Anyone can 
pass into and out of the hut, and up to 6 medium-sized or
8 small creatures can shelter inside with the caster. If the 
caster leaves the hut, the spell ends.

Inside the hut, the inhabitants will not feel winds of up to 
50 mph, which are completely blocked by the bubble of 
force, but if the wind reaches gale force of 50 mph the 
tiny hut will be shredded into oblivion. The temperature 
inside the hut remains at a pleasant 70˚ Fahrenheit for so 
long as the outside temperature remains in a range from 
0˚ to 100˚. For every degree of outside temperature 
beyond this range, the temperature inside the hut will rise
or fall accordingly from 70˚. The caster may illuminate 
the inside of the hut with a dim, ambient light that will not,
of course, show to the outside. The material component 
for this spell is a small crystal bead which will shatter 
when spell duration expires or the hut is otherwise 
dispelled. 

Tongues (Reversible)
Arcane Transmutation/Alteration
Spell Level: 3
Range: 0
Duration: 1 round/level
Area of Effect: 30  radius
Components: V, M
Saving Throw: None
Within the radius established by this spell, the caster, and 
the caster alone, will be able to speak and understand 
any verbal language, including alignment tongues. Note 
that the spell’s area of effect dœs not move with the 
caster. The reverse of the spell makes any verbal 
communication impossible for any person (not just the 
caster) in the spell’s area, or may be used to cancel out 
the effects of the tongues spell. Also, the material 
component is a small clay model of a ziggurat, which 
shatters when the spell is pronounced. 

Transformation
Arcane Transmutation/Alteration
Spell Level: 6
Range: Caster
Duration: 1 round/level
Area of Effect: Caster
Components: V, S, M
Saving Throw: None
Upon the completion of this spell, the caster’s form and 
mind alter as he or she takes on the spirit and attributes 
of a powerful berserker warrior. The caster’s existing hit 
points are doubled, and any damage sustained is first 
deducted from the “additional” hit points with no 
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deduction from the “true” hit points until the additional hit 
points are gone. Once the additional hit points are gone, 
however, the caster sustains twice normal damage from 
attacks. The caster’s armor class improves by four points, 
and he or she attacks as a fighter of the same level. The 
transformed mage may only use weapons normally 
usable by mages while in this berserk state, but may 
attack twice per round, inflicting a +2 bonus on all 
damage. The mage cannot cancel the effects of this spell, 
and will continue to attack until all enemies are killed or 
the spell duration ends. In order to cast this spell, the 
mage must consume a potion of heroism. 

Transmute Rock to Mud (Reversible)
Arcane Transmutation/Alteration
Spell Level: 5
Range: 10 /level
Duration: See below
Area of Effect: 20  cube/level
Components: V, S, M
Saving Throw: None
This spell transforms solid rock into mud, the volume 
transformed being proportionate to the caster’s level. Any
volume of mud will sink until its depth is equal to about 
one half the pool’s diameter. If this spell is cast upon a 
ceiling, the resulting volume of mud will immediately 
collapse, possibly trapping or suffocating those caught 
beneath. Similarly, if a floor is turned to mud, creatures 
standing in the area will sink and may be trapped. If 
dispel magic is cast upon the mud before it eventually 
dries into dirt, the mud will return to stone, but in the 
shape and location of the mud (i.e., a collapsed ceiling 
will not return to its original place; it will be frozen back 
into stone where it collapsed). The spell’s reverse 
transforms mud into sandstone or a similar sedimentary 
rock. The material components for the spell are clay and 
water; or sand, lime and water for the reverse.

Trap the Soul**
Arcane Conjuration/Summoning
Spell Level: 8
Range: 10 
Duration: Permanent
Area of Effect: One creature
Components: V, S, M
Saving Throw: See below
This spell traps a victim’s soul within a gem for eternity 
unless the prisoner is rescued. The prison must be 
prepared ahead of time, by the use of various spells and 
rituals costing the mage enchants a gem worth no less 
than 1,000 GP per level or hit die of the creature to be 
trapped. 

The trap may be sprung by either of two methods: either 
speaking the final word of the spell (which requires one 
segment and grants the target a saving throw) or 
persuading the victim to accept a pre-prepared trigger 

item (in which case no saving throw is permitted—the 
imprisonment is automatic). When a being is freed from 
imprisonment, even player characters, the being that has 
performed the rescue may demand a service or task 
from the freed prisoner. The request affects the prisoner 
in the same manner as a geas. 

Unseen Servant*
Arcane Conjuration/Summoning
Spell Level: 1
Range: Caster
Duration: 6 turns + 1 turn/level
Area of Effect: 30  radius around spell caster
Components: V, S, M
Saving Throw: None
The unseen servant is a non-visible valet, a butler to step 
and fetch, open doors and hold chairs, as well as to clean
and mend. The spell creates a force which is not strong, 
but which obeys the command of the mage. It can carry 
only light-weight items – a maximum of 20 pounds of 
weight suspended.  It can only open normal doors, 
drawers, lids, etc. An unseen servant cannot exert force of
more than twenty lbs. The unseen servant cannot fight, 
nor can it be killed, as it is a force rather than a creature. 
It can be magically dispelled, or eliminated aer taking 6 
hit points of magical damage. The material components 
of the spell are a piece of string and a bit of wood. 

Vanish*
Arcane Transmutation/Alteration
Spell Level: 7
Range: Touch
Duration: Instantaneous or permanent – see below
Area of Effect: One object
Components: V
Saving Throw: None
The caster’s magic words cause an object to vanish, either
being teleported away or shied into the ethereal plane 
and replaced with stone on the material plane. The caster
can teleport an object that weighs no more than 50 lbs 
per caster level to a location of his or her choice (subject 
to the normal rules of a teleport spell). If the object is 
larger, or if the caster chooses not to change its location, 
he may instead shi the object into the ethereal plane, to 
be replaced with shapeless stone. A dispel magic cast 
upon such stone will return the object to the material 
plane. Items that are part of larger structures, such as 
doors or windows, may be caused to vanish. 

Ventriloquism*
Arcane Illusion/Phantasm
Spell Level: 1
Range: 10 /level (max. 60 )
Duration: 2 rounds + 1 round/level
Area of Effect: One object
Components: V, M
Saving Throw: See below
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The caster makes his or her voice (or any sound he or 
she can vocalize) seem to issue from someplace else, 
such as from another creature, a statue, from behind a 
door, down a passage, etc. For each point of intelligence 
of the listener over 12, there is a cumulative 10% chance 
to correctly perceive the source of the sound. The 
material component of the spell is a small cone of 
parchment.

Wall of Fire or Ice
Arcane Evocation
Spell Level: 4
Range: 60  (wall) or caster (ring)
Duration: Concentration, or 1 round/level
Area of Effect: See below
Components: V, S, M
Saving Throw: None
Wall of Fire: The mage calls up a blazing inferno of flame 
in the shape of a wall. One side of the conflagration emits
the searing heat one would expect, but the other side 
emits merely a gentle warmth. Passing through the flames
inflicts 2d6 damage plus 1 per caster level. Creatures as 
far as ten feet from the hot side of the wall incur 2d4 hit 
points of damage, and even creatures as far as 20  from
the fire are burned for 1d4 points of damage. Undead 
creatures suffer worse from the power, taking twice the 
ordinary damage the wall would inflict. The wall persists 
for as long as the mage concentrates upon it, or, if the 
mage dœs not choose to maintain concentration, will 
remain for 1 round/caster level. The mage may evoke a 
wall of fire in one of two shapes: a wall or a ring. The size
of a straight wall is up to one 20  square per caster 
level. A ring has a radius of up to 10  + 3 /level (with 
the caster in the center) and is 20  high. If the mage 
manifests the spell as a wall, the effect is stationary. The 
ring-shaped wall moves with the caster.  The material 
component for this version is a bit of phosphorous.

Wall of Ice: A wall of ice spell creates a huge wall of ice, 
with a front face of up to 100 square  per level. Its exact 
dimensions are adjustable by the caster. Thus, if the wall 
is cast by a 20th level caster, the dimensions of the wall 
could be any combination of dimensions that multiply to 
equal 2,000 square . The wall might be 10  high and 
200  long, or 5  high and 400  long, or 20  high and
100  long, etc. The wall need not be cast so that it is 
attached to anything, and it can even be cast in the air to 
fall upon opponents, doing 3d10 points of damage in the 
area where it falls. Breaking through the ice with a melee 
weapon causes 2 hit points of damage from ice shards 
per inch of thickness, and can be broken out at a rate of 
10  per round. Normal fire has no measurable effect 
upon the wall, but magical fire will melt through it in one 
round. If the wall is destroyed by fire in a single round, it 
will cause a massive cloud of water vapor to form and 
linger for a full turn, obscuring vision by 50%. The 

material component of this spell is a small piece of quartz
or similar rock crystal.

Wall of Force
Arcane Evocation
Spell Level: 5
Range: 30 
Duration: 1 turn + 1 turn/level
Area of Effect: 20  square/level
Components: V, S, M
Saving Throw: None
A wall of force is a barrier of magical power, invisible but 
virtually impervious to all attacks, blocking almost 
anything from passing through it. The wall is utterly 
unaffected by physical attacks and spells, including dispel 
magic, and all forms of energy, such as electricity, heat, 
and cold. The only way actually to destroy a wall of force
is with a disintegrate spell. The wall remains in place even
if the ground beneath it is destroyed or transformed, 
hanging magically in place where it was evoked. The 
material component for this spell is a pinch of powdered 
diamond.

Wall of Iron or Stone
Arcane Evocation
Spell Level: 5
Range: 60 feet
Duration: 2 hours
Area of Effect: See below
Components: V, S, M
Saving Throw: None
Wall of Iron: The caster conjures an iron wall from thin air.
The wall is 3 feet thick, 50 feet tall, and 50 feet long. The 
material component for this spell is a small piece of sheet
iron and 1 pound of gold dust.

Wall of Stone: The wall of stone conjured by this spell is 
two feet thick, with a surface area of 1,000 square feet. 
The caster might choose to make the wall 50 feet long (in 
which case it would be 20 feet tall), or 100 feet long (in 
which case it would be only 10 feet tall). The material 
component of the spell is a small block of granite.

Water Breathing (Reversible)
Arcane Transmutation/Alteration
Spell Level: 3
Range: Touch
Duration: 1 round/level
Area of Effect: One creature
Components: V, S, M
Saving Throw: None
This spell grants the ability to breathe underwater while 
the spell lasts. The reverse of the spell allows a water-
breathing creature to breathe in the air. The material 
component of the spell is a short reed or piece of straw.
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Web*
Arcane Evocation
Spell Level: 2
Range: 5 /level
Duration: 2 turns/level
Area of Effect: 80 cubic  between anchoring points
Components: V, S, M
Saving Throw: See below
This spell causes a mass of tough, sticky webs to appear, 
filling in any open spaces where the webs can be 
anchored on both sides (floor and ceiling, between walls, 
etc.), up to the maximum of the spell’s area of effect. Any 
creature in the area must make a saving throw at a 
penalty of –2. The effect of a successful saving throw 
depends upon how close the target is to the edge of the 
area of effect; if the creature is within five feet of the edge
of the spell’s area of effect, the creature has jumped free 
and is not affected by the web. If the creature is not within
five  of the edge and makes its save, that creature will 
be able to fight its way through the web at twice normal 
speed (at a rate of 1  per turn if its strength is less than 
13) and will have no chance of suffocating. No creature 
within the area of effect, whether a saving throw is made 
or not, can cast spells or attack. Any creature that fails its 
saving throw has a cumulative 5% chance of suffocating 
per turn. Creatures with a strength of less than 13 that fail 
the saving throw are trapped within the web and cannot 
move or act at all. Creatures with a strength of 13-17 are 
capable of moving through 1  of webs per turn. A 
creature with strength 18+ can move through the web at a 
rate of 10  per turn, and creatures such as dragons 
virtually ignore the webs, breaking through at a rate of 
100  per turn. The strands of a web spell are very 
flammable. If they are ignited, fire will flash through the 
entire web, dealing 2d4 points of damage to all creatures 
within and burning away the webs.

Wish**
Arcane Conjuration/Summoning
Spell Level: 9
Range: Unlimited
Duration: Referee discretion
Area of Effect: Referee discretion
Components: V
Saving Throw: Referee discretion
A wish spell is the true version of limited wish, an 
extraordinarily potent invocation of eldritch power. Aer 
casting a wish spell, the caster will be weakened 
considerably, requiring 2d4 days of bed rest. The only 
exception to this is when the wish is used for transport, 
healing, or resurrection of the dead. In general, the exact 
wording of the wish is carried out regardless of its intent, 
but the referee will not normally be stringent upon this 

point unless the wish is an attempt to overreach the spell’s
power. 

In the case of unreasonable wishes, the referee may 
decide to follow the wording of the spell precisely but 
pervert the intent, limit the duration of the spell to a very 
limited time (perhaps mere seconds!) or simply rule that 
the whole spell fails. 

The guideline here is that wishes are granted by someone
or something, which may or may not be kindly disposed 
to the player characters. The more greedy or selfish a 
wish, the greater the chance that a mischievous or 
actually evil power will take the opportunity to teach this 
upstart mortal a lesson. The caster of the spell is 
magically aged. Humans are aged 3 years, and elves are 
aged 7 years.

Wizard Eye**
Arcane Transmutation/Alteration
Spell Level: 4
Range: Caster
Duration: 1 round/level
Area of Effect: Magical eye
Components: V, S, M
Saving Throw: None
The wizard eye is a scrying spell allowing the caster to 
create a material (but invisible) visual organ that transmits
to the caster whatever it sees. The eye has darkvision 
with a range of 100  and can see at a distance of 600 
in normal lighting. The eye travels at a rate of 30  per 
round if it is not scrutinizing its surroundings closely, but 
can proceed no faster than 10  per round if it is 
examining floors, ceilings, and walls. The mage can detect
secret doors through the eye as per his normal chance, 
but cannot view through the eye with any special vision 
the mage has, for the eye’s vision is limited to its own 
sensory capabilities. The eye cannot pass through solid 
substances, but it can move through a hole no more than 
an inch in diameter. The material component of the spell 
is a bit of bat fur.

Wizard Lock**
Arcane Transmutation/Alteration
Spell Level: 2
Range: Touch
Duration:  Permanent
Area of Effect: 30 sq /level
Components: V, S
Saving Throw: None
A wizard lock spell functions similarly to a powerful hold 
portal spell, except that extra-dimensional creatures 
cannot pass through a wizard lock as they can a held 
portal. 
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