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Sorcerer / Wizard Spell List

For Sorcerers — Charisma-based Impromptu Arcane Spells

For Wizards — Intelligence-based Prepared Arcane Spells
0" Level
Abjuration Electric Jolt(MoF p91) Touch of Fatigue(PH p294)
Resistance(PH p272) <Evoc[electricity][energy missile], VS, 1StdAct, <Necro[touch attack], VSM(sweat), 1StdAct, Touch,

<Abj, VS/AM(cloth)/DF, 1StdAct, Touch, 1min>

— Subject gains +1 Resistance bonus on all saves.

Conjuration
Acid Splash(PH p196)
<Conj(creat)[acid][energy missile], VS, 1StdAct,
Close-range, no save, no SR>
— Deals 1d3 Acid damage.
Divination
Detect Magic(PH p219)
<Div, VS/DF, 1StdAct, Concentration up to Imin/Ivl,
no save, no SR>
— The caster can see the Magic Aura of a spell
or item in a 60’ Cone-shaped Emanation.

The information gained increases each round:
1* round — presence of magic.

2" round — number of magic auras & the
strength of the most powerful aura. If not
in line-of-sight, the caster only knows the
direction.

3" round — strength & location of each aura.
If an aura is within line-of-sight, the caster
can identify its school with a Spellcraft
check vs. DC 15 + spell level.

This spell is blocked by 3” of wood or dirt, 1’ of
stone, 1” of metal, & any amount of lead.

Detect Poison(PH p219)
<Div, VS/DF, 1StdAct, Close-range, Instantaneous, no
save, no SR>
— Determines if one creature, one object, or one

5’ cube is poisonous, has been poisoned, or

contains poison.

Identifying the type of poison requires a
Wisdom check vs. DC 20. If the caster has
ranks in Craft(alchemy), he/she may also
make a check with that skill vs. DC 20.

This spell is blocked by 3’ of wood or dirt, 1’ of
stone, 1” of metal, & any amount of lead.

Read Magic(PH p269)

<Div, VSF(prism), 1StdAct, Personal, 10min/Ivl>

— Reads scrolls & spell books at 1 page per min.
Secker’s Chant(DR326 p74)

<Div, VS, 1StdAct, Personal, 1min>

— Caster gains a +1 bonus to Search checks, but

receives a —2 penalty on Move Silently checks.

Enchantment
Daze(PH p217)
<Ench(comp)[mind], VSM(wool), 1StdAct, Close-
range, 1rnd, WillNeg, SR applies>
— One Humanoid with no more than 4HD is
Dazed.
Vengeful Mount(DR326 p74)
<Ench(comp)[mind], VSM(riding crop or willow
switch), 1StdAct, Close-range, Instantaneous,
WillNeg, SR applies>
— The target Animal will shy away from anyone
attempting to make a Ride check or a Handle
Animal check with it. If mounted, the rider
must immediately make a Ride check vs. DC
10 to stay on.
Evocation
Dancing Lights(PH p216)
<Evoc[light], VS, 1StdAct, Medium-range, 1 min>
— Up to 4 spheres in a 10’ area that each give off
30’ of light. They can move 100’ per round.

Sorcerer / Wizard Spell List — 0" level

Close-range, no save>
— Deals 1d3 Electrical damage.
Flare(PH p232)
<Evoc[light], V, 1StdAct, Close-range, Instantaneous,
FortNeg, SR applies>
— Target with sight is Dazzled for 1 minute.
Horizikaul’s Cough(MoF p101)
<Evoc[sonic], VS, 1StdAct, Close-Range>
— Target takes 1 point of Sonic damage (no
save) & is Deafened for 1 round (WillNeg).
Light(PH p248)
<Evoc[light], VM(firefly)/DF, 1StdAct, 10min/lv(D)>
— Object touched gives off bright light in a 20’
radius & dim light for another 20°.
This spell Counters and Dispels spells with the
[darkness] category of equal or lower level.
Ray of Frost(PH p269)
<Evoc[cold][ray], VS, 1StdAct, Close-range,
no save, SR applies>
— Deals 1d3 Cold damage.
Illusion
Chalkboard(DR324 p70)
<Ill(figment), SM(piece of chalk), 1StdAct, Close-
range, Concentration + 1rnd/lvl, WillDisbelief>
— Creates a vertical writing surface whose size is
between 1” square to 10’ square. The caster
can “write” on it with his/her finger and erase
with the flat of his/her hand. The chalkboard
is arm’s length away when created, but may
be moved anywhere within range as a Free
Action.
Fleeting Fame(DR326 p73)
<Ill(glamer), VS, 1StdAct, Personal, until discharged
up to 1rnd/Ivl>
— Receive a +2 bonus on the next Bluff,
Diplomacy, or Intimidate check.
Ghost Sound(PH p235)
<Ill(figment), VSM(wool/wax), 1StdAct, Close-range,
1rnd/Ivl(D), WillDisbelief, no SR>
— Sounds of 4 people per level (max 20 people).
Shadowplay(DR326 p74)
<Ill(glamer), VS, 1StdAct, Touch, Concentration>
— Caster takes control of one shadow of up to
Huge-size. The caster can change its shape,
but not move it way from the place where it is
lying.
If a sentient creature’s shadow is targeted, it is
allowed a Will save to Negate (SR applies).
Silent Portal(MoF p117)
<Ill(glamer), S, Close-range, 1hr/lvl(D)>

— Negates sound from opening one door/window.

Necromancy
Disrupt Undead(PH p223)
<Necro[ray], VS, 1StdAct, Close-range, no save, SR

applies™>
— Deals 1d6 Positive Energy damage to one
Undead.

Necrosurgery(DR326 p73)
<Necro[death], VSM(blade), 1StdAct, Touch,
Instantaneous, FortNeg, SR applies>
— The touched subject receives a +2 bonus on
his/her next saving throw to resist a disease
he/she has already contracted.

1rnd/lvl, FortNeg, SR applies>
— Touched opponent becomes Fatigued for the
spell’s duration.
Transmutation
Ground Smoke(DR326 p73)
<Trans, VS, 1StdAct, Close-range, 8 hours>
—One 5’ square target fire has its smoke
dissipate close to the ground.
Launch Bolt(MoF p105)
<Trans, VS, 1StdAct, Medium-range>
— Launches a single crossbow bolt as if from a
light crossbow.
Mage Hand(PH p249)
<Trans, VS, 1StdAct, Close-range, Concentration>
— A designated, unattended object that weights
no more than 5 Ibs can be moved at up to 15’
per Move Action.
Mending(PH p253)
<Trans, VS, 1StdAct, 10’ range, Instantaneous>
— Repairs one object of up to 1 pound.
Message(PH p253)
<Trans[language], VSF(copper wire), 1StdAct,
Medium-range, 10min/lvl, no SR>
— The caster plus 1 creature per level can
communicate within range by whispering as
long as there is no physical/magical barrier.
Nosy Neighbor(DR326 p74)
<Trans, VSM(cup), 1StdAct, Personal, Imin>
— Caster gains a +1 bonus to Listen checks.
Open/Close(PH p258)
<Trans, VSF(brass key), 1StdAct, Close-range>
— Opens or closes one unlocked door, window,
pouch, etc., that weighs up to 30 pounds.
Repair Minor Damage(CArc p120)(DR317 p35)
<Trans, VS, 1StdAct, Touch, Instantaneous>
— The touched Construct (with at least 1 hp) or
Living Construct (at —9 hp or higher) is
repaired 1 hp.
Stick(Und p61)
<Trans, VSM(dry glue), 1StdAct, Touch, Instantaneous>
— An unattended target object weighting no
more than 5 pounds adheres to a larger object
The two objects can pulled apart automatically
by a Corporal creature as a Move Action, by
a Mage Hand, by an Unseen Servant, etc.
Universal
Arcane Mark(PH p201)
<Univ, VS, 1StdAct, Touch, Permanent(D), no save, no
SR>
— Inscribes a visible or invisible personal rune,
up to 1’x1” and/or 6 characters. The mark
can be placed on any material or even on
skin, though in the later case it fades in 1
month.
Immune to Dispel Magic. Dispelled by Erase.
Prestidigitation(PH p264)
<Univ, VS, 1StdAct, 10°range, 1hour, no SR>
— Performs minor tasks, such as drying,
cleaning, & soaking objects.
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1* Level

Abjuration
Alarm(PH p197)
<Abj, VS/AF(tiny bell, silver wire)/DF, 1StdAct,
Close-range, 2hrs/Ivl(D), no save, no SR>
— If any creature of Tiny-size or larger passes
through the warded 20’ radius Emanation
without saying the password, an alarm

(chosen at casting time) will sound.

Audible: Chimes for 1 round. Easily heard
within 60 in typical conditions.

Mental: The chime is only in the caster’s
head, though he/she must be within 1 mile.
This will wake the caster, but not disturb
his/her concentration.

Endure Elements(PH p226)
<Abj, VS, 1StdAct, Touch, 24hrs>
— Touched subject takes no harm (i.e., no
Fortitude saves) from being in heat up to 140
degrees Fahrenheit —and— cold down to —50.
Hold Portal(PH p241)
<Abj, V, 1StdAct, Medium-range, 1min/lvl(D), no SR>
— “Locks” one door (or window, etc.) made
from wood, metal, or stone of up to 20 square
feet per level. +5 DC to force the portal open
This spell is Dispelled by Knock.
IronGuts(MoF p102)
<Abj, VSM(diluted poison), 1StdAct, Touch, 10min/lvl>
— +4 Circumstance bonus on saves vs. poison.
Protection from Chaos(PH p266)
<Abj[law], VSM(silver)/DF, Touch, 1min/lvi(D)>
— Subject gains the following:

a) +2 Deflection bonus to AC & +2
Resistance bonus to saves against the
attacks & magic of Chaotic creatures;

b) Any mind control (such as Magic Jar,
Dominate Person, etc.) is Suppressed; &

c) Keeps non-Lawful Summoned creatures 1’
away unless they make a Spell Resistance
check or the subject attacks.

Protection from EVil(PH p266)
<Abj[good], VSM(silver)/DF, Touch, 1min/lvl(D)>
— Subject gains the following:

a) +2 Deflection bonus to AC & +2
Resistance bonus to saves against the
attacks & magic of Evil creatures;

b) Any mind control (such as Magic Jar,
Dominate Person, etc.) is Suppressed; &

c¢) Keeps non-Good Summoned creatures 1’
away unless they make a Spell Resistance
check or the subject attacks.

Protection from Good(PH p266)
<Abj[evil], VSM(silver)/DF, Touch, 1min/lvl(D)>
— Subject gains the following:

a) +2 Deflection bonus to AC & +2
Resistance bonus to saves against the
attacks & magic of Good creatures;

b) Any mind control (such as Magic Jar,
Dominate Person, etc.) is Suppressed; &

c) Keeps non-Evil Summoned creatures 1’
away unless they make a Spell Resistance
check or the subject attacks.

Protection from Law(PH p266)
<Abj[chaos], VSM(silver)/DF, Touch, 1min/lvl(D)>
— Subject gains the following:

a) +2 Deflection bonus to AC & +2
Resistance bonus to saves against the
attacks & magic of Lawful creatures;

b) Any mind control (such as Magic Jar,
Dominate Person, etc.) is Suppressed; &

c¢) Keeps non-Chaotic Summoned creatures
1’ away unless they make a Spell
Resistance check or the subject attacks.

Sorcerer / Wizard Spell List — 1* level

Shield((PH p278)
<Abj[force], VS, 1StdAct, Personal, 1min/Ivl(D)>
— An Invisible disc of force grants the caster a
+4 Shield bonus to AC (no matter from
which direction the attack originates) &
negates any Magic Missile that targets the
caster.

Conjuration
Airbubble(DR314 p4s)
<Conj(creat)[air], S, 1StdAct, Personal, 1min/lvl>
— Creates a globe of air around the caster’s head
while underwater (i.e., it is no protection
from Stinking Cloud, etc.).

Another creature can breath the air from this
globe, but the spell then ends on the caster’s
next round.

Corrosive Grasp(MoF p85)
<Conj(creat)[acid][touch attack], VS, 1StdAct, no save>
— 1d6+1 Acid damage. Can make Itouch/level.
Deep Breath(DR314 p46)
<Conj(creat)[water], V, 1Free-Action, Personal, 1rnd/lvl>,
— The caster’s lungs are constantly refilled with
air, so he/she has no danger of drowning.
Grease(PH p237)
<Conj(creat), VSM(butter/pork rind), 1StdAct, Close-
range, 1rnd/Ivl(D), no SR>

— This spell has several uses:

a) Make one 10’ square slippery. Going
through the area requires a Reflex save to
avoid falling down. A creature can go
through the area at /2 movement by
making a Balance check vs. DC 10 (failure
of this check by less than 5 allows a Reflex
save to avoid falling, while failing by 5 or
more guarantees a fall);

b) Make one object slippery. If the object is
held, the wielder gets a Reflex save to
avoid the effect entirely. If the save fails
(or was not in anyone’s possession when
the spell was cast), the object becomes
slippery for the duration & is immediately
dropped. A Reflex save is then required
each round to hold the object.

¢) Make one person slippery. The subject
gains a +10 Circumstance bonus on
Escape Artist checks & on Grapple checks
made to resist or escape a grapple, or
escape a pin.

Hail of Stone(Und p58)

<Conj(creat)[earth], VSM(5gp jade), 1Round,
Medium-range, Instantaneous, no save, SR applies>

— Stones fall in a 5’ radius by 40’ tall Column.
The caster makes a standard Ranged Attack
against each creature in the area of effect
using the (caster level + Primary Spellcasting
Attribute) at the attack bonus. If the stones
hit, the target takes 1d4 per level damage
(max 5d4).

Mage Armor(PH p249)

<Conj(creat)[force], VSF(leather), 1StdAct, Touch,
1hr/lv(D)>

— Touched subject gains +4 Armor bonus to AC.

Mount(PH p256)

<Conj(sum), VSM(horse hair), IRound, Close-range,
2hrs/Ivl(D)>

— Summons a light horse or a pony (with bit,
bridle, & a riding saddle) to serve as a mount.

Obscuring Mist(PH p258)

<Conj(creat), VS, 1StdAct, Imin/Ivl, no SR>

— Creates a 20’ radius Spread by 20’ high Cloud
of fog centered around the caster.

The cloud can be dispersed by Moderate Wind

in 4 rounds & a Strong Wind in 1 round.

Large amounts of fire, such as a Fireball, will
also disperse the cloud.
Orb of Acid, Lesser(CArcpl115)
<Conj(sum)[acid], VS, 1StdAct, Close-range,
Instantaneous, no save, no SR>
—Does 1d8 Acid damage per two levels after 1*
(1d8 at 1%, 2d8 at 3™, etc.) (max 5d8) on a
successful Ranged Touch Attack.
Orb of Cold, Lesser(CArcpl16)
<Conj(sum)[cold], VS, 1StdAct, Close-range,
Instantaneous, no save, no SR>
— Does 1d8 Cold damage per two levels after 1%
(1d8 at 1%, 2d8 at 3", etc.) (max 5d8) on a
successful Ranged Touch Attack.
Orb of Electricity, Lesser(CArc p116)
<Conj(sum)[electricity], VS, 1StdAct, Close-range,
Instantaneous, no save, no SR>
— Does 1d8 Electricity damage per two levels
after 1** (1d8 at 1%, 2d8 at 3", etc.) (max 5d8)
on a successful Ranged Touch Attack.
Orb of Fire, Lesser(CArcpl16)
<Conj(sum)[fire], VS, 1StdAct, Close-range,
Instantaneous, no save, no SR>
— Does 1d8 Fire damage per two levels after 1%
(1d8 at 1%, 2d8 at 3", etc.) (max 5d8) on a
successful Ranged Touch Attack.
Orb of Sound, Lesser(CArc p116)
<Conj(sum)[sonic], VS, 1StdAct, Close-range,
Instantaneous, no save, no SR>
— Does 1d6 Sonic damage per two levels after
1% (1d6 at 1%, 2d6 at 3, etc.) (max 5d6) on a
successful Ranged Touch Attack.
Summon Monster I(PH p285)
<Conj(sum)[variable alignment/element], VSF(bag,
candle)/DF, 1Round, Close-range, 1rnd/Ivl(D)>
— Summons one creature from the ‘Summon
Monster I” Table to fight the caster’s enemy.
The creature can attack on the caster’s
initiative starting its first round.
Summon Undead I(PGF p114)(PGFe)+
<Conj(sum)[evil], VSF(bag, candle, humanoid
bone)/DF, 1Round, Close-range, 1rnd/lvl>
— Summons one creature from the ‘Summon
Undead I’ Table to fight the caster’s enemy.
The creature can attack on the caster’s
initiative starting its first round.
No summoned Undead may have more Hit Dice
than (Caster level + 1).
Unseen Servant(PH p297)
<Conj(creat), VSM(string, wood), 1StdAct, Close-
range, lhr/lvl>
— Creates invisible force that can do simple
tasks, like cleaning & opening doors. It has a
Strength of 2 (so it can lift 20 pounds or drag
100 pounds) & a movement of 15°, but it
must stay in range.

The servant cannot attack, nor can it be the
direct target of attacks, but if it takes 6hp of
damage from area-of-effect attacks, it is
dissipated.

Divination
Appraising Touch(DR325 p70)
<Div, VS, 1StdAct, Personal, 1min/Ivl>
— Gain an Insight bonus equal to your Caster
level on Appraise check made to determine a
object’s value.

Even if the check fails, the erroneous estimate

will be no more than 50% off.
Comprehend Languages(PH p212)
<Div, VSM(soot, salt)/DF, 1StdAct, Personal,
10min/lvl>

— Understands all spoken and written languages
of the person or object touched.
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Detect Secret Doors(PH p220)
<Div, VS/DF, 1StdAct, Concentration up to Imin/Ivl,
no save, no SR>
— The caster can see secret doors, compartments,
caches, etc, in a 60” Cone-shaped Emanation.

This spell does not locate items that are

obscured (i.e., behind boxes or under a rug).

The information gained increases each round:
1* round — presence of a secret door.
2™ round — number of secret doors & the

location of each one. If not in line-of-
sight, the caster only knows the direction.
If not in line-of-sight, the caster only
knows the direction.

3"+ rounds — method to open one specific
secret door.

This spell is blocked by 3’ of wood or dirt, 1’ of
stone, 1” of metal, & any amount of lead.

Detect Undead(PH p220)
<Div, VS/DF, 1StdAct, Concentration up to Imin/Ivl,
no save, no SR>
— The caster can see the Undead Aura of any

Undead in a 60’ Cone-shaped Emanation.

The information gained increases each round:
1* round — presence of Undead.

2" round — number of Undead auras & the
strength of the most powerful aura. If not
in line-of-sight, the caster only knows the
direction.

3" round — strength & location of each aura.

This spell is blocked by 3’ of wood or dirt, 1’ of
stone, 1” of metal, & any amount of lead.

Empathy(DR313 p93)
<Div[mind], VS, 1StdAct, Close-range, 1min/Ivl(D),
WillNeg, no SR>
— The caster sense the emotion of the living
target creature. He/she knows the target’s
emotion (fear, hate, joy, etc.) and its strength

(mild, moderate, or strong).

The caster gains a +2 Competence bonus to all
Charisma-based skill checks against the
target for the spell’s duration.

Identify(PH p243)
<Div, VS/AM(100gp pearl, wine, owl feather)/DF,
1Hour, Touch>

— Determines all the properties of one magic
item.

Know Protections(MoF pl104)

<Div, VS, 1StdAct, Close-range, WillNeg>

— Determine one target’s damage reduction,
spell resistance, and energy resistances and/or
immunities.

Magecrafi(Ebp113)

<Div, VF(tools), IRound, Personal, 1day>

— The caster gains a +5 Competence bonus on a
Craft check for the day’s work.

Spontaneous Search(DR325 p72)

<Div, VSM(silk glove), 1Round, Close-range,
Instantaneous>

— Treat one 30’ cube as if the caster had just
made a Search check upon it and “Took 10”.
If the value of the Search check was equal or
higher than the Open Lock DC of any locked
containers in the area of effect, the contents
of those containers is known to the caster.

Note that the caster knows the items of value in
the area, but nothing else. This spell does not
help locate traps, etc.

If a creature is one of the things being searched
by the spell, the creature receives a Will save
to avoid the effects (SR applies).

Sorcerer / Wizard Spell List — 1* level

True Strike(PH p296)
<Div, VF(tiny archery target), 1StdAct, Personal>
— Add +20 Insight bonus to your next attack roll
within 1 round. Also negates miss chance
due to Concealment.
Enchantment
Charm Person(PH p209)
<Ench(charm)[mind], VS, 1StdAct, Close-range,
1hr/lvl, WillNeg, SR applies>
— One Humanoid considers the caster its ally.
Anything the casters says or does will be
treated the same way as if a close friend has
done it.

If the target is in a threatening situation when
the spell is cast, it gets a +5 on the save. Any
threats from the caster or his/her allies after
the spell is in effect breaks the charm.

Distract(DR314 p20)
<Ench(comp)[mind], S, 1StdAct, Medium-range,
1rnd/Ivl, WillNeg, SR applies>

—Up to 1 creature per level in a 30” area
receives a —4 penalty to Concentration,
Listen, Search, and Spot checks.

Hypnotism(PH p242)

<Ench(comp)[mind], VS, 1Round, Close-range,
2d4rnds(D), WillNeg, SR applies>

—2d4 HD of creatures in a 30” area who can see
or hear the caster are fascinated by the effect
(+2 save if in combat, -2 if alone and
unthreatened).

Each fascinated target considers the caster two
Attitude Categories better than normal. The
caster can make a simple, reasonable request
of the target which is likely to be followed.

A target who failed its saving throw does not
remember the caster cast a spell on it after the
spell wears off.

Shock and Awe(DR325 p72)

<Ench[mind], VS, 1StdAct, Close-range, 1rnd, WillNeg,
SR applies>

— One target per level in a 30” area that are
Flat-Footed due to a surprise round of combat
receive a —10 penalty on their Initiative roll.

Targets that cannot be Flat-Footed (such as
creatures with Uncanny Dodge) are immune
to this spell.

Sleep(PH p280)

<Ench(com)[mind], VSM(sand), 1Round, Medium-
range, 1min/lvl, WillNeg, SR applies>

—Put 4 HD of creatures in a 10’ radius Burst
into comatose slumber. Target are woken by
being damaged or with a Standard Action.
The lowest HD creatures are put to sleep first.

Evocation
Burning Hands(PH p207)
<Evoc[fire], VS, 1StdAct, Ref's, SR applies>
— Creates a 15” Cone-shaped Burst that does 1d4
Fire damage per level (max 5d4). This can
set flammable materials on fire, which
requires a Full-Round Action to put out.
Forcewave(MoF p95)
<Evoc[force], VSF(string, water), 1StdAct, Medium-
range, Fort's, SR applies>
— One target takes 1d4+1 damage plus Bull
Rush (Str 18, Medium-size, & Charging). If
the target’s save is successful, it takes 1 hp.
Horizikaul’s Boom(MoF p101)
<Evoc[sonic], VS, 1StdAct, Close-range, Will/s>
— Target takes 1d4 Sonic damage per 2 levels

(max 5d4) (no save), plus Deafened (WillNeg).

Ice Dagger(MoF p101)
<Evoc[cold], VSM(melted ice), 1StdAct, Close-range,
Ref4, SR applies>
— Grenade-like weapon deals target 1d4 Cold
damage per caster level (max 5d4). Anyone
within 5° of the target takes 1 hp Cold dmg.
Lantern Light(BoED p101)
<Evoc[good][light][ray], S, 1StdAct, Close-range, up
to 1rnd/lvl, no save, SR applies>
— One 1d6 damage ray may be fired each
round, up to one ray per two Caster levels.
Note: The caster may not have engaged in
sexual congress for 24 hours before
casting this spell.
Magic Missile(PH p251)
<Evoc[force], VS, 1StdAct, Medium-range, no save,
SR applies>
— Generate one 1d4+1 Force damage missile per
2 levels (max 5 missiles) that automatically
hit (unless the target has Total Cover or Total
Concealment). All targets must be within a
15’ area. Inanimate objects cannot be
targeted.
Shelgarn’s Persistent Blade(MoF p117)
<Evoc[force], VSF(silvered dagger), 1StdAct, Close-
range, lround per 2 levels>
— A dagger of force attacks a target of the
caster’s choice. Its attack bonus is half of its
caster’s Primary Stat Modifier. The dagger
will flank opponents if possible. As a
Standard Action, the caster can change the
dagger’s target, though the dagger can only
move 40°. The dagger has an AC 14 & lhp
Shocking Grasp(PH p279)
<Evoclelectricity][touch attack], VS, 1StdAct, no save,
SR applies>
— Touch delivers 1d6 per level (max 5d6) of
electrical damage. Remains until discharged.
+3 attack bonus if target is in metal armor.
Snilloc’s Snowball(UE p52)
<Evoc[cold][energy missile][touch attack], VSM(ivory
chip), 1StdAct, 1rnd/lvl, no save>
— An orb of cold appears in the caster’s hand.
The orb does 1d6 + 1/lvl (max 1d6+5) Cold
damage. The caser can either
a) make a touch attack; or
b) throw the snowball. To do damage, the
caster has to make a ranged touch attack
on a target within 120°. Once thrown, a
new snowball appears in the caster’s hand,
up to one snowball per level (max 5 orbs).
Tenser’s Floating Disk(PH p294)
<Evoc[force], VSM(drop of mercury), 1StdAct, Close-
range, lhr/lvl>
— 3’ diameter horizontal disk that holds 100
pounds per level. Hovers 3” above the
ground. The disk typically stays about 5’
from the caster, though it can be directed to
move anywhere within Close-range.

The disk can fly at the caster’s normal
movement rate. If the caster moves faster
than that, the disk will be left behind and
wink out when it gets beyond Close-range.
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Illusion
Color Spray(pH p210)
<Ill(pattern)[mind], VSM(colored powder), 1StdAct,
WillNeg, SR applies>
— Caster creates a 15” Cone-shaped Burst of
color that effects all creatures in the area of
effect with sight:
5+ HD: Stunned for 1 round.
3-4 HD:Blinded & Stunned for 1d4 rounds,
then Stunned for 1 round.
0-2 HD:Unconscious, Blinded, & Stunned for
2d4 rounds,
then Blinded & Stunned for 1d4rnds,
then Stunned for 1 round.
Dead End(DR325 p71)
<Ill(shadow), VSM(pinch of spice), 1StdAct, Touch,
1hr/IlvI(D)>
— One touched subject per level has its tracks,
scent, etc., obscured. Any creature that
attempts to locate a subject’s trail with a
Search check, a Survival check for tracking,
or using the Scent Ability must make a Will
save (no SR) to even be allowed an attempt.
If the save is successful, any Search,
Survival, or Wisdom check to find / follow
tracks still receives a —5 penalty.
Disguise Self(PH p222)
<Ill(glamer), VS, 1StdAct, Personal, 10min/lv(D),
WillDisbelief>
— The caster can make minor visual changes to
his/her appearance. These include gaining or
loosing 1’ of height, gaining or loosing
weight, the addition or removal of a beard /
scar, etc.

This spell provides a +10 on Disguise checks.

Anyone interacting with the caster (particularly
if they touch him/her) are allowed a Will save
to Disbelieve the illusion.

Net of Shadows(MoF p110)
<Ill(shadow)[darkness], VS, 1StdAct, Close-range, 3
rounds, WillNeg, SR applies>
— One target per level within a 25 area are
engulfed in a single-person Cloud of shadows
that don’t hamper movement.
Nystul’s Magic Aura(PH p257)
<Ill(glamer), VSF(silk cloth), 1StdAct, Touch,
1day/lvl(D), no SR>
— Touched object of up to 5 pounds per level
gains one of the following magical auras:
a) not magical;
b) under the effect of a spell specified by the
caster;
¢) having a magical property specified by the
caster.

Detect Magic, Detect Evil, etc., are always
fooled by this spell. If Identify is cast on the
target object, its caster is allowed a Will save
(no SR) to see through this spell.

Serene Visage(DR325 p72)
<Ill(glamer), VS, 1StdAct, Personal, 1min/lvl>
— Receive an Insight bonus on Bluff checks
equal to your Caster level.
Silent Image(PH p279)
<Ill(figment), VSF(fleece), 1StdAct, Long-range,
Concentration, WillDisbelief, no SR>

— Creates a visual-only illusion of an object,
creature, or force as the caster visualizes it.
The image can move within an area of (4 + 1
per level) 10’ cubes that are contiguous.

Ventriloquism(PH p298)
<Ill(figment), VF(parchment), 1StdAct, Close-range,
Imin/Ivl(D), WillDisbelief, no SR>

— The caster’s voice seems to come from a

designated location within range.

Sorcerer / Wizard Spell List — 1* level

Necromancy
Cause Fear(PH p208)
<Necro[fear][mind], VS, 1StdAct, Close-range, Will'4,
SR applies>
— One living target with up to SHD is Frightened
for 1d4 rounds unless it makes its saving
throw. On a successful save, the target is
Shaken for 1 round.
This spell Counters and Dispels Remove Fear.
Chill Touch(PH p209)
<Necro[touch attack], VS, 1StdAct, SR applies>
— Touch attack deals 1d6 Negative Energy
damage (no save) and 1 Strength Damage
(FortNeg), except to Undead, who become
Panicked for 1d4 + 1/lvl rounds (WillNeg).
Touch attack may be used 1 time per level.
Ray of Enfeeblement(PH p269)
<Necro[ray], VS, 1StdAct, Close-range, Imin/Ivl, no
save, SR applies>
— Target takes a penalty to Strength of 1d6 + 1
per 2 levels (max 1d6+5) (min 1 Strength).
Spirit Worm(MoF p123)
<Necro[touch attack], VSM(carved bone), 1StdAct,
Touch, 1rnd/Ivl, Fort)%, SR applies>
— On a failed Fortitude save, the target takes 1
point of Constitution damage every round
(max 5). On a successful Fortitude save, it
takes 1d2 lethal damage per round (max 5d2).
Transmutation
Animate Rope(PH p199)
<Trans, VS, 1StdAct, Medium-range, 1rnd/Ivl>
— Animate a 1” diameter rope whose length is
50’ + 5°/level (double the length if /2"
diameter cord is used & halve the length with
2” diameter heavy rope). It will obey one of
the following each Move Action: “coil”,
“coil & knot”, “loop”, “loop & knot”,
“uncoil”, etc.

Anyone who steps within 1’ of the rope or who
is hit by it with a ranged touch attack —and—
who fails a Reflex save is Entangled. To
escape, make an Escape Artist check vs. DC
20, or a Strength check vs. DC 23, or an
attack vs. AC 10 & do 2 hp of damage.

An animated rope give a +2 bonus to Use Rope
checks.

Enlarge Person(PH p226)

<Trans, VSM(powdered iron), |Round, Close-range,
Imin/Ivl(D)>

— One Humanoid (& all his/her equipment)
becomes 1 Size category larger. Subject
gains +2 Size bonus to Strength, -2 Size
penalty to Dexterity, and —1 penalty on
attacks & AC. A subject who becomes
Large-size gains ‘Reach’.

If the subject is within an area too small for
his/her new size, the subject may attempt to
‘burst’ his/her surroundings with a Strength
check (including the bonus). If the check
fails, the subject is trapped, but takes no
damage.

An unwilling subject gets a Fortitude save &
SR applies.

This spell Counters & Dispels Reduce Person.

Erase(PH p227)
<Trans, VS, 1StdAct, Close-range>

— One scroll or two pages of unattended non-
magical writing are 90% likely to be erased
(100% if physically touched). One magical
rune (Explosive Runes, Glyph of Warding,
Arcane Marks, or Sepia Snake Sigil) has a
90% chance of being erased, but it must be
touched and a Caster check vs. DC 15 (a

natural 1 or 2 is always a failure). If the
check fails, then the magic rune is set off.
Expeditious Retreat(PH p228)
<Trans, VS, 1StdAct, Personal, 1min/Ivl(D)>
— The caster’s base land speed receives a +30°
Enhancement bonus.
This spell has no effect on the speed of Flying,
Burrowing, Climbing, or Swimming.
Eyes of the Avoral(BoED p99)
<Trans, S, 1StdAct, Touch, 10min/lvl>
— Subject gains +8 Racial bonus on Spot checks.
Feather Fall(PH p229) (CArc p86)+
<Trans, V, Immediate Action, Close-range, until
landing up to 1rnd/lvl>
— Slows one Medium-sized creature or object
per level (or the Creature Equivalent) within
a 20’ area. The subject falls at 60’ per round,
which causes no damage to the target on
landing (though dropped objects still do 2
damage but with no bonus damage for the
height). Only free falling targets may be
effected.
Fist of Stone(CArc p107)
<Trans[earth], VSM(engraved pebble), 1StdAct,
Personal, Imin>
— One of the caster’s hands becomes powerful:
a) +6 Enhancement bonus to Strength for
purposes of attacks, grapple checks, or
breaking / crushing items; &
b) gain a 1d6 Slam attack.
Jump(PH p246)
<Trans, VSM(grasshopper leg), 1StdAct, Touch,
Imin/Ivl(D)>
— Touched subject gains an Enhancement bonus
on Jump checks:
Lvl Bonus Lvl Bonus Lvl Bonus
1 +10 5 +20 9 430
Kaupaer’s Skittish Nerves(MoF p103)
<Trans, VS, 1StdAct, Touch, Imin/Ivl>
— Target gains +5 bonus on Initiative checks.
Laeral’s Cutting Hand(MoF p104)
<Trans, VS, 1StdAct, Personal, 1rnd/Ivl(D)>
— The caster’s hands gains a +2 Enhancement
bonus on attack & damage, are considered
armed, & does normal damage, but looses the
ability to cast spells with somatic components
Launch Item(MoF p105)
<Trans, S, 1StdAct, Long-range>
— Hurls one Fine-sized item.
Low-Light Vision(CArc p113)
<Trans, VM(small candle), 1StdAct, Touch, 1hr/Ivl>
— Subject sees twice as far as a Human under
poor light.
Magic Weapon(PH p251)
<Trans, VSF(weapon)/DF, 1StdAct, Touch, 1min/lvl>
— Touched manufactured weapon gains a +1
Enhancement bonus to attack & damage.
A Monk’s Unarmed Strike can be the target of
this spell.
Raging Flame(DR314 p21)
<Trans[fire], VS/AM(alchemist’s fire)/DF, 1StdAct,
Medium-range, Instantaneous, no save, no SR>
— All non-magical fires in a 30’ Burst flare up:
a) burn twice as bright & give off light in 2x
the normal radius;
b) burn twice as hot & deal 2x damage (i.e.,.
a creature who has Caught Fire takes 2d6
damage per round if caught in the area of
effect);
c) consumes its fuel twice as quickly (an
effected torch would only last 30 minutes).
This spell Counters and Dispels Slow Burn.
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Reduce Person(PH p269)

<Trans, VSM(powdered iron), IRound, Close-range,
Imin/Ivl(D)>

— One Humanoid (& all his/her equipment)
becomes 1 Size category smaller. Subject
gains +2 Size bonus to Dexterity, —2 Size
penalty to Strength, and +1 bonus on attacks
& AC. A subject who becomes Tiny-size
have a reach of 0° & must enter an
opponent’s hex to attack.

An unwilling subject gets a Fortitude save &

SR applies.

This spell Counters & Dispels Enlarge Person.

Sorcerer / Wizard Spell List — 1* level

Repair Light Damage(CArc p120)(Eb p114)(DR317 p35)
<Trans, VS, 1StdAct, Touch, Instantaneous>
— The touched Construct (with at least 1 hp) or
Living Construct (at —9 hp or higher) is
repaired 1d8 +1 per level (max 1d8+5) hp.
Scatterspray(FRr p73)
<Trans, VS, 1StdAct, Close-range>
— Up to 25 Ibs of Diminutive-size (or smaller)
objects in a 1’ area scatter in a 10’ radius
Burst dealing 1d8 normal damage (if hard
like coins (Reflex save for 2 damage)) or

subdual damage (if something soft, like fruit).

Slow Burn(dDR314 p21)
<Trans[fire], VS/AM(oil-filled hourglass)/DF, 1StdAct,
Medium-range, Instantaneous, no save, no SR>
— All non-magical fires in a 30’ Burst are
magically fueled:

a) burn twice as long while consuming the
same amount of fuel (a torch would burn
for 2 hours while giving normal light);

b) twice as hard to put out (if a roll is needed
to put a fire out, roll twice & take the

worst roll).
This spell Counters and Dispels Raging Flame.
Speed Swim(MoF p121)

<Trans, VSF(tiny wooden paddle), 1StdAct, Close-
range, lmin/lvl(D)>

— Subject gains a swim speed of 30” without
needing to make a Swim check.
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2" evel

Abjuration Decastave(UE p49) Web(PH p301)

Arcane Lock(PH p200) <Conj(create)[force], VSM(duskwood stick), 1StdAct, <Conj, VSM(spider web), 1StdAct, Medium-range,
1rnd/Ivi(D)> 10min/lvl(D), no SR>

<Abj, VSM(25gp gold dust), 1StdAct, Touch,
Permanent, no SR>

— “Locks” one door of up to 30 square feet per
level. The caster may open the door at will.

This spell is suppressed by Knock for 10 min.

+10 DC to force the portal open.

Dispel Ward(DR313 p90)

<Abj, VS, 1StdAct, Medium-range, no SR>

— Cancels Abjuration spells & effects placed on
objects and/or areas on a successful Dispel

Check (max +5). This spell can be used in

one of two ways:

a) Targeted Dispel — Each ongoing
Abjuration spell effect on one target object
or area gets a separate Dispel Check. If
successful, the spell effect is ended.

b) Area Dispel — Each Abjuration spell on an
object or area in a 20’ radius Burst gets a
Dispel Check against each spell in turn
(highest caster level spell checked first)
until one is dispelled or all checks fail.

A caster does not need to make a Dispel Check
to end a spell he/she cast.
Obscure Object(PH p258)
<Abj, VSM(chameleon skin)/DF, 1StdAct, Touch,
8hrs(D)>
— A touched object of up to 100 pounds per
level cannot be found with Divination (scry)
spells. If a scrying is targeted nearby, the
subject cannot be seen.
Protection from Arrows(PH p266)
<Abj, VSF(turtle shell), 1StdAct, Touch, until
discharged up to lhr/lvl>
— Touched subject gains Damage Reduction
10/magic against Ranged Weapons.
This spell ends once it has prevented 10 hp per
level (max 100 hp).
Resist Energy(PH p272)
<Abj, VS/DF, 1StdAct, Touch, 10min/Ivl>
— The touched subject & his/her equipment are
protected from one Energy Type. Each attack
doing damage of that type has the hp of
damage reduced by the amount listed below.

Lvl # Lvl # Lvl #
upto 6™ 10 7"—-10" 20 11"+ 30
Conjuration

Blades of Fire(CArc p99)
<Conj(create)[fire], V, 1 Swift Action, Touch, 1rnd>
— Up to two melee weapons that the caster is
wielding are sheathed in flames, doing +1d6
Fire damage for one round.
This effect stacks with any other energy
damage the weapons deal.
Create Magic Tattoo(PGF p101)
<Conj(creat), VSM(100gp tattoo ink)F(tattoo needles),
10Minutes, Touch, 1day>
— Subject receives a magic tattoo that lasts for 1
day with 1 effects (3 tattoos max per person).
Creating the tattoo requires a Craft (drawing),
Craft (painting), etc., check against the list DC.
Min 3" level (DC 10):
+2 Resistance bonus on 1 type of save; or
+1 Luck bonus on attacks; or
+1 Deflection bonus on AC.
Min 7" level (DC 15):
+2 Resistance bonus on all saves; or
+2 Competence bonus on attacks.
Min 13" level (DC 20):
SR 10 + 1 per 6 caster levels; or
+2 Enhancement bonus to 1 ability; or
+1 effective caster level.

Sorcerer / Wizard Spell List — 2™ level

— Creates a Quarterstaff of force in the caster’s
hand. If the quarterstaff leaves the caster’s
grip for any reason, the spell ends. Since it is
a force weapon, the quarterstaff can hit
incorporeal & ethereal creatures. The
weapon does 1d6 damage on a successful
touch attack. On a critical hit, it does +1d8
sonic damage & the opponent is permanently
Deaf (FortNeg DC14).

Fog Cloud(pH p232)

<Conj(creat), VS, 1StdAct, Medium-range, 10min/lvl>

— Creates a 20’ radius Spread by 20’ high Cloud
of fog.

The cloud can be dispersed by Moderate Wind
in 4 rounds & a Strong Wind in 1 round.
Glitterdust(PH p236)

<Conj(creat), VSM(ground mica), 1StdAct, Medium-
range, 1rnd/Ivl, no SR>

— Coats all creatures & objects in a 10’ radius
Spread with sparkling dust which cannot be
removed for the duration of the spell. This
outlines Invisible creatures & objects.

Hide checks receive a —40 penalty.
Creatures in the area of effect must make a Will
save or be Blinded for the spell’s duration.
Igedrazzar’s Miasma(MoF p101)

<Conj(creat), VSF(3 stones), 1StdAct, Close-range,
1rnd, FortNeg>

— 15 radius of vapors deals 1d4 subdual
damage per level (max 5d4).

Melf’s Acid Arrow(PH p253)

<Conj(creat)[acid][energy missile], VSM(rhubarb,
adder’s stomach) F(dart), 1StdAct, Long-range, no
save, no SR>

—2d4 Acid damage for 1 round + 1 round per 3
levels (7 rounds max).

Summon Monster II(PH p286)

<Conj(sum)[variable alignment/element], VSF(bag,
candle)/DF, 1Round, Close-range, 1rnd/Ivl(D)>

— Summons one or more creatures to fight the
caster’s enemies. The creatures can attack on
the caster’s initiative starting their first round.

Table #
Summon Monster 11 1
Summon Monster I 1d3

Summon Swarm(PH p289)

<Conj(sum), VS/AM(red cloth)/DF, 1Round, Close-
range, Concentration+2rnds, no save, no SR>

— Summons either a Swarm of Bats(MM p237), a
Swarm of Rats(MM p239), or a Swarm of
Spiders(MM p239). The swarm attacks any
creatures that are within its area. If there is
no creature to attack, the swarm moves to the
nearest creature. The caster has no control
over the swarm’s movement or target.

Summon Undead II(PGF p114)(PGFe)+

<Conj(sum)[evil], VSF(bag, candle, humanoid
bone)/DF, 1Round, Close-range, 1rnd/lvl>

— Summons one or more Undead to fight the
caster’s enemies. The Undead can attack on
the caster’s initiative starting their first round.
Table #
Summon Undead II 1
Summon Undead [ 1d3

No summoned Undead may have more Hit
Dice than (Caster level + 1).

— Fills 20’ radius Spread with sticky webs,
which must be anchored on two diametrically
opposing surfaces. Without support, the
webs collapse & the spell ends.

All creatures within the area of effect are
Entangled. Those that fail a Reflex save are
also anchored & cannot move. To become
unanchored requires a Strength check vs. DC
20 or an Escape Artist check vs. DC 25 (each
of which consumes a Full-Round Action).

An unanchored creature can move slowly
through the webs by making a Strength or
Escape Artist check as a Full-Round Action.
The target can move 5° per 5 full points the
check exceeds 10.

57— 20’ of webs provide Cover. More than 20’
provide Total Cover. A creature in the webs
can be attack without the attacker becoming
entangled.

An open flame can burn away a 5” cube per
round, though any creature in that area takes
2d4 Fire damage.

Divination
Detect Thoughts(PH p220)

<Div[mind], VSF(copper piece)/DF, 1StdAct,
Concentration up to Imin/Ivl, WillNeg, no SR>

— The caster can thoughts from a conscious
creature with an Intelligence of at least 1 in a
60’ Cone-shaped Emanation.

The information gained increases each round:
1* round — presence of thoughts.

2" round — number of thinking minds & the
Intelligence score of each one. If not in
line-of-sight, the caster only knows the
direction. If any have an Intelligence of at
least 26 (assuming it is at least 10 points
higher than the caster’s), the caster is
Stunned for 1 round & the spell ends.

3" round — Surface thoughts of any mind in
the area (WillNeg).

This spell is blocked by 3” of wood or dirt, 1’ of
stone, 1”” of metal, & any amount of lead.

Locate Node(Und p58)

<Div[earth], VSF(pebble from an earth node)/DF,
1StdAct, 1min/lvl>

— The caster may detect the distance and
direction all Earth Nodes(Und p49) within
1 mile per level —or— the distance and
direction to a specific, previously visited
Earth Node within 2 miles per level.

This spell cannot detect Earth Nodes warded by
lead or the spell Node Lock.

Locate Object(PH p249)

<Div, VSF(forked twig)/DF, 1StdAct, Long-range,
1min/lvl, no save, no SR>

— Senses direction toward object (specific or
type) within range. A unique object can only
be located if the caster has personally viewed
it (using a scrying spell does not count). This
spell is blocked by lead.

Marked Man(DR325 p71)

<Div, VSF(a piece hair or clothing from the target),
1Minute, Personal, 1day/lvl>

— The caster gains a +10 bonus on Search and
Survival checks to track the source of the
Focus object (typically a lock of hair or a
piece of clothing). The caster does not need
to know the creature who left behind the
focus.
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See Invisibility(PH p275)
<Div, VSM(pinch of talc, silver powder), 1StdAct,
Personal, 10min/lvl(D), no SR>
— The caster can see Invisible creatures or
objects within its range of vision.
Enchantment
Daze Monster(PH p217)
<Ench(comp)[mind], VSM(wool), 1StdAct, Medium-
range, 1rnd, WillNeg, SR applies>
— One living creature with no more than 6HD is
Dazed.
Nybor’s Gentle Reminder(PGF p107)
<Ench(comp)[mind], VSF(stick), 1StdAct, Close-
range, 1rnd/Ivl, FortNeg, SR applies>
— Pain causes the living target to be Dazed for
one round and then receive a —2 penalty on
All Actions for the remainder of the spell.
Spellcasting requires a Concentration check.
Tasha’s Hideous Laughter(PH p292)
<Ench(comp)[mind], VSM(feather, tiny tarts),
1StdAct, Close-range, 1rnd/Ivl, WillNeg, SR
applies>
— One target with 3 or higher Intelligence falls
down laughing & can make no action for the
duration of the spell (but is not Helpless).
A creature of a different type from the caster
receive a +4 bonus on its save.
Touch of Idiocy(PH p294)
<Ench(comp)[mind][touch attack], VS, 1StdAct,
Touch, 10min/Ivl, no save, SR applies>
— Touched opponent receives a 1d6 penalty to
Intelligence, Wisdom, & Charisma (min 1).
Yoke of Mercy(BoED pl12)
<Ench(comp)[good][mind], V, 1StdAct, Close-range,
1rnd/Ivl, WillNeg, no SR>
— The target creature, who may at most be a
(Caster level + 4) HD creature, will fight
mercifully. It will only deal non-lethal
damage, avoid damaging spells & spell-like
abilities, not deliver a Coup de Grace, etc.
Note: The caster may not have cause any
damage (including by spells) to another living
creature within the prior 8 hours.
Evocation
Aganazzar’s Scorcher(FR p66)
<Evoc[fire], VSF(red dragon scale), 1StdAct, Close-
range, Ref/2>
— 5’ wide path to the end of range deals 1d8 per
two levels (max 5d8) Fire damage.
Battering Ram(MoF p80)
<Evoc[force], VSF(ram’s horn), 1StdAct, Close-range,
no save>
— Deals 1d6 damage. Creatures are inflicted
with a Bull Rush (treat spell as a Large
creature with a Strength 25). A door is
opened on a successful Strength check at +7.
Cloud of Bewilderment(PGF p101)
<Evoc, VS, 1StdAct, Instantaneous, FortNeg, SR
applies™>
— Create an invisible 10’ long Cone of noxious
air. Anyone in the area is Nauseated for 1d6
rounds.
Combust(MoF p85)(LoD p185)
<Evoc[fire][touch attack], VSM(oil, flint), 1StdAct,
Touch, Instantaneous, no save>
— A touched creature or object (up to 25 Ibs./lv])
bursts into flames, taking 2d6 + 1/level (max
+10) Fire damage. Reflex save vs. DC 15 or
Catch Fire. Anyone touching the target must
make a Reflex save to take 2 damage.
Continual Flame(PH p213)
<Evoc[light], VSM(50gp ruby dust), 1StdAct, Touch,
Permanent>
— Makes a permanent, heatless torch (30’ light).

Sorcerer / Wizard Spell List — 2™ level

Darkness(PH p216)
<Evoc[darkness], VM(bat fur, coal)/DF, 1StdAct,
Touch, 10min/lvl(D), no SR>
— Touched object radiates shadowy illumination
in a 20’ radius. Creatures in the darkness
have Concealment (20% miss chance).
Darkvision cannot see through this spell. The
darkness may be blocked by putting the
object in a container.
This spell Counters and Dispels spells with the
[light] category of equal or lower level.
Fireburst(CArc p107)
<Evoc[fire], VSM(sulfur), 1StdAct, Instantaneous,
Ref’, SR applies>
— Everything within a 5’ radius, but not in the
caster’s hex (i.e., a ring of hexes around the
caster) take 1d8/lvl Fire damage (max 5d8).
Flame Dagger(MoF p94)
<Evoc[fire][touch attack], VSM(candle), 1StdAct,
Personal, 1min/Ivl(D)>
— A dagger made of flames appears in the
caster’s hand. Can be used for touch attacks
that deals 1d4 + 1/level Fire damage (max
1d4+10), but no Strength modifier.
Flaming Sphere(PH p232)
<Evoc[fire], VS/AM(tallow, brimstone, iron dust)/DF,
1StdAct, Medium-range, 1rnd/Ivl, RefNeg, SR
applies>
— Creates a 5’ diameter ball of fire, which can
roll/jump 30’ per round. If the sphere enters
a hex per a creature, it stops for that round &
does 2d6 Fire damage, unless the target
makes a Reflex save for no damage.
The caster can move the sphere as a Move
Action & it can go over barriers no more than
4’ high.
Force Ladder(MoF p95)
<Evoc[force], VSF(tiny silver ladder), 1StdAct, Close-
range, lmin/lvl>
— Creates an Invisible movable ladder of force
that is 2” wide and up to 60° long. It can
support 100 Ibs. per level.
Gedlee’s Electric Loop(PGF p103)
<Evoc[electricity], VSM(copper wire, magnet),
1StdAct, Close-range, Ref's>>
— One creature per three Caster levels (max 4)
take 1d6 Electricity damage per 2 levels (max
5d6). Subject who fail their Reflex save must
make a Will save or be Stunned for 1 round.
Gust of Wind(PH p238)
<Evoc[air], VSF(tiny bellows), 1StdAct, 1rnd,
FortNeg, no SR>
— Creates a powerful Line of air 10’ wide by 10’
high by 60’ long starting at the caster. All
Listen checks & ranged attacks within the
area of the spell receive a —4 penalty, and
open flames are extinguished.
The effect of the wind on creatures & objects is
based on their size.

Size Flying? Blown Back Subdual
upto Tiny Yes 2d6x 10’ 2d6
up to Tiny No 1d4 x 10° 1d4 per 10°
Small Yes 1d6x 10’ —
Small No  Prone —
Medium  Yes 1d6x5’ —
Medium  No 0’, but can’t advance
Large+ —  No effect

Scorching Ray(PH p274)

<Evoc[fire][ray], VS, 1StdAct, Close-range,
Instantaneous, no save, SR applies>

— Generates 1 ray + 1 per four levels after 3™
(max 3 rays). Each ray does 4d6 Fire damage
& can be aimed at the same or separate
targets within a 30” area.

Shatter(PH p278)
<Evoc[sonic], VSM(chip of mica)/DF, 1StdAct, Close-
range, SR applies>
— Sonic vibration destroy objects in 1 of 3 ways:

a) All non-magic glass, crystal, etc., ina 5’
radius Burst that weigh less than 1 1b/lvl
are shattered. An attended object gets a
Will save to negate. Otherwise, no save.

b) A single solid object weighing up to 10
Ibs/lvl can be shattered. An attended
object gets a Will save to negate.

c) A targeted crystalline creature takes 1d6
sonic damage per level (max 10d6),
Fortitude save for Y.

Snilloc’s Snowball Swarm(Fr p74)
<Evoc[cold], VSM(ice/white rock chip), 1StdAct,
Medium-range, Ref/s>
— Deals 1d6 Cold damage per 2 levels (max
5d6) in a 10’ radius Burst.
Tllusion
Blur(PH p206)
<Ill(glamer), V, 1StdAct, Touch, Imin/lv(D)>
— Attacks miss touched subject 20% of the time.
Claws of Darkness(FR p67)
<Ill(shadow), VS, 1StdAct, Personal, 1rnd/Ivl(D)>
— Starting with his/her next action, the caster
make an ‘armed’ melee touch attacks with
his/her hands. Each hit does 1d4 Cold
damage. Since both hands can be effected,
the caster have the option of making off-hand
attacks at the normal penalty. If he/she
successfully grapple someone, the caster does
damage on each successful grapple check and
the opponent is Slowed (FortNeg). The

caster may extend the claws to gain 10’

reach. While this spell is in effect, the caster

may not cast spells with anything but Verbal
components & any magic items on the
caster’s hands are suppressed.
Delusions of Grandeur(DR324 p71)

<Ill(phantasm)[mind], V, 1StdAct, Medium-range,
10min/lvl, WillNeg, SR applies>

— The target becomes overconfident in his/her
abilities:

a) receives a —2 penalty on All Actions;

b) receives a —2 penalty to Wisdom; &

¢) cannot Fight Defensively or take the Total
Defense action.

Disguise Undead(MoF p89)(T&B p87)
<Ill(glamer), VSF(moth cocoon), 1StdAct, Touch,
10min/lvl(D)>
— Makes minor visual changes to one touched
Corporal Undead. +10 on Disguise checks.
Hypnotic Pattern(PH p242)
<Ill(pattern)[mind], (V)SM(burning incense / crystal
rod filled with phosphorescent material), 1StdAct,
Medium-range, Concentration + 2rnds, WillNeg, SR
applies™>
— A 10’ radius Spread of colorful lights
fascinates up to 2d4 + 1/lvl (max +10) HD of
creatures with sight, starting with the lowest

HD creature in the area of effect.

Only Bards use the Verbal component.
Invisibility(PH p245)
<Ill(glamer), VSM(eyelash, gum arabic)/DF, 1StdAct,
Touch, Imin/lv(D)>
— Touched creature or object is Invisible until it

attacks. Can effect an object of up to 100

pounds per level.
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Leomund’s Trap(PH p247)
<Ill(glamer), VSM(50gp powder, iron pyrite), 1StdAct,
Touch, Permanent(D)>

— The touched lock (or other small mechanism)
will register as being trapped if check by
spells or manually, though it is actually an
illusion.

If another Leomund’s Trap is in effect within
50’ when this spell is cast, the new spell fails.

Magic Mouth(PH p251)

<Ill(glamer), VSM(10gp jade power, honeycomb),
1StdAct, Close-range, Permanent until discharged>

— The caster creates an invisible ward which
produces an illusionary mouth that speaks up
to 25 words when it is triggered by a
condition specified at cast time. The message
can be in any language known by the caster
and can be spread out over a 10 minute
period if desired.

The trigger must be within the spell’s range in
line-of-sight, up to 15’ per level. The
conditions must be based on visual and/or
audible triggers, so the spell can be fooled by
disguises, silence, etc.

Minor Image(PH p254)

<Ill(figment), VSF(fleece), 1StdAct, Long-range,
Concentration + 2rnds, WillDisbelief, no SR>

— Creates a visual illusion with some minor
sounds (i.e., not speech) of an object,
creature, or force as the caster visualizes it.
The image can move within an area of (4 + 1
per level) 10’ cubes that are contiguous.

Mirror Image(PH p254)

<IlI(figment),VS, 1StdAct, Personal, 1min/Ivl(D)>

— Creates 1d4 + 1 per 3 levels (max 8 total)
decoy duplicates of the caster. Determine
randomly if the caster or a decoy is targeted.
A decoy’s AC is 10 + size mod + Dex mod.
If it is damaged by a direct attack (i.e., not
area-of-effect spells), it is destroyed.

Misdirection(PH p254)
<Ill(glamer), VS, 1StdAct, Close-range, 1hr/lvl, no SR>

— One creature or object up to a 10’ cube in size

is given the Aura of another creature or object

within range at cast time. This new aura
fools some Divination spells, such as Detect

Evil, Detect Magic, and Discern Lies if the

caster of the divination spell fails a Will save.

This spell does not fool Detect Thoughts.

Phantasmal Assailants(CArc p117)
<Ill(phantasm)[fear][mind], VS, 1StdAct, Close-range,

Instantaneous, SR applies>

— One living creature is “attacked” by nightmare
monsters only the target can see. The target
is allowed a Will save to disbelieve the effect.

If the save fails, the target takes 4 points of

Wisdom damage (Fort2) —and— 4 points of

Dexterity damage (Fort's).

Phantom Foe(DR324 p72)
<Ill(phantasm)[mind], VSF(10gp pewter figure),
1StdAct, Touch, 1rnd/lvl, WillNeg, no SR>
— The target sees an illusory double of the
creature that threatens it the most in that
round. No other creatures can see the double.

a) the double appears on the opposite side
from the caster, granting the caster a
‘flank’ (if the target can be flanked);

b) if the target attacks the creature that
threatens it the most, there is a 50% chance
it will attack the double instead. The
double cannot be damage.

If the target is not threatened for one round or
the double cannot threaten the target for
one round, then the spell ends.

Sorcerer / Wizard Spell List — 2™ level

Reflective Disguise(Und p60)

<Ill(glamer), VS, 1StdAct, Personal, 10min/lvl>

— An intelligent creature that see the caster think
he/she is the same race and gender as itself.
This only works if the viewer is within one
size category of the caster.

This spell is only a visual illusion. It does not
provide sounds, smells, mannerisms, etc.

A viewer who interacts with the caster or a
creature with the scent ability is allowed a
Will save to disbelieve (SR applies).

Shadow Mask(FR p73)

<Ill(shadow), VSM(black cloth mask), 1StdAct,

Personal, 10min/lvl(D)>

— The caster’s face is obscured by darkness that

he/she can see through normally, granting the

following benefits:

a) +4 Resistance bonus on saving throws
against ‘light” spells, ‘darkness’ spells, &
any spell that works due to bright light,
such as Flare or Pyrotechnics.

b) 50% chance to avoid needing to make a
saving throw vs. a Gaze attack. If the
caster’s eyes are averted (also a 50%
chance to avoid), he/she has only a 25%
chance of needing to make a save.

When the spell ends (even if it is dispelled), the
shadows fade slowly over 1d4 rounds.

Shadow Spray(Fr p74)

<Ill(shadow), VSM(black ribbons), 1StdAct, Medium-
range, FortNeg>

— All creatures in a 5’ radius Burst who fail their
save take the following effects:

a) 2 points of Strength damage;

b) Dazed for 1 round;

c) receive a —2 Morale penalty on fear spells
& effects for 1rnd/Ivl.

Wall of Gloom(CArc p129)
<Ill(shadow)[darkness][fear][mind], VSM(black wool),
1StdAct, Medium-range, Concentration + 1rnd/1vl,

Will's, SR applies>

— Creates a 20’ tall wall of ominous shadows
that is either up 40’ long -or- up to 15’ radius.

Creatures next to the wall have Concealment
from the other side, while creatures more than
1 hex way have Total Concealment from the

other side.

A creature with 6HD or less cannot through the
wall without making a Will save. This save
can be reattempted for each Move Action the
creature wishes to use to get through the wall,
but there is a cumulative —1 penalty for each
failed save.

Necromancy
Backbiter(CArc po8)
<Necro, VSF(dagger), 1StdAct, Close-range, until
discharged up to lrnd/lvl>
— The target wooden-hafted two-handed melee
weapon attacks its wielder the next time it is
used in combat (within the spell’s duration).
The wielder uses his/her own AC and, if
successful, does normal damage.
Whether the surprise attack hits or not, the spell
is discharged after one attack.
Magic weapons are allowed a Will save to
negate.
Blindness/Deafness(PH p206)
<Necro, V, 1StdAct, Medium-range, Permanent(D),
FortNeg, SR applies>
— Living subject become a) Blind; or b) Deaf.

Command Undead(PH p211)
<Necro, VSM(bone, raw meat), 1 StdAct, Close-range,
1day/Ivl, WillNeg, SR applies>
— One Undead creature becomes friendly
towards the caster and will not attack
him/her. Only intelligent Undead area
allowed a saving throw. The caster can give
the target orders. Intelligent Undead must be
convinced with a Charisma check, but
unintelligent ones will obey even destructive
commands (as long as they are simple).
Death Armor(MoF p87)
<Necro, VSM(50gp ointment), Personal, 1rnd/Ivl>
— The caster is surrounded by a black aura that
does 1d4 + 1/2 lvls (max +5) damage to any
creature that attacks with a non-reach weapon
False Life(PH p229)
<Necro, VSM(alcohol), 1StdAct, Personal, until
d