Third-Level Spells



Arrow of Love (Enchantment/Charm)

Sphere:  Charm

Range:  100 yards

Components:  V, S

Duration:  1d3 hours

Casting Time:  2

Area of Effect:  One female

Saving Throw:  None



Once hit by the arrow, the female target will fall madly in love with the

caster and will protect him to the death. He will follow him around and

might become jealous of other characters. The person doesn't get a

saving throw, but the spell will only last up to 1d3 hours.





Cure Medium Wounds (Necromancy)

Reversible

Sphere:  Healing

Range:  0

Components:  V, S

Duration:  Permanent

Casting Time:  7

Area of Effect:  Creature touched

Saving Throw:  None



This spell is a more potent version of cure moderate wounds. The spell

cures (or causes) 3d8+3 HP per application. Otherwise, this spell is the

same in all respects as a cure light wounds.





Eyes of the Sun (Alteration)

Sphere:  Paraelemental (Sun), Sun

Range:  0

Components:  V, S

Duration:  1 round per level

Casting Time:  3

Area of Effect:  The caster's eyes

Saving Throw:  Negates



With this spell, the caster causes his eyes to burn as bright as the sun.

Anybody within 10 feet of the caster who meets his gaze must save

versus breath weapon or become blind. As detailed in the Dungoen

Master's Guide, creatures surprised by the caster automatically meet

his gaze. Those attempting to avoid the gaze by looking in the caster's

general direction without looking into his eyes risk a 20% chance each

round of accidentally meeting the caster's gaze but suffer no combat

penalties. Those completely averting their gaze or closing their eyes

suffer the normal penalties for fighting blind (-4 to attack; +4 to

Armour Class; +2 to initiative). Unlike most gaze attacks, looking into

the caster's gaze in a reflecting surface (such as a mirror) has the

same damaging effects as looking directly into his eyes; should the

caster be tricked into meeting his own gaze, he too must roll to save

against blindness. Undead, and other creatures sensitive to sunlight,

suffer automatic damage as if exposed to sunlight as long as the caster

gazes at them, and they are within 10 feet of the caster.

While the caster's eyes shine brightly, they produce no heat and cannot

be used to light fires (unless using a magnifying glass); they can be

used to light a passage in the dark up to 10 feet before the caster. The

spell does not interfere with the caster's vision. Since this spell burns

the victim's retina, a cure blindness will not restore his sight; rather,

stronger magic must be used, such as a restoration or wish.





Healing Rays (Necromancy)

Sphere:  Healing, Sun

Range:  30 yards

Components:  V, S

Duration:  Permanent

Casting Time:  3

Area of Effect:  One creature

Saving Throw:  None



This spell is a more potent version of lesser healing rays, healing 3d6

points of damage.





Higley's Growing Arrow (Enchantment)

Sphere:  Plant

Range:  0

Components:  V, S, M

Duration:  Special

Casting Time:  6

Area of Effect:  One arrow per level

Saving Throw:  Special



By means of this blessing the priest causes one arrow to be enchanted

as follows. When the arrow hits, it starts growing inside the victim for

3 round causing 1d4+1 points of damage, 2d4+2 points of damage, and

finally 3d4+3 points of damage. Save versus death magic to remove the

arrow, suffering 1d4-1 damage (may be zero). The priest must touch the

arrow immediately before being shot and the arrow is destroyed after

begin shot, whether or not it hits.

This spell will not affect magic arrows or crossbow bolts but will work

with a magic bow. The priest needs his holy symbol for the blessing.





Lava Monster (Conjuration/Summoning)

Sphere:  Elemental (Earth, Fire), Summoning

Range:  40 yards

Components:  V, S, M

Duration:  2 rounds per level

Casting Time:  1 round

Area of Effect:  Special

Saving Throw:  None



This spell will conjure up one 6 foot high lava monster. The monster will

have 3+2 HD, MV 60 feet per round. It hits twice for 1d3 (blow) + 1d8

(fire) points of damage. A successful hit can cause paper or cloth to

burn, and boil liquids (make saving throws). The lava monster can in a

last ditch effort summon up all its power and throw a 10-foot diameter

ball of magma up to 50 feet causing 3d8 points of damage. Anything

immune to fire will take 1d3 points of damage from the light force of the

blow. Any native to the plane of magma, earth, or fire can dispel the

monster with a touch, including another lava monster. The monster will

instantly harden if it moves more than 40 yards away from the priest. It

can be hit by normal weapons. The material component for this spell is a

rock and an open fire, the latter of which is not extinguished.





Lay On Hands (Necromancy)

Reversible

Sphere:  Healing

Range:  0

Components:  V, S

Duration:  Permanent

Casting Time:  1 round

Area of Effect:  Creature touched

Saving Throw:  None



This spell heals damage much like the paladin ability of the same name.

When the priest casts lay on hands and touches the recipient, 2 points

of damage per experience level of the priest are healed. See the

1st-level cure light wounds for any restrictions on what creatures can

be healed.

The reverse of the spell, harmful hands, does 2 points of damage per

level of the priest to opponents if a successful attack roll is made.





Light Step (Alteration)

Sphere:  Travellers

Range:  0

Components:  V, S, M

Duration:  1 round + 1 round per level

Casting Time:  3

Area of Effect:  Creature touched

Saving Throw:  None



The recipient of this spell gains the ability to cross silently over flat

surfaces at a normal pace (or still fluids at half-normal pace) without

activating pressure-based traps or leaving any tangible trace. The

material component is some dust to be sprinkled on the surface to be

crossed.





Lust (Enchantment/Charm)

Reversible

Sphere:  Charm

Range:  50 yards

Components:  V, S

Duration:  1d3 rounds + 1 round per level

Casting Time:  3

Area of Effect:  20-foot radius

Saving Throw:  Negates



This spell will cause a male to kiss and hug the nearest person and not

let go. The target will follow his victim until the duration of the spell.

The seductress must be careful not to cast this spell near herself.

The reverse of this spell, hate, will cause the target to attack the

closest person (this may even be the caster) in the area for no reason.

If he kills this target, he will attack more victims until the spell has

expired.





Mass Bane (Necromancy)

Sphere:  Necromantic

Range:  30 yards

Components:  V, S, M

Duration:  Instantaneous

Casting Time:  6

Area of Effect:  Up to 6 creatures

Saving Throw:  Negates



This spell duplicates on a grand scale the effects of bleeding touch -

1d6 points of damage for every two levels of the caster. It affects 1d6

victims that the caster can choose. The victims must make a saving

throw versus death magic, and if they fail their saving throw, they

suffer bleeding wounds which appear randomly on their bodies. The

material component of this spell is a handful of metal shards. Priests

who use valuable metals (100 gp or more) will cause one extra point of

damage per die.





Mass Spoilage Prevention (Abjuration, Alteration)

Sphere:  Plant, Protection, Wards

Range:  10 feet per level

Components:  V, S, M

Duration:  2 years per level

Casting Time:  1 turn

Area of Effect:  3 cubic yards per level

Saving Throw:  None



This spell has the same effect as prevent spoilage, but in a much larger

area of effect with an increased duration. In addition to that it also

prevents food from being spoiled even if it is dropped into a sewer - if

it is washed or rubbed off even slightly, the filth will be removed and

the food will be as good as it had been at the day of the spell casting.

Obviously, if it is cast on already rotten food, it will not change its

quality into good, but it will prevent further decomposition. Both

prevent spoilage spells may be applied to easily decaying plant (or even

mineral) poisons - if they are treated with this spell they will be

untarnished by time. Once this spell runs out, the previously protected

material will start to decay at its normal pace again.

The material components are the holy symbol of the priest and a piece

of a grain storage sack which has somehow survived over one hundred

years without magical prevention of its decomposition.





Nilrem's Incredible Uncontrollable Itch (Alteration,

Enchantment/Charm)

Sphere:  Charm

Range:  0

Components:  V, S, M

Duration:  2 hours per level

Casting Time:  1 round

Area of Effect:  Special

Saving Throw:  None



The Magic of Nilrem is a series of humorous spells made in AD&D

2nd-edition format. They aren't intended for game use, but if a DM has a

real sense of humour, pertinent game information is included and they

can be used as both priest and wizard spells.

By means of this spell, the caster can alter a certain amount of a

powdered substance (1 ounce per 2 levels of any powdery substance,

usually talcum or a similar powder) to cause an incredible itching

sensation and irritation when coming in contact with a creature's skin.

The creature cannot fight the desire to itch and the sensation

continues (and actually gets worse as the creature scratches) for the

duration of spell, after which the magical powder reverts to its

original form. The magic powder can be stored for any length of time

until use and can be removed by magical means or a dispel magic.

Otherwise, the powder fuses itself into the creature's skin and cannot

be removed by conventional means. The saving throw the creature gets

is determined by the circumstances under which the caster (or

whomever) applies it. It is normally applied covertly, but can be dropped

on, thrown at, applied on, etc. the creature with or without its

knowledge. The material component of this spell is the powder to be

used.





Ooze Puddle (Conjuration/Summoning)

Sphere:  Elemental (Earth, Water), Summoning

Range:  40 yards

Components:  V, S, M

Duration:  2 rounds per level

Casting Time:  1 round

Area of Effect:  Special

Saving Throw:  None



This spell summons a puddle of ooze about 10 feet in diameter. The ooze

hits three times for corrosion damage. This does 1d2 to normal flesh. It

also corrodes any metal in 4 rounds. Magical items are immune to this

creature. Wood and cloth are destroyed instantly however. The ooze has

3 HD, and moves 20 feet per round. Any elemental from the planes of

earth, water or ooze can dispel it with a touch, including another ooze

puddle. The material component for this spell is some custard.





Poison Ivy Touch (Alteration)

Sphere:  Plant

Range:  0 or 10 feet per level

Components:  V, S, M

Duration:  Special

Casting Time:  3 or 5

Area of Effect:  Special

Saving Throw:  Negates



This spell is actually a two-in-one spell. With this spell the priest can

simulate the effect of poison ivy in a very short time. The two versions

are very different in application.

Version 1. This version is cast at a thicket of plants and gives the

plants the abilities of real poison ivy with no change of their

appearance. The area that can be affected is a 20-foot square per

level. Anyone in this area at the time of casting has to save versus

poison or be affected at the fullest effect of the poison ivy. Anyone

who succeeds won't notice anything for an on-set time of 2d4 rounds.

After that a strong rash will break out, which is very uncomfortable and

causes a -1 to-hit and damage, any thief will have all his manual

abilities reduced by 15%, and any spell caster will have a 15% chance

for loosing their concentration per round after an initiative roll for

the rash, for the duration of the rash, which lasts for 2d4 days or until

a cure disease is cast on the character. If the characters fail to save,

the rash breaks out after one round, and the characters won't be able

to fight effectively (parrying is possible) or cast any spells with a

longer casting time than a 1 initiative modifier (even for these there is

a 15% chance of failing), nor are thieves able to successfully use their

abilities for the duration of the rash. This rash lasts as long as the

rash above. The plants that are affected by this spell keep their

poisonous effect for 1 round per level of the caster. This effect can

also affect the caster if he passes through the area of effect.

Version 2. This version is cast on the caster. With this spell he gains a

very high powered but short lived poison ivy touch. They have to apply

this power with a to-hit roll in combat. If they hit, their opponents gain

a saving throw versus poison. If they succeed, they feel a light rash

develop which is irritating but not damaging (the effects are same as

above for a succeeded saving throw) for the duration of one round per

level of the caster. If the opponent fails the saving throw, they

immediately collapse with an urgent desire to scratch that horrible

itch. They cannot fight effectively nor can they cast spells or use

thief abilities until the rash is gone (either naturally or by cure

disease). During this devastating poison ivy effect, the character

loses one hit point per round due to scratched open skin and bleeding

open rashes. The rash lasts for 5 rounds per level. Once the caster has

affected one opponent with this spell, the spell is gone whether the

saving throw succeeded or not. The caster himself is immune to the

effect of his own spell in this version, even if he fumbles and hits

himself.

The material components are a highly concentrated extract of poison

ivy and the holy symbol of the priest.





Protection from Petrification (Abjuration)

Sphere:  Elemental (Earth), Protection

Range:  0

Components:  V, S, M

Duration:  1 round per level

Casting Time:  6

Area of Effect:  One creature touched per level

Saving Throw:  None



This spell gives a +4 bonus on all saving throws versus any

petrification attack for each creature touched. The material component

is a jellyfish tentacle.





Protection from Undead, 10-foot Radius (Abjuration)

Sphere:  Necromantic, Protection

Range:  0

Components:  V, S, M

Duration:  1 turn per level

Casting Time:  4 rounds

Area of Effect:  10-foot radius sphere around creature touched

Saving Throw:  None



This spell is equal to the 4th-level priest spell protection from evil,

10-foot radius, except as noted above, and that it protects only from

undead.





Revisitation (Invocation)

Sphere:  Law, Vengeance

Range:  120 yards + 10 yards per level

Components:  V, S, M

Duration:  Instantaneous

Casting Time:  3

Area of Effect:  One creature

Saving Throw:  Special



This spell is a magical implementation of the divine edict "an eye for an

eye". A single revisitation can reproduce all or part of the damage that

the priest has ever suffered at the hands of the target (priest's

option), but any single injury may be revisited only once. The priest

must name aloud all injuries he wants revisited on the target. Only

those injuries suffered by the priest which went unredressed are

eligible for revisitation.

If, for example, a bandit's surprise sword attack has blinded the priest,

then the effect of revisitation will be to blind the bandit. If a dragon

swoops down from the sky, breaths fire on a priest for 20 points of

damage, and turns to fly away, then the spell would produce 20 points of

damage on the dragon. However, if the same dragon was on the ground and

breathed fire on the priest, and if the priest responded with a spiritual

hammer attack, doing the dragon 4 HP of damage, then the breath weapon

attack would be ineligible for revisitation purposes.

If this spell is used to revisit an injury which would be fatal to the

target, then the target is allowed a saving throw versus death magic.

Creatures making this saving throw take half damage and fall

unconscious for 1d6 rounds.

This spell can be used as a cooperative magic spell. When two or more

priests are available, the spell can be used to redress injuries

received by third parties. One priest casts a zone of truth or true

speak, and the other casts revisitation. At the crucial moment, the

injured third party, under the effect of a truth spell, names the

grievances to be redressed. The priest casting revisitation then

repeats the list of injuries and the spell is completed.

The material component is the priest's holy symbol, and a balance or a

part of a broken weapon.





Shattershout (Alteration)

Sphere:  War

Range:  20 yards

Components:  S, M

Duration:  Instantaneous

Casting Time:  5

Area of Effect:  30 cubic feet + 5 cubic feet per level

Saving Throw:  Special



This spell will cause the casters next word to be so loud that it will

destroy any large building, or area of a wall the priest is able to

affect. It will also destroy boulders, towers, roofs, etc. The spell has

no direct effect on living, though the destruction of a building may have

adverse effects on its occupants, but it will do 5d20 damage against

undead. The building is allowed to save on this chart:



  Strong wall, brick, rock, steel 8

  Soft wall, earth               12

  Thick wood                     15

  Thin wooden wall               20



This saving throw is modified by -1 for every 3 levels of the priest. The

material component for this spell is a small horn.





Sleep (Enchantment/Charm)

Sphere:  Charm

Range:  30 yards

Components:  V, S, M

Duration:  5 rounds per level

Casting Time:  2

Area of Effect:  Special

Saving Throw:  None



Except as noted above, this spell is the same as the wizard spell sleep.





Snake Arrow (Enchantment/Charm)

Sphere:  Animal

Range:  2 yards

Components:  S, M

Duration:  1 turn + 1 round per level

Casting Time:  3

Area of Effect:  3 creatures

Saving Throw:  None



Upon casting this spell, the priest paralyses 1 to 3 snakes causing them

to elongate or be reduced to the size of a flight arrow. Any size of

snakes can be used but the snake must be non-magical. Then, these

snakes can be fired as arrows as they harden like wood while under the

spell's effects. They have the same range as flight arrows, unless the

snake used is of size L or G. Then, the range is halved, but a +1 damage

bonus is applied, due to the mass that is conserved, despite the change

in size.

If a poisonous snake is used, the victim must make a saving throw

versus poison or suffer the ill effects of the poison the snake

possesses within (the DM decides). After the impact, the spell wears off,

and the snake turns back to its original form without getting injured,

even if it had hit a plate armour or a tree or any other kind of barrier,

as it is under the protection of the spell. The arrow itself does 1d6 HP

of damage, and if the snake was L or G, an additional 1d8 damage is taken

as the creature grows in the body.

After the spell expires, the snake's attitude is determined by a 1d4

roll: a 1 means the snake continues to attack its victim, a 4 indicates

that it starts looking for the priest to take some kind of revenge. Note

that this won't take much time if the caster is still in the melee area.

Other results mean that it leaves the area silently. The material

component of this spell is the caster's holy symbol.





Snow Man (Conjuration/Summoning)

Sphere:  Elemental (Air, Water), Summoning

Range:  40 yards

Components:  V, S, M

Duration:  2 rounds per level

Casting Time:  1 round

Area of Effect:  Special

Saving Throw:  None



This spell conjures up a 5 foot snow man. The snowman has 3 HD, MV 90

feet per round, and one attack for 2d6. It can be hit by normal weapons,

and can freeze potions with a touch. It can put out normal fires and

torches. It can also cause a small snowstorm in its range (40 yard

radius from priest) that lasts for 1d4 rounds, making all creatures in

the storm blind. Any being from the planes of ice, air, or water can

destroy the snowman with a touch, including another snowman. If the

snowman moves more than 40 yards away from the caster it will

instantly melt. The material component for this spell is a bit of snow.





Spontaneous Combustion (Alteration, Conjuration)

Sphere:  Elemental (Fire)

Range:  30 feet

Components:  V, S

Duration:  Instantaneous

Casting Time:  1

Area of Effect:  One square foot per level

Saving Throw:  None



This spell causes one square foot of flammable material per level of

priest to burst into flames. Heavy burning clothing such as thick robes

will cause 1d12 points of damage per round while light burning clothing

will cause only 1d6 points of damage per round. Rolling on a floor to

smother the flames will stop a victim from taking any more damage and

put out the flame in two rounds.





Stone Seeds (Alteration)

Sphere:  Elemental (Earth), Plant

Range:  0

Components:  V, S, M

Duration:  1 month

Casting Time:  Special

Area of Effect:  50-yard long square per level

Saving Throw:  None



When stone seeds is cast, it causes plant seeds to become magically

enchanted so as to enable them to grow in to solid stone. The seeds will

grow at quadruple normal rate for 4 weeks. During this time the roots

will grow down into the stone a distance of 1 inch per level of the

priest in hard stone or 2 inches per level in soft stone. After this

month (28 days) is over, the plants will grow normally. Thus they will

require food, light, and sunlight if they are to continue growing after

this point.

The effect of the plants growing into a stone structure are rather

nasty, for it could remove around 10-90% of the structure's structural

points, depending upon the thickness of the stone.

To cast this spell, the priest must mix a handful of seeds from whatever

hardy plants are available (such as crabgrass, ivy, cactus, dandelion,

etc.) with the seeds to be planted. This must be then mixed in a leather

pouch with sapphire dust of not less than 50 gp value per 5 inch square

area to be covered. The priest then "sows" the seeds as he casts the

spell, with the seeds magically implanting themselves in the stone.

The spell takes 1 turn per 5 inch square area to be covered to cast.





Sunblade (Conjuration)

Sphere:  Combat, Sun

Range:  0

Components:  V, M

Duration:  1 round per level

Casting Time:  3

Area of Effect:  Special

Saving Throw:  None



A brilliant sword of fiery sunlight appears in the caster's hands when

this spell is cast. The sword can be used without penalty for

non-proficiency, is equivalent to a +3 weapon, inflicts 1d8+3 points of

damage, and grants a +3 bonus to attack rolls. Blinding rays emanate

from the flaming blade, subtracting -1 from an enemy's attacks, as long

as the opponent remains in melee. The sword does double damage to any

creatures with a weaknesses for sunlight. The material component is a

light source, which is extinguished in the casting.





True Speak (Enchantment/Charm)

Sphere:  Law, Vengeance

Range:  30 yards

Components:  V, S, M

Duration:  1 round per level

Casting Time:  3

Area of Effect:  One creature

Saving Throw:  Negates



This spell is similar to the 2nd-level zone of truth, but true speak is

much more powerful. True speak is used to force creatures to answer

questions truthfully. To complete the spell, the priest presents his

holy symbol in a forceful manner and demands the answers to various

questions. The priest then touches the creature he wishes to question

with his holy symbol. Ensorcelled creatures are then compelled to

answer the questions truthfully and to the best of their ability.

Although information need not be volunteered, nothing relevant may be

omitted in answering a direct question.

Characters of greater Hit Dice or levels than the priest are allowed a

saving throw versus spell. Creatures making the saving throw are not

forced to answer questions, however, everything they do say must be

the truth. In this instance, true speak functions exactly like the zone of

truth spell, and affected creatures are allowed to evade questions,

answer indirectly, and refuse to answer so long as everything they do

say is completely true.

In many areas, admissions made under the effects of true speak are

admissible in courts of law. The material components of this spell are

the priest's holy symbol and a true emerald, ruby, or diamond.





Wind Burn (Evocation)

Sphere:  Elemental (Air, Water)

Range:  0

Components:  V, S

Duration:  Instantaneous

Casting Time:  5

Area of Effect:  75-foot long cone

Saving Throw:  1/2



Despite the name of this spell, wind burn has nothing to do with fire.

Upon casting, the priest causes an exceptionally dry cone of air to

originate from his hand. The cone is 5 inches in diameter at its base, 25

feet in diameter at its end, and 75 feet long. All targets of the spell

must save versus spell. Those who fail suffer 1d6 points of dehydration

damage per level of the caster as well as a temporary loss of 1 point of

Constitution (creatures without Constitution scores suffer a -1

penalty to Armour Class). A successful saving throw means half damage

and no loss of Constitution. Creatures exceptionally susceptible to

dehydration damage (for example, those from the elemental plane of

water, plant creatures, or even aquatic creatures) suffer a -4 penalty

to their saving throw. Constitution point loss is cumulative; that is to

say, if a target of two of these spells fails to save against both it will

suffer a -2 to its Constitution (if it survives the damage, of course). A

character is dead if his Constitution reaches zero (for creatures

without Constitution, use Hit Dice; thus, even if a 3 HD monster had

enough hit points to survive failing to save 3 times, it would still die

since 3-3=0).

Constitution points may only be restored by consumption of a full day's

water requirement (use the Dark Sun rehydration rules; or simply 1

gallon per day for a human sized creature). This spell is cannot be cast

under water.





Winston's Create Party Food and Drink (Conjuration)

Sphere:  Creation, Elemental (Water)

Range:  5 yards

Components:  V, S

Duration:  Special

Casting Time:  1 turn

Area of Effect:  One cubic foot per level

Saving Throw:  None



When this spell is cast, the priest causes party food and party drink to

appear. To determine the food conjured, roll 1d6 and check on the table

below:



D6 Roll Type of Party           Food Summoned

1       Kid's birthday party    Very sweet cordial, birthday cake,

                                             potato chips, chex mix, hotdish

2       Barbecue                Dark beer, brauts hamburgers, buns, egg

                                        salad, potato chips

3       Frat party              Very low quality beer, popcorn, peanuts

4       Pizza party             Soda, assorted flavours, pizza

5       Society gathering       Fine wine, shrimp, little sandwiches,

                                             brie, crackers, assorted appetizers

6       Ice-cream sundae party  Root beer, soda water, assorted flavours

                                                 of ice cream, lots of toppings



The DM should feel free to substitute any other party foods and drinks.

Each cubic foot of the material sustains four human sized creatures or

one horse sized creature for a full day. The food decays and becomes

inedible within 12 hours, although it can be restored for another 6

hours by casting purify food and drink on it. The liquid produced by this

spell is the same as that created by the 1st-level priest spell

Winston's create party drink (q.v.). For each experience level the priest

has obtained, one half cubic foot of food and drink will be created by

the spell. A 2nd-level priest could create one cubic foot of food and

one cubic foot of drink.


