Fourth-Level Spells





Air Pocket (Alteration)


Sphere:  Elemental (Air)


Range:  0


Components:  V, S


Duration:  1 hour per level


Casting Time:  4


Area of Effect:  20-foot cube


Saving Throw:  None





This spell creates an area of pure, clean air in the location the caster


desires. The air pocket appears in a 20-foot cube and remains


stationary in the location it was cast. It cannot be made to move with


the caster. The cube is self contained, and will keep out surrounding air


or water. This makes it a useful spell to cast underwater, in wildspace,


or around poisonous gas. The cube will only keep out liquids, gases, and


outside air. Humanoids, creatures, and objects can pass through freely.


The air in the cube will remain fresh for the duration of the spell.








Awake (Alteration, Invocation)


Sphere:  Healing


Range:  0


Components:  V, S, M


Duration:  Permanent


Casting Time:  5


Area of Effect:  30-yard radius sphere


Saving Throw:  None





When this spell is cast, the priest invokes the blessings of his deity


and claps his hands sharply once. The sound of the clap allows all


creatures within the area of effect who hears it to awaken. Sleeping


(naturally or magically induced) creatures will wake up. Those under the


influence of mind affecting drugs or other substances will become


coherent for 1 round per level of the priest. Creatures whose minds are


under some sort of foreign influence (charmed, hypnotised, dominated,


enthralled, etc., but not possessed) get a second saving throw. In any


case, all creatures within the effect will experience a temporary


clarity of thought. Note that this may make the subject more vulnerable


to any mind based eavesdropping such as ESP or empathy. The material


component for this spell is a 1000 gp gem hanging on a chain which must


be wound around the priest's hand while he claps.








Beppie's Happy Hour (Enchantment/Charm)


Sphere:  Charm


Range:  0


Components:  V, S, M


Duration:  1 hour


Casting Time:  4


Area of Effect:  100-foot radius


Saving Throw:  Special





Casting this spell can have quite unpredictable effects, i.e., no one can


predict what will happen after the spell's duration has expired. When


cast, all creatures within 100 feet of the priest are immediately


overcome by an enormous feeling of joy and an irresistible desire to


party. No saving throw is applicable.


For exactly one hour, everyone within the area of effect will party:


they will drink, sing, dance, and otherwise rejoice. Also, all within the


area of effect will experience nothing like hatred, fear, or other


"negative" feelings. All others will be considered friends, for the time


being.


Anyone entering the area of effect must make a saving throw versus


spell to avoid being affected. This roll is repeated every round. Those


leaving the area of effect will remain under the spell's effect, but upon


noticing that they are leaving the fun place, they will probably try to


return to the party, since they're really "in the mood".


Note that the area of effect moves with the priest, that the priest


himself is always affected by the spell, and that those affected by the


spell will probably have run out of alcohol at the end of the spell's


duration. Some liquid containing alcohol is the material component for


this spell, by the way.








Cloak of Shifting Shadows (Alteration, Illusion)


Sphere:  Necromantic, Protection


Range:  0


Components:  V, S, M


Duration:  2 rounds per level


Casting Time:  1 round


Area of Effect:  Person touched


Saving Throw:  None





Shifting shadows is a spell that mimics the abilities of s displacer


beast or a cloak of displacement, using shadows to hinder weapons and


spells. First attacks, including magic missiles, against someone cloaked


will miss, although multiple missiles will hit (the first one always


misses). After the first strike, the cloak gives a -3 to-hit and damage


against the shielded person. Spells are saved against at +3. The cloaked


person cannot be clearly seen (except with true seeing), nor can his


features be made out. The spell does not cloak voices, so if the cloaked


person speaks, you might be able to tell who it is. The material


component of this spell is a cloak.








Cloud of Misery (Conjuration/Summoning)


Sphere:  Weather


Range:  0


Components:  V, S, M


Duration:  Permanent


Casting Time:  1


Area of Effect:  Creature touched


Saving Throw:  None


Author:  The Avangion of Delphi <syrek@delphi.com>





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.


The cloud of misery is a small, dark grey cloud of moisture that floats


about 10-15 feet above the affected creature. The effect of the spell


is to constantly precipitate on its respective creature. It can be


dismissed only by dispel magic. Other creatures that enter the cloud's


area of effect are unaffected. The type of precipitation that falls on


the creature at any given time is normally based on alignment and mood.


The DM determines what the effect is but obvious effects are rain


falling on miserable creature, lightning on an angry or evil one, snow on


a cold-hearted creature, etc. While under the effects of the cloud, the


creature receives a -3 penalty to Charisma until the cloud is dismissed.


The cloud cannot be attacked, but it can be blown away by strong winds


for 1d4 rounds, after which it returns. If the affected creature


attempts to fly above the cloud, the cloud rises until once again over


it. The cloud follows the creature to any other plane where the


associated weather conditions could exist and reappears in such planes


if the creature travels to a plane in which the cloud cannot exist and


then returns to one in which it can. The material component of this spell


is either a small piece of dry ice, or a larger piece of normal ice and a


crystal or jewelled bead of at least 200 gp in value.








Cure Serious Wounds [2] (Necromancy)


Reversible


Sphere:  Healing


Range:  0


Components:  V, S


Duration:  Permanent


Casting Time:  8


Area of Effect:  Creature touched


Saving Throw:  None





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


cures (or causes) 4d8+5 HP per application. Otherwise, this spell is the


same in all respects as a cure light wounds. This spell replaces the cure


serious wounds from the Player's Handbook.








Falsehood (Enchantment/Charm)


Reversible


Sphere:  Charm


Range:  5 feet


Components:  V, S, M


Duration:  1 day per level


Casting Time:  2 rounds


Area of Effect:  One creature


Saving Throw:  Negates





This spell will cause the recipient to think he is much stronger than he


actually is. The recipient will fully believe this to be true, and no


words to the contrary will change this. The creature will act


accordingly, such as a goblin runt, who will bravely rush in to kill a


dragon singlehandedly. The reverse of this spell, weakthoughts, will


cause a powerful creature to think he is weak and small, and to act


irrationally. Such as a storm giant fearing a newt.


Only a remove curse, cast by a higher level caster can cure this curse


before its duration is up. A limited wish, or wish will also cure its


effects. The material component for this spell is a bull's eye for


falsehood, and a mouse's tail for the reverse.








Fertility (Alteration, Necromancy)


Reversible


Sphere:  Creation, Necromantic


Range:  10 yards per level


Components:  V, S, M


Duration:  Special


Casting Time:  1 turn + 1 turn per target


Area of Effect:  Special


Saving Throw:  Negates





This spell enables the caster to increase the fertility of the target.


The target may be either male or female. The fertility of a character


may be calculated as follows (as per The Carnal Knowledge Guide). A


target's normal fertility equals the base chance plus constitution


modifier, determined from the table below. If both participants are


"fertile" at time of copulation, pregnancy results.





 Race      Base Chance                     Constitution Modifier


 Dwarf        22%                             01-03     -6%


 Elf          13%                             04-06     -4%


 Gnome        20%                             07-09     -2%


 Half-Elf     54%                             10-12     +2%


 Halfling     50%                             13-15     +4%


 Human        77%                             16-18     +6%





Successful casting of this spell increases a character's fertility by


5d6%. In addition, there is a probability, equal to the level of the


caster (1% per level), that successful conception will result in multiple


births (roll 1d20: 1-17 twins, 18-19 triplets, 20 quadruplets). Multiple


castings of this spell on the same individual (while the first is still in


effect) automatically fail, as does casting on a pregnant person. This


effect lasts through the target's next copulation; thereafter, the


target's fertility returns to normal. Fertility can also be countered


magically by spells such as dispel magic, infertility, or wish.


The reverse of this spell, infertility, destroys the target's ovaries or


testes, and automatically results in a failed attempt at conception


(assuming that the target did not save versus spells). The target


remains infertile until a successful dispel magic is cast upon him or


her, followed immediately by a regenerate (the former dispels the magic,


the latter repairs the physical damage).


Note: fertility cannot counter the effects of infertility, but if the


target is already under the effect of the former, he or she receives a


+1 bonus to save.


This spell and its reverse may also be cast upon animals (eg., on


horses). The DM should adjudicate the animal's initial fertility based on


type, breed, and quality of animal.


The spell can affect up to one creature for every 3 levels of the


caster, unless the priest worships a god of fertility, creation, death,


or destruction, in which case the priest can affect one creature per


level. Priests who worship fertility or creation gods cannot cast


infertility. Priests who worship gods of death or destruction cannot


cast fertility.


The material components for fertility are the caster's holy symbol and


a seed from any plant (the seed is not damaged). The caster's holy


symbol and the ashes from a handful of seeds are required for the


reverse (the ashes disappear during the casting).








Flameform (Alteration, Evocation, Illusion)


Sphere:  Elemental (Fire)


Range:  0


Components:  S, M


Duration:  5 rounds + 1 round per level


Casting Time:  2


Area of Effect:  The caster


Saving Throw:  None





The spell is a combination of wraithform and wall of fire. It changes the


caster into a moving magical flame. It may be dispelled. In flameform, the


caster can pass through cracks. He cannot be hit by material weapons


(except those of +1 enchantment or more) and he is not affected by


magical or normal fire and vapours. Magical cold causes double damage


though. Creatures within 10 feet of a flameformed priest take 2d4


points of damage, while creatures touched or passed through take 2d6 +


1 per level of the caster. Undead or creatures especially vulnerable to


fire take double damage. No other physical attacks are possible when in


flameform, except against creatures that exist in the ethereal plane,


where all attacks (both ways) are normal. Spells cannot be cast. Granted


powers such as turn undead and gate fire do function. The material


components of this spell are a bit of gauze and the caster's holy symbol.








Impregnate (Alteration, Necromancy)


Sphere:  Creation, Necromantic


Range:  0


Components:  V, S, M


Duration:  Instantaneous


Casting Time:  5 turns


Area of Effect:  Creature touched


Saving Throw:  None





This spell impregnates a female creature with a healthy, normal foetus.


The caster may choose the foetus's sex. The incubation period for the


foetus is half of what the normal time would be, but the recipient of the


spell will be in considerable pain for the first week and last month of


this period (i.e., there is a -2 to all rolls). The material component for


this spells is a 15-inch smooth obsidian rod.








Lathander's Mourning Glow (Alteration)


Sphere:  Elemental (Fire), Sun


Range:  0


Components:  V, S, M


Duration:  1 round per level


Casting Time:  4


Area of Effect:  10-foot radius per level


Saving Throw:  Negates





This spell causes all undead of lower level than the priest, within the


range, to glow with a pale blue radiance equivalent to faerie fire


(unless they make their saving throw). This glow causes no damage to


the undead nor does it inhibit them in any way, it simply outlines the


presence of the undead to others.


The material components for the spell are the priest's holy symbol and a


crystal bead which has had a continual light cast upon it, the latter


component is consumed in the casting.








Mass Protection (Abjuration)


Sphere:  Protection


Range:  0


Components:  V, S, M


Duration:  1 turn per level


Casting Time:  2


Area of Effect:  5 creatures touched per level


Saving Throw:  None





All creatures affected by this spell are bestowed with the equivalent


of a ring of protection, +1 (+1 on Armour Class and saving throws). There


is not cumulative with bonuses given by rings or cloaks of protection.


Each creature may be touched only once, i.e., the protection cannot be


stacked. The material component is a miniature silver shield.








Meandering Path (Alteration, Illusion)


Sphere:  Plant


Range:  1 mile + 1/2 mile per level


Components:  V, S, M


Duration:  1 day per level


Casting Time:  Special


Area of Effect:  10 feet at both sides of path travelled


Saving Throw:  Special





With this spell, the druid causes a path (which appears to be natural,


old, man-made, etc.) to appear. Any who come across this path will


believe it to be what it appears. To cast the spell, the druid needs two


branches from an oak tree. One is planted at the beginning of the path.


The druid then walks the route that he wishes the magical path to


follow. At the end of the path the other branch is planted and the spell


is cast. Travel upon the path is either easy or hard (depending on the


druid's choice of travel). Those who happen on the path must make a


saving throw. Average the Hit Dice or levels of the group and roll one


saving throw (the DM should do this without the group's knowledge). If


they fail, the path appears to be heading in the direction that they wish


to travel in. If the saving throw is made, the path appears as it is (i.e.,


a path in the direction that the druid walked) and the group may still


decide to follow it anyway.


While travelling on this path, the group will never surprise anyone or


anything and suffers a penalty of on all rolls (saving throws, to-hit and


damage rolls, Dexterity checks, etc.). Those trying to leave the path


after starting travelling on it find that the path is bordered by heavy


thorns that block passage and writhe and grasp all who enter (cf. wall


of thorns and entangle). This wall attacks as the druid who cast the


spell, doing 1d6+2 points of damage. Each 10-foot section of thorns has


3 attacks. The wall arches over the path to prevent exit by flying,


leaping, etc. The spell also counters the ability of pass without trace of


other priests.


Fire results in a double-strength wall of fire in the area (but it does


not create a passable space, i.e., take fire damage and still be attacked


by thorns). The only way to leave the path is to follow it to its end (or


teleport out, go ethereal, or plane shift). A dispel magic is possible


only on the oak branches at the end of the path (either one).








Moonlight (Alteration)


Sphere:  Sun


Range:  120 yards


Components:  V, S, M


Duration:  1 hour per level


Casting Time:  8


Area of Effect:  Ten thousand contiguous square feet or yards (see


below)


Saving Throw:  None





Moonlight produces, in the area of effect, ambient light equal to that of


a full moon regardless of cloud or tree cover, although objects below


tree cover or ceilings will cast normal shadows. Underground, the area


of effect is in square feet, outdoors, in square yards. The material


component is a 50 gp moonstone.








Neutralise Gas (Alteration)


Reversible


Sphere:  Elemental (Air), Protection


Range:  60 yards


Components:  V, S, M


Duration:  1 round per level


Casting Time:  6


Area of Effect:  1-foot per level radius sphere or one creature


Saving Throw:  Special





This spell will detoxify any poisonous gas. Any such gas within the area


of effect will be turned into a fine watery mist and be completely


harmless. Even green dragon breath will be rendered harmless by this


spell.


If the spell is cast upon an object or creature, the sphere will move


with the target. A target creature would get a saving throw versus


spell to avoid this effect if it is unwilling. If the target saves, the


globe will centre in the nearby area. Use the thrown missiles table in


the Player's Handbook to determine where the spell actually centres.


This may mean that the target is still in the area of effect until it


moves.


The reverse of this spell, poison gas, will create a cloud of poisonous


gas which will slay outright any creatures in the area of effect that


are under 2+1 HD. All other creatures must make a saving throw versus


poison at -2 every round that they stay in the cloud or die in 1d3


rounds. If the creatures make their saving throw for that round, the


only take 3d6 points of damage instead. If the target creature had the


spell cast upon itself, and then had cast a slow poison, it only takes 1


point of damage per round.


Regardless of what version of the spell is cast, the priest's holy


symbol and a sprig of belladonna are required to cast the spell. The


belladonna disappears after the spell is cast.








Persecution (Enchantment/Charm)


Sphere:  Charm


Range:  0


Components:  V, S, M


Duration:  1 day per level


Casting Time:  3


Area of Effect:  Creature touched


Saving Throw:  Negates





This spell leads a person to believe that he is being persecuted by his


friends and allies. He will feel that they are torturing him, and holding


him against his will. If he has been affected by the spell for over 12


days, he will become violent and enraged, and attempt to kill his friends,


and others whom he believes to be persecuting him. Any attempt by his


friends to reason with him, will incite this rage prematurely. Should he


succeed in killing all those that he believes are persecuting him, the


spell will instantly end, with him having full realization of what he has


done. Roll on the following table:





D100 Roll   Effect


  01-10     He commits suicide


  11-55     He goes insane permanently


  56-90     He becomes mindless and wanders aimlessly forever


  91-00     He becomes catatonic for 8 days and forgets everything that


            has ever happened to him.





The material component for this spell is a cloak.








Protection from Intoxication (Abjuration)


Sphere:  Elemental (Water), Protection


Range:  0


Components:  V, S, M


Duration:  12 hours


Casting Time:  1 round


Area of Effect:  The caster


Saving Throw:  None





This spell will make the caster immune to the negative effects of


alcohol. While protected, alcoholic drinks will not intoxicate the priest


in the slightest way, and no side effects of alcohol will be incurred


from drinking. Note that this is really unfair to use in a drinking


contest! Poisons or other substances in the drink will still affect the


priest normally, however. Taste is not affected.


The material components consumed at casting time are 6 chicken eggs.


The other material component is a pink flamingo feather.








Remove Scars (Necromancy)


Reversible


Sphere:  Healing


Range:  0


Components:  V, S, M


Duration:  Permanent


Casting Time:  1 turn


Area of Effect:  Person touched


Saving Throw:  Special





On casting this spell, the priest is empowered to remove scars or other


similar marks (burn marks, birth marks, etc.). This will enable the


recipient of the spell to restore lost Charisma caused by such marks.


Note that this spell will not affect Charisma lowered by other means


(magical, for example). Charisma can be restored by up to one point per 2


levels of the priest, rounded up (4 points at seventh and eighth level, 5


points at ninth and tenth level, etc.). Charisma cannot be restored


above its former value by means of this spell.


Multiple applications will only succeed if the recipient makes a saving


throw against spell for each application after the first. If the saving


throw is unsuccessful, then no more points can be restored by the use


of this spell. Any additional future Charisma loss can, however, be


restored. The reverse of the spell, bestow scars, is not permanent, but


will reduce Charisma by 1d4+1 points for a duration of 1 turn per level


of the priest. If the victim is touched, a successful saving throw


versus spell is necessary in order to negate the effects of the spell.


The material component for both versions of this spell is the priest's


holy symbol.








Rune Stone (Alteration)


Sphere:  Combat


Range:  Special


Components:  V, S


Duration:  1 turn per level


Casting Time:  5 turns


Area of Effect:  3 stones per level


Saving Throw:  1/2





The priest must first carve his holy symbol into each stone he wishes


to enchant. This takes 1 turn per stone, and requires a Dexterity check.


The stones must be semi-precious in nature at least, or worth 5 gp or


more. The spell is then cast upon the stones whereupon each one


becomes a grenade doing 6d4 points of damage to all within 5 feet when


thrown. The stones can be put in slings, or simply thrown. Anyone can


throw these stones.








Sand Storm (Evocation)


Sphere:  Elemental (Earth)


Range:  10 yards per level


Components:  V, S, M


Duration:  Special


Casting Time:  4


Area of Effect:  Special


Saving Throw:  None





This spell can have one of two effects. First, it can be used as a


pounding shower of sand, which rains down for one round in a 60 foot


diameter circle inflicting 1d12 HP of buffeting damage plus 1d12 HP of


choking damage to all creatures within the area of effect. Certain


creatures would be immune to such effects, it is up to the DM's


discretion (i.e. golems) Also, undead do not need to breathe. The second


use of the spell can be used as a blinding rain of sand in a 60 foot


diameter circle which lasts for one round per level of the caster


slowing movement to 50% and reducing visibility to zero within the area


of effect. The sheet can also extinguish open flames such as torches,


candles, camp fires, etc...


The material component for the spell is a handful of fine sand.








Sex Change (Alteration, Invocation)


Sphere:  Chaos, Charm, Necromantic


Range:  2 yards per level


Components:  V, S, M


Duration:  Permanent


Casting Time:  7


Area of Effect:  One creature


Saving Throw:  Negates





Except as noted above, this spell is identical to the 5th-level wizard


spell of the same name from the Great Net Spellbook (q.v.).








Shocklet (Conjuration/Summoning)


Sphere:  Elemental (Air), Summoning


Range:  50 yards


Components:  V, S, M


Duration:  2 rounds per level


Casting Time:  8


Area of Effect:  Special


Saving Throw:  None





This spell summons a 4 HD lighting elemental. The elemental has a


movement of 12, and can attack once per round for 3d4 points of


electrical damage. The elemental can cast one 4d6 lighting bolt per turn.


If the elemental moves more than 50 yards form the caster at any time,


it will be destroyed. Any native to the elemental planes of air or


lighting can dissipate it with a touch. The material component of this


spell is a small silver pendant, shaped like a bolt of lightning.








Slow Death (Necromancy)


Sphere:  Necromantic


Range:  0


Components:  V, S, M


Duration:  Permanent


Casting Time:  8


Area of Effect:  Creature touched


Saving Throw:  Negates





This will cause a creature to slowly wither away and die over a period


of 13 days. After this he cannot be brought back to life short of a wish,


or divine intervention. If the spell is detected and identified by a


priest of at least ninth level, it can be removed. This can only be done


before the eighth day, and can only be accomplished by a priest of


fifteenth level, casting a remove curse.








Stone Shatter (Alteration)


Sphere:  Elemental (Earth)


Range:  120 yards


Components:  V, S, M


Duration:  1 round per level


Casting Time:  1 round


Area of Effect:  Special


Saving Throw:  Special





This spell can be used to crush large pieces of rock into smaller parts


that can then be removed easily. It is used to shatter rocks in order to


make room for a new road or passage or simply to get more manageable


pieces out of a large, immobile rock.


The spell affects ten cubic feet of rock per round. Magical constructs,


such as a wizard's wall of stone, receive a saving throw versus crushing


blow to negate the effects. The material component is a shovel or any


other excavating instrument. This spell was designed for the Dark Sun


campaign world.








Stone Wall (Alteration)


Sphere:  Elemental (Earth)


Range:  5 yards per level


Components:  V, S, M


Duration:  Permanent


Casting Time:  7


Area of Effect:  Special


Saving Throw:  None





Using this spell, the caster can create a wall made of stone. The wall


must stand on a solid surface and can meld into adjacent stone objects.


The spell creates a wall of stone that is half an inch thick, ten feet


wide and two feet high per level of the caster. Thus, a 10th-level


priest can make a stone wall 5 inches thick, 50 feet wide and 20 feet


high. One turn after the casting the magic of the spell fades and the


wall of stone becomes a permanent object (that is not subject to dispel


magic); this is the reason the spell belongs to the Alteration and not to


the Invocation school.


The stone wall is primarily a defensive spell, used to stop pursuers or


seal an underground passage. Another use of the spell is to make


constructs of stone. The material component of the spell is rock of any


type of a roughly equal amount: the spell does not create new material


but rather reshapes the material already present. This spell was


designed for the Dark Sun campaign world.








Strengthen Bone (Alteration, Necromancy)


Sphere:  Necromantic


Range:  0


Components:  V, S, M


Duration:  Permanent


Casting Time:  3 rounds


Area of Effect:  Object touched in a 3-foot + 1-foot per level long cube


Saving Throw:  None





This spell allows a bone construct to be strengthened and made denser.


The strength of the bone is doubled by the casting of this spell. The


spell takes one round to cast, and 2 rounds of chanting while the


material component is absorbed into the target of the spell. The


material component is a piece of bone that is a near perfect match to


the object of the spell. The component is then placed against the object


and absorbed into it. The new object will be twice as dense and twice as


strong, with regards to weapons, they receive no penalties to-hit and


damage, and they will not break on a maximum damage strike. There is a 2%


chance per level of the caster that the strengthened bone will act as


steel.








Sunbow (Conjuration)


Sphere:  Combat, Sun


Range:  120 yards


Components:  V, S, M


Duration:  1 round per level


Casting Time:  4


Area of Effect:  Special


Saving Throw:  None





The spell creates a shimmering composite short bow in the caster's


hands. It is light and easy to pull, so that any character can use it


without penalty for non-proficiency. It is equivalent to a +3 weapon,


grants a +3 bonus to attack rolls, and inflicts 1d8+3 points of damage


(double damage to any creatures with a weaknesses for sunlight). The


bow can fire one missile per level of the caster before disappearing. It


can be fired up to four times per round.


The material component is a light source, which is extinguished in the


casting.








Vamoose (Enchantment/Charm)


Sphere:  Charm


Range:  50 feet


Components:  V, S, M


Duration:  2 turns per level


Casting Time:  1


Area of Effect:  Four Hit Dice of humanoids per level


Saving Throw:  Negates





By use of this spell, the priest may frighten away four Hit Dice of


humanoids per level of experience. The material component for this spell


is a bit of sulphur.








Vylja's Airbolt (Alteration)


Sphere:  Combat, Elemental (Air)


Range:  5 yards per level


Components:  V, S, M


Duration:  Instantaneous


Casting Time:  7


Area of Effect:  One creature


Saving Throw:  1/2





This spell enables a priest to concentrate the air around him into a


powerful gust of wind, 4 yards across. The priest chooses the target of


the airbolt, which must be a single creature within range. The airbolt


will automatically hit its target as long as the priest can see the


creature it is supposed to hit. The airbolt delivers 1d4 points of


damage per level of the caster (10d4 is the maximum). The target is


allowed a saving throw versus spell for half damage. If the saving throw


is failed, the creature will also drop whatever it was carrying in its


hands or paws.


The material component needed for this spell is a short (1-foot) crystal


blowpipe worth at least 1000 gp. The priest uses this blowpipe to focus


the airbolt. Every time the blowpipe is used it has to make a successful


saving throw versus crushing blow to avoid bursting. If the blowpipe


remains whole, it can be reused later.








Wave of Pain (Necromancy)


Sphere:  Necromantic


Range:  10 yards per level


Components:  V, S, M


Duration:  Instantaneous


Casting Time:  3


Area of Effect:  One creature


Saving Throw:  Special





The caster of this spell selects a target, and that target is struck by


a wave of pain. It bypasses all armour and can strike from any direction.


It causes 1d4 + 1d4 per two levels of the caster damage. If the target


fails to save versus spell it is also stunned for the current and next


round. No to-hit roll is required. The material components for this spell


are a piece of cloth, formerly worn by a lich, and a dragon's tooth.








Winds of Pain (Necromancy, Summoning)


Sphere:  Necromantic, Summoning


Range:  60 yards


Components:  V, S, M


Duration:  1 round per level


Casting Time:  7


Area of Effect:  One 20-foot cube


Saving Throw:  Special





This spell conjures a wind which duplicates the effects of painful


wounds - causing intense pain in all wounded beings in the area of


effect. If they fail their saving throw versus paralysation, they can do


nothing but roll around screaming in pain. The material component of


this spell is 50 gp worth of diamond dust, and a pinch of salt.


