Second-Level Spells





Appetize (Alteration)


Reversible


Sphere:  Chaos


Range:  0


Components:  S, M


Duration:  1 turn per level


Casting Time:  2


Area of Effect:  One 1-foot cube per level


Saving Throw:  None





This spell disguises unappetizing foods (such as raw hearts) as


delicious foodstuff. The type of food to be copied is up to the caster


but cannot be changed until the spell is either dispelled or the duration


has expired.


The reverse of this spell, putricise, makes for utterly unpalatable to


humanoids. To eat putricised food, the eater must roll versus their


Constitution at -5 or begin vomiting for 1d4 rounds. The material


component for this spell or its reverse is a pinch of cinnamon.








Assist Labour and Birth (Necromancy)


Sphere:  Healing


Range:  0


Components:  V, S, M


Duration:  Instantaneous


Casting Time:  2


Area of Effect:  Creature touched


Saving Throw:  None





This spell has multiple functions to assist the mother in labour and


birth, one of which must be chosen by the caster:


*Epidural. Produces a numbing of the lower back and pelvis to reduce


stress on the mother during labour.


*Push. Assists the mother in pushing the child out. Will cut the time of


  labour by 1d4 hours.


*Turn Baby. Will position the child correctly during labour for proper


birth.


The material components of this spell are boiling hot water and towels.








Bleeding Wounds (Necromancy)


Sphere:  Necromantic


Range:  0


Components:  V, S, M


Duration:  2 rounds per level


Casting Time:  5


Area of Effect:  Creature touched


Saving Throw:  Negates





This spell causes any existing wounds (as in painful wounds) to start to


bleed badly. Priests must roll to hit, and if they miss, the spell is lost.


If the victim fails a saving throw versus death magic, he will suffer 1


hit point of damage per round, not including any damage he may take in


combat. The DM may choose to have the blood get in his eyes, make it


difficult to keep a hold on a weapon, or possibly make the ground


slippery, if he so chooses. The material component for this spell is a


shard of glass.








Body Warmth (Necromancy)


Reversible


Sphere:  Necromantic


Range:  0


Components:  V, S, M


Duration:  Special


Casting Time:  1 turn


Area of Effect:  Creature touched


Saving Throw:  Special





A cold blooded or non-living creature (undead) receiving this spell is


becoming warm, his heartbeat can be felt and all forms of detect life


give positive answers.


If the creature is not intelligent, it is entitled to a saving throw


versus spell. Otherwise, the spell can be cast on a willing recipient and


is stopped at his wish. In any case, the spell will not last over a day.


The spell has no effect on warm blooded creatures, nor does it inflict


any damage whatsoever to the receiving creature. It might, at the DM's


decision, disable the creature from doing things related to his cold


blooded organism.


The material components are the priest's holy symbol and a light source.


The light (preferably sunlight) is to be reflected upon the affected


creature, while the priest lays his other hand upon its heart.


The reverse, body chill, has the reverse effect upon warm blooded


creatures (no heartbeat can be found, detect life gives negative answer


etc.).








Clay Beast (Conjuration/Summoning)


Sphere:  Elemental (Earth), Summoning


Range:  30 yards


Components:  V, S, M


Duration:  2 rounds per level


Casting Time:  2 rounds


Area of Effect:  Special


Saving Throw:  None





This spell enables a priest to conjure up a weak earth elemental - a


clay beast of AC 4, 2 HD, MV 100 feet per round, 1 attack for 1d4 points


of damage, which can be hit by normal weapons. It is about 5 feet tall


and appears as a solid mud man. It moves as directed by the priest, but


if it ever becomes separated from the priest by more than 30 yards, it


instantly dissipates. Any native to the elemental plane of earth can


disperse it at will with a simple touch, even another clay beast.


The material component for this spell is a bit of clay.








Cure Drunkenness (Abjuration)


Reversible


Sphere:  Healing


Range:  0


Components:  V, S


Duration:  Special


Casting Time:  2


Area of Effect:  Creature touched


Saving Throw:  None





This spell will instantly remove all effects of alcohol intoxication from


one target's system. This instantly alleviates hangover, lack of


sobriety, and all associated effects of being drunk or its immediate


after-effects. It will not cure or abate maladies caused by long-term


alcohol abuse, such as cirrhosis of the liver, alcoholism, heart disease,


etc.


The reverse, cause drunkenness, will make its target instantly and


severely drunk. The drunkenness caused will last as long as normal


drunkenness would last, and may bring on a hangover. The severity of


the drunkenness is slight if cast by a 2rd-5th level priest, moderate if


cast by a 6th-9th level priest, and great if cast by a 10th level or


higher priest (see the Net Alcohol Guide for more information).








Cure Moderate Wounds [1] (Necromancy)


Reversible


Sphere:  Healing


Range:  0


Components:  V, S


Duration:  Permanent


Casting Time:  6


Area of Effect:  Creature touched


Saving Throw:  None





This spell is a more potent form of cure light wounds. When the priest


lays his hands upon the creature to be healed, the spell cures 2d8+1


points of damage.


The reverse of this spell, cause moderate wounds, does the above amount


of damage if the priest succeeds in touching the victim. Otherwise, this


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








Curse [2] (Necromancy)


Sphere:  All


Range:  Special


Components:  V


Duration:  Permanent (until dispelled)


Casting Time:  2


Area of Effect:  One creature


Saving Throw:  Negates





This spell allows the priest to place one of four curses on the victim:


*Ageing. +10 years to age.


*Bane. Discomfort, uneasiness, inability to sleep well.


*Hex. -1 to to-hit rolls and saving throws.


*Ugliness. Reduce Comeliness by 2d6 (down to a minimum of 3).


The priest must be able to see the victim to curse him. The priest


cannot actually pick one of the above effects: the effect is determined


at random.








Detect Invisibility, 15-foot Radius (Divination)


Sphere:  Divination


Range:  0


Components:  V, S, M


Duration:  5 rounds per level


Casting Time:  4


Area of Effect:  15-foot radius sphere


Saving Throw:  None





Except as noted above, this spell is the same as the 2nd-level wizard


spell detect invisibility. Note that the spell allows only the priest to


see invisible creatures, and then only those within the specified


radius. The material component of this spell is a pinch of any fine


powder such as talc.








Dispel Scent (Alteration)


Sphere:  Guardian


Range:  120 yards


Components:  V, S, M


Duration:  2 rounds per level


Casting Time:  5


Area of Effect:  15-foot radius sphere


Saving Throw:  Special





When this spell is cast all odours disappear in the area of effect: no


new odours will enter or leave the protected sphere. This effect lasts


for the full duration of the spell - 2 rounds per level of the priest


casting the spell. The area of effect must be centred around an object


or a creature and so it will move if its centre turns out to be mobile.


Unwilling creatures or objects worn by unwilling creatures receive a


saving throw versus spell in order to prevent the spell from taking


effect (the objects have the same saving throw as the creature that is


carrying them). The material component is a piece of garlic that


disappears when the spell is cast.


The spell provides excellent protection against odour-based attacks,


be they magical like stinking cloud or natural like the smell troglodytes


produce. Dispel scent can also be used to avoid being noticed by animals


or monsters that rely heavily on their noses.








Efembe's Spitting Image (Conjuration/Summoning)


Sphere:  Charm


Range:  0


Components:  V, S, M


Duration:  1 week per level


Casting Time:  2


Area of Effect:  Creature touched


Saving Throw:  Negates





Upon casting this spell, the priest spits on his fingertips and smears


some spittle on the target's forehead. This bestows a curse on the


victim: every time he looks into a mirror or another reflecting surface


during the spell's duration, his mirror image will spit into his face. Note


that a remove curse will dispel this spell.








Enhance Weapon with Fire (Enchantment)


Sphere:  Elemental (Fire)


Range:  0


Components:  V, S, M


Duration:  2 rounds per level


Casting Time:  1 round


Area of Effect:  Weapon touched


Saving Throw:  None





This spell enhances the striking power of a weapon. The weapon now


functions a bit like a flame blade. For the duration of the spell, the


weapon glows with a fiery aura and causes 1d4 points + 1 point per 2


levels of the caster damage (in addition to its normal damage), due to


the searing heat it radiates. Unfortunately, it also causes 1 point of


damage per round to its user (as long as he holds it), for the same


reason. Undead and creatures especially vulnerable to fire take 2


additional points of damage.


If the creature is protected from fire, the damage inflicted is reduced


by 4 (for a minimum of 0). The weapon can ignite combustible materials. It


is not, however, considered to be a magical weapon. The spell does not


function under water. Already enchanted weapons cannot be enhanced


this way. The material components of the spell are a bit of coal and the


caster's holy symbol.








Flaming Child (Conjuration/Summoning)


Sphere:  Elemental (Fire), Summoning


Range:  30 yards


Components:  V, S, M


Duration:  2 rounds per level


Casting Time:  2 rounds


Area of Effect:  Special


Saving Throw:  None





This spell conjures up a small fire elemental: AC 5, 2+1 HD, MV 130 feet


per round, one attack for 1d6, and it can be hit by normal weapons. It


appears to be a 4 foot high child caught on fire. It will move as directed


by the priest, but if it is ever separated from the priest by more than


30 yards it will instantly dissipate. Any being from the elemental plane


of fire, including another flaming child, can destroy it with a touch. The


flaming child will ignite all flammable things it touches.


The material component for this spell is a bit of dung.








Frost Blade (Invocation)


Sphere:  Combat, Creation, Paraelemental (Ice)


Range:  0


Components:  V, S, M


Duration:  1 round per level


Casting Time:  3


Area of Effect:  3-foot long, sword-like blade


Saving Throw:  None





When a priest casts this spell, he causes a freezing icicle to spring


forth from his hand. This blade is actually wielded as if it were a


scimitar (but it is not a scimitar), and if the priest scores a successful


hit while employing the blade, the creature struck will take 2d6 points


of damage - with a damage bonus of +2 if the creature is especially


vulnerable to frost (it will work especially well versus red dragons or


fire elementals). The blade will not affect creatures that can only be


hit by magic weapons. In addition to mistletoe, the priest must have a


leaf of sumac in order to cast this spell.








Heliot's Healing Sleep (Necromancy)


Sphere:  Healing


Range:  0


Components:  V, S, M


Duration:  4 hours + 2 hours per level


Casting Time:  Special


Area of Effect:  One person


Saving Throw:  None





This spell causes the healing benefits of sleep to be threefold (i.e.,


3 HP are healed per day rested). Additionally, this spell causes any and


all curative spells cast during its duration to have maximum effect plus


1 HP. The individual to be affected must be able to sleep, and must be


asleep during the spell's effect. The casting time of this spell is 6


turns minus the priest's level, with a minimum of one turn. The material


component is the priest's holy symbol.








Inaudibility (Alteration)


Sphere:  Protection


Range:  0


Components:  V, S, M


Duration:  5 rounds per level


Casting Time:  4


Area of Effect:  The caster


Saving Throw:  None





This spell causes the priest's movements to become completely silent


for the duration of the spell. All sounds made by his equipment from the


neck down are muted into inaudibility. Intentional shouting or spell


casting can be heard, but will negate the inaudibility. Attacking


completely negates the spell's effect (cf. invisibility). The material


component is a piece of sea sponge.








Infected Wounds (Necromancy)


Sphere:  Necromantic


Range:  0


Components:  V, S, M


Duration:  1 day per level


Casting Time:  5


Area of Effect:  Creature touched


Saving Throw:  Negates





This spell will cause any wounds to become infected, be they scratches


or large wounds. To hit their intended victims, priests must roll to hit,


and if they miss, the spell is lost. The victim must make a saving throw


versus death magic, and if he fails, his wounds will not heal naturally.


Healing and herbalism will also fail to heal these wounds. The use of


magical healing will heal the infection, at the cost of a cure light


wounds - no damage will be healed, but infected wounds will be negated.


The material component for this spell is a pinch of mud or dirt from a


pig's mud hole.








Make Flammable (Enchantment)


Sphere:  Elemental (Fire)


Range:  30 yards


Components:  V, S, M


Duration:  3 rounds per level


Casting Time:  5


Area of Effect:  One to 4 creatures or objects in a 10-foot per level


cube


Saving Throw:  Negates





This spell makes 1 to 4 creatures or objects flammable. For the


duration of the spell, they are as flammable as wood. If they catch fire


they burn entirely and turn to ash in the time it takes wood of their


size to burn. This fire is normal fire and may be extinguished by the


usual means. It does not matter what materials the objects or


creatures are made of. They can be inflamed by natural or magical fire


or extreme heat, but the spell itself does not inflame them. Once they


have caught fire they get damage from heat, but also turn to ash within


the time specified. After that, the duration of the spell does not


matter. Each creature or object gets a saving throw: if only one is the


subject of the spell it has a penalty of -2 to its roll; if two are


subject, each receives a penalty of -1; if three are subject, each


receives a bonus of +1; if four are subject, each receives a bonus of


+2. The material components are a chip of wood and the caster's holy


symbol.








Mend Bone (Alteration, Necromancy)


Reversible


Sphere:  Healing


Range:  0


Components:  V, S, M


Duration:  Permanent


Casting Time:  1 hour


Area of Effect:  Bone touched


Saving Throw:  Negates





With this spell the caster may mend a broken bone. The bone must still be


made of living tissue and recently broken. An hour must be spent


chanting over the person, while smooth strokes are made on the skin


over the broken bone. Water (or a similar substance depending on the


view of the priest) must be rubbed over the wound every ten minutes.


Over the course of the hour, the bone will draw together and mend. It


will be as good as new when the spell is complete. If interrupted while


casting, the bone will be mended only partly, depending on when the


caster was interrupted. The mending heals 10% of the bone for every 10


minutes of casting, and 50% of the mending occurs in the last 10


minutes.


The reverse of this spell, break bone, is an excruciating process, where


the bone is weakened and drawn apart until it is split into two separate


pieces. The process still occurs over the course of an hour and a


saving throw versus spell occurs in the last 10 minutes. If successful,


the bone is only weakened by 50%; if failed, the bone is separated


completely. It is a common torture technique among Dark Sun templars.


Note: in order to insure that the bone is set properly the caster must


make a successful healing proficiency check, when the spell is


completed. If someone other than the caster tries to use the healing


proficiency and guide the caster he must make the check at an additional


-5 to his roll. An improperly set bone must be broken and set again in


order to attain its former strength.








Miscount (Alteration)


Sphere:  Numbers


Range:  0


Components:  V, S, M


Duration:  Special


Casting Time:  5


Area of Effect:  Special


Saving Throw:  None





The priest who casts this spell then deliberately miscounts any number


of similar objects (of a maximum weight of 5 pounds per level of the


priest total). The magic of the spell causes the number of objects to


actually become this new number. The priest may change the number to


anything from double the original quantity to one fifth. The number of


objects remains the same until one turn per level has passed or until


any other creature tries to count them. The material component of this


spell is a detached bead from an abacus.








Nausea (Abjuration, Enchantment/Charm)


Reversible


Sphere:  Charm, Healing, Protection


Range:  30 yards


Components:  V, S, M


Duration:  1 round per level


Casting Time:  2


Area of Effect:  One creature


Saving Throw:  Negates





This spell causes the recipient to fall to its knees and choke, gag and


vomit for 1 round per level of the priest. No actions are allowed other


than crawling. The material component for this spell is a bucket.


The reverse of this spell, fresh air, removes nausea or protects a


character from such things as stinking clouds and seasickness for one


turn per level of the priest. The material component for the reverse is


some fresh food.


The reverse of this spell belongs to the abjuration school, while nausea


itself belongs to the enchantment/charm school.








Nilrem's Overflowing Kidneys (Alteration)


Sphere:  Creation


Range:  0


Components:  V, S, M


Duration:  5 rounds


Casting Time:  2 rounds


Area of Effect:  Creature touched


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.


When a wizard casts Nilrem's overflowing kidneys, the affected creature


begins to get the urge to relieve itself. This urge builds considerably


until becoming overwhelming by the fifth round when the creature has no


choice but to relieve itself. The effect of this spell is twofold since


the creature, while under the spell's influence, is unable to make


completely effective manoeuvres. The creature receives a -2 penalty


to Dexterity, -1 for each round until relieved and is unable to cast


spells because of the considerable strain necessary to keep itself from


answering nature's call. The material component of this spell is a


container (goblet, chalice, etc.) of at least 100 gp in value filled with


water that must be splashed on the creature during casting.








Repair Virginity (Necromancy)


Sphere:  Healing


Range:  0


Components:  S, M


Duration:  Instantaneous


Casting Time:  2 turns


Area of Effect:  Creature touched


Saving Throw:  Special





This spell returns the subject to a state of physical virginity. If the


subject makes the saving throw, then all sexual skills, knowledge, and


techniques are retained; if the saving throw is failed, all knowledge and


skills are lost except those known before having lost virginity. A female


will grow an intact hymen, and any physical or medical damage caused by


sex or childbirth will be eradicated. The subject will legitimately be


considered a virgin for all religious purposes. The material component


for this spell is a white piece of silk.








Speed Fermentation (Alteration)


Sphere:  Plant


Range:  3 feet + 1 foot per level


Components:  V, S, M


Duration:  Instantaneous


Casting Time:  1


Area of Effect:  2x2 feet x2 feet per level


Saving Throw:  None





By the use of this spell, a priest may speed the fermentation process of


any naturally fermentable vegetable matter (grapes, potatoes, wheat,


etc.). Within one hour, all contents of the container will be completely


fermented as if the full year (or whatever the necessary time period is)


has passed. The priest must be careful to make sure that all other


preparations have been made to hold the newly fermented liquid. There


must be vats, bottles and anything else that is necessary for the


preservation of the alcohol.


The priest must already be knowledgeable about the processes involved


with fermentation, know the time necessary to ferment the grapes (or


whatever), and know the alcohol-making processes before casting this


spell (the character must have a proper nonweapon proficiency).


The material component is a bit of already fermented material.








Spread Healing (Necromantic)


Reversible


Sphere:  Healing


Range:  0


Components:  V, S


Duration:  1 hour


Casting Time:  5


Area of Effect:  The caster


Saving Throw:  None





When the priest casts any cure wounds spell while this spell is active,


he may have the spell absorb part of the healing, which he may then


release on another person or people (this requiring 1 round per person).


It is possible, therefore, to cure 6 hit points of wounds, spreading it


between two people, one damaged by 2 and another by 4. Excess curing


may be saved up to the end of the spell's duration. The priest under this


spell can sense when a person is fully healed and thus when it would be


wise to heal the wounds of others instead.


Priests who may cast "cause wounds" spells may reverse this spell to


spread wounds. Either version of the spell works only for cure (or


cause) wounds spells personally cast by the priest during the spell's


duration.








Tan Skin (Invocation)


Sphere:  Sun


Range:  0


Components:  S


Duration:  Special


Casting Time:  1


Area of Effect:  Creature touched


Saving Throw:  Negates





This spell will cause the target's skin to tan. The touch can increase


one's tan enough to cause 1d6 damage. The touch will either leave a nice


tan skin that covers the body and goes away naturally, or - if damage is


inflicted - the skin will look burned, and boils will form. This affect


goes away naturally as well. This spell can be used on male as well as


female targets.








Vylja's Drow Alarm (Invocation)


Sphere:  Protection


Range:  10 yards


Components:  V, S, M


Duration:  1 hour per level


Casting Time:  1 round


Area of Effect:  30-foot radius sphere


Saving Throw:  Special





When a priest casts Vylja's drow alarm, he creates a magical dweomer in


the area of effect which is tuned to the radiation given off by some


creatures and objects of the Underdark, especially dark elves. If the


dweomer detects such radiation in the area of effect, it triggers an


alarm (either the booming sound of alarm-bells which can be heard up to


1 mile away, or a loud beep in the caster's head - the caster determines


which at the time of casting). If no such radiation is detected, the spell


expires after one hour per level of the caster.


The area of effect is sphere with a radius of 30 feet, and it is


stationary for the full duration of the spell. The dweomer only reacts


to the radiation that is given off in certain places in the Underdark. As


drow use this radiation to craft their special gear, and as they need it


to power their innate abilities, it is highly unlikely that evil drow will


attack the caster without these advantages. Drow that enter the area


of effect are allowed to roll for their magical resistance and then to


roll a saving throw versus spell to avoid triggering the alarm; their


items, however, are allowed neither and will thus automatically trigger


the alarm. Note further that any item that gives off such radiation,


even when carried by a non-drow will trigger the spell.


The material component needed for this spell is some dust that was


subjected to the Underdark radiation. It is consumed by the spell.








Water Whip (Evocation)


Sphere:  Combat, Elemental (Water)


Range:  0


Components:  V, S, M


Duration:  5 rounds + 1 round per 2 levels


Casting Time:  6


Area of Effect:  One 10-foot long whip


Saving Throw:  None





With this spell, the caster causes a crystal clear blue whip to form in


his hand - the weapon is made entirely of water. If the caster


successfully hits with the water whip in melee, the target suffers


damage equal to 1d2 (or 1 for Large creatures) + 1 point per level of


the caster. Thus, an 8th-level priest will do either 9 or 10 points of


damage. If the priest hits with a natural 20, he has succeeded in


disarming his opponent; the target still takes damage. A creature


attacking with only natural weapons (teeth and claws, for example)


cannot be disarmed in this manner.


Any creature especially susceptible to water damage suffers double


damage. Note: double damage does not apply to creatures susceptible to


holy water, such as undead (the water that composes the whip is not


holy water).


Although magical in origin, it is not considered a magical weapon unless


cast by high level priests (tenth level or greater). That is, for casters


of tenth level or greater, the water whip is considered a weapon, +1; for


casters of twentieth level or greater, it is considered a weapon, +2;


and so on.


In addition to the caster's holy symbol, the spell requires a leaf from


any water-dwelling plant as a material component.


