Fifth-Level Spells





Carving of Protection (Abjuration)


Sphere:  Elemental (Earth)


Range:  0


Components:  V, S, M


Duration:  Special


Casting Time:  5 rounds


Area of Effect:  Item touched


Saving Throw:  None


Author:  Dimitris Xanthakis <dxanth@leon.nrcps.ariadne-t.gr>





The caster uses a knife or dagger or other suitable tool to carve a


special protective symbol on one useful item made of metal or stone (a


weapon, a coin, a suit of armour, etc.). The item cannot be smaller than a


coin.


The item becomes magical and possess the ability to protect the one who


holds and uses it. It will confer a +3 bonus to his saving throws for a


number of times equal to half the caster's level. The person can choose


when to use this ability, but this must be announced before the die roll.


The material component is the item, which disappears after the spell has


expired. It must have some value to the character at the time of the


casting; an ordinary piece of rock or wood, for example, cannot be used,


but an obsidian dagger can.


Due to the link between the person and the item, no-one else can use it.


This spell was designed for the Dark Sun campaign world.








Continuous Variable Heat (Alteration)


Reversible


Sphere:  Sun, Weather


Range:  6 yards


Components:  V, S, M


Duration:  Until dispelled


Casting Time:  8


Area of Effect:  20-yard radius sphere


Saving Throw:  Negates





This spell and its reverse, continuous variable chill, cause the affected


area to become either warm or cool, the actual temperature defined by


the caster, variable within a range of 200 degrees C (352 degrees F)


down to -20 degrees C (0 degrees F).  This spell was intended primarily


as a heat source, not as an attack, although if used against cold-based


creatures, they will take 1d6 damage per round per 50 degrees C greater


than 20 degrees C they remain in the area of the spell (20 degrees C:


no damage, 70 degrees C: 1d6, 80 degrees C: 2d6, etc.). If the reverse


is used against heat-based creatures, they take 1d6 per 20 degrees C


below 20 degrees C (20 degrees C: no damage, 0 degrees C: 1d6, -20


degrees C: 2d6). Continuous variable heat and its reverse are very


handy for making cooking stoves, heaters, or refrigerators.  The


material components required are sulphur and wood for continuous


variable heat, and a clear crystal and ice for continuous variable


chill.








Cure Critical Wounds [2] (Necromancy)


Reversible


Sphere:  Healing


Range:  0


Components:  V, S


Duration:  Permanent


Casting Time:  9


Area of Effect:  Creature touched


Saving Throw:  None





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


cures (or causes) 5d8+8 HP per application. Otherwise, this spell is the


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


critical wounds from the Player's Handbook.








Cure Insanity (Abjuration)


Sphere:  Healing


Range:  0


Components:  V, S, M


Duration:  Permanent


Casting Time:  1 turn


Area of Effect:  Creature touched


Saving Throw:  None





The casting of this spell cures one mental malady in the subject.


Insanity applies to any form of temporary or permanent mental illness,


even those brought on by a psionic attack or a spell, such as


feeblemind. See the Dungeon Master's Guide for examples of mental


maladies. The material component of this spell is a piece of wadding.








Dispel Charm (Abjuration)


Sphere:  Protection


Range:  0


Components:  V, S, M


Duration:  Permanent


Casting Time:  5


Area of Effect:  Creature touched


Saving Throw:  None





This spell will dispel any charm of up to sixth level cast upon the


target of this spell, and has the advantage that, between the beginning


of the spell and the end, other spells can be cast. Components are


broken charm bracelets.








Drown to Death (Enchantment/Charm)


Sphere:  Elemental (Water)


Range:  30 yards


Components:  V, S, M


Duration:  Permanent


Casting Time:  1 round


Area of Effect:  One creature


Saving Throw:  Special


Author:  Angelos Bartzis <mc87034@central.ntua.gr>





The priest must point his finger at the victim, spit to the ground and


say "drown to death". The victim is granted a saving throw versus death


magic. If failed, he dies instantly, unless protected or immune to


drowning (for example, water breathing creatures). If saved, he only


receives 2d8+1 HP damage. The victim must be in an amount of water


large enough to drown in.








Fear (Enchantment/Charm)


Sphere:  Charm


Range:  0


Components:  V, S, M


Duration:  1 round per 2 levels


Casting Time:  1


Area of Effect:  60-foot long, 60 degrees wide arc


Saving Throw:  Negates





This spell causes all creatures within the area of effect of the spell


to either save versus spell or flee in panic. Creatures affected are


(65% - 5% per level) likely to drop whatever they are holding. This spell


requires as its material component a single nail from the foot of a


sheep.








Greater Healing Rays (Necromancy)


Sphere:  Healing, Sun


Range:  30 yards


Components:  V, S


Duration:  Permanent


Casting Time:  5


Area of Effect:  One creature


Saving Throw:  None





This spell is a very potent version of lesser healing rays, healing 5d6


points of damage.








Hidden Champion (Alteration, Enchantment)


Sphere:  Necromantic


Range:  0


Components:  V, S, M


Duration:  1 day per level


Casting Time:  1 hour


Area of Effect:  Sentient creature touched


Saving Throw:  Negates





Through the use of this spell, the priest establishes a link between his


life force and the subject creature's. The effect of this link is that


half the damage sustained by one is transferred to the other. This link


is evidenced by a golden, pulsing, thread connecting the two through the


ethereal plane. When the link is in existence, the two creatures cannot


be more than 1 mile per level of the priest apart or the link will snap,


ending the spell. Those able to perceive the ethereal plane can see this


link. Note that the damage transfer is two way. A duly consecrated


altar, holy or unholy water, an appropriate sacrifice (DM's discretion)


and the creature to be linked with are the material components for this


spell.


Side note: I used this for an evil priest the party was trying to kill. The


priest kidnapped the betrothed of the paladin and performed this


ceremony upon her. This really messed up the party, since now, they


couldn't just rush in and hack up the priest in an orgasm of hack 'n


slash. They had to capture the priest and remove him from his sanctuary


alive. I run consecrated grounds as being "home field" for priests and


very disadvantageous for would-be desecrators. Examples: a -1 penalty


on everything per alignment difference, cumulative bless for priests


and generally bad luck for the intruders.








Improved Forget (Enchantment/Charm)


Sphere:  Charm


Range:  30 feet


Components:  V, S, M


Duration:  Permanent


Casting Time:  1


Area of Effect:  One creature


Saving Throw:  Negates





This spell causes one creature to forget past memories according to


the following table, based on the level of priest. Memories may be


regained by a remove curse, dispel magic, or wish.





Priest's Level     Time Forgotten


       1                last minute (round)


       2                last 3 minutes (3 rounds)


       3                last 5 minutes (5 rounds)


       4                last 20 minutes (2 turns)


    5 or 6            last hour (6 turns)


    7 or 8            last day


    9 or 10          last week


   11 or 12         last month


      13+             any 240 hours of past year





The material component for this spell is a piece of gum.








Lightning Strike [2] (Invocation)


Sphere:  Combat, Elemental (Air)


Range:  120 yards


Components:  V, S, M


Duration:  Instantaneous


Casting Time:  8


Area of Effect:  1-foot wide, 120-yard long beam


Saving Throw:  1/2





This spell is similar in use and effect to the 5th-level priest spell


flame strike (q.v.), except that the effect is, of course, lightning.


Damage inflicted is 6d8, halved if a saving throw is made.








Meld into Nature (Alteration)


Sphere:  Elemental (All)


Range:  30 yards


Components:  V, S


Duration:  1 round per level


Casting Time:  5


Area of Effect:  The caster


Saving Throw:  None





Using this spell, the caster can meld into his natural surroundings and


thus making himself invisible to other creatures. In order to cast the


spell there must be a sufficient amount of the appropriate element


available: rock or other similar material for the earth priest, a


fair-sized fire, a water pool or air for the air priest. Druids can use


the element they have major access to and templars can use any


element. The elemental material can be as far as 30 yards away from the


caster at the time of the casting.


If the caster melds into earth, fire or water, he makes himself totally


invisible for the duration of the spell. He can be detected by magical


means such as detect invisibility or true seeing, though. If he melds


into air, he does not go invisible but rather transforms into an easily


detected aerial form (clearly visible outline, blurs surroundings, lifts


small items, etc.).


When inside the elemental material, the caster can see, hear and smell


everything in range. He can even cast spells, although verbal


communication with other beings is not possible. The caster can make


any spells cast to appear coming from any point within a 30-yard radius


from him, thus avoiding being detected by careful watchers.


The elemental material can be harmed normally, such as chopping rocks


to pieces, extinguishing fires or draining water pools. If the caster


melds in the air, any attack against the aerial form causes normal


damage (remember, it is very easy to detect this form). This spell was


designed for the Dark Sun campaign world.








Mental Grunt (Alteration)


Sphere:  Thought


Range:  0


Components:  V, S


Duration:  Special


Casting Time:  1


Area of Effect:  The caster


Saving Throw:  None





This spell causes the priest to give a special "oomph!" to any single


action he is performing, regardless of its nature. In combat (magical,


melee, or missile), it has the affect of either increasing the damage


done, duration, area of effect, or something else of any spell or attack.


Whatever the situation, however, its effects can only be felt for a


short (often instantaneous) duration. It cannot be used to help the


priest go several days without sleep, but it might allow the priest to


double his maximum pace for a round. Occasionally, the spell backfires,


causing some sort of catastrophic fumble. In order to determine the


general effect of the spell, the DM secretly rolls 1d20, and consults


the following table:





 D20 Roll   Result          In game terms


     1      Oops...         Catastrophic Fumble


     2      Uh oh...        Normal Fumble


     3      Dud...          No effect


    4-7     Fizz...         +10%


    8-10    Eh...           +20%


   11-13    So-so.          +30%


   14-15    Not too bad.    +40%


    16      Yea!            +50%


    17      Wow!            +75%


    18      Kick ass!       x2


    19      Take that!      x3


    20      Did I do that?  DM's option





All effects are rounded down, should this be necessary.








Ostracise (Charm)


Sphere:  Charm


Range:  10 feet


Components:  V, S


Duration:  Permanent


Casting Time:  1 round


Area of Effect:  One person


Saving Throw:  Negates





Upon casting this spell, the victim is effectively ostracised from his


community: everyone knowing the victim will look upon him with disregard,


or even disgust. Even good friends and close relatives will start


neglecting and avoiding the character, eventually resulting in total


isolation of the victim.


This spell only affects reactions of those that knew the character


before the spell was cast: the victim can, for example, move to another


town and start a new life there. People meeting him there will react


normally, unless the outcast's reputation has somehow reached them, in


which case the may act with prejudice.


This spell can be removed by a remove curse spell, provided it is cast by


someone at least two levels higher than the caster of ostracise. Also, a


limited wish or wish will remove the effects.


To cast this spell, the priest must point at the victim and order him to


leave the community, informing him that his presence there is no longer


appreciated. The victim must be able to understand the words of the


priest. The victim receives a saving throw versus spell, modified for


Wisdom, with a -1 penalty to the die roll for every three levels of


experience he has less than the priest. If the victim is of higher level,


he receives a +1 bonus for every one level of difference.








Protection from Acid [2] (Abjuration)


Sphere:  Protection


Range:  0


Components:  V, S, M


Duration:  Special


Casting Time:  8


Area of Effect:  Creature touched


Saving Throw:  None





This spell is in all respects similar to protection from lightning (q.v.),


except that it protects the creature touched against attacks using


acid instead of lightning. The distinction between natural and magical


attacks is changed somewhat however: "natural" are all acids made by


alchemical procedures; "magical" are those acids produced by monsters


(black dragons, oozes, etc.) or spells.








Scram (Enchantment/Charm)


Sphere:  Charm


Range:  60 feet radius


Components:  V, S


Duration:  1 turn per level


Casting Time:  1


Area of Effect:  Up to 5 HD of creatures per level


Saving Throw:  Negates





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


creatures, animal, or people per level of experience. Those affected will


avoid physical contact for at least 1 turn per level of priest.








Site Warning (Abjuration)


Sphere:  Cosmos


Range:  0


Components:  V, S, M


Duration:  Permanent


Casting Time:  1 hour


Area of Effect:  10-yard per level radius





This spell must be cast on a specific, circular area. It affects all of


Intelligence 2 or higher with no saving throw. Undead are immune to it.


All those who enter receive a clear mental warning not to proceed. It is


faint at the edge of the circle but it grows stronger as they approach


the centre. The subjects have an overwhelming feeling of danger but


they are otherwise unaffected: the spell cannot impede the progression


of a strong willed, determined individual. Language is not a barrier for


this is purely an emotional, wordless message.


The material component of the spell is a gem of at least 20 gp value. It


must be placed in the centre of the area and then blessed by the caster.


The gem radiates a pale, green aura which dimly illuminates the


surroundings.


At half a foot of the gem the feeling of danger is nearly insufferable


and will affect all creatures regardless of Intelligence. To get closer,


one must save versus petrification and make a Strength check: both with


a -5 penalty. Those who fail in one of these are paralysed with terror


for 1d4 rounds and cannot try again to get closer until they gain a


level.


Small projectiles (hurled rocks, arrows, etc.) and poles wielded by other


creatures cannot touch the gem. The caster can hide or protect the gem


with other spells as the spell ends at once if the gem is disturbed in


any way.


The spell is usually used to prevent entrance to dangerous areas. Only


one of higher level than the caster when he cast it can dispel the


warning. This spell was designed for the Dark Sun campaign world. Any


monetary units are for the Dark Sun, increase where appropriate.








Stonewood (Alteration)


Sphere:  Elemental (Earth), Plant


Range:  0


Components:  V, S, M


Duration:  Permanent


Casting Time:  3 turns


Area of Effect:  Object touched


Saving Throw:  None





When a priest casts stonewood and subsequently touches a wooden


object, the wood in that object is magically enhanced and given a


stonelike strength. The altered wood is in every way the same as


untreated wood (texture, colour, weight, flexibility, etc.) except for the


stonelike strength and hardness. An object of up to 100 square feet and


a thickness of no more than 1 inch per level of the priest of wood can be


affected by this spell. To cast this spell, the priest needs mistletoe


and a gemstone of at least 500 gp.








Undead Regeneration (Necromancy)


Reversible


Sphere:  Necromantic


Range:  0


Components:  V, S


Duration:  Instantaneous


Casting Time:  6


Area of Effect:  Undead touched


Saving Throw:  None





By means of this spell the priest can "heal" an undead, restoring to its


"unlife" a number of hit points equal to 1d6 plus the caster's level.


Gaseous and intangible undead can be "touched" by a caster reaching


into the space they occupy. The spell prevents normal undead attacks or


effects of contact with undead from affecting the caster.


The reverse of this spell, drain undead, inflicts a like amount of damage.


Undead "drain" damage is not gained as healing or extra hit points by the


caster. The same protections against undead powers are given to the


caster as undead regeneration confers. Only undead are affected by


either version of the spell.








Visions of Pain (Necromancy)


Sphere:  Necromantic


Range:  20 yards


Components:  V, S, M


Duration:  Special


Casting Time:  8


Area of Effect:  One creature


Saving Throw:  Negates





This spell allows the caster to reach into the victim's mind and find his


worst fear. The target of the spell thinks that the vision is real and


dies of fright, unless a saving throw versus death magic is made. A


second saving throw must be made to determine if the victim thinks the


vision is real or not. If he does think it's real, he runs away in terror


for 1d6 rounds. If he doesn't, he sees that the vision is fake and he


isn't harmed in any way. Note that the victim must be intelligent:


unintelligent creatures, such as most undead, are not affected by this


spell. The material component for this spell is a lens.








Wraith's Form (Necromancy)


Sphere:  Necromantic, Protection


Range:  0


Components:  V, S, M


Duration:  2 rounds per level


Casting Time:  1


Area of Effect:  The caster


Saving Throw:  None





The priest and all carried gear become para-ethereal, and an aura of


negative energy surrounds the priest. The priest can only be struck by


magical weapons or by silver weapons for half-damage and is treated as


gaseous for movement purposes. Undead will not recognize the priest as


a living being unless they are of higher status and Intelligence in which


case they may save versus death magic at -4 in order to recognize the


necromancer for what he is. Living creatures suffer 1d6 damage on


touch (which is the priests only attack on non-ethereal creatures


during the spell duration). The priest may negate the effects of the


spell at will, but will appear to non-ethereal creatures as a shadowy,


smoky, semi-transparent ghost and will take 1d6 damage per round from


sunlight. Note that this spell may be cast only from planes adjacent to


the ethereal (those being the primes and the surface of the inner


sphere). The priest is not affected by normal winds. The material


component for this spell is a bit of cotton wool.


