Prismatic Spray 

(Conjuration/Summoning) 

	Range: 0 
	Components: V, S 

	Duration: Instantaneous 
	Level: 20 

	Area of Effect: 70 x 15 ft. spray 
	Saving Throw: Special 


When this spell is cast, the wizard causes seven shimmering, multicolored rays of light to flash from his hand in a triangular spray. This spray is 70 feet long and spreads to 15 feet wide at the end. It includes all colors of the visible spectrum; each ray has a different power and purpose. Any creature with fewer than 16 levels struck by a ray is blinded for 2d4 rounds, regardless of any other effect. 

Any creature in the area of effect will be touched by one or more of the rays. 

To determine which ray strikes a creature, roll 1d8 and consult the following table: 

Prismatic Spray Results 

	1 = red 
	5 = blue 

	2 = orange 
	6 = indigo 

	3 = yellow 
	7 = violet 

	4 = green 
	8 = struck by two rays, roll again twice (ignoring any 8s) 


	Color
	Order
	

	of Ray
	of Ray
	Effect of Ray 

	Red
	1st
	Inflicts 50 points of damage, save at -10 for half. 

	Orange
	2nd
	Inflicts 100 points of damage, save at -20 for half. 

	Yellow
	3rd
	Inflicts 150 points of damage, save at -30 for half. 

	Green
	4th
	Save vs. 35th lvl or die; survivors suffer 30 points of poison dmg

	Blue
	5th
	Save vs. 35th lvl at -20 or be turned to stone. 

	Indigo
	6th
	Save vs. 35th lvl at -30 or suffer 1d6 random ‘E’ spell criticals. 

	Violet
	7th
	Save vs. 50th lvl or be sent to another plane. 


The Clenched Fist 

(Evocation) 

	Range: 5 yds./level 
	Components: V, S, M 

	Duration: 1 rd./level 
	Level: 20 

	Area of Effect: Special 
	Saving Throw: None 


The Clenched Fist spell brings forth a huge, disembodied hand that is balled into a fist. This magical member is under the mental control of the spellcaster, who can cause it to strike one opponent each round. No concentration is required once the spell is cast. The clenched fist never misses, but it can only strike as directed by the caster. Thus, it can be fooled by invisibility or other methods of concealment and misdirection. The effectiveness of its blows varies from round to round. 

	D20 Roll 
	Result 

	1-60 
	+100 Large Bash attack 

	61-80 
	+200 Large Bash attack 

	81-95 
	+150 Huge Bash attack

	96-100
	+250 Huge Bash Attack 


The fist has an Armor Type of 3 and a DB of 100, and is destroyed by damage equal to double the hit points of its caster at full health. 

The material component of this spell is a leather glove and a small device (similar to brass knuckles) consisting of four rings joined so as to form a slightly curved line, with an “I” upon which the bottoms of the rings rest. The device must be fashioned of an alloy of copper and zinc.

Alacrity 
(Alteration) 
Range: 0 

Components: V, S, M 

Duration: 1 turn+1 round/level 

Level: 15 

Area of Effect: The caster 

Saving Throw: None 

The use of an alacrity spell allows the wizard to speed up the casting of spells of 10th level and lower. Only spells that are cast within the alacrity spell's duration are affected.

Casting times of these spells are reduced by 20%; (e.g., spells affected by alacrity would cost only 4 pts a lvl instead of 5). Any category or Class of spells within the limits are also affected. Any class 2 or 3 spell is lowered by one class, provided they are 10th lvl or below. Spells that are 11th level and over are unaffected class wise.
The material component is a miniature hourglass which is destroyed when the spell is cast.
Daeron’s Breathe Freely 
(Alteration) 
Range: touch

Components: V, S, M 

Duration: 1 hour per 5 levels

Level: 15 

Area of Effect: creature touched 

Saving Throw: None 

This spell, developed by the infamous preserver Daeron, is a combination of two spells that work well together. Both effects work as one.

The first effect acts like a Water Breathing spell, except it works for ANY atmosphere as it creates a 1’ sphere around the recipients’ head that contains clean, oxygenated air for the duration of the spell. 

The second effect is similar to a Free Action spell, except it allows the recipient to move, see and hear normally as if in his natural habitat. It basically allows the recipient to ignore the surrounding elements and move and act normally within. Would even allow movement through fire, lava, acid, etc provided there was protection against them as well. 
The material components of this spell are 1 oz of quicksilver/mercury and the lungs/gills/etc of a non air-breathing creature. 
Ray of Enfeeblement 
(Enchantment/Charm)
Range: 10 yds. + 5 yds./level
Components: V, S

Duration: 1 rd./level
Level: 5th

Area of Effect: 1 creature
Saving Throw: Neg.


By means of a ray of enfeeblement, a wizard weakens an opponent, reducing its Strength and thereby the attacks that rely upon it. Humans, demihumans, and humanoids of man-size or less are reduced to an effective Strength of 25, losing all Strength bonuses and suffering an attack roll penalty of -5. Other creatures suffer a penalty of -10 on attack rolls. Furthermore, they have a -5 hit penalty for each attack that did damage. (But no damage roll can inflict less than 1 point per die of damage.) Your GM will determine any other effects appropriate to the affected creature. If the target creature makes its saving throw, the spell has no effect. This spell does not affect combat bonuses due to magical items, and those conferring increased Strength function normally.

Web 
(Evocation)
Range: 5 yds./level
Components: V, S, M

Duration: 2 turns/level
Level: 5th 

Area of Effect: 8,000 cubic ft.
Saving Throw: Neg. or ½


A web spell creates a many-layered mass of strong, sticky strands similar to spider webs but far larger and tougher. These masses must be anchored to two or more solid and diametrically opposed points--floor and ceiling, opposite walls, etc.--or the web collapses upon itself and disappears.


The web spell covers a maximum area of eight 10-foot x 10-foot x 10-foot cubes and the webs must be at least 10 feet thick, so a mass 40 feet high, 20 feet wide, and 10 feet deep may be cast. Creatures caught within webs, or simply touching them, become stuck among the gluey fibers.


Anyone in the area when the spell is cast must roll a saving throw with a -10 penalty. If the saving throw is successful, two things may have occurred. If the creature has room to escape the area, then it is assumed to have jumped free. If there is no room to escape, then the webs are only half strength. Creatures with less than 65 Strength (35 if the webs are half strength) are stuck until freed by another or until the spell wears off. Missile fire is generally ineffective against creatures trapped in webs.


Creatures with Strengths between 65 and 85 can break through 1 foot of webs per round. Creatures between 86 and 95 Strength can break through 2 feet of webs per round. Creatures with 96 Strength and above can break through 4 feet of webs per round. If the webs are at half strength, these rates are doubled. (Great mass equates to great strength in this case, and creatures of large mass hardly notice webs.) Strong and huge creatures can break through 10 feet of webs per round.


Furthermore, the strands of a web spell are flammable. A magical flaming sword can slash them away as easily as a hand brushes away cobwebs. Any fire--torch, flaming oil, flaming sword, etc.--can set them alight and burn them away in a single round. All creatures within flaming webs suffer 3d4 points of damage from the flames, but those free of the strands are not harmed.


The material component of this spell is a bit of spider web.

Minor Globe of Invulnerability 
(Abjuration)
Range: 0
Components: V, S, M

Duration: 1 rd./level
Level 10th 

Area of Effect: 5-ft. radius
Saving Throw: None


This spell creates an immobile, faintly shimmering magical sphere around the caster that prevents any 1st-5th level spell effects (except Arcane) from penetrating (i.e., the area of effect of any such spells does not include the area of the minor globe of invulnerability). This includes innate abilities and effects from devices. However, any type of spell can be cast out of the magical globe, and these pass from the caster of the globe to their subject without affecting the globe. Sixth and higher level spells are not affected by the globe. The globe can be brought down by a successful dispel magic spell. The caster can leave and return to the globe without penalty. Note that spell effects are not actually disrupted by the globe unless cast directly through or into it: The caster would still see a mirror image created by a wizard outside the globe. If that wizard then entered the globe, the images would wink out, to reappear when the wizard exited the globe. Likewise, a wizard standing in the area of a light spell would still receive sufficient light for vision, even though that part of the light spell volume in the globe would not be luminous.


The material component of the spell is a glass or crystal bead that shatters at the expiration of the spell.

Leomund's Secure Shelter 
(Alteration, Enchantment)
Range: 20 yds.
Components: V, S, M

Duration: 1d4+1 hrs. + 1 hr./level
Level: 10th 

Area of Effect: 30 sq. ft./level
Saving Throw: None


This spell enables the wizard to magically call into being a sturdy cottage or lodge, made of material that is common in the area where the spell is cast--stone, timber, or (at worst) sod. The floor area of the lodging is 30 square feet per level of the spellcaster, and the surface is level, clean, and dry. In all respects the lodging resembles a normal cottage, with a sturdy door, two or more shuttered windows, and a small fireplace.


While the lodging is secure against winds of up to 70 miles per hour, it has no heating or cooling source (other than natural insulation qualities). Therefore, it must be heated as a normal dwelling, and extreme heat adversely affects it and its occupants. The dwelling does, however, provide considerable security otherwise, as it is as strong as a normal stone building, regardless of its material composition. The dwelling resists flames and fire as if it were stone, and is impervious to normal missiles (but not the sort cast by siege machinery or giants).


The door, shutters, and even chimney are secure against intrusion, the former two being wizard locked and the latter being secured by a top grate of iron and a narrow flue. In addition, these three areas are protected by an alarm spell. Lastly, an unseen servant is conjured to provide service to the spellcaster.


The inside of the shelter contains rude furnishings as desired by the spellcaster--up to eight bunks, a trestle table and benches, as many as four chairs or eight stools, and a writing desk.


The material components of this spell are a square chip of stone, crushed lime, a few grains of sand, a sprinkling of water, and several splinters of wood. These must be augmented by the components of the alarm and unseen servant spells if these benefits are to be included (string and silver wire and a small bell).

Stoneskin 
(Alteration)
Range: Touch
Components: V, S, M

Duration: Special
Level: 10th 

Area of Effect: 1 creature
Saving Throw: None


When this spell is cast, the affected creature gains a virtual immunity to any attack by cut, blow, projectile, or the like. Even a sword of sharpness cannot affect a creature protected by stoneskin, nor can a rock hurled by a giant, a snake's strike, etc. However, magical attacks from such spells as fireball, Shock Bolt, Llightning Bolt, and so forth have their normal effects. The spell's effects are not cumulative with multiple castings.


The spell blocks 1d3 attacks, plus one attack per three levels of experience the caster has achieved. This limit applies regardless of attack rolls and regardless of whether the attack was physical or magical. For example, a stoneskin spell cast by a 10th-level wizard would protect against from 4 to 6 attacks. An attacking griffon would reduce the protection by three each round; four shock bolts would count as four attacks in addition to inflicting their normal damage.


The material components of the spell are granite and diamond dust sprinkled on the recipient's skin.

Globe of Invulnerability 
(Abjuration)
Range: 0
Components: V, S, M 

Duration: 1 rd./level
Level: 20th
Area of Effect: 5-ft. radius
Saving Throw: None


This spell creates an immobile, faintly shimmering, magical sphere around the caster, just like the spell Minor Globe, that prevents any 6th-10th level spell effects from penetrating. Thus, the area of effect of any such spell does not include the area of the globe of invulnerability. This includes innate spell-like abilities and effects from devices. However, any type of spell can be cast out of the magical sphere; spells pass from the caster of the globe to the subject without effect on the globe. 11th and higher level spells are not affected by the globe. The globe can be brought down by a successful dispel magic spell.


The material component of the spell is a glass or crystal bead that shatters at the expiration of the spell.

