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This package is a generic collection of works that can be fit into any campaign.  In essence it is an independent wizard who has formulated these spells himself with the standard powers and forces he knows personally.  He might travel the lands of Fearun alone growing in power and competence.  Or, this strange wizard/sorcerer could be among friends adventuring with them.  Strictly speaking, he can only use the spells provided and may not use the standard spells.  This means that he is an esoteric wizard (the way a wizard should be).  He can however be human or elven or a half-ling which are common to the game.  In fact all other rules and traditions apply to this wizard/sorcerer.   Initially, these spells were ideas of imagination and I hope that they inspire you to act on them. 

Scrolls:
Dark Power

Arcane Knowledge

Consciousness and Being

Anger and Violence

Superiority and Domination

Need and Evil

Illusion and Validity

Intelligent Symbolism

Fire

Low Magic

Rune Thinking

Mysticism

Comprehension

Knowing and Analysis

Learning

Perception

High Soul

Meditation

Contemplation

Irrational Force

Death

Dimension

Time Manipulation

Administrating

Illumination

Dark Power: Dart of Darkness, Billowing Cloud,  Dark Blast, Halt Person, Dislocate,

Arcane Knowledge: Liquefy, Decent Preservation, Torch, Enchant Object, Pacify, Light Patterns, Spell of 

           Chaos, Scare, Monster Summons, Chant, Enlighten,

Consciousness and Being: Fire Dart, Deadly Word, Dream Warrior, Topaz Staff, Throw, Elevate, Alter 

           Proportions,

Anger and Violence:  Spirited Attack, Break Integrity, Magical Dagger, Unnerving Yell, Collapse Wall,

Superiority and Domination: Quest, Damn, Charm, Killing Word, Spirit Armour, Cloud Walk,

Need and Evil: Enrage, Magical Blow, Pilfer, Orientate, Mind Blank, Motivate,

Illusion and Validity: Illusion of Deception, Kaleidescope, Shining Lie, Illusionary  Monster, Invisible Restraints, Illusionary Moment, 

Intelligent Symbolism: Conjuration Symbol, Summoning Symbol, Icon of the Undead, Icons of the Magi, 

           Icons of Torment, Icon of Psionics,

Fire: Flames, Fireball, Solar Flare, River of Fire, Fire Blaze, Rain of Fire, Fire Missile,

Low Magic: Ignite, Open Lock, Light of Disturbance, Rainbow, Shimmering Robes, Lift, Jump, 

Rune Thinking: Rune Thought, Cast Die, Replace Item, Sky Swing, Power Trip, Negate,

Mysticism: Dimension Door, Shrine, Sparkles, Blood Light, Teleport, Ice Blast,

Comprehension: Fire Blast, Collapse Wall, Druidic Fall, Equip, Influencing Council, Musical Gems,

Knowing and Analysis: Magic Mirror, Warping Mirrors, Illuminate, Crushing Blow, Break Integrity, 

          Destroy Monster,

Learning: Exploit Creature, Flying Horror, Critical Ray, 

Perception: Blazing Eyes, Consume Character, Kill Creature, Magical Judgment, Disappear, Collapse Floor,

High Soul: Inspire, Coerce Dignitary, Thunder Storm, Soul Creation, Enamor Character, Attract 

           Apprentice,

Meditation: Cave Dweller, Know Monster, Flaming Mantra, Starburst, 

Contemplation: Create Trend, Deceive, Scry, Detect Treasure, Mystical Hearing, Druidic Wave

Irrational Force: Extreme Lie: Spell of Cooperation, Giant Strength, Crushing Blow,

Death: Death Shroud Minor Death, Major Death, Light of Evil, Cloud of Darkness, Binding Word,

Dimension: Temporal Stasis, Create Nexus, Swirl, Substitute Person, Freeze, Wrack,

Time Manipulation: Clairvoyance, Speed Rounds, Future before Present, Descend onto Event, Outwit,

Administrating: Lightning, Enhance Experience, Know Direction, Demon Summons, Build Loyalty,

Illumination: Blindness, Illuminate, Star Streak, Glow,

Levels:

1st Level:
   Torch, Liquefy, Decent Preservation, Coerce Dignitary, Chant, Fire Dart, Break Integrity, Icon of Psionics, Ignite, Ice Shards, Scry, Unnerving Yell, Blood Light, Detect Treasure, Spell of Cooperation, Flaming Mantra, Ray of Cold, Rainbow, Open Lock, Influencing Council, Glow, Charm, Rune Thought, Build Loyalty, Dislocate, Outwit

2nd Level:
    Dart of Darkness, Light Patterns, Scare, Illuminate, Enlighten, Shrine, Deadly Word, Ice Blast, Elevate, Magical Dagger, Spirited Attack, Spirit Armor, Pilfer, Motivate, Illusion of Deception, Shining Lie, Conjuration Symbol, Minor Death, Icon of the Undead, Flames, Shimmering Robes, Jump, Collapse Wall, Know Monster, Deceive, Freeze, Know Direction, Light of Disturbance, 

3rd Level:
    Enchant Object, Enlighten 2, Dream Warrior, Throw, Damn, Enrage, Killing Word, Summoning Symbol, Icons of the Magi, Fire Blaze, Fire Blast, Crushing Blow, Exploit Creature, Consume Character, Enamor Character, Death Shroud, Blindness, Halt Person, Mind Blank

4th Level:
     Spell of Chaos, Monster Summons, Druidic Fall, Alter Proportions, Quest, Orientate, Kaleidescope, Invisible Restraints, Icons of Torment, Fireball, Fire Missile, Blazing Eyes, Thunder Storm, Mystical Hearing, Extreme Lie, Cast Die, Flying Menace,

5th Level:
     Billowing Cloud, Cloud Walk, Illusionary Moment, Major Death, Dimension Door, Magic Mirror, Consume Soul, Kill Creature, Fire Blaze, Collapse Floor, Magical Judgment, Attract Apprentice, Clairvoyance, Lightning, Enhance Experience, Star Fire, 

6th Level:
     Magical Blow, Illusionary Monster, Solar Flare, River of Fire, Sky Swing, Rain of Fire, Temporal Stasis,  Equip, Warping Mirrors, Demon Summons, Critical Ray, Future before Present, Create Trend, Swirl, Binding Word, Wrack, Speed Rounds, Create Nexus, Cloud of Darkness,

7th Level:
     Topaz Staff, Star Burst, Power Trip, Dark Blast, Negate, Teleport, Destroy Monster, Disappear, Soul Creation, Druidic Wave, Giant Strength, Crushing Blow 2, Light of Evil, Substitute Person, Descend onto Event, Star Streak

1st Level:
Torch    S: Invocation    R: 5-15’    AOE: 5-15’    Duration: 20 Turns    SC: V, Sulfur

    This spell  produces an artificial flame that illuminates the areas the magic-user passes through.  The flame gives off no heat or smoke and does not burn anything.  It hovers 5’ behind the caster and casts no shadows.  The flame can be dispelled by a magic word.

Liquefy     S: Evocation   R: 0’   AOE: Object   Duration: Permanent   SC: V, 

  A spell that will liquefy any object that can be held in the hand.   The object begins to glow red then loses its make-up and melts away.  The liquid mass then hardens.  DC: 5

Decent Preservation S: Enchantment R: 0’ AOE: Spell Components  Duration: Permanent  SC: Mushroom

   A spell that will permanently preserve the spell components of the magic-user.  A redish-green aura temporarily surrounds the components preserving them.  Scrolls and books become fire resistant. 

Coerce Dignitary   S: Charm   R: 30’   AOE: 1 Councilor   Duration Permanent   SC: Scroll

    This spell will alter the disposition of a councilor into a favorable one.  The councilor will become pro magic, provide equipment, lend his authority for the adventure and pay for clerical services.  While in discussion the magic-users voice will seem to have an echo that semi-hypnotizes the dignitary.  DC 25 – Diplomacy score. –10 DC for the spell. The echo is not heard by the listener.

Chant    S: Evocation    R: 20’    AOE: 1 Creature   Duration: 1 Turn   SC: V, Scroll

    This spell charms a creature o up to 5 h.d. if he fails a save vs. spell.  The chant is released with a long single moan in combat.  The charmed creature can be commanded to attack the wizards opponents but only if  the monster is evil.

Fire Dart   S: Evocation   R: 50’   AOE 1 Creature   Duration 1 r.   SC: V, Sulfur

    This spell will shoot a dart of fire at an object or creature that does 1-6+1 points of damage.  The dart will streak from the side of the magic-user and combust into a cloud of fire on impact.  The flames become hotter at a +1 for every level of the wizard.

 Break Integrity   S: Evocation    R: 10’   AOE: Object   Duration: Permanent   SC: V, Book

    A spell that breaks an object not more than three feet sq. into many pieces.  This does not include metals.  The wizard extends his hand and shouts a word of command at which point an internal stress builds up  until the object breaks.  Doors and shields are mostly affected.  Several castings would be required to bring down a bridge.  DC: 20 minus Concentration score; 1 per level 

Icon of Psionics    S: Invocation    R: 40’   AOE: 1 Creature    Duration: 1 Turn    SC: V, S

     This spell will blast the mind of a creature under 3 h.d.  A white cube with a rune symbol on it will appear in front of the wizards chest blasting the monster’s mind.  The monster will fight with a –2 THAC0

Ignite    S: Evocation     R: 20’    AOE: 10’    Duration: Til’ Finished   SC: S,

      This is a spell that will combust up to 10’ sq. amount of material into a fire that burns everything until finished.  With a wave of the hand and a twinkle in his eye the wizard ignites the material.

Ice Shards    S:  Invocation    R: 30’   AOE: 20’ sq.    Duration: 1 r.   SC: S, Feather

      This spell will shoot shards of ice at a single monster and does 1-4 points of damage.  A liquid seems to appear and harden that flies towards the target.

Scry   S: Invocation:     R: 50’    AOE: 50’         Duration 4r.     SC: Crystal

      This spell will allow the magic user to see through walls and ceilings up to 50’ distance.  The outline of walls and items will appear white and anything that moves can be seen as well. DC: 7

Unnerving Yell    S: Evocation   R: 30’     AOE: 1-4 Monsters   Duration 4 r.   SC: V, Scroll

       This spell releases a shrieking yell that causes fear for 4 r.  One to four monsters will either run or stay and fight with a –2 to damage.

Blood Light   S: Invocation    R: 40’    AOE: 30’   Duration  5 r.    SC: V, Scroll, Vial of Blood

       This spell will cast into the air a vial of blood that levitates and begins to glow driving all in the AOE mad for five rounds.  Creatures affected fight at a –1 THAC0 because their eyes are burned in the glare..

Detect Treasure     S: Divination:    R: 40’    AOE: 40’    Duration 5 r.    SC: Gold Piece

      A spell that causes anything of value in the environment to shimmer blue.  

Spell of Cooperation    S: Charm    R: 20’  AOE: 1 magic-user   Duration: 1 Turn   SC: Gem

      This spell will cause a magic-user of lesser level to cooperate with the caster in any given task.  He will do it happily and at no cost to the wizard.

Flaming  Mantra    S: Invocation    R: 30’   AOE: 1 Creature   Duration: 1 r.    SC: Scroll

      This spell unleashes 1 turn of chanting in 1 round doing 1-6 points of damage.  While memorizing the spell the wizard chants his words into a scroll that’s burned up upon casting.  A bolt of sound and meaning strikes the creature doing it 1-6 pts dmg. DC: 5

Ray of Cold     S: Invocation    R: 30’    AOE; 1 Monster    Duration 1 r.    SC: Scroll

     This spell will shoot a ray of frost that does 1-4+1 points cold damage.  The ray grows +1 for every level of the caster.

Rainbow     S: Invocation      R: Sky     AOE: Sky     Duration: 6 Hours   SC: Crystal

     This spell will generate a rainbow in the sky spanning from land to land.  

Open Lock     S: Evocation    T: Touch    AOE: Lock     Duration: Permanent   SC: S, Key

     A spell that will open a non enchanted lock.  An ordinary key is needed.  Open Lock DC: 10

Influencing Council   S: Charm    R: 20’    AOE: 1 Character     Duration 5 r.   SC: Book

     This spell will sway a character’s mind in a direction the wizard wishes. The character may agree with any subject forma negative opinion about something or develop a hatred for an individual.  The wizard talks in a ethereal tone of voice that penetrates the victim’s mind making it suggestible to the wizard.

Glow      S: Enchantment    R 0’    AOE: Object   Duration: 15 days    SC: Crystal

      This is a spell that gives an object a yellowish-green glow that illuminates a 5’ area.  Anyone who comes within this 5’ area will become nauseous.  If cast on an individual he will become terribly sick and unable to fight for the duration.

Light Patters    S: Invocation    R: 60’   AOE:  100’ sq.    Duration 5 r.   SC: Crystal

      This spell produces patterns of light that rise and fall in all manner of color in the area of effect.  They do not shed light but are lines in the air that are controlled by the wizard.  It is quite a show and will entertain crowds of all kinds.

Charm      S: Charm     R: 20’    AOE: 1 Character    Duration: 5 r.     SC: V,

     A spell that will charm a character to reveal secrets or give an item to the wizard.  The wizard will radiate a blue aura and give a charismatic smile to the character charming him for the duration.

Rune Thought    S: Evocation     R: 10’   AOE: 1 Creature    Duration: Permanent    SC: V, Sulfur

     This spell will penetrate the mind of a creature with a mystical thought that does 1-4 pts. dmg.

It is a spell that must hit the forehead of the creature and drives itself to the back of the head cursing the creatures mind. Reflex Save Allowed

Build Loyalty  S: Charm    R: 50’  AOE: 1 Character    Duration Permanent   SC: V, Book

     This is a spell that will create loyalty in a character.  It is a form of mind domination and requires a charisma of 12 to perform. After the spell is cast three times on the character he will fight for you battle.  

Dislocate     S: Invocation    R: 20’   AOE 1 Monster   Duration: 15 r.    SC: V, Rod of Iron

     This spell dislocates a creature from the space and time he inhabits making his existence increasingly abstract. The first time this spell is cast 25% of memorized spells are forgotten and attacking behavior becomes uncoordinated. The second time the spell is cast the victim’s spirit turns to ash (2-20 pts. dmg.)and his mind becomes blank.  The third time it is cast the victim loses his corporeal nature and becomes a creature of the dark permanently losing half his total h.p. and does only ¼ damage.  Fortitude Save Allowed

Outwit     S: Charm    R: Touch    AOE: 1 Character    Duration Special    SC: V

      This spell will outsmart any character with a lesser intelligence. Same or higher intelligent creatures forces a difficulty roll that starts at 10 for same level of intelligence and a +3 for every point higher than the wizard’s intelligence.

2nd Level:
Dart of Darkness      S: Evocation     R: 30’    AOE: 1 Monster      Duration 2 r.     SC: Coal

      This is a spell that will shoot a dart of blackness that streaks forth consuming and damaging a creature for 1-8+1 points of damage.  This spell requires a moment of concentration to call forth turmoil in the wizards life focusing it into a black magical dart.  1-4 points of damage are added every level to a maximum of 5 levels.  It costs 500 x.p. to cast.  

Scare     S: Charm     R: 40’    AOE: 1 Monster    Duration: 5 r    SC: V, S,

      A spell that will scare away a monster of 4 h.d. or less if he fails a reflex save.  

Expand Object   R: Invocation   R: 20’   AOE: 1 Object   Duration 2 turns   SC: V, S,

      This spell expands an object by 5% for every level of the caster.  At 10th level the object explodes doing 3d8 points damage to everyone in a 20’ radius.  The object must weigh at least 20 lbs.

Illuminate    S: Invocation    R:  15’    AOE: 30’    Duration: 3 Turns     SC: Parchment

      This spell illuminates a 30’ area with holy white light for the duration.  It can be cast on an object or individual.  

Enlighten    S: Divination    R: Touch    AOE: 1 Monster or Character    Duration: Permanent  SC: V, Scroll

      This is a spell that enlightens a monster by blanking out his mind and alters his vision into one that can see what he is spiritually.  Also, attacking behavior becomes animalistic and parasites ought to die. 

Shrine   S: Divination     R: Touch    AOE: 10-20’    Duration: Permanent   SC: Wand

         This spell is cast on an area of rock that dislodges a percentage of the area that follows 10’ behind the magic user.  The magic-user enchants an area of rock to be a focal point of power used to harm monsters.  He can willfully attack a charging monster with it and add the space of the shrine to the space of the monster.  Adding the shrine to the monster does 1-8 points damage and adding the monster to the shrine does 2-16 points damage but is more difficult to do and does 1 point of damage to the wizard.  .Will Save for spell to fizzle.

Deadly Word    S: Invocation    R: 40’   AOE: 1 Monster    Duration: 1 r.     SC: Book

     A spell that vocalizes a slow rumbling sound so rotten that it will kill a monster of 3 h.d. or less.  

Fortitude Save

Ice Blast    S: Invocation   R: 20’   AOE: 1 Monster   Duration 1 r.    SC: Crystal

     This spell will blast a monster with icy rain doing 2d6 points damage.  With an upward swing of the staff a torrent of sleet and hail will fly at the target.

Elevate     S: Invocation   R: 0’   AOE: Self    Duration 5.r.     SC: Book

      This is a spell that will elevate the caster at a rate of 5’ per round.  Also the user can move laterally of 1’ per round.

Magical Dagger     S: Invocation     R: 25’    AOE: 1 Monster   Duration 1 r.    SC: S, Dagger

   A spell that conjures a blue dagger that  strikes a monster at a distance while still in the wizard’s hands.  

The spell functions with an intrinsic +6 THAC0.  The spell and the strike are completed in 1 round.

Spirited Attack    S: Charm    R: 40’    AOE: Party    Duration 6 r.    SC: Feather

       This is a spell that gives a +2 to THAC0 for 6 rounds.  The characters are filled with energy that lasts for the duration.  The spell affects one character for every two levels of the caster.  Or a cumulative magic bonus of +2 THAC0 for every two levels of the wizard can be bestowed on a single character.  The bonus can be applied to spells like shocking grasp, chill touch or slay living.

Spirit Armor    S: Abjuration     R: 0’    AOE: Self     Duration: 1 Turn   SC Gold Chain

      This spell gives the wizard/sorcerer a +2 A.C. for the duration.  A blue outline of force will surround the wizard giving him the A.C. bonus.  Any magic bonus an attacking weapon has is added to the A.C. of the wizard.

Pilfer    S: Invocation   R: 30’   AOE: Person    Duration: 5 r.     SC: Gold Coin

     This spell will guarantee a successful pick-pocket of one item.  It is cast on the chosen person and the deed must be done within five rounds or it fails.  The wizard must be behind the victim and leave within the duration.  DC: 5

Motivate       S: Charm     R: 40’    AOE:  1 Character    Duration: 5 days    SC: Book

     This is a spell that will motivate a character to make a life change such as take up a profession become multi-classed or adventure with the party.  The character is awake and consciously does so.  DC: 15 minus Sense Motive Score

Illusion of Deception     S Illusion   R: 40’   AOE: Self    Duration 4 r.    SC: Crystal

      This spell will deceive the affected creature as to the position of the magic-user.  His eyes will cloud over and will attack at the various positions he believes the wizard to be.

Shining Lie     S: Invocation    R: 30’   AOE: 1 Monster   Duration: Permanent   SC: Zinc

      This is a spell that will kill a 1 h.d. monster with no save allowed.  This spell will burn a small amount of zinc that is intellectually charged to shock and lie to the monster, killing him. 

Conjuration Symbol   S: Conjuration    R: 20’  AOE: 20’   Duration: Permanent    SC: Charcoal

      This spell will draw on the ground a conjuration symbol that may be used by the magic-user.

Minor Death   S: Necromancy    R: 30’    AOE: 1 Monster     Duration Permanent    SC: Parchment

      A spell that emanates a ray of darkness that kills a monster up to 3 h.d ; Save allowed.  A piece of parchment will a black symbol on it must be burned p for the spell to work.  Fortitude Save.

Icon of the Undead     S: Necromancy    R: 30’   AOE: 1 Monster   Duration Permanent   SC: Gold Chain

       This spell will animate a dead monster into a zombie in the service of the magic-user.  The creature will be mindless and slow but will attack upon command.

Flames     S Invocation    R: 0-30’    AOE:  40’    Duration 1 r.    SC: Sulfur, Five rings

        This is a spell that will spray flames throughout the area of effect doing 1-4 points damage to everyone in the AOE.  This spell requires that the wizard where five rings with engravings on it where the flames emanate from.

Shimmering Robes    S: Enchantment   R: 0’  AOE: Self   Duration 1 Turn    SC: Crystal

       A spell that will grant a +1 A.C. for the duration.  The robes shimmer blue and yellow and seem to thicken making the wizard an imposing figure.

Jump    S; Invocation    R: 0’-90’   AOE: Self    Duration 1 r.    SC: Feather

      This spell will launch the caster 90’ forward through the air with a soft landing.  The knees are bent and the word is spoken whereupon the wizard is launched.  A destination less than 90’ can be chosen.

Collapse Wall    S: Invocation   R: 0-20’   AOE: 10’    Duration 1 r.   SC: Book

      A spell that will collapse a 10’ sq. wall.  The wall crumbles inward and there must be a space on the other side for the spell to work. DC: 20 – 1/level

Know Monster     S: Divination    R: 40’   AOE: 1 Monster    Duration 3 r.   SC: Crystal

     This is a spell that will tell the caste the H.D., A.C, H.P, and Alignment of a monster  The difficult part of the spell is that a crushed crystal must be thrown on the monster. This can be done in or out of battle with a +3 THAC0.

Deceive    S: Charm    R: 20’   AOE: 1` Character     Duration Permanent   SC: Book

     This spell will force the listener to believe everything that is said by the caster.  When done three times the victims identity will change into whatever the wizard wishes.  Also there is a loss of 1 point of intelligence.

Freeze    S: Evocation    R: 40’    AOE: 1 Object     Duration 5 Hours     SC: S, Book

      This spell will freeze an object (-3 Celsius) such as a sword or piece of armor making it disintegrate with a hard blow.  Also it will freeze an area of water 20’sq.  It can also freeze a part of the body doing 1-4 points damage.

Know Direction    S: Divination   R: 0’   AOE: Self   Duration: 3 Turns   SC: Book

     This is a spell that will tell the direction of where a specified object lies.  A luminous arrow will point in the direction of where the object lies.

Light of Disturbance  S: Alteration     R: 50’    AOE 40’     Duration: Special    SC: V, Scroll

    This spell will engulf an area with white light that alters the constitution of a character or monster.  The light can feel heavy and fatigue the opponents or dainty making all in the AOE a little crazy. The monsters are simplified and qualified making them feel weak and unreal.  The spell also causes head rush and does 

1-8 /h.p. damage

3rd Level:
Enchant Object   S: Enchantment   R; 0   AOE: Object     Duration: Permanent    SC: V, Gems, Book

      A spell that enchants an object with an enchantment that is within his power (Must have the spell).  

The spell takes one turn to cast and the item must be cleansed of impurities before casting.  The object is reborn as an item that seems to have an enchantment lain on it and in it.  It holds itself together.  The object can be of lesser value and the wizard can charge 2500 g.p. for enchanting it. This spell adds 20 to a difficulty check while crafting an item.  

Enlighten 2     S: Charm    R: 5’    AOE: 1 Character     Duration: Permanent    SC: V, Book

    This spell will increase either the intelligence, wisdom or charisma of a character by 1.  The character’s mind is freed and he becomes all knowing and benevolent no matter how small his stature is.  A planar ally will disembody you and show you the circumstances of your life. The spell works only once on a character.  

Dream Warrior    S: Summoning    R: 20’    AOE: 20’   Duration 8 r.    SC: V, S

  This spell will summon a warrior   (Lvl. 8 Fighter, H.P. 58, A.C. 2 Long sword +2) to fight for the user.  A summoning symbol must first be cast.  The fighter is befriended earlier and given an amulet of summoning of not less than 1500 g.p (so that he wears it) If he is not wearing the amulet (5 in 20 chance)  then the spell fails.  Casting Build Loyalty on him earlier will be helpful

Throw     S: Invocation    R: 20’   AOE: 1 Monster   Duration 3 r.    SC: V, S,

     This spell will throw an attacker to the side and hold him there for three rounds; the user must concentrate to hold him there for the duration.  Also the wizard has the initiative as the creature gets up.

Damn     S: Invocation     R: 20’   AOE: 1 Monster    Duration 5 Turns      SC: V, Book

      This is a spell that will curse a monster giving him a –5 THAC0,  a –5 damage and a -5 on all saving throws unless a Reflex Save is made.  When cast a second time, the whole group is affected while in the presence of the victim. Fortitude Save with a (-5)

Enrage    S: Charm    R: 30’   AOE: Party     Duration   5 r.      SC: V, S

      This spell gives all party members a +1 THAC0 and a +2 Damage.  They also take ½ damage from physical attacks.  Anger and hatred for their opponents course through their veins.

Killing Word   S: Necromancy   R: 25’  AOE: 1-4 Monsters  Duration: 1 r.   SC: Staff, Ivey 

      This spell utters a word so filled with indignation and sorrow that a monster of 5 h.d. or less dies.  The spell costs 450 x.p.

Summoning symbol      S: Summoning    R; 10’   AOE: 10’    Duration: Permanent   SC: Charcoal

      This spell with draw a summoning symbol on the ground.

Icons of the Magi    S: Invocation    R: 40’    AOE: 1-8 Monsters    Duration 1 r.   SC: V, Book

      This spell will launch into the air vibrant symbols of arcane power that do 1-6 points of damage to 1-8 monsters.  They focus their arcane energy at the monsters foiling with their existence.

Fire Blaze     S: Invocation     R: 0-50’  AOE: 30’     Duration: 1 r.     SC: S, Sulfur

     This spell causes to combust all creatures caught in the AOE doing 2-16 points damage each.  The flames last one round and the monsters are shocked for one round.

Fire Blast     S; Evocation     R: 0-50’    AOE: 6 Monsters     Duration  1 r.     SC: V, S

     This spell originates 5’ in front of a monster blasting it with fire for 1-8 points damage; affecting 6 monsters.  With an outstretched hand the wizard commands the flames to burst forth.

Crushing Blow    S: Invocation   R: 20’   AOE: 1 Monster   Duration 1 r.    SC: S, Staff

      This is a spell that will bludgeon a monster up to 20’ away for 3d6 points damage.  This is done with a fast forward movement of the staff.  Reflex Save Allowed for ½ Dmg.

Exploit Creature    S: Charm    R: 5’   AOE: 1 Creature     Duration: Permanent    SC: V, Book

     This is a spell that will dominate the mind of a creature binding him to the will of the user Save vs. Will.

The creature is encountered alone and cannot be more than 2+1 h.d. and have an intelligence more than 5.   The creature will live with the wizard and perform small tasks for him.  The wizard may have only one creature at a time.

Death Shroud     S: Abjuration   R: 0’     AOE: Self    Duration: 5 r.     SC: V, Book

       This spell will shroud the caster in darkness that when touched does 1-10 points of damage.  A swirling darkness with sharp objects in it swirl around the caster at a high rate of speed.  The magic-user cannot attack physically but may cast spells.  Reflex Save for ½ damage.

Blindness    S: Evocation    R: 40’   AOE: 1 Monster    Duration: 10 r    SC: S, Feather

       A spell that will blind a monster for 10 rounds.  With a magical strike to the head with a yellow blade the monster is blinded.

Enamor Character    S: Charm   R: Touch    AOE: 1 Character   Duration: Permanent   SC: V, Candle

       This is a spell that will open the psyche of a character and make it amicable to the wizard.  The wizard can then see the world through his eyes and control his actions from afar.  The individual can also assist in Teleportation and Light of Evil.  When cast twice the character will be compelled to adventure with the wizard.

Halt Person     S: Invocation    R: 30’    AOE: 1 Character    Duration 1 Turn     SC: S, Crystal

       This spell halts a character charging the party as if a wall of force had been cast; the character may fight a party member that is within range.  His mind is filled with uncertainty and fear.

Mind Blank    S: Divination  R: 15’   AOE 1 Creature    Duration: 1 day     SC: S, Crystal

     This spell will almost completely destroy any memory.  If cast during melee the mindless creature will drop his weapon and stand motionless for 4 rounds..

Consume Character   S: Evocation   R: Touch   AOE: 1 Character   Duration Special  SC: Amulet 

      This spell will consume 1-10 h.p. from a character and add them to the magic-users h.p. even exceeding the magic-users maximum until they are lost.  A green concave of light will cover the character and suck the hit points and feed them to the magic-user.  If the character dies from the spell then the hit points are permanently added to the magic-user.

4th Level:
Spell of Chaos     S: Divination    R: 0’    AOE: Self   Duration 5 r.    SC: V, Book

       This spell will ascertain the position of the wizard on another plane of existence.  Also the wizard or sorcerer may teleport to another location in the scenario.  Or, become a party member’s class and relive the whole adventure through his eyes.  For every day of adventure the wizard hallucinates for 1 turn.  Combat is impossible while under this spell  Also, the wizard can walk through walls.  Monsters with a chaotic alignment affected by this spell will be confused for five rounds and will make shrieking and yelling sounds. Chaos has values of necessity, rationality, coherence and intelligence.  Also, animation, elementalism, realism and alignment.  

Monster Summons    S: Summoning    R: 20’   AOE: 20’     Duration 1 Turn    SC: V, Staff

       A spell that summons a monster of up to 8 h.d. to fight for the magic- user.  The monster seems to appear out of nowhere taking one round to find out who summoned him and one round to get his orders.

Druidic Fall  S: Divination   R: 0’    AOE: Self     Duration 2 r.    SC: Book

      This spell will cause the caster to fall any distance in 2 rounds with a safe landing.

Alter Proportions   S: Alteration   R: 0-20’  AOE: Object    Duration Permanent    SC: S, Rod

       A spell that will alter the shape by 2% and size by 5%.  A rod of iron is required.

Quest      S: Charm    R: 10    AOE: 1 Character    Duration: Til’ Finished    SC: V, Crystal

       This spell compels a character to perform a task of physical or magical nature.  The wizards eyes will burn red to compel the character to do so.

Orientate     S: Charm    R: 20   AOE: 1 Monster   Duration  10 Turns     SC: V, Book

      This spell will orientate a monster into a disposition of servitude for the duration; the monster may not be evil.  He will be cajoled into service that includes fighting the wizards enemies.  He may be given an amulet of summoning and set free to be called at a later time. DC: 12

Kaleidoscope    S: Illusion     R: 0-30’   AOE: All    Duration: 1 r.    SC: V, Crystal

       This spell radiates a kaleidoscope of lights and colors in front of the magic-user confusing 1-8 monsters of any hit dice.  They stand in awe of the lights but if are attacked will fight back.

Invisible Restraints   S: Illusion    R 0’-30’   AOE: 1 Monster   Duration  5 r.    SC: V, Crystal

       This spell will fabricate invisible restraints around a monster that will bind him unless a he makes a Reflex Save.  The restraints secure the arms to the body and bind the legs together.  If the creature is running or holding a sword then the spell will not work.

Icons of Torment    S: Invocation     R: 0-40’   AOE: 30’    Duration 3 r.    SC: Wand

     This is a spell that casts 1-8 cards into the air that do 1-4 points of damage each round to all in the AOE.

Fireball    S: Invocation    R: 0-40’   AOE: 30’     Duration  1 r.     SC: Sulfur 

    This spell launches a fireball at the magic-users enemies doing 1-6 pts dmg/level of the caster.  A hand full of sulfur is compressed into a ball and is magically charged, hurled at an area exploding there.

Fire Missile    S: Evocation    R: 0-40’     AOE: 1 Monster    Duration 1 r.    SC: V,

     This is a spell that shoots a missile of fire at a monster that does 5d8 pts. damage.  The missile is a small golden statue that is hurled at and imbedded into the monster where it burns into an enormous fire.

Blazing Eyes    S: Charm     R: 0’    AOE: Self    Duration 4 r.    SC: S,

     This spell will intimidate the first round, cause fear the second, 1-10 points damage the third and death in the fourth round (Save vs. death)  When a Fortitude save is made then the gaze attack is broken and can resume fighting.

Thunder Storm   S: Invocation    R: 1 mi.   AOE: Province    Duration 1-4 Hours   SC: V,S, Wand

       This spell will generate a thunder storm in an area of Fearun for the duration.  

Mystical Hearing    S: Invocation   R: 0’    AOE: Self     Duration   4-16 rounds    SC: V, Book

       This spell grants the power to hear all thoughts from a room of individuals or area where people congregate.  Fire based spells do an additional 25% damage to these people.   

Extreme Lie    S: Enchantment    R: 0-25’    AOE: 1 Monster    Duration 10 turns.   SC: V, S, Book

     This spell emanates a yellow mist that lies to the mind of a creature harming it.  (Reflex Save.)  It permeates the monsters head searches for its mind corrupting its properties doing 1-10 pts. damage.

Cast Die     S: Divination   R: !00’     AOE: All Monsters      Duration 1 r.     SC: V, Book

       This is a spell that will alter the melee taken by the wizards opponents.  An additional melee attack is allowed, aggression towards the party is inhibited, and the opponents may run instead of fight. Or stand motionless having lost something crucial from their psyche. Will Save to resist this spell.

Flying Menace     S: Summoning    R: 100’    AOE:  Battlefield    SC: V, S

    A spell that calls forth a flying Maldore (H.D. 12 H.P. 87 At: 1-10/1-10 A.C. 0) demon to fight for the party.  The demon is from the 2nd plane of hell and is quite charismatic and will demand a reward of a 1000 g.p. gem for the fight.

5th Level:
Billowing Cloud    S: Invocation   R: 0-40’    AOE: 30’    Duration: 5 r.    SC: V, Amulet

      A spell that calls forth a thick cloud of darkness that billows in it’s place.  It is 5’ wide for every level of the caster cannot be seen through or inhaled  (because it is poisonous).  If it is inhaled it will cause 4d4 points damage. 

Cloud Walk    S: Invocation    R: 1-6 mi.  AOE: Self    Duration: 1-6 Turns   SC: S,

        This spell will allow the caster to walk through the air for the duration.  The magic-user appears golden and the steps he take seem to take him twice as far as normal.  

Illusionary Moment    S: Charm    R: 0’   AOE: Scenario   Duration: 1 r.   SC: Wand

        A spell that will negate all the effects of a previous round as if they did not happen.  Wounds heal and items reappear in this spell. Damage to the monsters remain.

Major Death   S: Necromancy    R: 50’    AOE: 1 Monster    Duration Permanent    SC: Book

       This spell will shoot forth a bolt of death that will kill a monster of up to 6 h.d.; Fortitude Save allowed.  It is a demonic bolt filled with demonic power and torment.

Dimension Door    S: Conjuration   R: 10 miles  AOE: Self    Duration: 1 r.   SC: S, Book

        This is a spell that will open a magical door in space that leads to an appointed area.  If the appointed area is more than ten miles away then the spell must be cast again.

Magic Mirror     S: Divination    R: 0’    AOE: Self    Duration 3 r.    SC: V, Book

         A spell that will reflect all magical damage back to its origin.  It is red and ornate and hovers in front of the wizard for three rounds.

Consume Soul    S: Necromancy    R: 0-30’  AOE: 1 Monster    Duration 1 r.   SC: V, Book

        A spell that energy drains a monster of 1-4 hit dice.  A part of all his corruption and individualism is permanently consumed.  He will feel weak and fight with a –3 damage for the next 4 rounds.  The wizard will feel highly energized and gain an extra attack for the next 4 rounds.

Kill Creature     S: Necromancy    R: 0-30’   AOE: 1 Monster   Duration 1 r.    SC: Wand

         This is a spell that is so filled with contempt and hatred that kills 1 creature of 5 h.d. or less.

Will Save (13) – Constitution score x2 or die

Fire Blaze     S: Invocation   R: 0-50’    AOE: 35’   Duration 4 r    SC: Amulet

        This spell will ignite up to 4 monsters into a fiery blaze that does 1-10 points damage each round for 4 rounds.  The flames are a bright red and completely engulf the upper half of the monsters.

Collapse Floor   S: Invocation   R: 0-50’    AOE: 20’    Duration Permanent    SC: Wand

        A spell that will collapse a area of floor 20’ sq.  The floor cannot be more then 1 ft. thick and there must be a level beneath.

Magical Judgment    S: Charm   R: 25’   AOE: 1 monster   Duration 5 r.   SC: Book

     This spell will twist the soul of the victim with a judgment that causes 3d10 pts. dmg.  Many areas of the victims life are destroyed in this judgment and his mind becomes forever darkened.

Attract Apprentice   S: Summoning    R: Town   AOE: Town   Duration: Questionable    SC: V, Amulet

       This spell will attract a powerful zero level character to become the wizards apprentice.  He will be intelligent and independent.  

Clairvoyance  S: Divination   R: 0’   AOE: Party   Duration 1 r.   SC: Wand

      This spell allows the magic-user to see and avoid possible traps and monsters.  The magic-user in a sense experiences the five rounds but only in an ethereal and imaginative way so that in reality he makes the prudent choices. DC 8

Lightning     S: Invocation   R: 0-40’    AOE: 1 Monster   Duration 1 r.   SC: Staff

      This spell will streak lightning to a chosen target doing 1-6 pts/lvl damage.  The lightning is blue and burns the flesh and electrifies metal.

Enhance Experience   S: Enchantment   R: Touch   AOE: 1 Character    Duration Event   SC: Crystal

      This spell will double the experience points a character gains in a single encounter.  The spell must be cast 1-5 rounds before the battle.

Star Fire    S: Evocation     R  0-50’   AOE: 40’   Duration   1 r.   SC: Wand

      A spell that calls forth star fire to burn amongst the magic users’ enemies doing 7d8 pts. damage.  It is blue and black and seams to spike everywhere.

6th Level:
Magical Blow   S: Evocation    R: 0-30’    AOE: 1-8 Monsters    Duration 1 r.   SC: Staff

       This is a spell that will bludgeon 1-8 Monsters in the AOE doing 1-8 points damage each.  It is done with a wave of the wizard’s staff.

Illusionary Monster   S: Necromancy    R: 10’  AOE: 20’   Duration  1-2 Turns   SC: V, S, Book

      A spell that generates a monster as follows:  (4) Goblins       1/hour           

                                                                              (2) Ogres         1/day              

                                                                              (1) Hill Giant   1/ week  

Solar Flare   S: Invocation   R: 0-80’   AOE: 1-2 Monsters   Duration 1 r.    SC: Staff

     This spell will shoot forth 2 super hot flares from the fists of the magic user that do 3d8 pts. damage each. 1 monster may be doubly struck for 6d8.  

River of Fire   S: Invocation  R: 0-10’   AOE:  0-115’   Duration 5 r.   SC: Wand

     A spell that will conjure a river of magma that flows forth doing 9d8 points damage.  The wizard should at the front of the party to cast this spell.  The magma flows an amazing 115’ and  4 0’ wide that burns everything in its path.   The magma appears from the sides of the wizard that flows like a river into the distance.  It surrounds the bottom quarter of the monsters burning away its flesh and bone, and, if the monsters fail a save vs. will at a –4 the he will be stuck in the molten lava.

Sky Swing    S: Invocation   R: 0’   AOE: Self +1    Duration 4 r.    SC: V, S

     This spell will swing the magic-user plus one other 1-4 miles through the sky.  The general direction should be known and will land within 100 yards of the chosen place.

Rain of Fire   S: Invocation   R: 30-80’   AOE: 50’    Duration 5 r.    SC: Staff

    A spell that will rain down fire that does 1-8pts/lvl damage.  Little droplets of liquid fire will appear and fall upon the AOE igniting everything into an inferno of fire that lasts for 5 r.

Temporal Stasis   S: Alteration   R:  30’  AOE: 30’ Sq.   Duration 5 r.   S: V, S,

     This spell will freeze all activity in a bubble of timelessness for the duration.  The bubble is 30 in diameter and monsters caught in the bubble are subject to ranged attacks and magical spells.

Equip    S: Conjuration    R: 10’   AOE: 10’     Duration 15 Turns    SC: Wand

      This is a spell that will conjure a chain mail, a short sword and a small shield for the duration.  The magic-user must have these items in his abode for the spell to work.  The equipment disintegrates after 15 turns an must be replaced.

Warping Mirrors     S: Conjuration    R: 0-30’    AOE: 1 Monster   Duration 1 r.    SC: Amulet

      This is a spell that will conjure 4 large mirrors that surround and apprehend a monster.  A moment later the mirrors shatter.  Any equipment or treasure the monster may have been carrying are destroyed in the spell.

Demon Summons    S: Summoning   R: 20’  AOE: 1 Demon   Duration 3-24 r.   SC: Wand

     A spell that summons a Tanari that will destroy the wizards enemies.  The demon will demand a gem of not less than 1000 g.p  for his services.

Critical Ray    S: Divination     R: 0-50’   AOE 1 Monster   Duration: 1 r.    SC: Wand

      This is a spell that emanates a ray of critical power that does 5d6 points damage.  It is white and hot and disintegrates anything psychological.

Future before Present  S: Divination   R: Touch   AOE: Self    Duration 1 day time span  SC: V, Staff

      This spell simply lets the wizard see what is going to happen in the future because the future at present is detached percent wise and the events truly become some sort of ethereal play.  There is nothing he can do about it but reenact what’s happened.  

Create Trend    S: Enchantment  R: 0’  AOE: Town    Duration 10 days     SC: Staff

     This spell creates a trend in society irrespective of the wizards gain.  10-100 people in the town are affected and there is a 1-10% chance the townsfolk discover the enchantment and hunt down the wizard.

Swirl    S: Invocation  R: 100’    AOE: Water   Duration  15 r.   SC: Staff

      This is a spell that will swirl waters creating a whirlpool.  The whirlpool is 1’ wide for every level of the caster.

Binding Word    S: Evocation   R:0-20’   AOE: Portal    Duration: Permanent   SC: Wand

     This spell will bind shut any portal that can only be dispelled by a wizard of higher level.  A detect magic spell will reveal a little glowing glyph that is the binding word.

Wrack     S: Invocation     R: 0-30’    AOE: 1 Monster   Duration 3 r.    SC: Staff

     A spell that shackles the limbs of a monster and cause 1-8 points damage each round for 3 rounds.

There is a 25 % chance that bones are dislocated making the victim fight with a –6 THAC0.

Speed Rounds     S: Divination    R: 0’    AOE: Self    Duration 1 r.    SC: Wand

      This spell will make 5 rounds of fighting equal one round.  This means that the wizard does not take part in the melee for these rounds but disappears for what feels like one round.

Create Nexus    S: Divination   R: 50’   AOE: Scenario   Duration Permanent   SC: Book, Staff

      This spell creates a simmering nexus in a scenario whether it be in a dungeon or a plain field, burning everything in it for 4d10 points damage.  It is a blue shimmering ball that knows the area is not real and seeks to compress it into dust.

Cloud of Darkness   S: Necromancy   R: 60’  AOE: 40’    Duration 5 r.   SC: Mold

   This spell will quickly emanate a cloud that devalues everything in its path doing 4d8 pts. dmg.  Swords and armor become brittle and tarnished making them ½ as sturdy as they once were.

7th Level:
Topaz Staff     S: Summoning   R: 0’-10’    AOE: 20’     Duration 5 r.   SC: Crystal

     This spell calls forth a staff from the netherworld that cast spells independently.  They are  

as follows:  Crushing Blow, Fire Blaze, Extreme Lie and Star Fire.  The wizard must hold up his staff during the time the topaz staff is in effect.

Star Burst      S: Invocation   R: 30-50-   AOE: 20’     Duration 1 r.     SC: Staff

      A spell that explodes an area doing  8d10 pts. damage   

Power Trip    S: Charm    R: 0’   AOE: Party   Duration 5 r.    SC: Amulet

     This spell will send the party on a power trip giving them a +2 A.C., +2 THAC0, +2 Damage and +2 on saving throws.  They also receive a +15% magic resistance. 

Dark Blast     S: Invocation   R: 50’  AOE: 1 Monster     Duration 1 r.    SC: Book

     This spell blasts a creature’s whole body with dark power doing 7d8 points damage.  It like feeding a night stalker to someone.  

Negate    S: Abjuration    R: 0’   AOE: Self    Duration: 1 r.   SC: Amulet

     A spell that negates the effects of a spell cast upon any member of the party.  Like a variety of dispelling spells rolled into one.  This includes poison, charm and curses.

Teleport    S: Invocation   R: 0’   AOE: Self     Duration  1 r.   SC: Wand

     This is a spell that will instantly teleport the magic-user to any point in Fearun.  A flash of light engulfs the wizard whereupon he disappears and then reappears in the desired location.  He must have traveled there beforehand.

Destroy Monster    S: Invocation   R:  0- 50’   AOE: 1 Monster   Duration 1 r.   SC: Staff

     This is a death spell that will kill a monster of up to 9 h.d. unless a save vs, death is made.  This spell is bigoted to believe the monster never existed. Reflex Save for no effect.

Disappear    S: Invocation    R: 0’   AOE: Object    Duration Permanent    SC: Wand

      This is a spell that causes an object magical or otherwise to vanish from the face of Faerun.

It loses its substance leaving an outline of the object that then vanishes.

Spirit Creation   S: Necromancy   R: 0’   AOE: 1 Character   Duration Permanent   SC: Wand

        This spell shows all good and evil events in the subject’s life until he becomes a soul.  Corruptions of fighting, womanizing, diplomacy, domination and success are gleaned, imbued and sought after by the individual.  Kudos such as “I made that”, “I did not Die”, “Life is mine to mold”, “These are grave dealings” “Death is our business”, “Steel and Stone are my Trade”, “What doesn’t kill me makes me Stronger” “It’s Time to Do or Die”, “Death to Monstrosity”, “Monsters have no place here”, and “Evil shall perish”, “I can See what your made of.”, “Death by Decree” are helpful.  Engines like Subjection of stimuli,  Truthfulness of opinion, Trust in the Divine, Decency of Character, Cunning in the Malaise, Leadership of the Weak, Rage, Disgust, Greatness in Chaos, Benevolence, and Superiority of Self are basics to an adventurer. Sword practice or casting cantrips are conducted daily.  The spell must be cast every day for two weeks.  The individual sleeps one night, dreams and wakes up a level 1 character of his choosing.  There is a 50% chance that he will be good and 50% chance he will be evil.  A 40% chance he will be lawful and a 40% chance he will be chaotic and 20% he will be Neutral. .

Druidic Wave    S: Invocation  R: 0’  AOE: Land    Duration Contingent    SC: Wand

        This spell creates an inclusion into the waves of reality that has one of the following effects:

1) Lightning Storm

2) Sword Fight

3) Random Encounter

4) Dungeon Seige

5) Dragon

6) Plague

7) Goblins Massing

                                  8)     Council Made

                                   9)    Wizard Jailed

                                  10)   Demon Summoned 

Giant Strength   S: Alteration   R:  Touch  AOE: 1 Character  Duration 10 Turns   SC: Book

      This spell will grant giant strength in a character who volitionally chooses the giant type.  Constitution check for heart attack (+1/greater giant).

Crushing Blow 2     S: Invocation   R: 0-30’   AOE: 1 Monster   Duration 1 .  SC: Staff

      This is a spell that will bludgeon a monster with terrible force doing 7d6 points damage.  The wizards staff is swept forward for this spell to work.  

Light of Evil     S: Necromancy   R: 0’- 40’   AOE: 1 Monster    Duration Permanent   SC: Crystal

       A spell that will kill and turn into an undead in the service of the wizard a monster of up to 9 h.d.  A white and black ray penetrates the heart of the creature filling it with un-death and the wizard demands service from it.   Evil creatures will agree while good creatures will simply die. 

Substitute Person    S: Invocation    R: 0’   AOE 1 Character   Duration Completion    SC: Staff

       This spell will dimensionally switch two people.  A blue light flashes and the spell is done.

Descend onto Event    S: Divination    R: 0’  AOE: 1 round    Duration Special     SC: Wand

       This is a spell that will reenact a previous round with the capabilities of the present.  As  a memory the spell can be cast at any time in the future.

Star Streak    S: Invocation    R: 150’    AOE: 2-8 Monsters   Duration 1 r.   SC: Wand

      This spell shoots super hot fire at some monsters doing 6d10 pts damage.   The fire is blue and arcs in every which manner. 

Swords:   (Man in world)                                          Fighter Melee:
+1 Arcane Feeling                                                            Arguments to Sway Mind

+2 Egotism                                                                       Attention to Flaws

+3 Emotional Energy                                                       Insulting Character with Sense

+4 Enlightenment                                                             Having a Discernable Character 

+5 Shocking Pain                                                             Cursing Opponents Soul (Swearing) 

+6 Blood Lust                                                                  Enlightenment with Substances such as Light

+7 Mystical Prudence                                                      Shameless Self-Promotion  

+8 Acute Judgments                                                   Wizard Melee:
+9 Insignificance                                                              Juxtaposition of Thoughts

+10 Mental Disturbance                                                   Misappropriation of Places  

                                                                                           Corruption of  Identity 

                                                                                           Enlightenment with Fire

Shields:                                                                             Qualifying with Magical Judgment  
+1 Misdirection                                                                 Mistreatment with Spell  

+2 Repulsing Force                                                            Making a Positive Negative 

+3 Conscious Mind Game                                                 Making a Negative Positive

+4 Incomprehension                                                          Judgment about Life Issues

+5 Powerful Innocence                                                      Criticizing Flaws in Character

Armor:       (Pieces back from other world) These enchantments are lain over the whole armor.

   Each section contains within it enchantments that describe the armor’s primary defense, the way in which blows are absorbed, the character it possesses, its (moral touchstone), [its power], its central idea, and its <driving force> 

                A.C.+2                                      A.C.+1                                A.C.+3                      A.C.+1

+1 (Right to Existence)               +1 (Principled Behavior)          +1 Positioning           +1 <Enlightenment>     

+2 Positivism and Confidence  +2 Consciousness                    +2 <Sensibilities>     +2 Holiness  

+3 Right to Live                          +3 [Status and Clout]               +3 Brutality               +3 Lawful 

+4 <Right to Expand Authority>+4 Arrogance and Attitude       +4 Criminality         +4 (Contempt)

+5 Fairness and Class                 +5 Time’s Authority                 +5 [Cosmic Power]   +5 Mental Duality 

+6 Legalism and Perception       +6 <Charming Personality>     +6 Mind of God        +6 Experiential  

+7 [Righteousness Hatred]          +7 Human Similarities              +7 (Domineering)   +7 [Disturbance] 

          A.C.+1                             A.C.+3                              A.C.+3                               A.C.+2

+1 Intelligence                  +1 (Commanding)             +1 Super Ego                  +1 Political Strength

+2 <Spirituality>              +2 Benevolence                 +2 <Anti-Magic Aura>    +2 <Political Constituents>

+3 Diplomacy                   +3 Vanity and Beauty        +3 Temporal Stasis          +3 Integrity  

+4 Courage                      +4 Comprehension           +4 Missile Immunity       +4 (Egotism)  

+5 [Glory]                         +5 [Star Shine]                   +5 Denial and Disbelief  +5 Mental Domination

+6 Humility                       +6 Invincibility                   +6 [Regeneration]           +6 Masculinity  

+7 (Extroversion)              +7 <Plane Shifts>              +7 (Ethical Authority)     +7 [Opinionated]

        A.C.+3                      A.C.+1                             A.C.+1                              A.C.+2

+1 Love                       +1 Death                       +1 Superiority                   +1Evil Heart 

+2 Independence         +2 Fear                         +2 Talent                          +2 (Hypocrisy)

+3 Understanding       +3 Corruption               +3 (Free Action)               +3 [Symbolic Adornment]

+4 (Innocence)            +4 [Self-Control]          +4 Problems                     +4 Immortality

+5 <Principalities>      +5 Powers                    +5 <Humanity>                +5 Broken Sense

+6 [Manhood]             +6  (Extra Dimension)  +6 Greatness                   +6 Intellectualism 

+7 Nobility                  +7 <Time>                    +7 [Emotionalism]            +7 <Successful>

Gauntlets:        Cloaks:                   Boots:                  Helmet:                          Ring of Protection
+1 Power             +1 Rationality        +1 Surefooted     +1 Clear Mindedness       +1 Melee Expertise

+2 Authority        +2 Dexterous          +2 Haste             +2 Leadership                  +2 Self-Possession

+3 Bigotry           +3 Austerity            +3 Jump             +3 Governance                 +3 Sanctity of Character

                            +4 Invisibility         +4 Flying             +4 Salvation

Sword Enchantments:

+1 Arcane Feeling                 Sword of Death
   This feeling is a thick discomfort laid upon a creature that foils with his character as if it were a pieces of clay.  He writhes in pain under the critical demands this long sword makes as it slides deeper into the body of the victim.  The sword may or may not have an ego.  If it does have an ego then an extra melee attack is allowed.  The sword is made of steel but will look either brown or blue retaining a spiking blackness that twists a creatures character.  Cost: 2000 g.p.

+2 Egotism                            Sword of Domination

  We all grow up thinking we are adults but sometime come across a character that makes us question who we are.  This long sword is the same way and lays into a monster with a multitude of issues and problems most of them unresolved.  When this sword strikes, it demands solutions to the problems and resolutions to the issues and brutally unrelentingly in this manner until the sword is retracted. The opponent’s life becomes terrified in relation to the sword.  Cost: 6000 g,p,

+3 Emotional Energy            Sword of Destruction

  This sword is usually a short sword and has emotions so powerful that it must be kept in a jeweled scabbard.  When the sword pierces or slashes its opponent it is corrupted with the sword’s hate and indignation making the fight absurd and the monster insane with incomprehension. It’s blue aura permanently scars the creature and shocks his nervous system until he passes out or dies.  Cost: 14000 g.p.

+4 Enlightenment                   Sword of Vengeance

  This enchantment makes the metal of the bastard sword an ivory white that ascertains the body’s center to corrupt it in the light of God.  Most creatures do not know the sword’s god but cannot deny it’s divine nature. The sword sheds a candle like white light and when unsheathed forces those struck to know their own evil ad also letting the bearer to know the evil of his enemies.  The sword knows the problems and flaws of the monster and strikes it down with blind fury.  Cost: 20000g.p.

+5 Shocking Pain                    Sword of Power

  These long swords are usually flawed blades enchanted to blame the combatant for it’s imperfection.  It’s life is one of self-loathing and hatred that’s released upon impact.  It is the swords character and can be done every time a strike is made.  Cost: 35000 g.p.

+6 Blood Lust                          Sword of the Vampire

  This sword (usually a long sword) seeks to consume the opponents blood with demonic force.  It is a more of a piercing blade than slashing.  When an opponent is impaled, his blood is devoured by the blade causing fear and horror.  Next, the bearer can twist the sword inside his body for another round doing double melee damage and double bonus damage. The victim can melee at a +2 THAC0 but only with ¼ damage for that round.  Cost: 40000 g.p.

+7 Mystical Prudence                Sword of Angelic Laughter

  This sword is a hypocrite.  We all see things, we all die, memory has become a road to ruin and we are all evil and this sword knows that.  Upon penetration, the victim’s mind reels in pain as the long sword’s judgment turns to hypocrisy.  Also, the feeling of laughter of the imbedded sword blows the victim’s mind into a thousand pieces that spread over his whole history making it un-real.  Physicality is all that’s left and the loser lives in a world that is no longer familiar to him    Cost: 60000 g.p.

+8 Acute Judgments                  Sword of God’s Wrath

  To judge some one is to challenge his existence and this short sword does precisely that.  Judgment affects plans, circumspection, identity, and worship.  To alter these things is to brutally severe these things.  Upon impact the sword will gather the monsters life force

and strike it with God’s judgment causing terrible wounds..  Cost: 100000 g.p.

+9 Insignificance                       Sword of Worldly Contempt

  What is it to be a man?  It is to live a life of greatness and honor.  A life of adventure was yours and you have become divine.  Your opponents fight like cowards being ridicules and absurd in manner.  The confused minds of your adversaries reel from the disdin of this sword that covers you with a penetrating aura rendering them horrified and destroyed as men  This long sword strikes the whole being and spills every kind of blood. The slightest worry or smallest flaw brings forth the power of this sword.  The weilder must be at least 15th level to use this sword.  Cost: 140000 g.p.

+10 Mental Disturbance             Sword of Devastation 

   This two-handed sword has a blue aura to it and when sunk into an enemy his whole nervous system is disturbed into lies.  His life is seen as a waste and this sword is the end of it.  The victim’s mind becomes a waste product and he finds himself helpless in the presence of the wielder. Before melee starts the swords aura causes the bearers enemies to fight with a –4 and approach with a lost initiative.  The item is intelligent and can daze monster 3/day, is purposed to slay servants of particular god, and can use ice storm. It also has 30’ seeing and hearing.  The sword has 15 ego points and Power Attack: Cleave is it’s favorite feat. Cost: 170000 g.p.

