Incantesimi di Sesto Livello

�Accelerated Metabolism (Alteration)

Livello:�6�Componenti:�VSM��Range:�Tocco�Tempo di Lancio�6��Durata:�1D6 Trn+1 Trn/Lvl�Tiro Salvezza:�Nessuno��Area d'effetto:�Una Creatura����This spell speeds up the life processes of the recipient at a rate of 1 day/turn for the duration of the spell. All life processes (sleeping, eating, healing, etc.) progress at this accelerated pace. If insufficient nourishment is provided, the recipient suffers from thirst and starvation. Three rounds of rest per turn must be allowed, otherwise exhaution results and no healing is possible. The other seven rounds per turn must be spent eating and drinking a day's rations. The recipient regains 1 hp/turn for the first seven turns (minus any penalty due to poor constitution). In subsequent multiples of seven turns, characters with constitution bonuses additionally receive their constitution bonus score. In any case, 28 turns of accelerated metabolism heal a character completely.

However, each turn ages the recipient a week (as opposed to a day), due to the stresses of the artificially high metabolic rate. Note that the character does not move or fight any faster than normal. Also, if the recipient of the spell is unwilling, a saving throw is applicable.

The material component for this spell is a candle, which must be lit at both ends. The candle must burn for the duration of the spell; if it is extinguished, the spell ends prematurely. The candle is completely burned if the spell runs its normal course. (Dragon # 148)

Acid Rain (Evocation)

Livello:�6�Componenti:�VSM��Range:�10 yards + 5 yard/Lvl�Tempo di Lancio:�6��Durata:�1 round per 3 levels�Tiro Salvezza:�1/2��Area d'effetto:�10 square feet + 5 square feet per 2 levels����This spell will cause a sheet of corrosive acid to fall from the sky (actually, it will appear 10 feet over the target spot). All creatures or objects underneath will be subject to its effects. The acid will corrode wood, metal, cloth, and flesh. The initial inundation will cause 1d6 damage per level (with a maximum of 10d6). A successful saving throw will cause half damage, and adds +1 to subsequent saves. All items exposed to the acid must also save. If a magical item saves successfully, no further saves are necessary. 

Armour loses one point of armour class per round. If it loses all of its points, it disintegrates and falls to the ground. Weapons lose one point per round. The number of points is determined by size (L=3, M=2, S=1). When all points are gone, the weapon is too weak to use in combat. 

All damage done to items (other than loss of magical properties), can be repaired with a Mend spell, or the like, unless the item was destroyed. Subsequent damage to flesh is 1d6 per round. All subsequent damage can be avoided if victims immerse themselves in water, to wash off the acid. 

The material components of this spell are rain water and sulpher. 

Alpha's Firefountain (Alteration)

Livello:�6�Componenti:�VSM��Range:�10 Yarde/Lvl�Tempo di Lancio�6��Durata:�Speciale�Tiro Salvezza:�Speciale��Area d'effetto:�Speciale����This spell is similar to the 4th level Alpha's Firefall spell, but is more powerful in two ways. First, the spray of liquid fire burns for a total of three rounds, inflicting 3d6 damage the first round, 2d6 the second, and 1d6 the third. There is no saving throw vs. the damage inflicted by the spray. Second, the caster is able to throw up one prominence of flame (for 4d10 fire damage the first round, and 2d10 the second, with a save vs. breath weapon to halve damage) for every six levels of the caster (rounding off all fractions). The material component is a lump of pitch, sulfur, saltpeter, and magnesium and an available fire source.

Alpha's Rainbow Warrior (Evocation, Summoning)

Livello:�6�Componenti:�VSM��Range:�5 Yarde/Lvl�Tempo di Lancio�1 Round��Durata:�1 Round/Lvl�Tiro Salvezza:�Nessuno��Area d'effetto:�Speciale����This spell invokes energy and the spirit of a creature from the Quasi- Elemental Plane of Radiance. The Rainbow Warrior has as many hit points as the caster would at full health, and attacks as a fighter of half the caster's level. The Warrior has an armour class of 0, and can only be struck by magical weapons. It attacks with a spear of radiance, which causes damage the same way as the 2nd level Rainbow Beam spell if the target is struck. As with that spell, the caster has a 5% per level chance of selecting the colour of the spear, otherwise it is random. The Rainbow Warrior may fly at a movement rate of 24, but it has no real substance and cannot touch nor carry any material object. Creatures dwelling on or drawing power from the Negative Material Plane or Plane of Shadow suffer 1d6 damage every round that they are within 20' of the Rainbow Warrior, as it sheds a bright globe of light strongly infused with energy from the Positive Material Plane. The Rainbow Warrior is unaffected by poison, paralysis, petrification, fire, electricity, gas, or acid. Unholy water causes it 2d4 damage, and cold attacks do full normal damage. Negative energy attacks gain a bonus of +1 per die of damage, and any spells involving darkness cause the Rainbow Warrior 2d6 damage per level of the spell, though the darkness spell will then be dispelled. Any darkness spell coming into contact with the 20' globe of light surrounding the Rainbow Warrior must be checked as if Dispel Magic was being cast at the level of the summoner of the Warrior. Only one such dispelling attempt is possible for each darkness spell that could be affected, although the Warrior can automatically dispel any darkness spell by touching the area of effect, but it will suffer damage as if the spell had been cast specifically at him. Dark-dwelling creatures (e.g. drow, duergar) are affected by the Rainbow Warrior's globe of light as they would be by Continual Light. The material component of this spell is a clear diamond worth not less than 5000 gp.

Alpha's Starlight Citadel (Conjuration/Summoning)

Livello:�6�Componenti:�VSM��Range:�30 Yarde�Tempo di Lancio�1 Turno��Durata:�Speciale�Tiro Salvezza:�Nessuno��Area d'effetto:�Speciale����This spell can only be cast in an area under star- or moonlight. When cast, it brings into being a deep blue-black tower of magical metal, with many faint silvery gleams. This tower is in all respects similar to a Daern's Instant Fortress (q.v.) except that it grows slowly during the course of the casting, and so no creature able to move could possibly be harmed by its expansion. The door to the Citadel is Wizard Locked at the caster's level. One creature for each level of experience of the caster may be designated in the casting of the spell, and such creatures may freely open the door, though the caster may override this at any time by mental command. The magic of the walls of the citadel prevents the passage of any creature ethereal, astral, or out-of-phase creature. Teleportation into and out of the tower is still possible. This spell lasts until the first rays of direct sunlight strike the tower, but it cannot last longer than 2 hours + 1 hour per level of the caster in any event. The material component is a star sapphire and a small steel carving of a tower.

Alter Occurrence (Conjuration/Summoning, Invocation/Evocation)

Livello:�6�Componenti:�V��Range:�Ilimitato�Tempo di Lancio�Speciale��Durata:�Permanente�Tiro Salvezza:�Speciale��Area d'effetto:�Speciale����This spell is a weaker version of the 7th level wizard spell limited wish. Alter occurrence enables the wizard to alter the way an event in the very recent past actually occurred. For the casting of the spell, the wizard recounts an event which occurred up to two rounds previous which he viewed firsthand. The wizard, while recounting the incident, modifies it in the way which he would have liked for it to occur. At the end of the casting, the past will be rewoven along the lines of the caster's version, by a base guideline of 3% per level of the caster. (For instance, Johann, a 12th level wizard, uses the spell to make a freak gust of wind blow an arrow totally off course which shot his companion Rykor in the heart a few seconds ago -- a critical hit. Johann has a 36% chance to make the arrow miss, else it still hits doing regular damage. If Johann had asked for the arrow to have missed Rykor's heart, it might have still hit Rykor but would have done only 100% - 36 = 64% of the designated damage.)

This spell will automatically modify the perceptions of the past for all of those, other than the caster, who were present during both the modified and unmodified events unless they make a saving throw vs. spells. Alter Occurrence cannot be used to raise character abilities (even temporarily) or mimic other magical effects. Frequent use of this spell may cause the wizard to go insane; make an INT check with a cumulative -1 penalty each time the spell is used by the same caster over a one week period, or suffer a random type of insanity.

Alter Occurrence is a spell published by the wizard Saridan Hysakai after over a decade of study (an unknown amount of which was spent at the Plane of Time). Saridan subsequently went insane.

Animate Gem Eyes (Necromancy)

Livello:�6�Componenti:�VSM��Range:�10 Yarde�Tempo di Lancio�1 Turno��Durata:�Permanente�Tiro Salvezza:�Nessuno��Area d'effetto:�1 Scheletro����Questo incantesimo permette di animare uno scheletro umano o semiumano e di trasformarlo nella forma di Undead conosciuta come Gem Eyes. I componenti materiali richiesti sono quelli di un Animate Deadd (sangue e un pezzo d'ossa) e le gemme da inserire negli occhi dell'undead, e il lancio dell'incantesimo che deve essere prodotto dalle gemme.

Naturalmente deve essere presente anche lo scheletro da animare che deve essere intatto.

Qui di sequito sono riportate le statistiche dei Gem Eyes, tratte da Dragon ???VERIFICA???

Gem Eyes: AC 7; MV 12; HD 4+2; #AT 1; Dmg 1d6 o by weapon type; SA spell; SD as skeleton 

Gem�Effect��Ruby Eyes�Burning Hands, dmg 1d3+20; 3 volte al giorno��Sapphire Eyes�Luck all'animatore, +2 ai suoi ST e al To Hit se nel raggio di 18 metri dal gem eyes��Diamond Eyes�Haste su se stesso, 3 volte al giorno; per 12 round ogni volta;��Amethyst Eyes�Phantasmal Force; 2 volte al giorno; deve essere pre-programmata dal caster��Opal Eyes�Mirror Image; 3 volte al giorno; Numero di immagini come per caster,��Pearl Eyes�Sleep; 3 volte al giorno;��Obsidian Eyes�Darkness 45m di raggio; 3 volte al giorno��Emerald Eyes�Ray of Enfeeblement by touch; riduce a forza 5 -2 to Hit, -1 Dmg, -2 al To Hit se fallito ST.��(Howard Alaan Treesong)

Animate Shock Bones (Necromancy)

Livello:�6�Componenti:�VSM��Range:�10 Yarde�Tempo di Lancio�1 Turno��Durata:�Permanente�Tiro Salvezza:�Nessuno��Area d'effetto:�1 Scheletro����Questo incantesimo permette di animare un numero di scheletri umanoidi in numero pari alla meta' del livello del caster e di renderli Shock Bones.

Sono richiesti gli stessi componenti materiali che per un Animate Dead (ossa e sangue) piu' un Lighting Bolt lanciato sui resti da animare, al termine dell'incantesimo. 

Statistiche degli Shock Bones (tratte da Dragon ???VERIFICA???)

Shock Bones AC 7; MV 12; HD 1; #AT 1; Dmg 2d6 (elettricita'); SA elettricita'; SD As skeleton, chi li colpisce con armi metalliche soffre 2d6 punti di danno da elettricita'; scacciati come Zombie.

Annihilate Matter (Invocation/Evocation)

Livello:�6�Componenti:�VSM��Range:�10 metres per level�Tempo di Lancio:�6��Durata:�1 turn per level�Tiro Salvezza:�Negates��Area d'effetto:�1-yard radius sphere����This spell causes a spherical region 1 metre in radius to appear anywhere within range of the wizard. In this region all matter vanishes. When it appears, a hurricane-force wind blows into the sphere as the air inside it is annihilated. All human-sized or smaller creatures in the vicinity who have no means of support must make a saving throw versus magic or lose their balance and be sucked into the sphere and destroyed (in which case a Wish or possibly a Limited Wish is required to recover them). “Means of support” can include for example, holding onto something solid, being held by another character, being under the influence of a Fly spell or having the natural ability to fly or levitate (e.g. a beholder). 

Note that the wizard is not necessarily immune to being sucked into the sphere. Light objects which are not being held by anything or anyone e.g. papers lying on a desk, are also liable to be sucked into the sphere and destroyed. Anything thrown into the sphere, short of an artifact or relic, is automatically destroyed. While the sphere can move under control of the wizard, it is not a useful weapon because it moves only at walking pace, hence even the clumsiest creature can easily dodge it. If an attempt is made to actually cast the spell at a target, a saving throw indicates whether the target dodges or is hit and destroyed. A successful Dispel Magic will destroy the sphere, otherwise it neither affects nor is affected by spells. 

Anti-Magic shell (Abjuration)

Livello:�6�Componenti:�VS��Range:�0�Tempo di Lancio:�1��Durata:�1 Turno per livello�Tiro Salvezza:�Nessuno��Area d'effetto:�1 piede di diametro dalla sfera per livello����Per mezzo di questo incantesimo, il Wizard si circonda di una barriera invisibile che si muove con lui. L’area all’interno della barriera è totalmente impenetrabile da tutta la magia e da tutti gli effetti magici, impedendo così il passaggio di incantesimi e dei loro effetti. Allo stesso modo, impedisce il funzionamento di qualsiasi oggetto magico, o di incantesimi presenti al suo interno. L’area è, allo stesso modo, impenetrabile dalle armi (breth, gaze e noice). Il riparo antimagia tiene a distanza creature affascinate, convocate o evocate. Non può essere comunque forzatamente mandata contro creature che terrebbe a distanza; qualsiasi tentativo di questi creerà una pressione tangibile contro la barriera e una pressione continua interromperà l’incantesimo. Creature incontrate normalmente (es.: un troll normalmente incontrato anziché un conjured) può entrare nell’area come possono fare le normali armi da lancio, le frecce ed i dardi. Inoltre, quando una spada magica non funziona all’interno dell’area rimane sempre una spada. Nota che creature nel loro piano di esistenza sono creature normali in esso. Quindi nel piano elementele del fuoco un elementare del fuoco incontrato casualmente non può essere tenuto a distanza da questo incantesimo. Manufatti, reliquie e creature del rango di semidei o più alto, non sono colpiti da una magia mortale come questa. Se il caster è più grande dell’ area racchiusa dalla barriera è possibile considerare parti della sua persona come esposte, quali esse siano spetta al DM deciderlo. Un incantesimo di Dispel Magic non rimuove l’incantesimo; il caster può però farlo terminare a comando. (PHB)

Augmentation II (Invocation/Evocation)

Livello:�6�Componenti:�VS��Range:�0�Tempo di Lancio:�7��Durata:�3 turns�Tiro Salvezza:�None��Area d'effetto:�Special����This spell functions like the 3rd-rank augmentation I spell in that it augments the damage inflicted by spells. Five spells of ranks 1-3 may be affected. For each die of damage rolled, the caster adds one point t to the damage total.

The augmentation II spell affects only the first five spells cast within the duration of the augmentation. Only spells which cause direct physical damage are affected by augmentation.

The material component is a pair of concentric circles of electrum or gold. (TOME???)

Aura (Divination) Reversible

Livello:�6�Componenti:�VS��Range:�0�Tempo di Lancio�1 Round��Durata:�1 Turno; 24 Ore�Tiro Salvezza:�Nessuno��Area d'effetto:�Diametro di 1 Miglio/Lvl����This spell allows the wizard to read the aura of an area, determining the basic alignment and magical tendencies of most of the inhabitants and items in the area. When cast, an aura appears over every dwelling or structure within the area of effect indicating whether most or the principal occupant is good, evil, lawful, neutral, or chaotic. In addition, areas with a high concentration of magic are also revealed. Standing on a hill overlooking a village, the wizard casts this spell. Each of the houses in the village begins to glow, indicating the primary nature of the inhabitants. Thus, the wizard is able to note the homes of good people, evildoers, and lawful types. Temples and shrines have a magical glow because they are more predisposed to magic than other areas. Likewise, haunted and cursed areas have an appropriate aura. The aura even appears over dwellings the caster cannot directly see - a faint glow over the treetops might indicate a hut or cave deep in the woods.

The reverse of this spell, Mask, hides the aura of any one dwelling from detecion by the Aura spell, for a 24 hours period. (OA)

Azura's Black Scythe (Necromancy, Evocation)

Livello:�6�Componenti:�VS��Range:�10 Yarde�Tempo di Lancio�6��Durata:�1 Round/2 Lvl�Tiro Salvezza:�Speciale��Area d'effetto:�3 Yarde in un arco di 180°����The black scythe is a fearsome weapon to behold, stretching 8' and immolated in wispy green flames. It sweeps a 10' long, 180 degree arc and can hit all targets within its area as a monster of the caster's hit die. Creatures up to 4+1 hit dice are slain instantly, while those above 4+1 hit dice but below 8+3 must save vs. spells or be stunned for 2-5 round. Those who possess 8+3 hit dice up to 10 hit dice must save vs. spells or be slowed for 1-4 rounds. All effects are cumulative. The scythe inflicts 1d10 damage in addition to its other effects. The material component is a miniature sickle with an ebony shaft and an adamantine blade costing 500 GP to construct.

Ballant's Stonesplit (Evocation)

Livello:�6�Componenti:�VSM��Range:�Tocco�Tempo di Lancio�6��Durata:�Permanente�Tiro Salvezza:�Speciale��Area d'effetto:�1000 piedi cubici di pietra/Lvl����The wizard who casts this spell cleaves the next stone object he touches, the force from his fingertips manifesting in a spray of light and a thick, winding crack that appears in the stone with considerable force. The crack reduces an amount of stone to rubble equal to the spell's area of effect, but it does nothing to clear the rubble away. For example, a 12th Level wizard touching a 100'-long by 10'-thick by 30'-high stone wall cracks to rubble a 40'-wide section. Rubble fills the gap to a height of half that of the original wall and sloping away from each side at al 45 degree angle. There is a three-segment delay between the mage's touch and the full extent of the spell's damage, which is usually enough time for a mobile caster to escape being crushed by his own spell. A successful `Dispel magic' during this interval negates `Ballant's stonesplit'. If this spell is cast on a stone floor, a fissure opens and the rubble settles quickly, dropping the floor 1-4' and causing 1-4 hp damage to all in the area of effect. 

The devastating effect of this spell when cast on a stone ceiling is limited both by its range (touch) and by its three- segment delay (enough time for the caster to get out of the was is enough time for anyone else to get away). `Ballant's stonesplit' causes great damage to stone-composed creatures (such as galeb duhr) -- 1-8 hp damage per Level of the caster, or half is a save vs. spells is made -- although the caster must first score a hit in melee. This spell automatically obliterates a petrified character. Magical items composed of stone are allowed to save (at -4) vs. disintegration to avoid destruction. The material component for this spell is a single diamond- tipped chisel worth at least 1,000 gp, which disappears when the spell is cast. (Dragon # 145)

Bigby’s Forceful Hand (Evocation)

Livello:�6�Componenti:�VSM��Range:�10 yarde per livello�Tempo di Lancio:�6��Durata:�1 round per livello�Tiro Salvezza:�Nessuno��Area d'effetto:�speciale����La Bigby’s Forceful Hand è una versione più potente della Bigby’s Interposing Hand. Crea una mano di grandezza variabile da umana (0.5', 15 cm) a gigantesca (21', 6,3 m) che si piazza tra Il caster ed un opponente prescelto. Questa mano senza corpo si muoverà sempre in modo da rimanere tra i due, qualsiasi cosa il caster faccia o per quanti tentativi faccia l’avversario di girarci intorno. In ogni caso la Forceful Hand eserciterà una pressione sull’avversario. Questa forza spingerà via una creatura di peso 500 libbre (250 Kg) o meno, rallenterà il movimento a 10'/round se la creatura pesa tra le 500 e le 2000 libbre (250-1000 Kg) o rallenterà del 50% se la creatura pesa più di 2000 libbre. La creatura viene allontanata fino al massimo raggio dell’incantesimo o sino a quando bloccata da una superficie non cedevole. La mano in se non procura danni. La Forceful Hand ha AC 0, tanti punti ferita quanti il caster in piena salute e svanisca se distrutta. Il caster può fare in modo che si ritiri (per esempio per rilasciare un avversario intrappolato) o farla scomparire a suo comando. Il componente materiale è un guanto. (PHB)

Bigby's Strangulation (Evocation)

Livello:�6�Componenti:�VSM��Range:�5 yards per level�Tempo di Lancio:�6��Durata:�1 round per level�Tiro Salvezza:�Special��Area d'effetto:�One creature����Bigby's strangulation creates a pair of disembodied hands sized for the victim (up to 1 foot tall per level of the wizard). These hands materialise around the victim's throat and commence strangulation. The victim suffers 1 point of damage the first round, and each round thereafter, sustains double the last round's damage. 

Saving throws: A save is permitted at the beginning of the attack, and if successful, the spell is ruined. Each round after the first, a save for half damage (for that round) is permitted, as the victim is struggling to keep his windpipe open. Needless to say, the victim may engage in no other activity. 

The hands cannot be attacked physically, but a successful Dispel Magic, a wand of negation, a hungry disenchanter, etc. will destroy them. The material component is a pair of gloves made from the skin of a constricting snake, such as a python or boa constrictor. Upon casting, the gloves vanish (and are worn by the strangling hands). Once the spell is cast, the wizard need not maintain concentration for it to work. 

Bigbys Besieging Bolt (Evocation)

Livello:�6�Componenti:�VSM��Range:�Speciale�Tempo di Lancio�1 Round��Durata:�1 Round/2 Lvl�Tiro Salvezza:�Nessuno��Area d'effetto:�Speciale����This spell is similar to magic missile. When the spell is cast, the mage is able to fire one magic siege bolt for every two Levels of the caster. The bolt will behave as a given siege engine missile in range and effect. The type of siege missile the bolt mimics depends on the caster's Level.

Magic-user's Level �Mimicked Missile Seige Engine��12th�catapult, light��14th�catapult, heavy��16th�trebuc��The bolts must be launched at the rate of one every two rounds in succeeding rounds. During this time the caster can do nothing else. If the spell is interrupted, no additional bolts can be launched. The bolts strike their target unerringly. The material component is a small stone sprinkled with diamond dust. (GHA)

Blackmantle (Necromancy, Enchantment)

Livello:�6�Componenti:�VSM��Range:�60 Yarde�Tempo di Lancio�1 Round��Durata:�1 Turno/Lvl�Tiro Salvezza:�Nega��Area d'effetto:�15 piedi di raggio����Blackmantle creates a shimmering aura around all creatures within the affected area that negates all healing and regeneration, both natural and magical. For instance, a Potion of Healing has no effect on a creature under the influence of Blackmantle, a troll cannot regenerate lost hp, and Cure Light Wounds is useless.

Blackmantle is negated for any target creatures who make successful saving throws. Otherwise, it persists for 1 turn per level of the caster. If the creatures are still alive at the end of the spell's duration, any active curative forces will operate normally; for instance, a Ring of Regeneration will resume its funciton. However, consuming a Potion of Healing or applyng a Staff of Curing while Blackmantle is in effect will have no effect when Blackmantle wears off, since these types of magic work instantly. In such cases, the dose of Potion of Healing and the charge from a Staff of Curing are not only wasted, but the aura generated by blackmantle actually negates the Potion of Healing or the Staff of Curing, rendering it useless. If a Potion of Healing or Staff of Curing is applied after the spell wears off, the healing magic works normally.

The material components for this spell is a small mummified animal, such as a mouse or a toad (PHBR4)

Blade of Doom (Evocation)

Livello:�6�Componenti:�VS��Range:�20 yards�Tempo di Lancio:�7��Durata:�Up to 1 year�Tiro Salvezza:�Special��Area d'effetto:�One creature����Blade of doom is a specialized type of curse. When cast upon the target, a large blade of magical force appears above the target. This blade is visibly only to the caster, those who can see invisible items, and those who cast a detect magic spell on the target. The blade is poised to drop on the target’s head when a particular action occurs, such as the speaking of a particular word, beginning to cast a spell, or drawing a weapon.

If the condition is met, the blade immediately drops upon the target, inflicting one point of damage per level of the caster. A successful saving throw vs. spells negates this damage.

The caster of the spell can dispel it at will, as can such magic as a limited wish or wish. A simple dispel magic has no effect on the blade of doom. Only one blade of doom can be cast on a particular individual at a time.

Blade of doom is a very long-lasting spell. Unless dispelled by the caster, it can last up to one year before its energies run out. It is used usually as a method of vouchsafing an individual’s good conduct in negotiations and occasionally as a form of wizardly punishment to those who offend a wizard or are seeking their favors.

The material component of this spell is a small scimitar carved of rock crystal (value 300 sp), diamone, or clear sapphire (value 3,000 sp). (TOME???).

Block Teleport (Abjuration)

Livello:�6�Componenti:�VS��Range:�0�Tempo di Lancio�6��Durata:�1 Turno/Lvl�Tiro Salvezza:�Nessuno��Area d'effetto:�Sfera di 100 piedi����This spell prevents anyone from teleporting into or out of the area of effect while the spell is in effect. It will not effect homing teleport spells (e. g. word of recall). It will also not effect gates.

Bloodstone’s Spectral Steed (Necromancy)

Livello:�6�Componenti:�VS��Range:�10 yards�Tempo di Lancio:�1 round��Durata:�1 hour/level�Tiro Salvezza:�None��Area d'effetto:�Special����This spell allows a wizard to create a quasi-real, vulture-like creature. The flying steed can carry the caster and one other person per three levels of the wizard’s experience. All passengers must be specifically named during the casting.

The spectral steed looks like a huge, skeletal vulture with tattered wings. As it flies, it utters hideous screeches that echo through the sky. The spectral steed flies at a movement rate of 4 per level of the caster, to a maximum movement rate of 48. It appears with a bit and bridle, plus one saddle per passenger.

All normal animals shun the spectral steed and only monsters will attack it. The mount has AC 2 and 10 hit points plus 1 hit point per level of the caster. If it loses all of its hit points, the spectral steed disappears. It has no attack mode.

The material component is a hollow bone from a vulture’s wing, which must be carved into a whistle and blown when the spell is cast. (TOME???)

Chain Lightning (Evocation)

Livello:�6�Componenti:�VSM��Range:�40 + 5 yarde/Lvl�Tempo di Lancio:�5��Durata:�istantanea�Tiro Salvezza:�1/2 o Nega��Area d'effetto:�speciale����Questo incantesimo crea una scarica elettrica che inizia come un singolo fulmine di 2,5 piedi (75 cm) di ampiezza con origine dalla punta delle dita del caster. Al contrario del Lighting bolt questo incantesimo dopo aver colpito inizialmente un oggetto o una creatura, prosegue poi per colpire gli altri oggetti o creature all’interno del raggio di azione perdendo però energia dopo ogni rimablzo.

Il fulmine infligge inizialmente 1d6 punti di danno per livello del caster sino ad un massimo di 12d6 (la metà se la creatura o l’oggetto fa il suo ST). Dopo il primo colpo il fulmine prosegue verso la creatura (o l’oggetto) più vicina. Ognuno di questi “salti” riduce la forza del fulmine di 1d6.

Ogni creatura o oggetto magico colpito ottiene un ST vs. Spell. Il successo del tiro indica che la creatura soffrirà soltanto di metà danno. La catena può colpire tante volte (compreso il primo oggeto o creatura) quanti sono i livelli del caster, inoltre ogni oggetto o creatura può essere colpito solo una volta. Quindi un fulmine lanciato da un Wizard di 12° livello potrà colpire sino a 12 volte causando sempre meno danno ad ogni colpo. Il fulmine continuerà a colpire sino a quando non avrà colpito il massimo numero di creature o di oggetti, sino a quando non colpisce un oggetto che lo scaricherà a terra (barre di ferre interconnesse di una cella o di una gabbia, una grande pozza liquida, ecc.), o sino a quando non ci sono più oggetti o creature da colpire. La direzione non è importante nella catena dei fulmini. La distanza è un fattore importante; una scarica non può eccedere la massima distanza. Se l’unica scarica possibile eccede il massimo raggio possibile il colpo si disperderà nel nulla. Creature immuni all’elettricità possono essere colpite (anche se non risentiranno di nessun danno). Attenzione anche al fatto che la catena di fulmini può ritornare a scaricarsi sul lanciatore!

I componenti materiali sono: un po’ di pelo, un pezzo d’ambra, vetro o una bacchetta di cristallo e uno spillo per ogni livello di esperienza del caster. (PHB)

Claws of the Umber Hulk (Alteration)

Livello:�6�Componenti:�VS��Range:�Touch�Tempo di Lancio:�1 round��Durata:�1 turn/level�Tiro Salvezza:�None��Area d'effetto:�One creature����When this spell is cast, the subject’s hands widen and his fingernails thicken and grow, becoming equivalent in size and power to the iron-like claws of an umber hulk. The transformation takes one full round and is excruciatingly painful, requiring a system shock roll. A failed roll causes the subject to suffer 3d4 points of damage.

The subject can burrow as an umber hulk, cutting through 10 feet of solid stone or 60 feet of soil per turn. The only limitation to this is the subject’s stamina; at the end of each turn of burrowing, the subject must succeed a Constitution check or be forced to rest for one turn.

Burrowing through soil does not necessarily create a passable tunnel. If the subject wishes to make a passage in which others can travel or that he can exit when the spell ends, he must dig at a rate of 30 feet per turn. Cutting a tunnel through solid rock does not require extra care or time.

The recipient of this spell can make two claw attacks per round, each inflicting 2d6 points of damage plus any Strength bonuses. Each attack is made with a -2 penalty to hit. This penalty applies until the subject has made two successful consecutive attacks, at which time he is accustomed to using the claws. The penalty is dropped for the remainder of the spell. The material component is an umber hulk’s claw. (TOME???)

Conjure Animals (Conjuration/Summoning)

Livello:�6�Componenti:�VS��Range:�30 yarde�Tempo di Lancio:�6��Durata:�1 round per livello�Tiro Salvezza:�Nessuno��Area d'effetto:�speciale����Questo incantesimo permette al Wizard di creare magicamente uno o più mammiferi per attaccare i suoi avversari. Gli HD totali dei mammiferi non possono eccedere il doppio del suo livello (se derminati casualmente) o il suo livello se uno specifico tipo di animale è richiesto (si veda il DMG). 

Quindi un Wizard del 12° livello può evocare casualmente due mammiferi con 12 HD, quattro con 6 HD, sei con 11 HD, otto con 3 HD, dodici con 2 HD o ventiquattro con 1 HD. Considerte ogni bonus di +1 agli HD come 1/4 di HD, quindi una creatura con 4 + 3 HD corrisponderà a 4 e 3/4 (4,75) HD. Le creature create esisteranno per 1 round per livello del Wizard creante o sino a quando vengono uccise. Essi seguiranno i comandi verbali del caster. Gli animali creati attaccheranno i nemici del Wizard, ma faranno resistenza se usati per qualsiasi altro motivo.

Contingency (Evocation)

Livello:�6�Componenti:�VSM��Range:�0�Tempo di Lancio:�1 turno��Durata:�1 giorno per livello�Tiro Salvezza:�Nessuno��Area d'effetto:�Il caster����Per mezzo di questo incantesimo il Wizard è capace di lanciare un altro incantesimo su se stesso in modo che quest’ultimo entri in azione al verificarsi di condizioni specificate al momento del lancio dell’incantesimo. L’incantesimo di Contingency, e l’incantesimo che entrerà in azione vengono lanciati allo stesso momento (il tempo di lancio di un turno è comprensivo di entrambi gli incantesimi). L’incantesimo che entrerà in azione dovrà essere del tipo che ha effetto sulla persona del Wizard (Feather Fall, Levitation, Fly, Statue, Feign Death, ecc.), di livello non superiore di 1/3 del livello di esperienza del Wizard (approssimata per difetto) e mai superiore al sesto livello.

Livello del caster �Livello dell’incantesimo��12 - 14�4��15 - 17�5��18+ �6��Soltanto un incantesimo di Contingencypuò essere piazzato sul Wizard in qualsiasi momento; se un secondo vi sarà lanciato, il primo (se ancora attivo), scomparirà. La condizioni richieste per portare l’incantesimo in azione devono essere chiare, anche se possono essere alquanto generali.

Per esempio un incantesimo di Contingency lanciato su un incantesimo di Airy water stabilirà che quando Il caster sarà immerso in acqua, oppure circondato da acqua o immerso in un licquido simile ad essa, l’incantesimo Airy water entri immediatamente in azione. Oppure l’incantesimo di Contingency renderà operativo un incantesimo di Feather fall quando il Wizard in qualsiasi momento, si trovasse a cadere per più di due piedi. In ogni caso l’incantesimo di Contingency renderà immediatamente attivo l’incantesimo secondario, quest’ultimo sarà lanciato istantaneamente quando si verificheranno le condizioni specificate.

Attenzione al fatto che se si richiedono condizioni complicate o contorte, l’intero apparato dell’incantesimo (Contingency più incantesimo secondario) può fallire quando chiamato ad agire. 

I componenti materiali di questo incantesimo (a cui vanno aggiunte quelli dell’incantesimo secondario) sono: argento vivo del valore di 100 GP, ciglia di un ogre mage, Ki-rin o altra creatura simile che lanci incantesimi

Inoltre, l’incantesimo richiede una stauetta raffigurante il Wizard intagliata in avorio di elefante (che non viene distrutta, ma può rompersi o consumarsi) che deve essere portata con se dal caster affinché l’incantesimo funzioni. (PHB)

Control Weather (Alteration)

Livello:�6�Componenti:�VSM��Range:�0�Tempo di Lancio:�1 turno��Durata:�4d6 di ore�Tiro Salvezza:�Nessuno��Area d'effetto:�4d4 di miglia quadrate����L’incantesimo di Control Weather permette ad un Wizard di cambiare il clima nell’area locale. L’incantesimo influisce sul tempo per 4d6 ore in un’area di 4d4 miglia quadrate (4d4 * 2,6 Kmq). Richiede un turno per essere fatto e 1d4 di turni affinché se ne possano sentire gli effetti. Le condizioni climatiche attuali sono decise dal DM, a seconda del clima e della stagione. Le condizioni del clima sono costituite da tre componenti: precipitazioni, temperatura e vento. L’incantesimo cambia tali condizioni in base alla tabella che segue:

Precipitazioni�Temperatura�Vento��CIELO TERSO�MOLTO ALTA�CALMO��Molto chiaro�Calore soffocante�Calma mortale��Leggermente nuvoloso o nebbioso�Alta�Vento leggero��PARZIALMENTE NUVOLOSO�ALTA�Vento moderato��Cielo terso�Molto alta�VENTO MODERATO��Nuvoloso�Fresca�Calmo��Foschia/Pioggia leggera�FRESCA�Vento forte��/Piccola Grandine�Calda�VENTO FORTE��Nevischio/Neve leggera�Fredda�Vento moderato��NUVOLOSO�FREDDA�Bufera��Parzialmente nuvoloso�Fredda�BUFERA��Nubi cupe�Fredda artica�Vento forte��Nebbia��Tempesta��Acquazzone/grandinata��TEMPESTA��Grandinata/Nevicata��Bufera����Uragano-tifone��L’intestazione in maiuscolo rappresenta la condizione climaticha esistente. Le indicazioni in minuscolo sotto a ciascuna intestazione in maiuscolo sono le nuove condizioni in cui il caster può trasformare quelle esistenti. In aggiunta, il castrer può controllare la direzione del vento. Per esempio, un giorno che è terso, caldo e con vento moderato può essere controllato per diventare nebbioso, bollente e calmo. Le contraddizioni non sono possibili —ad esempio, nebbia e forti venti. Diversi incantesimi di Control Weather possono essere usati unicamente in successione.

I componenti materiali sono incenso che brucia e pezzetti di terra e legno mescolati in acqua. Ovviamente l’incantesimo funzionerà solo in zone dove esistono le appropriate condizioni climatiche. (PHB)

Copyright (Divination, Abjuration)

Livello:�6�Componenti:�VSM��Range:�0�Tempo di Lancio�1 Giono��Durata:�Permanente�Tiro Salvezza:�Nessuno��Area d'effetto:�1 Incantesimo����Cast before starting spell research. Spell can not be researched except with permission of one who researched the spell or by the use of a Limited Wish. A full Wish enables learning & ability to teach others (variant of Secrecy spell). If mage dies, require speak with dead to get permission.

Coradon's Cataclysmic Corinary (Invocation/Evocation, Necromancy)

Livello:�6�Componenti:�VS��Range:�Tocco�Tempo di Lancio�2��Durata:�1 Round/2 Lvl�Tiro Salvezza:�Speciale��Area d'effetto:�1 Creatura����After this spell is cast, the wizard must make a successful attack in melee to affect the target. The wizard's normal THAC0 is used with a +2 modifier to hit. The spell will last until a hit is scored, or until the duration expires, whichever comes first. If a hit is made, the victim suffers a massive heart attack and must make a successful system shock roll or die. Even if this roll succeeds, the target suffers damage equal to 1d4 + 1 per level of the caster.

Create Ghast (Necromancy)

Livello:�6�Componenti:�VSM��Range:�Tocco�Tempo di Lancio�2 Ore ��Durata:�Permanente�Tiro Salvezza:�Nessuno��Area d'effetto:�Speciale����This spell creates up to one ghast per six levels of the caster, and these ghasts will follow the commands of their creator to the best of their ability. Each ghast is formed from the corpse of a human slain by a ghoul or ghast who has not yet risen as a ghoul itself. These corpses are the material components of the spell. As implied above, humans killed by a ghast will rise as ghouls to follow the pack.

Dead Man's Eyes (Necromancy)

Livello:�6�Componenti:�VSM��Range:�Speciale�Tempo di Lancio�1 Round��Durata:�1 Round/Lvl�Tiro Salvezza:�Speciale��Area d'effetto:�Speciale����Dead Man's Eyes causes the whites of the caster's eyes to turn black and his pupils to reshape themselves into small white skulls. The caster can affect one victim per round, providing the victim is within 3 feet of the caster and meets his gaze. Victims are affected as follows:

�SIMBOLO 149 \f "Times New Roman" \s 10 \h�	-) Victims of 2 HD of fewer instantly die. No saving throw is allowed.

�SIMBOLO 149 \f "Times New Roman" \s 10 \h�	-) Victims of 2+ to 5 HD instantly die unless they save vs Death Magic at a -2 penalty. Those who succeed in their saving throws suffer 2d6 hp damage.

�SIMBOLO 149 \f "Times New Roman" \s 10 \h�	-) Victims with 5+ HD or more suffer 2d6 hp of damage unless they save vs. Death Magic.

If the caster's gaze is reflected back on him (by a mirror, calm water, etc..), he must make a saving throw vs spells or suffer the same effects as a 5+ HD victim. At the end of the spell's duration, there is a 5% chance that the caster will become blind for the next 1d6+4 hours.

The material components for this spell are two eyeball sized glass marbles. The marbles must be the same color as the caster's eyes. (PHBR4)

Death fog (Alteration/Evocation)

Livello:�6�Componenti:�VSM��Range:�30 yarde�Tempo di Lancio:�6��Durata:�1d4 + 1 Round/Lvl�Tiro Salvezza:�Nessuno��Area d'effetto:�due cubi di 10 piedi di lato per livello����Il lancio del Death fog crea una zona di nebbia solida che ha come proprietà aggiuntiva di essere molto acida. I vapori sono mortali per gli esseri viventi, lo sono così tanto che la vegetazione esposta ad essi morirà - erba e piccole piante simili in 2 rounds, cespugli e arbusti in 4, piccoli alberi in 8, grandi alberi in 16 rounds. Le forme di vita a nimale non immuni all’acido accuseranno danni variabili in base al tempo di esposizione come segue:

1° round�1 Hit Point��2° round �2 Hit Point��3° round �4 Hit Point��4° e successivi�8 Hit Point��Inoltre il Death fog assomiglia all’incantesimo del 2° livello Fog Cloud: vapori turbinanti che si levano ad ondate e che possono essere mossi soltanto da un vento molto forte. Ogni creatura che tenta di muoversi attraverso la nebbia procede ad una velocità a round di un piede inferiore al normale.

Un incantesimo di Gust of Wind non avrà effetto sulla nebbia. Una Fireball, Flame Strike, Wall of Fire, la consumerà in un round. I componenti materiali sono: un pizzico di piselli essiccati e pol verizzati, polvere di zoccolo di animale e un acido forte di qualsiasi tipo (incluso aceto altamente distillato e cristalli di acido) che dovrà essere ottenuto da un alchimista. (PHB)

Death spell (Necromancy)

Livello:�6�Componenti:�VSM��Range:�10 yarde per livello�Tempo di Lancio:�6��Durata:�istantanea�Tiro Salvezza:�Nessuno��Area d'effetto:�un cubo di 30' cubi per livello����Quando questo incantesimo è lanciato pone fine, immediatamente ed irrevocabilmente, all’esistenza delle creature all’interno del raggio d’azione.

Queste creature non possono essere riportate in vita dai normali incantesimi, ma solo con l’uso di un Wish. Il numero di creature uccise è in funzione dei lodo dadi vita (HD).

HD delle creature�Massimo numero di creature colpite��Meno di 2�4d20��da 2 a 4�2d20��da 4+1 a 6+3�2d4��da 6+4 a 8+3�1d4��Se vengono attaccate creature con diverso numero di HD, tira 4d20 per determinare quante creature sotto i 2 HD sono colpite. Se il numero è più grande di quello delle creature sotto i 2 HD applica il risultato rimanente alle creature con più dadi vita utilizzando questa tabella:

HD della creatura�Fattore di conversione (FC)��Meno di 2�1��da 2 a 4�2��da 4+1 a 6+3�10��da 6+4 a 8+3�20��In altre parole da 4d20 sottrai il numero di creature che hanno meno di 2 HD (queste creature muoiono). Se ci sono dei punti rimanenti da 4d20 sottrai 2 per ogni creatura da 2 a 4 HD (che muoiono anch’essi), se avanzano ancora punti sottrai 10 per ogni creatura da 4+1 e 6+3 HD e così via. Fermati quando tutte le creature sono morte, tutti i punti del 4d20 sono stati usati, o il resto è meno di 1/2 del FC di qualsiasi altra creatura rimanente, (se il resto è 1/2 o più del FC la creatura muore).

Esempio: un gruppo di 20 goblins, 8 gnolls, 4 orchi, guidati da un gigante delle colline, sono soggetto di un Death Spell. 

Il tiro di 4d20 dà come risultato 53 punti; 20 eliminano i goblins (20*1 FC), 16 uccidono gli gnolls (8*2 FC) e i rimanenti 17 uccidono 2 orchi (10 per uccidere ul primo, gli altri 7 sono sufficenti per uccidere l’altro). Gli altri due orchi e il gigante delle colline sono illesi.

L’incantesimo non funziona su licantropi, undead, e creature di piani diversi dal Primo Materiale.

Il componente materiale è una perla nera schiacciata del valore minimo di 1.000 monete d’oro. (PHB)

Demi-shadow magic (Illusion/Phantasm)

Livello:�6�Componenti:�VS��Range:�60 + 0 yarde/Lvl�Tempo di Lancio:�6��Durata:�speciale�Tiro Salvezza:�speciale��Area d'effetto:�speciale����Lincantesimo è simile a quello del 5° livello, ma permette al caster di lanciare Evocation parzialmente reali del 4° e 5° livello (Cone of Cold, Wall of Fire, Wall of Ice, Cloud Kill, ecc.). Se riconosciuta come Demi-Shadow (cioé se il ST vs. spell ha successo) l’incantesimo infligge solo il 40% del danno, con un minimo di due punti di danno per dado. Una Demi-Shadow Cloud Kill uccide creature con meno di 2 HD e infligge 1 o 2 punti di danno al round. (PHB)

Destine Object (Enchantment)

Livello:�6�Componenti:�VSM��Range:�Tocco�Tempo di Lancio�1 Ora��Durata:�Permanente�Tiro Salvezza:�Nessuno��Area d'effetto:�1 Oggetto����Usando questo incantesimo un mago puo' fare in modo che un oggetto magico appena creato funzioni solo nelle mani della persona o categoria di persone volute dal mago. Per esempio un mago elfo potrebbe fatre in modo che una spada magica appena creata funzioni solo nelle mani di un elfo, o degli elfi della famiglia Starflower, o nelle mani del grande eroe Sarman Starflower.

In pratica un oggetto magico che e' stato creato, sotto questa clausola potra' funzionare solo se utilizzato dal giusto tipo di persona, nelle mani di tutti gli altri si comportera' come un normale oggetto del suo tipo, senza alcuna proprieta' magica (pur irradiando comunque un'aura magica se sottoposto ad un Detect Magic), per cui una Long Sword +1, destinana agli elfi nelle mani di un'umano si comportera' come una Long Sword normale senza bonus e senza poter ferire, per esempio, Licantropi e altre creature ferite solo dal magico finche' non sara' impugnata da un'elfo.

Lo stesso incantesimo puo' essere usato per vietare l'uso di un'oggetto ad una categoria precisa di esseri (per esempio si puo' creare una spada magica che non puo' essere usata da Elfi). Soltanto un Wish di origine divina puo' rompere questo incantesimo, un normale Wish se usato per questo scopo, rompera' l'incantesimo, ma distruggera' anche tutte le capacita' magiche dell'oggetto stesso.

I componenti materiali variano a seconda del tipo di oggetto e della categoria a cui deve essere destinato/vietato, ma in generale occorre qualcosa appartenente alla categoria in questione, se per esempio, deve essere destinato agli Elfi occcorrera' del sangue di Elfo, se deve essere destinato ai cavalieri di Blackbones allora servira' del sangue di uno di questi cavalieri. In generale viene lanciato come ultimo incantesimo nella creazione di un oggetto, e comunque non oltre 1 giorno dalla creazione dell'oggetto stesso. (Howard Alaan Treesong)

Dheryth's Energy Cloak (Abjuration, Evocation)

Livello:�6�Componenti:�VSM��Range:�0�Tempo di Lancio:�1 round��Durata:�2 rounds per level�Tiro Salvezza:�None��Area d'effetto:�The wizard����This spell makes the wizard seem to be inside a varicoloured, shifting aura of light. He is totally immune to any and all spells and powers which deal out damage using pure energy, like for example Energy Lance (q.v.), Xag-ya or laser, and has a magic resistance of 40% + 1% per level of the wizard versus “force” spells, like for example a Wall of Force or the various Bigby's spells. Unfortunately, if the force spell is above fourth level, both the force spell and the Energy Cloak are negated if the resistance roll is made. 

Damage from impure sources of positive energy (e.g. electricity and fire) is reduced by one point per level of the wizard per round, up to a cumulative maximum of 5 times the wizard's level in protected points. 

Any successful attack by a source of negative energy has the following effects: 

Both the negative attack and the Energy Cloak are negated. 

Both the Cloaked wizard and the attacker take 3d10 points of damage (no save, magic resistance, or other protection). The attacker is only damaged this way if the negative attack was delivered by touch (of body, wand, or melee weapon). Otherwise, see #3, below. 

Everyone not in physical contact with the Cloaked wizard takes 3d10 points of damage minus 1 per foot of distance to the Cloaked wizard. 

The material component for this spell is a small shield.

Dheryth's Energy Globe (Alteration, Evocation)

Livello:�6�Componenti:�SM��Range:�0�Tempo di Lancio:�3��Durata:�Special�Tiro Salvezza:�None��Area d'effetto:�Special����This spell requires a gem of not less than 50 GP each time it is cast. The gem's centre briefly becomes a minute gate to the positive material plane, and the energies thus released slowly eat away at the gem from the inside out. When the duration expires or the gem is broken, the gem explodes into a sphere of pure energy. The gem must be thrown at one's opponents to be effective (range: S=1, M=2, L=3). Inflicted damage is as follows: 

Distance to Gem Impact Place�Damage��less than 2 feet�4 points per level of wizard��2 up to 5.9 feet�2 points per level of wizard��6 up to 10 feet�1 point per level of wizard��The gem is thrown as a stone for which the wizard has proficiency, and acts as a grenade-like missile if it misses its intended target. If the gem is thrown against someone or something (and hits), it will only break instantly if it fails a save for ceramic versus normal blow (soft objects) or crushing blow (hard objects). 

Dheryth's Energy Lance (Evocation)

Livello:�6�Componenti:�VSM��Range:�10 feet + 1 foot/Lvl�Tempo di Lancio:�1 round��Durata:�Instantaneous�Tiro Salvezza:�None��Area d'effetto:�One creature or object����Energy Lance is a slow spell that works only at very short distances. If the wizard can get it off, though, its results are rewarding. This spell causes a gem-tipped wand to spew out a directional beam of intense positive energy at a single object or creature. Damage done is 1d6 points per level of the wizard over sixth (up to a maximum of 14d6), with no save allowed. Additionally, if made the target of the spell, objects made of non-magical wood, stone, or metal will have a 6 inch hole drilled through them up to the maximum range of the spell (or out the back of the object). Magical objects will suffer the same fate unless they successfully save versus disintegration at +1. 

The material components of this spell are a 6 to 8 inch platinum wand (1000 GP value) with a clear diamond or any opal (worth at least 100 GP) set on the end, as well as a loose 100 GP value gem, which is consumed during the casting. There is a 10% chance that the gem on the tip of the wand will shatter as well, reduced to 5% for a 1000 GP gem and to a minimum of 1% for a 10,000 GP value gem. 

Dheryth's Spell Support (Abjuration)

Livello:�6�Componenti:�VS��Range:�0�Tempo di Lancio:�6��Durata:�Special�Tiro Salvezza:�None��Area d'effetto:�Special����This spell is cast immediately before any other spell which has a duration (there are some exceptions - see below). It doubles the casting time of the other spell and adds verbal and somatic components of its own. The effect of Spell Support is to make the other spell totally immune to dispel magic for its normal duration. The Spell Support itself is not dispellable, and if it is cast in conjunction with Permanency, the net effect is to make the other spell both permanent and undispellable. 

Certain spells (at the DM's option) may not be supported, including at least the following ones: 

anything Wish or Limited Wish related,

Prismatic Wall,

Prismatic Sphere,

Otiluke's Resilient and Telekinetic Spheres,

Forcecage and Forcecube,

anything Gate related,

Magic Jar, and

Temporal Stasis.

Spell support in no way reduces the efficacy of Mordenkainen's Disjunction, nor does a single casting protect any additional spells that may be active in the same space. 

On Permanency, there is a 10% chance per year that the spell support will fail, leaving the Permanency intact but unsupported. 

Diamondblade (Alteration, Enchantment)

Livello:�6�Componenti:�VSM��Range:�Touch�Tempo di Lancio:�1 turn��Durata:�2 turns + 1 round/Lvl�Tiro Salvezza:�None��Area d'effetto:�One edged melee weapon����This spell turns an ordinary edged melee weapon into a blade of sharpness, as per Sword of Sharpness (see AD&D, second edition, page 186). For the duration of the spell, the weapon is treated as a weapon +3 or better for purposes of who or what can be hit by it, even though it gets only a +1 bonus to attack and damage rolls. However, on a very high roll, it will sever an extremity, determined by a dice roll. The spell functions on existing magical weapons, as long as the total combined bonus is +3 or less. 

The material component for this spell is a 1000 GP diamond, however, the tooth of a Tarrasque may be substituted in which case the weapon functions as a Vorpal blade (see same reference as above), and gets the +3 bonus to attack and damage rolls.

Opponent is�Modified Score to Sever *�Modified Score to Sever **��Normal or armoured�19-21�20-23��Larger than man-sized�20-21�21-23��Solid metal or stone�21�22-23��* Considering only the sword's bonus of +1.

** Considering only the sword's bonus of +3.

Dilation II (Alteration)

Livello:�6�Componenti:�V��Range:�0�Tempo di Lancio:�5��Durata:�Special�Tiro Salvezza:�None��Area d'effetto:�Special����This spell functions exactly like the 4th-rank dilation I spell, except that the area of effect of any one spell of ranks 1-3 is extended by 50%. Alternatively, the wizard may extend the area of effect of one 4th- or 5th-rank spell by 25%. Fractions of feet or yards are dropped.

Dilation II must be cast immediately prior to the spell to be dilated; if a complete round or more elapses, the dilation is wasted. The dilation spell affects only spells which have areas of effect defined in feet or yards. The dilation affects only spells cast by the same wizard. (TOME???).

Disintegrate (Alteration)

Livello:�6�Componenti:�VSM��Range:�5 yarde per livello�Tempo di Lancio:�6��Durata:�Istantanea�Tiro Salvezza:�Negato��Area d'effetto:�Speciale����L’incantesimo causa la scomparsa della materia. Ha effetto anche su materia (o energia) di origine magica, come per esempio la Bigby’s Forceful Hand, ma non su di un Globe of Invulnerability o un Anti-Magic Shell. Qualsiasi creatura può essere colpita, anche undead. Può essere disintegrata materia non vivente sino a 10'*10'*10' di volume.

L’incantesimo crea un sottile raggio verde che causa prima l’illuminarsi e poi il disintegrarsi della materia fisica, lasciando lievi tracce di polvere sul posto.

Le creature che compiono il ST hanno evitato il raggio (gli oggetti materiali hanno opposto resistenza alla magia) e non sono distrutti da esso.

I componenti materiali sono della magnetite ed un pizzico di polvere. (PHB)

Dragon Scales [2] (Abjuration)

Livello:�6�Componenti:�VS��Range:�Touch�Tempo di Lancio:�1 round��Durata:�1 turn/level�Tiro Salvezza:�None��Area d'effetto:�One creature����This spell causes the body of the caster (or any single person or creature touched by the caster) to become completely covered with dragon scales, effectively raising the subject’s natural Armour Class to 1 (full plate mail). This is cumulative with dextery, shield and magical bonus of rings and cloacks.

The color of the dragon scales is the same as that of the scale used as the spell’s material component; however, the color has no bearing on the effect of the spell. The spell also temporarily reduces the subject’s Charisma by 2 points.

The material component of a spell is a scale from any dragon. (TOME???)

Drawmij's Beneficent Polymorph (Alteration)

Livello:�6�Componenti:�VSM��Range:�Tocco�Tempo di Lancio�6��Durata:�1 Turno/Lvl�Tiro Salvezza:�Nessuno��Area d'effetto:�Creatura Toccata����This spell endows the touched and willing creature with all the benefits of a polymorph self spell. The creature affected does not need to make a system shock roll to survice. While the first form taken by the creature is choosen by the caster, the creature is totally in control of its form changes for the remainder of the spell's duration, and can change form as often as it wishes, abiding by all the limitations of polymorph self. The spell does not bestow any special abilites of a polymorphed form. The spell does not affect the creature's mental state in any way. When the creature returns to its original form 1d12 hit point are restored. The material component of the spell is a soft, silk caterpillar cocoon. (GHA)

Drawmij's Merciful Metamorphosis (Alteration)

Livello:�6�Componenti:�VSM��Range:�10 yarde/Lvl�Tempo di Lancio�6��Durata:�Permanente�Tiro Salvezza:�Nega��Area d'effetto:�Una Creatura����Drawmij developed this spell as a merciful way to get rid of an adversary. The spell polymorphs an opponent into another creature as does polymorph other, but the target's save is made at -2. The target can only be polymorphed into a natural animal no larger than a typical herd beast. The polymorphed creature does not need to make a system shock roll to survive the spell. The polymorphed creature automatically assumes the mental state of the animal, forgetting all knowledge of its previous self. The animal does not radiate magic or the creature's original alignment aura, so there is little evidence the animal was anything other than what it appeared to be now. If returned to its original form by Dispell magic or a wish, the creature will be quite bewildered, suffering the effect of a confusion spell for 2d4 rounds. After the confusion passes, the creature gradually recovers its previous knowledge and memories over a period of 1d4 days. The material component is a cocoon soaked in a balm of honey, powdered yellow-white moss agate worth 500 g.p., and powdered emerald worth 700 g.p., all of which vanish with the casting of the spell. (GHA)

Dreamoore's Blade Summoning (Evocation, Conjuration/Summoning)

Livello:�6�Componenti:�VSM��Range:�0�Tempo di Lancio�6��Durata:�1 Round/Lvl�Tiro Salvezza:�Nessuno��Area d'effetto:�Speciale����This spell creates a 5' long shimmering blue shaft of force from the caster's outstretched hands. He or she must physically wield the weapon in combat, thus spells with somatic components cannot be cast while the summoned blade exists. The “sword”, however, has no true material existence and does not conduct shock back to its wielder, thus its overall speed factor is 1. It is neither an edged nor blunt weapon and affects creatures normally immuned to either.

The blade strikes once per round with a +5 “to hit” bonus, inflicting 2d6 + 5 damage points per successful hit. It lasts 1 round per level of the spell caster and is subject to disintegrate and dispel magic. The material component is a 500 GP crystal sword which requires 2 weeks to construct.

Dreamoore's Eldritch Decagon (Evocation, Alteration)

Livello:�6�Componenti:�VSM��Range:�10 Yarde/Lvl�Tempo di Lancio�1 Round��Durata:�Speciale�Tiro Salvezza:�1/2��Area d'effetto:�Una Creatura����When this spell is cast, the magic-user sets up a brilliant array of pale blue, dancing rays which forms a decagon between both hands. The spell draws power directly from the psychic winds of the astral and ethereal plane. Once complete, it may fire a 1' wide beam of pure magical force every round, and this ray unerringly strikes any single creature or object within 10' per level (invisible targets require a “to hit” roll vs. base AC 6, modified by dexterity, etc.) and inflicts 2-5 (1d4 + 1) damage points per level of the spell caster, up to 12d4 + 12 maximum. A successful save vs. spells halves damage. These beams may be unleashed from the decagon:

- Eldritch beam: magic missile energy; affects only animate targets. - Impaling force ray: inflicts piercing or impaling damage. - Planar force beam: inflicts edged or slicing damage. - Spherical force bolt: inflicts blunt or crushing damage. - Vibration or shock wave: an ultrasonic bolt which affects only crystal, glass, stone, and other objects vulnerable to vibration damage. - Wind blast: as the 3rd level magic-user spell, gust of wind, against a single target (c.f. gust of wind)

The magic-user must concentrate to maintain the eldritch decagon, thus any successful attack against him negates the spell. The material component is a small crystal in the shape of a 10-sided die set inside an iron ring, and a lodestone.

Dreamoore's Missile Tempest (Evocation)

Livello:�6�Componenti:�VSM��Range:�10 Yarde/Lvl�Tempo di Lancio�6��Durata:�Istantanea�Tiro Salvezza:�Nessuno��Area d'effetto:�Speciale����Also known as “Dreamoore's bolts of seeking,” this spell creates a powerful enchanted bolt which has base 1d12 damage plus 3 points per level of its caster, up to 1d12 + 36 maximum (e.g. a 12 hit die missile does 37-48 hit points damage). This bolt, however, can divide into two or more missiles striking single or multiple targets (minimum 1 damage point per missile). Once the caster unleashes the bolt, he need but point and close his fist. The missile then flashes outward, dividing into smaller missiles if so directed, and unerringly hits all visible targets in a 90 degree arc before the caster. The material component for this spell is a 500 GP diamond which is hurled into the air as spell casting is completed.

Dreamoore's Viper Lance (Alteration)

Livello:�6�Componenti:�VSM��Range:�100 Yarde+10 Yarde/Lvl�Tempo di Lancio�6��Durata:�Speciale�Tiro Salvezza:�Nessuno��Area d'effetto:�Speciale����The viper lance spell launches a 2' long solid metal shaft at extremely high velocity. This bolt always travels in a straight line trajectory, its blinding speed making it near-invisible. Any creature struck immediately suffers base 1d10 + 2 HP's damage, up to 1d10 + 30 maximum. The caster may launch one bolt per six experience level, though only one bolt may be fired per round. The material component is a solid steel shaft engraved with the caster's personal rune, with a mithril or adamantine tip, and zinc stabilising fins. Each bolt requires two weeks and 250 GP construction cost.

Eldarr's Improved Spell Conversion (Alteration) 

Livello:�6�Componenti:�VSM��Range:�0�Tempo di Lancio:�2 turns��Durata:�1 hour per level�Tiro Salvezza:�None��Area d'effetto:�The wizard����This spell is identical to Eldarr's Spell Conversion, except it will convert any spell of level 6 or less to any known spell of level 5 or lower. The duration and casting time are also increased. 

This spell also has the additional (in addition to the were-creature pelt) spell component of a powdered gem (of any type) worth at least 400 GP. This gem is also consumed when the spell is cast. 

Enchant an item (Enchantment, Invocation)

Livello:�6�Componenti:�VSM��Range:�tocco�Tempo di Lancio:�Speciale��Durata:�speciale�Tiro Salvezza:�negato��Area d'effetto:�1 oggetto����Questo è l’incantesimo che un Wizard deve usare per creare un oggetto magico; egli prepara l’oggetto in questione ad accettare la magia.

L’oggetto deve rispettare i seguenti requisiti:

Deve essere in buone condizioni e non danneggiato

Deve essere il migliore possibile, considerando la sua natura, per esempio composto dei materiali più preziosi e lavorato da maestri artigiani

Il suo costo e il suo valore devono riflettere il punto 2 e in molti casi ha un coso in materiali grezzi di più di 100 GP.

Con il rispetto del punto 3 non è possibile la sua applicazione ad oggetti come corde, merci di cuoio, vestiti, vasellame, non lavorato manualmente, dipinto, decorato, scolpito o scavato. Se questi lavori o materiali possono essere aggiunti senza indebolire o danneggiare le sue normali funzioni comunque, queste sono richieste dall’oggetto che deve essere incantato.

Il Wizard deve avere accesso ad una officina o un laboratorio equipaggiati in maniera appropriata e dove la contaminazione della magia può essere tenuta sotto controllo.

Qualsiasi oggetto magico non implicato nel processo di fabbricazione (come la maggior parte degli apparati protettivi) che sia a meno di 30' dai materiali è sorgente di magia contaminante e vanificherà il processo.

L’oggetto che deve essere preparato dovrà essere toccato dal caster. Il contatto deve essere costante e continuo durante il lancio dell’incantesimo, con una base di 16 ore più oltre 8d8 di ore aggiuntive (considerato che un Wizard non può lavorare per più di 8 ore al giorno e che Haste e altri incantesimi simili non cambieranno il tempo richiesto, vuol dire che il processo richiederà 2 giorni +1d8 di giorni).

Il lavoro deve essere ininterrotto e durante i periodi di riposo l’oggetto non potrà essere a più di un piede di distanza dal Wizard, pena il fallimento dell’incantesimo, che dovrà essere iniziato nuovamente (attenzione al fatto che anche durante il riposo non è consentito l’utilizzo di alcuna magia e il Wizard deve stare in tranquillità e isolamento o l’incantesimo andrà perso).

Alla fine dell’incantesimo saprà che l’oggetto è pronto per la prova finale.

Egli pronuncerà l’ultima parola e l’oggetto farà un ST (lo stesso del Wizard) vs. spell allora l’incantesimo sarà completo. I bonus al ST del Wizard potranno essere applicati; sino ad un massimo di +3. Un risultato di 1 sul tiro del d20 sarà sempre considerato un fallimento malgrado i modificatori. Una volta completato l’incantesimo il Wizard può iniziare a porre l’incantesimo desiderato sull’oggetto. Questo incantesimo deve essere lanciato entro le 24 ore dalla fine dell’incantesimo preliminare, o il processo dovrà essere ricominciato nuovamente.

Ogni incantesimo lanciato su di un oggetto con un incantesimo di Enchant an Item richederà 2d4 di ore per livello di magia dello stesso. Di nuovo l’oggetto dovrà essere toccato durante il lancio dell’incantesimo ed entro un piede di distanza da lui nei periodi di riposo.

Questa procedura è valida per ogni incantesimo aggiuntivo che dovrà essere cominciato entro 24 ore dal precedente (anche se fallito).

Nessun incantesimo posto sull’oggetto è permanente sino a quando un incantesimo di Permanency è aggiunto come tocco finale.

Quest’ultima operazione comporta il 5% di rischio che il Wizard perda un punto di Costituzione. Inoltre mentre è possibile sapere quando l’incantesimo Enchant an Item ha avuto successo, non è possibile dire se i successivi incantesimi abbiano avuto successo, per ognuno deve essere eseguito lo stesso genere di ST che l’oggetto stesso ha dovuto compiere. Naturalmente oggetti che sono caricati: rods, staves, wands, javelins of lightning, ring of wish, non possono essere resi permanenti.

Gli oggetti magici non possono essere usati per incantare un oggetto o lanciare magie su di un oggetto già preparato, al contrario delle pergamene.

I materiali richiesti per l’oggetto variano a seconda di esso e delle magie che deve ricevere. Per esempio un Cloack of displacement potrà richiedere la pelle di qualche bestia che possiede questa capacità, una spada costruita con lo scopo di distruggere draghi potrà aver bisogno del sangue o di certe parti di qualche tipo/i di drago/i sui quali dovrà agire, un anello di shooting stars potrà richiedere frammenti di meteorite e il corno di un Ki-rin. Queste specifiche così come qualsiasi altra informazione riguardo l’incantesimo saranno decise dal DM e scoperte e ricercate durante il gioco. (PHB)

Energy Field (Conjuration/Evocation)

Livello:�6�Componenti:�VSM��Range:�60 Yarde+10 Yarde/Lvl�Tempo di Lancio�6��Durata:�5 Round/Lvl�Tiro Salvezza:�Nessuno��Area d'effetto:�1 yarda quadra/Lvl����This spell creates an invisible field of energy which is impermeable to the passage of magical and psionic energies through its barriers. Thus, for example, creatures inside the area of effect are completely unaffected by spells which are cast outside the spell area.

Similarly people outside are not effected by spells from inside. (Note, since magic cannot pass through this barrier creatures cannot teleport, plane shift, etc. through the barrier.)

Energy field does not, however, offer any physical protection whatsoever.

Spells which cause physical damage can destroy the shield but these spells must do a total damage of 6 hp/level of the caster. A disintegrate spell will cause the shield to make a save vs magic at the level of the caster. If it saves then the spell has no effect. If it fails then the spell does 2-9 points/level of the caster damage to the field. A magic missile spell actually heals the field on a 1 to 1 hit point basis.

The shield, if cast upon the caster, moves with the caster.

If the spell is cast upon another unwilling creature then they make a save vs spells. If they fail the save then the field follows the creature. If the save is made then the spell becomes rooted to the target area. Otherwise the spell remains stationary until the spell Duration expires.

The material component for this spell is a diamond cube of not less than 500 gp value. This cube will shatter when the spell expires or the field is brought down by spell damage.

Enfeeble (Necromancy)

Livello:�6�Componenti:�VSM��Range:�Tocco�Tempo di Lancio�6��Durata:�Permanente�Tiro Salvezza:�Nessuno��Area d'effetto:�Una Creatura����This spell enables a wizard to weaken the physical characteristics of his target, making him weaker and less agile. The wizard must touch the victim within three rounds of casting the spell. If he connects, the victim loses 1 point each of Strength and Dexterity, permanently. Characters with exceptional Strengths have their Strengths reduced to 18. One point of Strength of Dexterity may be restored by a Restoration, Limited Wish, or Wish spell. Characters who have either characteristic reduced to 0 become shadows. 

The material component for this spell is essence of shadow. (FR10)

Ensnarement (Conjuration/Summoning)

Livello:�6�Componenti:�VSM��Range:�10 yarede�Tempo di Lancio:�1 turno��Durata:�speciale�Tiro Salvezza:�negato��Area d'effetto:�speciale����Il lancio di questo incantesimo tenta un’azione molto pericolosa: attirare una potente creatura di un altro piano d’esistenza in una trappola appositamente preparata, dove sarà tenuto sino a quando accetterà di compiere un servizio in cambio della libertà dall’incantesimo. Il tipo di creatura attratta dovrà essere conosciuta e fissata, e se ha un nome proprio specifico, o che gli è stato dato, deve essere usato durante il lancio dell’incantesimo.

L’incantesimo causa la consapevolezza, nella creatura scelta, dell’esistenza di un passaggio simile a quello causato dal Gate nel suo piano di esistenza. Va quindi eseguito uno speciale ST per determinare se la creatura rileva la trappola nell’apertura o se crede che sia un normale Gate. Per salvarsi la creatura deve ottenere il suo punteggio di intelligenza o meno su un d20; questo tiro è modificato dalla differenza tra la sua intelligenza e quella del caster. Se la sua intelligenza è maggiore di quella del Wizard la differenza andrà tolta al tiro del dado, viceversa andrà aggiunta.

Se il ST ha successo la creatura ignorerà l’apertura magica e l’incantesimo è fallito, altrimenti la creatura entra nell’apertura e viene intrappolata.

In questo modo però la creatura può liberamente attaccare il Wizard, a meno che questi non abbia creato precedentemente un cerchio protettivo.

Questi cerchi possono essere temporanei (disegnati) o permanenti (impressi o scavati).

Anche con queste protezioni, però, ha la possibilità di liberarsi e di sfogare la sua vendetta sul Wizard.

Un cerchio disegnato a mano ha una possibilità di errore del 20%, mentre un impresso o scavato del 10% (va controllato la prima volta che viene usato per vedere se il lavoro è sato esguito correttamente).

Questa possibiltà è modificata dalla differenza tra la somma dell’intelligenza e il livello di esperienza del Wizard (o i suoi HD) e quella della creatura; se Il caster ha il totale più alto la differenza è tolta dalla possibilità di fuga, viceversa è aggiunta. La possibilità di fuga può essere ulteriormente ridotta con una attenta preparazione del cerchio.

Nel caso di un cerchio fatto a mano si può aumentare il periodo di tempo impiegato a tracciarlo usando una vernice appositamente preparata (1000 monete d’oro per ogni turno impiegato nel tracciare) e la possibilità di fuga è ridotta dell’1% per turno speso. In questo modo si può ridurre la possibilità base allo 0%.

Analogamente cerchi impressi o scavati ridurranno a 0% la possibilità di fuga aggiungendo al cerchio metalli, minerali, etc. Questo richiederà almeno un mese e non meno di 50000 GP di spesa.

Qualsiasi fenditura o crepa anulla l’efficacia del cerchio e la creatura sarà automaticamente libera.

Anche una semplice pagliuzza depositata sulla linea del cerchio distruggerà il suo potere, fortunatamente la creatura all’interno del cerchio non può compiere azioni simili, poiché la magia della barriera lo impedisce assolutamente.

Una volta in trappola la creatura può essere tenuta prigioniera fino a quando Il caster lo desideri (Ricordatevi dei pericoli che possono danneggiare la barriera!). La creatura non potrà lasciare il cerchio così come non lo possono tutti i suoi attacchi o qualsiasi suo potere.

Il Wizard potrà cercare di corrompere, usare minacce o altro per ottenere un servizio dalla creatura prigioniera. 

Il DM, poi, assegnerà un valore da 0 a 6 (6 è il più persuasivo) a quello che il wizard dirà alla creatura. Questo punteggio è poi sottratto dall’intelligenza della creatura, che dovrà effetuare un tiro di abilità sul nuovo valore dell’intelligenza e se lo supera rifiuterà il servizio. Nuove offerte, o riproposte delle vecchie, potranno essere fatte 24 ore dopo, quando l’intelligenza della creatura sarà scesa di un punto a causa della prigionia. La situazione continuerà fino a quando la creatura prometterà di servire, si libererà o il Wizard si libererà di lei in qualche modo. Richieste impossibili o comandi non ragionevoli saranno sempre rifiutati. una volta che il servizio è stato completato la creatura ha bisogno solo di informare Il caster per essere mandata immediatamente da dove è venuta. 

La creatura potrà più tardi cercare vendetta. (PHB)

Etherealness [2] (Alteration) 

Livello:�6�Componenti:�VS��Range:�Touch�Tempo di Lancio:�6��Durata:�Permanent�Tiro Salvezza:�None��Area d'effetto:�Creature touched����When this spell is cast, the creature touched is moved bodily to the ethereal plane with all of its (non-living) equipment subject to a maximum weight of 2500 GP plus 2500 GP per level of the wizard beyond tenth. The creature may then move from the ethereal plane to any adjacent plane (the prime-, positive-, or negative-material planes, or the elemental or para-elemental planes). Anti-Magic Spell within its area of effect, provided that this spell is cast prior to the casting of the Anti-Magic Shell. If the wizard casts this spell upon himself, he may include his familiar within the weight limit. 

Extension III (Alteration)

Livello:�6�Componenti:�V��Range:�0�Tempo di Lancio:���Durata:��Tiro Salvezza:�Nessuno��Area d'effetto:�Speciale����Questo incantesimo è simile a quello di 4° livello Exstension I eccetto che estenderà gli incantesimi dal 1° al 3° livello al doppio della loro durata ed estenderà la durata di incantesimi del 4° e 5° livello del 50%. (PHB)

Eyebite (Enchantment/Charm, Illusion/Phantasm)

Livello:�6�Componenti:�VS��Range:�20 yarde�Tempo di Lancio:�6��Durata:�1 round/3 livelli�Tiro Salvezza:�speciale��Area d'effetto:�1 creatura����Questo incantesimo permette al Wizard di causare un effetto soltando incontrando lo sguardo di una creatura e pronunciando una parola. Questo attacco è in aggiunta ad ogni altro disponibile in quel momento dal Wizard.

Il caster seleziona uno dei quattro possibili effetti al momento di lancio dell’incantesimo; quest’effetto non potrà più essere cambiato.

Per esempio un Wizard del 12° livello che scelga Fear avrà la possibilità di lanciare attacchi con lo sguardo causando paura una volta al round dino alla fine della durata dell’incantesimo. Ogni attacco è negato da un ST vs. spell effettuato con successo, modificato dalla saggezza. 

I quattro possibili effetti sono:

Charm � Il Wizard può influenzare una persona o un singolo mostro con una sola parola. l’effetto è tale da rendere la vittima totalmente leale e docile al Wizard anche se correrà dei rischi personali. Tutte le cresture diverse da umani, semiumani e umanoidi hanno +2 di bonus al ST.

Fear � Il Wizard può causare paura con lo sguardo e la pronuncia di una parola. Il soggetto fugge in preda al panico per 1d4 di round. Dopo ciò la creatura si rifiuterà di riincontrare il Wizard e si nasconderà o si dirigerà al nascondiglio più vicino se incontrato (50% ognuna). Quest’ultimo effetto dura un turno. per livello del caster. L’incantesimo può essere negato da incantesimi che contrastano la paura.

Sicken � Questo potere fa in modo che Il caster soltanto guardando e proferendo una parola causi paura e febbre nel corpo della vittima. Creature con i valori delle caratteristiche opereranno a metà efficacia, le altre infliggeranno metà danno con i loro attacchi fisici. Il movimento è metà del normale. Il soggetto rimane colpito per un turno per livello del caster, dopo di che tutte le abilità ritorneranno al ritmo di un punto per turno di riposo completo o un punto per ogni ora di moderata attività. Gli effetti non possono essere negati da incantesimi di Cure Disease o Heal ma un Remove Curse o un riuscito Dispel Magic sarà efficace. Creature diverse da umani, semiumani o umanoidi, hanno un bonus di +2 sul ST.

Sleep � Il Wizard farà cadere in uno stato di coma, per mezzo dello sguardo, un suo avversario, a meno che non faccia un ST vs. spell. Creature soggette all’incantesimo di primo livello Sleep hanno -2 di penalità. Una creatura colpita da quest’incantesimo dovrà essere scossa o bruscamente riportata cosciente.

In tutti i casi gli attacchi di sguardo hanno fattore di velocità 1. L’incantesimo non ha effetto su undead e non si estenderà su altri piani che non sia quello del caster.

Attenzione anche al fatto che il Wizard è suscettibile degli attacchi del suo sguarde riflesso, ma ha a disposizione qualsiasi ST applicabile.

In caso di riflessione del Charm il caster resterà paralizzato fino al termine dell’incantesimo o sino a quando non è annullato. (PHB)

Feeblebody (Alteration) 

Livello:�6�Componenti:�VSM��Range:�10 yards per level�Tempo di Lancio:�6��Durata:�Permanent�Tiro Salvezza:�Negates��Area d'effetto:�One creature����This spell is exactly like Feeblemind, except that Strength, Dexterity and Constitution are permanently reduced to 3. The victim's intellect is unaffected. Note: the victim may not be strong enough to move any more. The material component is one live mouse. The mouse vanishes upon casting, but is not destroyed. 

Fellstar's Flame Arc (Invocation/Evocation) 

Livello:�6�Componenti:�VSM��Range:�Special�Tempo di Lancio:�6��Durata:�Instantaneous�Tiro Salvezza:�1/2��Area d'effetto:�Special����This spell is similar to the first-level spell Burning Hands, but is much more potent. When cast, this spell will emit an arc of flames from the hand of the wizard; the arc may be one of four sizes as listed on the following table: 

Arc�Range��90 degrees�200 feet��180 degrees�150 feet��270 degrees�100 feet��360 degrees�50 feet��The arc of flames will have a width of one foot, centered on the wizard's hand, so the height of the wizard's hand at the time of casting will determine the height of the flames; thus if the flames are at waist level, it is possible to escape the effects of this spell if lying prone. 

The wizard may elect to cast the arc in a “doughnut” shape; that is, he may create an area around himself that is untouched by the flames (a good idea if the wizard is in the midst of a friendly party). The radius of the hole may be any size the wizard desires, up to half the range as given in the table above. 

Anyone hit by the flames suffers 4d10 points of damage, plus 1 point per level of the wizard (to a maximum of 4d10+20); a successful save vs. spell reduces the damage by half. If a victim fails a save, all possessions must save vs. magical fire or be consumed. 

These flames are blocked by obstacles, and they will not rejoin behind the barrier. This will create gaps in the arc; therefore, if a target is standing behind a large enough obstacle, he will be shielded from the flames, even if the blocking obstacle is tens of feet away. 

The material component for this spell is a chunk of volcanic rock and a lit candle; the rock is consumed with the casting, but the candle is not. 

Fellstar's Flame Dome (Invocation/Evocation) 

Livello:�6�Componenti:�VSM��Range:�80 yards�Tempo di Lancio:�6��Durata:�Special�Tiro Salvezza:�None��Area d'effetto:�Special����This spell is similar to the Wall of Fire spell, but it creates a dome of flames instead of a wall. The dome has a radius along the ground of 10 feet plus 5 feet per level of the wizard; it is 25 feet high at its peak. The dome must be cast so its base is resting on solid ground. 

Unlike a Wall of Fire, the Flame Dome gives off waves of heat on all sides; anyone within 10 feet of the dome suffers 2d6 points of damage, while those within 20 feet suffer 2d4 points of damage. In addition, the dome inflicts 3d8 points of damage, plus 1 point per level of the wizard on anyone who passes through the dome (like a Wall of Fire, creatures subject to fire will suffer more damage at the DM's discretion, and undead always suffer double damage). 

The procedure for trapping creatures with the dome, as well as the duration of the spell, are as per the Wall of Fire spell. 

The material components for this spell are specimens of phosphorus and sulphur, both of which are consumed with the casting. 

Forest’s Fiery Constrictor (Conjuration/Summoning)

Livello:�6�Componenti:�VS��Range:�10 yards/level�Tempo di Lancio:�7��Durata:�1 round/level�Tiro Salvezza:�Special��Area d'effetto:�One source of fire����This spell causes a tentacle of magical flame to snake forth from any existing source of natural or magical fire. The flaming tendril is 10 feet long has AC 7, can be hit only by magical weapons of +2 or better, and has hit points equal to double the caster’s level.

Any creatures within 20 feet of the tentacle is subject to attack as directed by the caster. The victim must attempt a saving throw; if successful the subject has avoided entanglement, but suffers 1d6 points of fire damage from contact with the tendril. If the saving throw is failed, the victim is entangled by the flaming serpent and suffers 3d6 points of fire damage each round until the tendril is destroyed or the spell expires.

If the fire source from which the tentacle emanates is extinguished, the remaining time that the fiery constrictor may exist is cut in half.

The material component is a red dragon’s scale. (TOME???)

Gambler's Luck (Invocation, Enchantment/Charm)

Livello:�6�Componenti:�VSM��Range:�Tocco�Tempo di Lancio�1��Durata:�1 Turno/Lvl�Tiro Salvezza:�Nessuno��Area d'effetto:�Creatura Toccata����When cast, the wizard has no control over what form this spell takes. He must abide by the winds of fate. There is a 60% chance the outcome is good and a 40% chance the outcome is bad. a good outcome improves all die rolls made for the character by 1 (10% for percentile rolls) in the most favorable direction for the duration of the spell. A bad outcome does not affect the die rolls of the character, but inflicts him with a gambling mania for the duration of the spell. The character automatically accepts any game of chance or wager offered him. The game or wager must include some element of chance, does not force the character to accept suicidial wagers (the character does not agree to kill himself or let another kill himm) on the basis of a coin toss. He would, however, accept a bet which offered freedom or surrender on the basis of a roll of the die. The character continues to play at any game until he is unable to pay, although he attempts to borrow from others to remain in a game. The material component for this spell is a small silver die. (OA)

Geas (Enchantment/Charm)

Livello:�6�Componenti:�V��Range:�10 yarde�Tempo di Lancio:�4��Durata:�speciale�Tiro Salvezza:�Nessuno��Area d'effetto:�1 creatura����Un incantesimo di Geas ordinerà magicamente as una creatura (in genere umana o umanoide) di compiere o non compiere un servizio/azione determinato dal caster. La creatura deve essere intelligente, cosciente, autonoma e in grado di comprendere il caster. La creatura vittima non obbedirà a ordini che comportino il suo suicidio o azioni che risultino in morte certa, ma l’incantesimo al di fuori di questi limiti potrà richiedere qualsiasi altra azione. La creatura dovrà segiore le istruzioni date e completarle. La disobbedienza agli ordini provocherà una malattia che risulterà mortale dopo 1d4 di settimane. Diminuzioni o distorsioni delle istruzioni causeranno una corrispondente perdita di punti di forza fino alla loro cessazione.

L’incantesimo può essere disperso da un Wish, ma gli incnatesimi di Dispel Magic o Remove Curse non hanno effetto. Il DM deciderà qualsiasi altro dettaglio aggiuntivo sull’incantesimo, il suo lancio e compimento, che possono essere ingannevoli, e l’incantesimo se non lanciato propriamente non avrà effetto. (PHB)

Gemjump (Alteration)

Livello:�6�Componenti:�VSM��Range:�0�Tempo di Lancio�2 Round��Durata:�Speciale�Tiro Salvezza:�Nessuno��Area d'effetto:�Speciale����A very rare jewel, of the type known as a “rogue stone”, is required as the material component. The spellcaster must hold this in one hand, and with the other one make the gestures required. At any time after casting is completed (even centuries later), the spellcaster (even in another incantation, i.e. lichdom or after receiving a Reincarnation) can, by an act of will, be transported to the location of the gem - regardless of the distance between the two, separation on different planes, or restraints upon the gem (in a setting or chest) or spellcaster (chains, bonds, imprisonenment, paralyzation, peetrification, and magical entrapments such as Forcecage, Trap the Soul, Imprisonment, Sink). Transportation by means of this spell is instantaneous, and if the gem is in a confined area too smal for the spellcaster's upright form to appear, he will appear in the nearest suitable open space instead. It is a one-way trip; the spellcaster cannot later “jump back” to the first location by means of the gem.

The gem is not consumed in either spellcasting or transportation, and is not moved or affected in any way by the spell. Since transportation is by act of will, the spellcaster cannot by Feebleminded, berserk or maniacally insane, sleeping, delirious, or unconsciuos. Casting a Gemjump on a rogue stone does not negate or alter any previous Gemjumps cast upon the stone (but not yet used for transportation) by others. Once cast, Gemjump cannot be dispelled by any magics worked upon the stone; only the utter (physical) destruction of the gem will do that. (Dragon # 116)

Giant Strength (Alteration) 

Livello:�6�Componenti:�VSM��Range:�Touch�Tempo di Lancio:�1 turn��Durata:�6 turns + 1 turn/Lvl�Tiro Salvezza:�None��Area d'effetto:�Creature touched����When this spell is cast upon a fighter or priest, the spell will increase his Strength to that of a giant. The particular Strength gained is determined randomly by a 1d20:

Die Score�Strength Equivalent�Giant Type�To Hit Bonus�Damage Bonus��0�18/00�Ogre�+3�+6��1-6�19�Hill�+3�+7��7-10�20�Stone�+3�+8��11-14�21�Frost�+4�+9��15-17�22�Fire�+4�+10��18-19�23�Cloud�+5�+11��20-21�24�Storm�+6�+12��The die score is modified by the following:

-1 on the die roll if the recipient is below ninth level

No adjustment if the recipient is between ninth and 15th level

+1 on the die roll if the character is above 15th level

Other information on boulders, opening doors, and bending bars/lifting gates can be found in the PHB under Strength, and in the DMG, page 63. 

The material component of the spell is a hair from three different types of giants. 

Glamden's Acid Fire (Invocation/Evocation) 

Livello:�6�Componenti:�VSM��Range:�5 yards + 10 yard/Lvl�Tempo di Lancio:�6��Durata:�Instantaneous�Tiro Salvezza:�Special��Area d'effetto:�10 x 10 x 5 feet per level cloud����This spell causes an acid cloud to form anywhere within range of the spell; the cloud billows out to its full dimensions (10 x 10 x 5 feet for each level of the wizard) instantaneously and everyone caught inside the area of effect suffers 4d6 points of damage; a successful save vs. spell reduces damage by half. Anyone who fails the save must roll saves vs. acid for all possessions to avoid destruction. 

Immediately after the acid cloud forms, it bursts into flames, inflicting another 4d6 points of damage to all inside. As before, a successful save vs. spells reduces the damage by half; those individuals who successfully saved vs. the acid, receive a +4 bonus to their save vs. the fire. If this second save fails, possessions must save vs. magical fire or be consumed (the +4 bonus mentioned previously, does not apply to these saves). 

The material components for this spell are the intestines of a black dragon and the heart of a red dragon; both are consumed when the spell is cast. 

Glamden's Acidic Gas (Invocation/Evocation) 

Livello:�6�Componenti:�VSM��Range:�5 yards + 10 yard/Lvl�Tempo di Lancio:�6��Durata:�Instantaneous�Tiro Salvezza:�Special��Area d'effetto:�10 x 10 x 5 feet per level cloud����This spell is similar to Glamden's Acid Fire: when cast, this spell forms a gas cloud which is also highly acidic. Anyone caught inside the cloud suffers 8d6 points of damage. This spell requires two saving throws vs. spells: the first is against the gas, and the second is for the acid. If neither save is successful, full damage is inflicted on the victim; if one save is made and the second fails, the victim suffers 3/4 damage; if both saves are successful, the victim suffers 1/2 damage. If the save vs. the acid fails, all possessions must save vs. acid to avoid being destroyed; the gas has no effect on the victim's possessions. 

If a target has immunity vs. one component, damage is automatically halved, and is reduced to 1/4 normal if the save vs. the other component is successful. Of course, it a target has immunity vs. both components, he is not affected by this spell. 

The material components for this spell are the intestines of a black dragon and the stomach of a green dragon; both are consumed when the spell is cast. 

Glamden's Gas Jet (Invocation/Evocation) 

Livello:�6�Componenti:�VSM��Range:�0�Tempo di Lancio:�6��Durata:�Instantaneous�Tiro Salvezza:�Special��Area d'effetto:�5-foot wide, 10-foot per level long beam����This spell is similar to Glamden's other spells, Acid Fire and Acidic Gas; when this spell is cast, a jet of green gas shoots from the wizard's palm; a split-second later, the gas erupts in flames. This jet is 10 feet long per level of the wizard, and is 5 feet wide; anyone hit by the jet must make two saving throws vs. spell (one for the gas, and the other against fire) to avoid suffering 8d6 points of damage. The procedures for saves and immunity vs. the two components are the same as for Glamden's Acidic Gas, except magical fire replaces the acid component. 

The material components for this spell are the heart of a red dragon and the stomach of a green dragon; both are consumed when the spell is cast. 

Glassee (Alteration)

Livello:�6�Componenti:�VSM��Range:�tocco�Tempo di Lancio:�1 round��Durata:�1 round per livello�Tiro Salvezza:�Nessuno��Area d'effetto:�speciale����Per mezzo di questo incantesimo il Wizard è capace di rendere una sezione di metallo , legno o pietra trasparente come il vetro al suo sguardo, o trasformarlo in materiale trasparente come spiegato dopo.

Normalmente possono essere attraversati sino a 4 pollici (10 cm) di metallo, 6 (15 cm) di pietra e 20 (50 cm) di legno.

L’incantesimo non ha effette su piombo, oro, o platino. Il Wizard può scegliere se rendere la zona trasparente solo per se stesso o creare una porzione trasparente in una sola direzione. In ogni caso la zona visibile è di 3' di lunghezza per 2 di altezza (90x60 cm). Se si sceglie di creare una finestra, essa avrà la consistenza del materiale originale.

Il componente materiale è un pezzetto di vetro o di cristallo. (PHB)

Globe of Force (Invocation/Evocation) 

Livello:�6�Componenti:�VSM��Range:�0�Tempo di Lancio:�6��Durata:�1 turn per level�Tiro Salvezza:�None��Area d'effetto:�2-yard radius sphere����This spell causes a transparent globe of force 2 metres in radius to form around the wizard. The globe acts as a barrier to all matter: no creature may pass through the barrier in either direction, nor may any attack be made through the barrier using physical weapons either against or by the wizard. It does not impede magic in any way: if the wizard is the target of a Fireball spell or blue dragon's breath weapon, he will still take full damage. The wizard may terminate the spell before the full duration, but he may not lower the globe of force without terminating the spell. A successful Dispel Magic will bring down the globe. 

Globe of invulnerability (Abjuration)

Livello:�6�Componenti:�VSM��Range:�0�Tempo di Lancio:�1 round��Durata:�1 round per livello�Tiro Salvezza:�Nessuno��Area d'effetto:�sfera di 5' di raggio����L’incantesimo crea una sfera magica immobile, leggerissima e luminescente, attorno al caster, che impedisce la penetrazione di incantesimi del 1°, 2°, 3° e 4° livello.

Quindi l’area d’effetto degli incantesimi non includerà quella del globo dell’invulnerabilità. Ciò include anche le capacità innate e gli effetti provocati da oggetti.

Comunque qualsiasi tipo di incantesimo può essere lanciato al di fuori della sfera, esso passerà dal caster alla vittima senza effetti sul globo.

Incantesimi del 5° livello o più non sono influenzati. La sfera può essere abbattuta da un Dispel Magic che abbia avuto successo. Il componente materiale è una perla di vetro o cristallo che si rompa alla fine dell’incantesimo. (PHB)

Graft (Alteration)

Livello:�6�Componenti:�VSM��Range:�Tocco�Tempo di Lancio�1 Turno��Durata:�Permanente�Tiro Salvezza:�Vedi Sotto��Area d'effetto:�Creatura colpita����When a spellcaster invokes a Graft spell, he may attach an appendage of another creature in place of a missing limb on the recipient's body, who may be either the caster or another being. The appendage must take the place of a lost limb - e.g., the caster cannot place the arm of another creature onto a body which had no such limb before, nor add an extra arm in the middle of his chest. Additionally, the limb to be Grafted must also perform roughly the same function as the old one; consequently, a mage may not attach a foot a an arm stump. the appendage may be of any size, but the recipient of the limb must be able to manipulate it with his current strength. If the limb is overly cumbersome or exceptionally different from the original, the limb may inhibit movement or limit spellcasting ability. The appendage to be replaced may be anywhere on the body, i.e. arms, legs, feet, of hands, or parts thereof, but it cannot be the head. The replacement may also be of any form, thus a demon's claws, a bear's forepawn, or another human hand could take the place of a lost hand, claw or paw.

The appendage to be Grafted must have been alive within the hour before the spell is cast, or the graft will not take. The member to be Grafted may be successfully joined provided that the recipient of the limb makes a successful system shock roll upon completion of the casting. A failed roll indicates that the graft does not take, and the limb withers and dies in one day.

If the graft does take, then the new member will remain in place and function normally. Furthermore, the recipient even receives all the strength and dexterity bonuses or penalties the limb had previously. The Grafted appendage also has all the immunities and weaknesses, including armor class and damage ability, that the appendage had previously, so long as such bonuses and penalties did not result from special characteristics of the limb's original body (thus, innate spellcasting abilities, psionic ability, magic resistance and strength bonuses do not apply). For example, if a wizard were to Graft on the hand of an Arcanadaemon, hi new hand would be AC -2, would take only half damage from cold, and would cause 1d4 hp clawind damage. The hand would, however, no longer be magic resistant (as is an aracanadaemon's hand). If a wizard were to Graft on the forefoot of a lizard though the mage may gain an improved armor class for that hand, he would probably not be able to cast spells due to the low potential dexterity of a lizard's claw. The hand of an ogre (the largest size humanlike being whose libs may be so used) would allow for a grasping strength equal to an 18 (nonpercentile) strength; however, the wizard could not lift weights at the same strength levels as only his hand has this ability, unless the wizard previously had an 18 strength.

The material components of the spell are the appendage to be Grafted and a mixture made up of the blood of the being to which the member originally belonged, the blood of the caster, a potion of Polymorphing, a potion of Extra-Healing, and at least 10000 gp worth of powdered moonstone. The components are consumed (except for the appendage, of course) when the spell is cast. (Dragon # 139)

Guards and wards (Evocation, Alteration, Enchantment/Charm)

Livello:�6�Componenti:�VSM��Range:�0�Tempo di Lancio:�3 turni��Durata:�1 ora per livello�Tiro Salvezza:�speciale��Area d'effetto:�speciale����Questa potente magia è usata principalmente per difendere la fortezza del Wizard; protegge un palazzo ad un solo piano di dimensioni della base piana di 400x400'. Se il Wizard desidera far custodire una zona o più piani, l’area di base sarà ridotta in maniera appropriata. Nell’area custodita al termine della messa in opera dell’incantesimo succederanno le seguenti cose:

- Tutti i corridoi saranno riempiti bi nebbia, la visibilità è ridotta a 10'.

- Tutte le porte sono bloccate da un Wizard Lock

- Le scale sono riempite di ragnatele dalla cima alla fine. Esse agiscono come l’incantesimo del 2° livello Web eccetto che si rigenera entro un turno se ditrutta.

- Quando ci sarà da scegliere una direzione, per esempio un incrocio, o un passaggio laterale, un incantesimo simile al Confusion ma di entità minore avrà effetto. Farà in modo che al 50% gli intrusi credano di stare andando nella direzione opposta a quella voluta.

- L’intera area emette magia. L’uso normale del Detect Magic diventerà impossibile per maghi di livello inferiore a quello del lanciatore, e difficile per gli altri

- Una porta per ogni livello d’esperienza del Wizard è coperta da una illusione che la farà apparire come un normale muro.

- Il Wizard può aggiungere uno di questi effetti:

Dancing Lights in quattro corridoi

Magic Mouth in due punti

Stincking Cloud in due punti

Gust of Wind in un corridoio o in una stanza

Suggestion in un punto

Gli effetti 6 e 7 funzionano solamente quando il Wizard è totalmente familiare con l’area dell’effetto dell’incantesimo. Un Dispel Magic rimuoverà un effetto od oggetto, ma il Remove Curse non avrà effetto.

I componenti materiali sono: dell’incenso acceso, una piccola quantità di zilfo e olio, una cordicella annodata, un po di sangue di Umber-hulk ed una piccola verga d’argento. (PHB)

Hold Person IV (Enchantment/Charm)

Livello:�6�Componenti:�VSM��Range:�120 Yarde�Tempo di Lancio�6��Durata:�1 Round/Lvl�Tiro Salvezza:�Nega��Area d'effetto:�5 persone in raggio di 20 piedi����This is like hold person except as noted above and all saving throws are made with no modification.

Imbue Undead with Spell Ability (Necromancy)

Livello:�6�Componenti:�VS��Range:�Touch�Tempo di Lancio:�1 turn��Durata:�Special�Tiro Salvezza:�None��Area d'effetto:�One undead creature����The wizard using this spell can grant an undead creature the use of a particular spell that the wizard has learned. That spell is then left with the undead creature and can be used by the creature.

Once this spell has been given to a creature, it will remain with the creature until it discharges the psell or is destroyed. The wizard who provides the spell loses use of one spell of that particular rank until the spell is discharged or the undead creature is destroyed. A wizard can imbue as many different undead as he has imbue spells or spells to give away. No spells above 5th rank can be imbued to an undead creature. No more than a single spell can be imbued to a single undead creature at any time.

Once discharged, the spell takes effect as if it was cast by the initial spellcaster—no material, verbal, or somatic components are required, and the casting time of the released spell is 1.

The material component of this spell is a small scroll of paper upon which is written the name of the imbued spell in squid ink.(REF5)

Improved Create Water (Alteration)

Livello:�6�Componenti:�VS��Range:�60 yards�Tempo di Lancio:�7��Durata:�Permanent�Tiro Salvezza:�Special��Area d'effetto:�One 10-foot cube/level����When the wizard casts this spell, he creates a quantity of water that is equal to a 10-foot cube per experience level. This equates to roughly 7,500 gallons of water per experience level. The water is clean and drinkable (it is just like rain water). This water can be dispelled within a round of its creation, otherwise the magic fades, leaving normal water that can be used, spilled, evaporated, etc.

Note that water cannot be created within a creature. For reference purposes, water weighs about 8½ pounds per gallon, and a cubic foot of water weighs approximately 64 pounds.

The material component is a pinch of dust, some diamond dust worth 500 sp, and a bit of seashell. (TOME???)

Improved Wiley's Door (Alteration)

Livello:�6�Componenti:�VS��Range:�0�Tempo di Lancio�6��Durata:�1 Round/Lvl�Tiro Salvezza:�Nessuno��Area d'effetto:�Speciale����This spell is like that of Wiley's door except that there is no limit to the amount of stuff that can be transported (except for the physical problems of getting that much stuff through the door) and the second door can be up to 200 yards distant. The second door must be somewhere that the caster has seen.

Invisible Stalker (Conjuration/Summoning)

Livello:�6�Componenti:�VSM��Range:�10 yarde�Tempo di Lancio:�1 round��Durata:�speciale�Tiro Salvezza:�Nessuno��Area d'effetto:�speciale����L’incantesimo chiama un Invisible Stalker dal piano elementere dell’aria. Questo mostro da 8 HD obbedirà e servirà Il caster nel compimento di quelsiasi compito che gli sia presentato. È un’infallibile segugio se la preda è passata da meno di un giorno e seguirà le istruzioni anche se lo manderanno a migliaia di miglia di distanza e una volta ricevuto l’ordine, lo seguirà incessantemente fino ad obbiettivo raggiunto. Malgrado la creatura sia obbligata a servire non lo fa lealmente e non lo desidera. Quindi si offenderà se gli saranno richieste missioni prolungate o complesse, e cercherà di distorcere le istruzioni appena possibile. Gli Invisible Stalker comprendono il comune ma non sanno nessun altro tipo di linguaggio diverso dalla loro lingua.

La componente materiale è costituita da dell’incenso acceso e un pezzo di corno lavorato a forma di luna crescente. (PHB)

Invulnerability to Magical Weapon (Abjuration)

Livello:�6�Componenti:�VM��Range:�0�Tempo di Lancio�3��Durata:�1 Round/Lvl�Tiro Salvezza:�Nessuno��Area d'effetto:�Raggio di 5 piedi����This spell creates an immobile, faintly shimmering magical sphere around the caster that cannot be penetrated by magical meele weapon or missiles; all such weapons are harmlessly deflected (missile weapons strike the sphere, then immediately fall to the ground). However, the sphere offers no protection against magically created creatures (such as golems) or from creatures whose attacks are magically based (such as the gaze of a medusa). The sphere offers no protection against spells such as Magic Missile, or spells that simulate the effects of weapons.

The caster can use magical weapons from inside the sphere to attack opponents normally. Spells can alse be cast through the sphere. The sphere can be negated by Dispel Magic. The material component for this spell is a piece of broken magical weapon. (PHBR4)

Jadwin's Free Thoughts (Alteration, Illusion)

Livello:�6�Componenti:�VSM��Range:�0�Tempo di Lancio:�6��Durata:�2 turns per level�Tiro Salvezza:�none��Area d'effetto:�Special����This spell allows a wizard to maintain any illusionary spell requiring concentration without the need to concentrate. The maintained illusionary spell will either remain fixed, proceed or repeat in a very mechanical manner. The wizard may alter the behaviour of the maintained illusion at any time by concentrating on changing the illusion. Changing a maintained illusion requires an action of length equal to twice the original casting time of the illusion. Disruption of the changing action causes the end of the maintained spell. The wizard can maintain one spell per four levels. 

The material component is a gem worth 200 GP for each spell to be controlled. 

Jadwin's Illusion Enhancer (Alteration, Illusion) 

Livello:�6�Componenti:�VS��Range:�Touch�Tempo di Lancio:�6��Durata:�1 turn per level�Tiro Salvezza:�Negates��Area d'effetto:�60 yards + 10 yards per level����By means of this spell, the wizard changes the appearance of all illusions within the spell range of the spell recipient. Illusions can be made to seem more real such that the recipient receives a -4 modifier to any attempt to disbelieve. Or illusionary qualities may be added that will make illusions more visible, e.g. all illusions will be visibly outlined in purple and will flash hot and cold to the touch. Attempts to disbelieve indicated objects can then be made with a +2 modifier. 

Javelin (Evocation)

Livello:�6�Componenti:�VSM��Range:�80 Yarde+10 Yarde/Lvl�Tempo di Lancio�6��Durata:�Istantanea�Tiro Salvezza:�1/2��Area d'effetto:�Una Creatura����This spell causes a javelin to become filled with deadly energy. The caster may hrl this bolt at any creature within range of this spell. The javelin strikes without error and inflicts 1d10 points of damage for every two levels of experience of the caster, to a maximum of 10d10 at 20th level. The target is entitled to a saving throw vs spell with a -3 penalty; success indicates that the target suffers only half damage. 

The material component of this spell is a javelin. (FR10)

Justin's Skimmer (Evocation)

Livello:�6�Componenti:�VSM��Range:�20 Yarde�Tempo di Lancio�6��Durata:�1/2 Ora/Lvl�Tiro Salvezza:�Nessuno��Area d'effetto:�1 skimmer����An improved form of Tenser's floating disc, the skimmer is designed as a flying vehicle for the caster. The wizard reclines in a molded seat at the centre of the 3' radius disc. The “wings” each have room for one person, or a comparable volume of cargo. It can lift 50 pounds per level of the caster. The skimmer can move at speeds up to 25 miles per hour (this approximates move 70, VERIFICARE), and has maneuverability class A at speeds less than move 21. The caster is protected from acceleration, passengers are not. When stopped, the skimmer can rotate on a dime. The caster has full cover from below. The skimmer can take 5 HP per level of the caster. Ramming, it does (move/3)d6 damage to both itself and the target. Only the caster can control the skimmer; it hovers motionless if he is unconscious. The skimmer is a stable casting platform.

Kalessin's Spell Load (Evocation)

Livello:�6�Componenti:�VSM��Range:�Speciale�Tempo di Lancio�Speciale��Durata:�Speciale�Tiro Salvezza:�Speciale��Area d'effetto:�Caster����With this spell, the caster is able to “store” one spell for every three levels he possess (i.e. two at fourth, three at seventh, etc). The caster “paints” the spells around himself as runes, in effect, casting them, a process taking one turn per spell. The spells are now “hung” around the caster, and can be released by command, an action taking one segment.

If the caster concentrates, glowing runes representing the remaining spells in the load will appear about the caster, visible only to the caster. The caster must specify in the casting of the load what the verbal or somatic commands are to be for the release of each spell. The caster also determines the appearance of each representative rune. Detect magic will reveal the presence of the spell load, and True Sight will allow the caster to see the rune representations of the spells in the load.

A spell load gets two saves versus a Dispel Magic cast at it. First, it gets the mage's saving throw versus magic, and if that fails, it has a 100% chance of being dispelled, minus 5% for each level the spell load caster has greater than that of the dispel magic caster.

Releasing the spells by command takes only one segment for initiative purposes, and the caster can release two spells per round, although, if two spells are released, there is a (50 - caster's level) chance that the load spell will be broken, and they will all go off. No more than six spells can be set into a spell load.

Until the last spells int the Load is not released, the Load count as a memorized spell of sixt level. Can be loaded only spells of level sixth or less.

Material components are a diamond tipped stylus, worth at least 1000 GP, and an amount of molten gold, with which the runes are painted. The gold is consumed in the casting of the spell, but the stylus is still usable. The runes are visible to all during the casting of the spell load, and they flare briefly when the spell they represent is cast.

Legend Lore (Divination)

Livello:�6�Componenti:�VSM��Range:�0�Tempo di Lancio:�speciale��Durata:�speciale�Tiro Salvezza:�Nessuno��Area d'effetto:�speciale����L’incantesimo è usato per determinare informazioni sotto forma di leggende su di una persona, un oggetto, o un luogo.

Se la persona o l’oggetto sono disponibili, o il Wizard si trova nel posto richiesto, il casting time sarà di soli 1d4 di turni. Se è disponibile solo un’in formazione dettagliata il tempo diventa 1d10 di giorni ma se esistono solo delle voci il tempo salirà a 2d6 di settimane.

Durante l’incantesimo il Wizard può effettuare solo compiti di routine: mangiare, dormire, etc.

Quando la magia è compiuta rivela l’esistenza di materiale riguardante leggende, spesso rivela dove questo materiale è tenuto, con il nome del luogo, un indovinello ouna poesia. Qualche volta da anche certi tipi di informazioni sulla persona, posto o oggetto (quando sono disponibili) ma questi dati sono sempre in forma ambigua (poesie, indovinelli, anagrammi, messaggi cifrati, mappe, etc.).

L’incantesimo è lanciato con incenso e frammenti d’avorio posizionati in un rettangolo, ma qualche oggetto di valore di proprietà del Wizard dovrà essere sacrificato —una pozione, pergamena, od oggetto magico, etc.

Naturalmente l’incantesimo rivelerà informazioni solo se il soggetto è famoso o leggendario.

Immagina Delsenora che ha trovato una spada di ottima fattura. La spada emette magia ma quando ha usato un Identify, non è riuscita ad ottenere nessuna informazione. Anche dandola ad un potente guerriero la spada non ha manifestato nessun potere. Alla fine decide di lanciare l’incantesimo di Legend Lore sperando di ottenere qualche informazione.

Visto che la spada è disponibile l’incantesimo è compiuto in 3 turni. Nella sua mente compare il messaggio —Una volta questa era la spada di chi aspetta il tempo in cui Albion sarà un grande pericolo, quando nelle sue mani dovrà volare ancora. Gentile era la mano che mi ha domata e gentile dovrà essere la mano che mi reclama -. Chiaramente Delsenora capirà che si tratta di un oggetto potente, visto che ha ricevuto una risposta oscura. Ma chi è che aspetta? E dov’é Albion? Bisognerà lanciare altri incantesimi per saperlo, ma richiederanno più tempo, dati i vaghi indizi a disposizione. (PHB)

Lestat's Liteblade (Abjuration, Evocation) 

Livello:�6�Componenti:�VSM��Range:�0�Tempo di Lancio:�1 round��Durata:�1 round/Lvl within 1d6 days�Tiro Salvezza:�None��Area d'effetto:�One Liteblade����The material component of this spell is comprised of a large crystal (for example a diamond), worth at least 1000 GP, mounted in a precious metal (platinum or better) on a handle constructed from a precious wood (ebony for example). This construction is not consumed in the casting. 

At the completion of the casting, the crystal glows from within. When the material component is wielded, the wielder can summon the blade forth at will (if the wielder is not the wizard, and is not familiar with the spell, the wizard will have to explain how to do this, it will take approximately 1 turn to understand how to control the summoning of the blade, and the blade will be active for 2d6 rounds in the process), and a blade of 5 feet length will spring from the crystal. 

This blade is primarily light, contained within a field of magical force, though this force is such that the blade can block another blade, including non-Liteblades. The blade itself has no discernible weight, and thus is very fast, having weapon speed 1 and +3 to hit (also determining what the blade can effect). By the same token, it is balanced differently than any other weapon, and unless the wielder has spent considerable time practising the Liteblade, the wielder will suffer the normal weapon non-proficiency penalty. In game terms, this means the player has taken a weapon proficiency in the Liteblade (note this requires rather considerable access to Liteblades). 

The blade does 1d10 damage on a successful hit (this damage is primarily from light and heat, and creatures particularly resistant or vulnerable to such damage will take half and double damage respectively, and those immune will take none). Also note that the blade cauterises the wounds it creates, and thus no bleeding will result. 

The blade will retreat to a state of inactivity within the crystal at the wielder's will, or if the material component is released. 

Optional extension: 

On a roll of a natural 19, the opponents weapon must save vs. magical fire or be cut by the blade (if reasonable). On a roll of a natural 20, roll a 1d20 on the following table: 

Roll�Effect��1�Head severed��2-5�Arm severed��6-10�Hand severed��11-15�Leg severed��16-20�Normal damage��Lich Touch (Necromancy)

Livello:�6�Componenti:�VS��Range:�Touch�Tempo di Lancio:�7��Durata:�1 round/level�Tiro Salvezza:�None��Area d'effetto:�The caster����By means of this spell, the wizard gains both the chilling touch of the lich and invulnerability to several lich-like attacks and effects. The caster is immune to all forms of paralysis and fear, including those generated by lichs, for the duration of the spell.

The wizard casting this spell can touch individuals and affect them as a lich would, inflicting 1d10 points of damage and paralyzing the target. The touched creature receives a saving throw vs. spells to avoid the paralysis, though the victim still takes the damage even if not paralyzed. Undead and creatures not affected by paralysis are not affected by the touch and do not take 1d10 points of damage. Individuals who are paralyzed by this spell remain so for 2d4 hours or until the paralysis is dispelled by a dispel magic, remove paralysis, or similar spell. The spell cannot be ended before its duration expires and the caster will affect everyone he touches with the lich touch.

The material components of this spell are a drop of the caster’s blood and a scarp of rotting meat or fish. When the lich touch is in operation, the hands of the caster glow with an unearthly greeish brilliance. (TOME???)

Lorloveim’s Shadowy Transformation (Illusion)

Livello:�6�Componenti:�VS��Range:�Touch�Tempo di Lancio:�6��Durata:�1d4 Rnd + 1Rnd/Lvl�Tiro Salvezza:�Neg.��Area d'effetto:�Special����When this spell is cast, the wizard transforms one creature or a specified amount of non-living material into shadow, making it insubstantial. Thus, a door could be turned to shadow and walked through. The maximum amount of inanimate material that may be transformed is one cubic foot per level of the caster.

Unwilling creatures are allowed a saving throw to resist the transformation. Magical items and the magical effects of spells cannot be affected.

A transformed creature and all its gear become insubstantial. The creature can pass through small holes, narrow openings, and the smallest cracks. The creature cannot fly without additional magic.

No form of attack is possible when in shadow form except against creatures that exist on the Ethereal plane. In this case, all attacks are normal; however, the shadowy creature may be harmed only by magical weapons of +1 or greater or by creatures able to affect those struck only by magical weapons. Spells and special attacks have normal effects.

Most undead creatures will ignore a creature in shadow form, believing it to be a wraith or spectre; however, liches and powerful undead may save vs. spell with a -4 penalty to recognize the spell. A successful dispel magic spell forces the creature in shadow form back to normal form. (TOME???)

Lorth's Stasis (Alteration)

Livello:�6�Componenti:�VS��Range:�Tocco�Tempo di Lancio�5��Durata:�1 Turno/Lvl�Tiro Salvezza:�Nega��Area d'effetto:�1 Creatura����This spell was designed as either a sort of temporal stasis effect, or as a way of removing enemies without killing them. The creature touched is placed into its own extra-dimensional space, where no time passes. After one turn for each level of the caster has elapsed, the creature will be returned to the Prime Material plane in exactly the same state it was when the spell is cast (including location).

If an object has been placed in the location from which the creature was sent, the subject will be displaced the shortest possible distance in any direction consonant with emerging in open space. For instance, if the tunnel has collapsed since the spell was cast, the creature might be displaced a few tens of yards up to the surface of the earth, if this is the shortest displacement that will allow the creature to be placed in an open area. However, if there should happen to be a cavity in the debris blocking the tunnel, the subject would most likely be deposited there.

Lower Water (Alteration) Reversibile

Livello:�6�Componenti:�VSM��Range:�80 yarde�Tempo di Lancio:�1 turno��Durata:�5 round per livello�Tiro Salvezza:�Nessuno��Area d'effetto:�area di 10' quadrati per livello����Il Wizard che esegue un Lower Water causa l’abbassamento del livello dell’acqua, o di fluidi simili, nell’area d’effetto.

L’acqua può essere abbassata di 2' per ogni livello di esperienza del Wizard, con una profondità minima di un pollice (2,5 cm). L’acqua è abbassata all’interno di un quadrato di 10' (3 m) per livello di esperienza del caster.

Così un Wizard del 12° livello influenza un volume di 24'x120'x120' (7,2x36x36 m), uno del 13° un volume di 26'x130'x130' (7,8x39x39 m) e così via. In corpi d’acqua estremamente vasti come un oceano, per esempio, l’incantesimo creerà un vortice che trascinerà verso il fondo navi e oggetti simili, mettendo in serio pericolo la navigazione, e gli impedirà di lasciare la zona con il loro normale movimento per tutta la durata dell’incantesimo. Se lanciato contro Water elemental o altre creature elementari dell’acqua, l’incantesimo avrà lo stesso effetto dello Slow; questa si muoverà a mezza velocità e farà metà attacchi ogni round. Non ha effetto su altre creature. Il componente materiale è una boccettina di polvere.

L’incantesimo invertito Raise Water, fa in modo che l’acqua o il fluido ritornino al loro massimo livello naturale; inondazione immediata, alta marea, etc. Questo renderà impraticabili i guadi, fara galleggiare e navigare le navi in secca, provocherà anche la distruzione di ponti (se il DM lo desidera). Nega gli effetti del Lower Water e viceversa

La componente materiale del Rise Water è una boccetta d’acqua. (PHB)

Mage Lock (Alteration, Evocation)

Livello:�6�Componenti:�VSM��Range:�Tocco�Tempo di Lancio�1 Turno��Durata:�Speciale�Tiro Salvezza:�Nessuno��Area d'effetto:�Speciale����This powerful dweomer causes the sealing of a thing with far greater effectiveness than that caused by a Hold Portal or a Wizard Lock spell. The Mage Lock can only be cast on certain things: Boxes or chests made of iron, steel, or harder metals, or on doors made of the same and set into a wall at least as hard as hard stone.

When the Mage Lock spell is cast, the Wizard chooses a single person - other than himself - who is to be able to open the sealed box, chest, or door. When the spell is done the item is sealed and only the individual who was named in the casting will be able to open it. The item will be unaffected by Knock spells, Chimes of Opening, or similar magics, and will have a Magic Resistance of 25% with regard to other magics, and a +2 on all saves.

If the person named in the spell should die before the item is opened - for the spell holds only until the item is opened once - then the item cannot be opened by anyone until the caster of the spell is dead. If the item has not been opened by the time both the wizard and the person named die, the Mage Lock dissipates.

The material components of this spell are: A diamond, worth no less than 5,000 gp, 4 small iron cubes, and a drop of blood from the person to be named in the spell.

Malthar Ball (Evocation)

Livello:�6�Componenti:�VSM��Range:�100 Yarde+10 Yarde/Lvl�Tempo di Lancio�5��Durata:�Istantanea�Tiro Salvezza:�1/2��Area d'effetto:�Speciale����Malthar ball is the same as the third level Fire Ball spell in all respects except damage and area of effect. The maximum area of effect is a 2” radius sphere. The magic user can, however, reduce the radius of the ball. He can make it 1/2, 1/4, or 1/8 of the maximum radius of 2” (ie 1”, 1/2” or 1/4” radius).

The ball cannot be made smaller than 1/4” radius. If the ball is 1/2 radius, then +1 is added to each die of damage on all affected creatures. +2 is added per die for 1/4 radius, and +3 at 1/8 radius.

The material component for this spell is a ball of sulfur and bat guano.

Malthar's Rockhard (Alteration)

Livello:�6�Componenti:�VSM��Range:�10 Yarde/Lvl�Tempo di Lancio�7��Durata:�Permanente�Tiro Salvezza:�Nessuno��Area d'effetto:�10 piedi cubici/Lvl����The Rockhard spell will harden any mundane rock instantly. Any rock affected by this spell will become ten times as hard as it was. Limestone will become as hard as marble, clay will become as hard as limestone, and extremely hard rocks such as marble or granite will become almost as hard as the rock that forms the tower at Orthanc. As a general rule, a sedimentary rock will become as hard as its metemorphic counterpart, etc. The rock retains its original shape and structure, thus a crystal such as diamond is still a crystal. The Rockhard spell can affect a cube 10' on a side per level (ie, at 5th level a 50' cube can be affected). The effects of this spell are permanent until dispelled by a dispel magic or like spell. If a Rock to Mud spell is cast on a stone bearing a Rockhard spell, both spells will be cancelled. A Disintegrate spell will only destroy 1/2 of the the normal area of a Rockharded stone, and in addition the stone gets a save on the items table vs disintegration. at a bonus of +3. If the stone is broken into tiny bits, the bits retain the spell, and are very hard bits. The material components of this spell are a small piece of rock of the type to be hardened, a small lump of coal, and a small diamond of at least 100gp worth.

Malthar's Teleportal (Evocation) 

Livello:�6�Componenti:�VSM��Range:�Tocco�Tempo di Lancio�Speciale��Durata:�Permanente�Tiro Salvezza:�Nessuno��Area d'effetto:�Speciale����When this spell is cast, the magic user magically connects 2 portals together. Anything entering one portal is instantaneously teleported to the other portal, much like simply stepping through a door. The portals must be of the same type (arches, doors, etc) and of equal size. They must also face each other and be in a direct line (DM's option on how direct). The two portals can be any distance apart. The direct line can follow the curve of a planet et al, so the two portals are not facing each other in space, but are considered facing on planet. Interplanar travel is not possible. Interplanetary travel would be difficult, as the planet vectors would have to be computed and the gates aligned from both ends at the same time. The caster must spend 6 turns at one portal uninterrupted to start the enchantment. He must then travel (by any means) to the second portal within level days and complete the enchantment. The second step is the same as the first, requiring 6 turns. The portal may have an area of 2 square feet per level of the caster, therefore a door of 7' by 4' could be enchanted by a spell caster of 14th or higher level. The portals do not have to open onto anything on the reverse side, thus the portal may be an arch built onto a solid wall. With this arrangement, anyone entering the portal would seem to disappear into a solid wall. If anything protrudes through either portal from the back side, neither portal will function until the blockage is removed. Note: the portals do not connect a line of sight, so normal terrain (or whatever) can be seen through the portal. The material component for this spell is diamond dust worth 10,000 gp, 5,000 gp worth sprinkled on each portal.

Masol's Light Blast (Alteration) 

Livello:�6�Componenti:�VSM��Range:�15 feet + 1 foot/Lvl�Tempo di Lancio:�4��Durata:�Instantaneous�Tiro Salvezza:�Special��Area d'effetto:�15-foot radius����This spell will instantaneously create a sphere of intense light, that will almost certainly blind any creature inside the area of effect. A saving throw vs. paralysis at a -4 penalty is needed to avoid permanent blindness for those within the sphere. Those who do make their save are blinded for the next 2d8 hours. Creatures in the sphere will also take 1d2 per level damage due to flash burns, a successful saving throw results in half damage. 

Also, any creature who looks at the light must make the same saving throw (without the penalty) or risk going blind for 2d8 hours. A successful saving throw - from this point - will result in no ill effects. 

The material components are 10 fireflies enclosed in a crystal sphere of at least 500 GP. This is thrown and shattered at the impact area. 

Mass Suggestion (Enchantment/Charm)

Livello:�6�Componenti:�V, M��Range:�30 yarde�Tempo di Lancio:�6��Durata:�4 Tnr+ 4 Trn/Lvl�Tiro Salvezza:�Negato��Area d'effetto:�1 creatura per livello����Questo incantesimo permette al Wizard di influenzare le azioni di una o più creature a sua scelta come l’incantesimo Suggestion. Possono essere influenzate sino a una creatura per livello, basta che stiano all’interno delle 30 yarde. I non morti sono immuni a questa magia. L’incantesimo deve essere ragionevolmente pronunciato e capito da esse, inoltre deve essere lo stesso per tutte. Le creature che fanno il ST vs. spell non saranno influenzate.

I ST hanno un -1 di penalità, e se si sceglie di influenzarne uno solo, di -4. Una Suggestion estremamente ragionevole aggiungerà all’ulteriore penalità (-1, -2, etc.) che sarà determinata dal DM. L’incantesimo può essere efficace per un considerevole periodo di tempo (determinato dal DM). Condizioni che avvieranno un o specifico comportamento dovranno essere specificate, se l’azione non sarà compiuta entro la fine dell’incantesimo, l’azione non sarà più eseguita.

I componenti materiali sono composte da una lingua di serpente e da un fano o un po’ di olio dolce. (PHB)

Mass Teleport (Alteration)

Livello:�6�Componenti:�V��Range:�0�Tempo di Lancio�3��Durata:�Istantanea�Tiro Salvezza:�Nega��Area d'effetto:�Caster +1200 libbre/Lvl oltre il 10°, in un raggio di 1 yarda/Lvl����This spell is basically a higher level of the fifth level Teleport spell. The main difference lies in the amount of mass that can be transported by the caster. In addition to the caster, 1200 pounds per level over level 10 may be transported. Basically, this spell is for bulk rate transfers of material. The range simply refers to the maximum radius outward from the center of effect (usually the caster) that people and things can be to be teleported.

This was a very popular spell with parties of adventurers that had lots of money to spend on transportation... As such, the mages who could cast this spell tended to charge through the nose for it... It's not an easy spell to find since it is very, very useful... Of course, it's just a matter of time before somebody else (or a group of others) break into the action by researching a similar spell.

Merge Protection Inscriptions (Abjuration) 

Livello:�6�Componenti:�VSM��Range:�Touch�Tempo di Lancio:�1 turn��Durata:�Permanent�Tiro Salvezza:�None��Area d'effetto:�Special����By means of this spell, the wizard may merge two or more inscriptions of protection such as Circle of Protection, a Spiritual Triangle, a Pentagram, and an Elemental Square (q.v.). The material component for this spell is some rare incense, worth at least 1000 GP. 

Metal Rust (Alteration) Reversible

Livello:�6�Componenti:�VSM��Range:�Tocco�Tempo di Lancio�1 Round��Durata:�Permanente�Tiro Salvezza:�Nessuno��Area d'effetto:�1/2 piede cubico/Lvl����This spell allows the wizard to reduce ferrous metal to a crumbled pile of rust with a single touch. Upon casting the spell, the wizard touches the item (rolling a hit if necessary), causing it to fall away in large flakes of rust. Normal metallic items do not receive a saving throw - the effect is automatic. Magical metals make a saving throw vs. disintegration (17 for hard metal, 19 for soft metal and jewelry), receiving the appropriate bonus to the saving throw for the strength of the magic. 

The reverse of this spell Rust to Metal, restores a rusted item to its original condition if at least 90% of the original material is present. The material component for this spell is a flask of seawater.

Micah's Shield (Abjuration) 

Livello:�6�Componenti:�VSM��Range:�Touch�Tempo di Lancio:�1 hour��Durata:�1 hour per level�Tiro Salvezza:�Negates��Area d'effetto:�One creature����This spell can be cast by the wizard upon one person, not necessarily himself. While in effect, the area with 10 feet of the recipient becomes a scrying “dead area”. When a scrying device (such as magic mirror or crystal ball) is directed at the area, all that will be seen in the dead area is grey mist. These information gathering spells: 

Detect Lie,

Locate Object,

Clairaudience,

Clairvoyance,

Know Alignment, and

any of the “Detect” spells

will return no information (which in itself will be quite peculiar). Finally, when a priest casts a commune spell and asks a question regarding events taking place within the dead area, said priest must make a secret saving throw vs. magic for each question asked or receive a wrong answer. 

Note that anyone can see into the area just fine, and no physical protection is given. The spell simply counters detection magic. 

The material components for this spell is a finely crafted ball of layered onyx, gold, and lead. Such a ball costs 3000 GP, takes a month to make, and disappears upon casting. 

Minor Accursed Rite (Necromancy)

Livello:�6�Componenti:�VSM��Range:�Tocco�Tempo di Lancio�8 Ore+2 settimane per cambiare��Durata:�Permanente�Tiro Salvezza:�Nega��Area d'effetto:�Una creatura vivente non necessariamente umana o mammifera����Turns victim into an undead, type selected randomly wight, ..., vampire, partially controllable by the caster. Risky: each command given is a chance for the victim to become fully a free undead of the type, unless the caster also is a member of the same type of undead. Free - until controlled by a spell, of course. The change takes place over a period of two weeks of gradually worsening illness in which time the spell can be dispelled by a Dispel Magic, Cure Disease, and Heal, cast in any order any time during the two weeks, not necessarily one straight after the other.

Note: the spell can create some quite weird undeads, such as vampire snakes. Controlling requires a common language and sufficient intelligence on the part of the target. The spell in itself doesn't modify stats such as intellect, even if the undead strength of 18/00 on a vampire does apply to non-humanoids as well.

Minor Poltergeist (Conjuration/Summoning) 

Livello:�6�Componenti:�VSM��Range:�0�Tempo di Lancio:�4 turns��Durata:�Permanent�Tiro Salvezza:�Negates��Area d'effetto:�Special����When cast, this spell causes a creature's spirit to be bound to a specific area. The wizard may elect to have the spirit enter a building or just to warder about a certain area. The type of spirit depends on the bone used, which is the material component. The spell's duration is one month per level of the wizard. After this period, the spirit is free to do as it pleases, leave or stay. 

The saving throw is made at half the level or hit dice of the creature to which the used bone once belonged. 

Mirage Arcana (Illusion/Phantasm, Alteration)

Livello:�6�Componenti:�VSM��Range:�10 yarde /Lvl�Tempo di Lancio:�Speciale��Durata:�Speciale�Tiro Salvezza:�Nessuno��Area d'effetto:�Raggio di 10 piedi per livello����La magia di questo incantesimo è simile a quella dell’incantasimo di Vacancy, solo che è più potente ed elaborata. L’incantesimo permette al caster di far sì che un’area appaia diversamente da com’è in realtà, un altro luogo che ha visto di persona. L’incantesimo è attivo fin tanto che il caster mantiene una minima concentrazione e, quando smette di farlo, persiste per un’ora più un turno per ogni livello del caster (si tenga presente che una concentrazione minimale può essere mantenuta durante una conversazione ma non mentre si lanciano incantesimi, si combatte nel corpo a corpo o si viene feriti da un attacco). Se il caster utilizza un piccolo pezzo di qualcosa collegato con il posto che vuole creare con questo incantesimo, esso diventa quasi-reale.

Nella sua forma basilare, è necessario un contatto forzato per avere una qualche speranza di scoprire la magia, come pure un mezzo di rilevazione o un incantesimo. Nella sua forma più complessa, quando viene usato un componente materiale, la rilevazione è possibile solo con un metodo magico, strumento, oggetto o incantesimo. Entrambe le forme sono soggette all’incantesimo di Dispel Magic.

Come per tutte le illusioni potenti, la mente di chi ci crede provoca gli effetti appropriati sul proprio corpo. Sotto l’influenza di questo incantesimo, l’osservatore può attraversare un letto di carboni ardenti pensando che si tratti di un corso d’acqua che gli sta rinfrescando i piedi ( e quindi non subire danni); cenare con un cibo immaginario e sentirsi soddisfatto; riposare confortevolmente su di un letto di rocce accuminate, credendo che si tratti di un letto di piume. Tuttavia, la gravità non viene influenzata da questo incantesimo, quindi un ponte illusorio che attraversa un profondo baratro non sostiene chi ci crede, mentre coloro che assistono all’evento lo vedono come una scomparsa improvvisa dell’individuo e non la collegano con l’illusione, a meno che non siano consapevoli del fatto che c’è una magia all’opera. (PHB)

Mislead (Illusion/Phantasm)

Livello:�6�Componenti:�S��Range:�10 yarde (9 m)�Tempo di Lancio:�1��Durata:�1 round per livello�Tiro Salvezza:�Nessuno��Area d'effetto:�Speciale����Facendo questo incantesimo il wizard crea un proprio duplicato illusorio e, contemporaneamente, viene nascosto da un Improved Invisibility (si veda l’incantesimo di 4° livello). Il wizard è quindi libero di andare dove vuole mentre il suo doppio sembra allontanarsi. Questo incantesimo permette all’illusione di parlare e di gesticolare come se fosse reale e la fornisce anche delle componenti olfattive e tattili. Un incantesimo di True Seeing o una geem of seeing mostrano l’illusione per ciò che è realmente. Un incantesimo di Detect Invisibility o di True Seeing o oggetti come una gem of seeing o una robe of eyes possono individuare il wizard invisibile (si veda l’incantesimo di 5° livello da wizard, Shadow Door).

Moloranis's Marvelous Map (Invocation/Evocation) 

Livello:�6�Componenti:�VSM��Range:�Special (see below)�Tempo di Lancio:�1 turn��Durata:�Instantaneous�Tiro Salvezza:�None��Area d'effetto:�One sheet of paper����By casting this spell, the wizard is able to draw a fairly well detailed map of the surrounding terrain onto blank paper, which is the material component for this spell. The wizard casting this spell must give total concentration to the spell for the entire 10 minutes. If the wizard loses his concentration, the partially drawn map will fade from view and the spell must be repeated. 

The range of this spell varies as follows: 

Above the ground: 1 mile per level of the wizard.

Underground: 100 feet per level of the wizard.

Inside a structure: The wizard will get a detailed map of the floor or level he is on. However, the map will show nothing beyond the outer walls. If the floor or level is bigger than the wizard's maximum radius, then follow the underground rule. 

While this spell is very handy, it does have some draw-backs. Nothing on the map is labeled. Also, the map will not show people. For instance, the map will show where a town is (if it is in range) but it won't give you the name of that town and it won't tell you if there are any people in the town. In other words, this spell results in a terrain-like map. 

The material component for this spell is a piece of paper (or something like that) and a writing instrument of some kind. 

Monster Summoning IV (Conjuration/Summoning)

Livello:�6�Componenti:�VSM��Range:�60 yarde (54 m)�Tempo di Lancio:�6��Durata:�5 + 1 round/Lvl�Tiro Salvezza:�Nessuno��Area d'effetto:�Speciale����Questo incantesimo è molto simile a quello di 3° livello Monster Summoning I, tranne per il fatto che questo richiama 1d3 mostri di 4° livello, che appaiono entro il raggio dell’incantesimo ed attaccano gli avversari del caster finché egli non gli comanda di smettere, finisce la durata dell’incantesimo o i mostri sono uccisi. Queste creature non fanno tiri di controllo sulla morale e vaniscono quando vengono uccisi. Se non ci sono avversari da combattere, i mostri possono, se il wizard è in grado di comunicare con loro e se ne sono fisicamente capaci, svolgere altri compiti per il wizard.

I componenti materiali di questo incantesimo sono una piccola borsa e una piccola candela, non necessariamente accesa). (PHB)

Mordenkainen’s Lucubration (Alteration)

Livello:�6�Componenti:�VS��Range:�0�Tempo di Lancio:�1��Durata:�Istantanea�Tiro Salvezza:�Nessuno��Area d'effetto:�Il caster����Con l’uso di questo incantesimo, il wizard è in grado di richiamare istantaneamente qualsiasi incantesimo dal 1° al 5° livello che ha usato durante le ultime 24 ore. L’incantesimo deve essere stato memorizzato ed attualmente usato durante tale periodo di tempo. Il Mordenkain’s Lucubration permette di recuperare solamente un singolo incantesimo, i cui componenti materiali, se richiesti, devono essere forniti dal caster, altrimenti l’incantesimo recuperato non è utilizzabile finché non se li procura. (PHB)

Mordenkainen's Faithful Phantom Guardian (Summoning)

Livello:�6�Componenti:�VSM��Range:�Speciale�Tempo di Lancio�3 Turni��Durata:�Speciale�Tiro Salvezza:�Nessuno��Area d'effetto:�Speciale����This spell summons a faithful phantom being to watch over and protect the mage for one day. The guardian will remain an undetectable observer, watching the caster from the ethereal plane. The guardian can see what is happening within 60 feet of the caster, and can spot invisible, out-of-phaze, duo-dimensional, ethereal, or astral creatures within the area around the mage. If the guardian spies any creature about to launch a surprise attack on the caster, the guardian will instantly materialize to intercept the attacker and defend the mage. The faithful phantom guardian: AC 2; Move 15”; HD 6; hp 36; #AT 1; Dmg 1d10 (phantom two-handed sword); THAC0 13; AL N; SA able to hit creatures which are hit only by +2 magical weapons. The guardian will fight up to one round per Level of the caster or until it is destroyed. The mage also has the option of summoning the guardian to his side at any time. The guardian will appear in one round and fight under the same time limit. Once the guardian has spent its time on the prime material plane, it has completed its mission and will no longer watch the caster. The guardian appears as a shimmering outline of violet light. The phantom guardian cannot speak, so it cannot shout a warning to the mage if he or she is attacked. The material component is a 1,000 g.p. diamond, which is sent to the guardian when the spell is cast as payment for its service. (GHA)

Move Earth (Alteration)

Livello:�6�Componenti:�VSM��Range:�10 yarde/Lvl�Tempo di Lancio:�Speciale��Durata:�Permanente�Tiro Salvezza:�Nessuno��Area d'effetto:�Speciale����Quando viene lanciato, questo incantesimo muove la terra battuta (creta, argilla, sabbia) e le sue altre componenti; in tal modo gli argini possono essere fatti crollare, le collinette vengono mosse, le dune vengono spostate. Tuttavia, in nessun caso, i rilievi rocciosi possono essera fatti crollare o spostati. L’area su cui si vuole influire determina il casting time: per ogni superficie di 40 x 40 yarde (36 x 36 m) con profondità di 10 piedi (3 m), è richiesto un turno. L’area massima su cui si può agire è di 240 x 240 yarde (2160 x 2160 m), che richiede 4 ore. Se devono essere spostate anche le caratteristiche del paesaggio —rispetto al far semplicemente franare un pendio o dei muri di terra— occorre che venga successivamente richiamato un earth elemental che presti la propria assistenza. Qualsisi lancio di incantesimi o evocazione deve essere completato prima di ottenere qualche effetto. Poiché qualsiasi earth elemental svolge la maggior parte del proprio lavoro sottoterra è raro che possa essere intercettato o interrotto, tuttavia se ciò avviene il movimento della terra che richiede la sua opera viene fermato finché egli non è nuovamente disponibile. Se l’elementare fosse ucciso o congedato, l’incantesimo di Move Earth si limiterebbe a far crollare pendii o muri di terra.

Questo incantesimo non può essere usato per scavare tunnel ed è solitamente troppo lento per intrappolare o seppellire creature; il suo uso principale consiste nello scavare buche, riempire fossati o sistemare i profili del terreno prima di una battaglia.

I componenti materiali di questo incantesimo sono un misto di terreno (creta, argilla e sabbia) in una piccola borsa e una lama di ferro.

Nota: questo incantesimo non spacca violentemente la superficie di un terreno, crea creste ed incavi simili a quelle delle onde, con una fluidità simile a quella di un ghiacciaio, finché non viene raggiunto il risultato desiderato. Alberi, costruzioni, formazioni rocciose, ecc. sono relativamente non influenzate, tranne per i cambiamenti di altezza e della topografia relativa. (PHB)

Mystyk's Improved Backlash (Abjuration, Invocation/Evocation) 

Livello:�6�Componenti:�VSM��Range:�0�Tempo di Lancio:�6��Durata:�1 round per level�Tiro Salvezza:�None��Area d'effetto:�The wizard����This spell is identical to Mystyk's Backlash except for the following: when the wizard is hit in melee, if he makes a successful save vs. rods, the attack only inflicts half normal damage (rounded down). Also, the energy bursts inflict an additional point of damage per level of the wizard, up to a maximum of 20; this damage is halved if the attacker successfully saves vs. spells. For example, if a 14th-level wizard is hit with a melee attack for 12 points of damage, the wizard would suffer 12 points of damage, or 6 if the save is successful; the attacker would suffer 12+14 = 26 points of damage, or 13 if the save succeeds. 

The material component for this spell is the same as that for Mystyk's Backlash except the gem must be worth at least 600 GP. 

Noska Trades’ Immortal Mount (Alteration, Necromancy)

Livello:�6�Componenti:�VSM��Range:�Touch�Tempo di Lancio:�1 turn��Durata:�Permanent�Tiro Salvezza:�Negates��Area d'effetto:�1 creature����This spell enables the caster to convert his/her mount into a gruesome undead creature. The mount is allowed a save vs death magic. If this save fails the mount must make a system shock roll, if it fails this roll it dies before the spell is completed, thereby negating the effects of the spell.

The mount turns jet black with glowing red eyes and appears as if its skin was pulled tightly over its bones. The mounts skin becomes leathery decreasing its AC by 2. It acquires an additional hit die and retains its previous movement rate and form (i.e, flying mounts can still fly). The mounts maximum encumbrance increases by 200 pounds and it also never grows tired.

The caster needs a vial made from the bones of a creature the same as the mount. The vial must be filled with demon ichor.

Orgasm (Enchantment/Charm) Reversible 

Livello:�6�Componenti:�VSM��Range:�50 yards+10 yard/Lvl�Tempo di Lancio:�1 round��Durata:�1 round per 2 levels�Tiro Salvezza:�Negates��Area d'effetto:�One creature����This spell causes the affected creature to reach a complete state of physical elation. The Orgasm may last for up to the length of the spell. The victim will be very noisy while under the effect of the spell, and is considered a prone target with respect to physical attacks. 

Saving throws are at victims level - wizards level. A one is always considered a failure for the wizard and success for the victim. The reverse of this spell, Headache, will instantly bring the victim back from a state of delirium to the harsh reality. 

The material component for the spell is a drop of sweat, for the reverse it is a hammer, which is not consumed in the casting. 

Orko's Acid Cone (Evocation) 

Livello:�6�Componenti:�VSM��Range:�0�Tempo di Lancio:�5��Durata:�Instantaneous�Tiro Salvezza:�1/2��Area d'effetto:�Special����When this spell is cast, it causes a cone shaped area, originating at the wizard's hand and extending outward into a cone, 5 yards long per level of the wizard. It drains coldness and causes 1d4 HP + 1 HP per level of the wizard of acid damage. Furthermore, every round hereafter, the remaining acid on the target causes an additional 1d6 HP of acid damage, that is reduced by 1 every following round. 

The material component for the spell is a very small cone made of crystal, allot or glass. 

Orko's Dragonfire (Evocation) 

Livello:�6�Componenti:�VSM��Range:�0�Tempo di Lancio:�5��Durata:�Instantaneous�Tiro Salvezza:�1/2��Area d'effetto:�Special����When this spell is cast, it causes a cone shaped area of fire, originating at the wizards hands and extending outward in a cone 30 feet in diameter and 35 feet + 5 feet per level of the wizard long. It melts ice and causes damage equal to the wizards hit points. 

The component for this spell if a small golden cone (50 GP) which melts after the spell is completed. 

Otiluke’s Freezing Sphere (Alteration, Evocation)

Livello:�6�Componenti:�VSM��Range:�Speciale�Tempo di Lancio:�6��Durata:�Speciale�Tiro Salvezza:�Speciale��Area d'effetto:�Speciale����Si tratta di un incantensimo multi-funzione dal potere considerevole. Il caster può, a propria scelta, creare quanto segue:

A) Globo glaciale. Un piccolo globo di materia con temperatura pari allo zero assoluto che si espande a contatto con l’acqua, o con un liquido composto principalmente d’acqua, congelandolo fino ad una profondità di sei pollici (21 cm) su di un’area pari a 100 piedi quadrati (10 mq) per livello del wizard che ha lanciato l’incantesimo). Il ghiaccio dura per una round per livello del caster.

Il componente materiale è un sottile foglio di cristallo dello spessore di circa un pollice (2,5 cm).

B) Raggio gelato L’incantesimo può anche essere usato come un sottile reggio di gelo che parte dalla mano del caster fino ad una distanza di 10 yarde (9 m) per livello, infliggendo 1d4+2 HP di danno per livello del caster alla prima creatura colpita, la quale ha diritto ad un ST vs. spell. Se il ST riesce non viene provocato alcun danno (poiché, essendo così sottile, significa che ha mancato il bersaglio), ma il raggio arriva alla massima distanza e chiunque altro si trovi sul percorso deve fare un Saving Throw (se applicabile) o subire il danno appropriato.

Il componente materiale è uno zaffiro bianco di valore non inferiore a 1.000 gp.

C) Globo di gelo. Crea un piccolo globo, circa delle dimensioni di una pietra da fionda, freddo al tocco, ma non dannoso, che può essere lanciato, sia a mano, ad una distanza di 40 yarde (36 m), considerata corto raggio, sia come proiettile di una fionda. Il globo va in pezzi all’impatto, infliggendo 6d6 HP di danno da gelo a tutte le creature che si trovano in un raggio di 10 piedi (3 m), a meno che non facciano un ST vs. spell, nel qual caso il danno viene dimezzato. Si usi la tabella “armi da lancio simili a granate” del DMG per vedere dove colpisce se manca il bersaglio. Si noti che se il globo non viene lanciato o tirato entro un round per livello del caster, esso va in pezzi e provoca il danno sopradescritto. Questo effetto a tempo può essere impiegato contro gli inseguitori, sebbene si possa rivelare ugualmente pericoloso per il caster ed i suoi compagni.

Il componente materiale è un diamante del valore di 1.000 gp. (PHB)

Otiluke's Diamond Screen (Evocation)

Livello:�6�Componenti:�VSM��Range:�2 Yarde/Lvl�Tempo di Lancio�6��Durata:�2 Round/Lvl�Tiro Salvezza:�Nessuno��Area d'effetto:�20 piedi quadri/Lvl����This spell creates a glittering screen of energy of any color chosen by the caster. All creatures passing through the screen will be attacked by a multitude of razor- sharp blades made of substance drawn from the quasi-plane of mineral. Each creature suffers 3d20 points of damage no matter what its armor class. The spell can be shaped into anything the caster wishes. The material component is a collection of sharp diamond chips worth at least 5,000 gp, and these vanish after the spell is cast. (GHA)

Otiluke's Excruciating Screen (Evocation)

Livello:�6�Componenti:�VSM��Range:�2 Yarde/Lvl�Tempo di Lancio�6��Durata:�3 Round/Lvl�Tiro Salvezza:�Speciale��Area d'effetto:�20 piedi/Lvl����This spell creates a misty grey screen which can be shaped into a wall, hemisphere, or sphere, within the designated dimension, as the caster directs. Any creature passing through this screen is affected as if the creature were momentarily transported to one of the four negative quasi-elemental planes. The plane which will affect creatures touching the screen must be chosen when the spell is memorized. Any creature passing through the excruciating screen must make a save versus death magic. Those who fail will be stunned for 1d4 rounds and suffer 4d4 points of damage due to the shock and pain. Creatures who make the save suffer a -1 on all saves for 1d4 rounds. The four planes that can be simulated by the screen and the screen's particular effect are described below. Vacuum: The shock caused is due to asphyxiation. Creatures who do not need to breath are unaffected by the screen. Salt: The shock is the result of the body moisture drawn from the creature. Creatures without body fluids will not be affected, such as golems, undead, or beings from the elemental planes of earth, fire, or air. Ash: The shock is caused by a loss of the creature's body heat. Undead and cold-based creatures are unharmed by the screen. Dust: The shock is produced by having part of a creature's solid body mass dispersed. Creatures of a gaseous or liquid form will not be harmed by this screen.

The material components are a crystal sheet and a hollow sphere, lump of salt, pinch of ash, or bit of dust, depending on the type of screen. (GHA)

Otiluke's Orb of Containment (Evocation)

Livello:�6�Componenti:�VSM��Range:�10 Yarde�Tempo di Lancio�1 Round��Durata:�Speciale�Tiro Salvezza:�Nessuno��Area d'effetto:�Speciale����This spell is used to create a useful container for very dangerous substances. When the caster has an object or substance to be contained, the spell can be cast to create a crystal sphere 6 inches in diameter, up to 30 yards away from the caster. The crystal orb will surround the object or part of a semi-liquid substance and hold it securely. The interior of the orb has the hardness of adamantine steel, so even the most volatile or corrosive of substances will be held safely. Time within the orb is frozen, so the substance will not age. The orb cannot be shattered by physical force or most magical attacks, although a Dispel magic or disintegrate spell can destroy its contents. The orb of containment will exist for one day, after which it fades out, freeing the contents. If the spell is cast again before the orb fades, the spell will be renewed and the orb will continue for an additional day without disturbing the contents. The material components are a diamond worth 1,000 gp encased in glass, both of which shatter when the spell is cast. (GHA)

Pain (Invocation)

Livello:�6�Componenti:�VSM��Range:�60 Yarde�Tempo di Lancio�1��Durata:�Istantanea�Tiro Salvezza:�Nessuno��Area d'effetto:�HD o Livelli pari a quelli del Caster����When cast, the wizard targets this spell at a single creature or creatures. If multiple creatures are affected, all must be within 20 feet of each other. All affected are struck by pains and agony. These pains pass in an instant. Once past, however, the creatures find their muscles contorted and their strength reduced. Both Dexterity and Strength are reduced to 3 for 2d4 rounds after the spell is cast. This causes the creature to be -3 to hit rolls, -1 on damage, -3 on reaction attacking adjustement, and +4 on defensive adjustment. At the end of 2d4 rounds, the Strength and Dexterity of the creature return to normal. A Strength or Prestidigitation spell cancels the effects of pain, providing the needed vitality to restore Strength and Dexterity to normal ranges. The material components for this spell are a leech and stone scraped against a siate. (OA)

Part Water (Alteration)

Livello:�6�Componenti:�VSM��Range:�10 yarde per livello�Tempo di Lancio:�1 turno��Durata:�5 round per livello�Tiro Salvezza:�Nessuno��Area d'effetto:�Speciale����Impiegango un incantesimo di Part Water, il wizard è in grado di spostare da parte l’acqua o un liquido simile, formando un canale ampio 20 piedi (6 m), la cui profondità e lunghezza dipendono dal livello del wizard: viene creato un canale profondo 3 piedi (90 cm) e lungo 10 yarde (9 m) per livello del caster. Per esempio, un wizard di 12° livello può crearlo profondo 36 piedi (10,8 m), ampio 20 piedi (6 m) e lungo 120 yarde (108 m). Il canale rimane finché dura l’incantesimo o fino a quando il wizard decide di farne terminare l’effetto. Se viene fatto sott’acqua crea un cilindro d’aria con lunghezza e diametro approriati; se viene fatto su un water elemental o su di un’altra creatura a base di acqua, questo riceve 4d8 HP di danno e deve fare con successo un ST vs. spell o fuggire per il dolore per 3d4 round.

I componenti materiali sono due piccoli fogli di cristallo o di vetro. (PHB)

Permanent Illusion (Illusion/Phantasm)

Livello:�6�Componenti:�VSM��Range:�10 yarde per livello�Tempo di Lancio:�6��Durata:�Permanente�Tiro Salvezza:�Speciale��Area d'effetto:�20 piedi cubici (0,6 mc) + 10 piedi cubici (0,3 mc)/Lvl����Quando questo incantesimo viene lanciato, il wizard un’illusione con elementi visivi, auditivi, olfattivi e termici. Può essere creata l’illusione di qualsiasi oggetto, creatura o forza, finché rimane nei confini dell’area d’effetto; colpisce tutte le creature che la vedono, fino al punto di provocare danno per la caduta in una fossa illusoria piena di punte accuminate.

Le creature che tentano di non credere nell’illusione hanno diritto ad un ST vs. spell e, se riesce, la vedono per ciò che è ed aggiungono un bonus di +4 al ST dei compagni se comunicano loro tale conoscenza. Le creature che non sono in grado di sentire gli effetti dell’incantesimo ne sono immuni finché non ne diventano consci. L’illusione è annullabile, ovviamente, con un Dispel Magic.

Il componente materiale dell’incantesimo è un pizzico di lana. (PHB)

Phantasmagoria (Illusion/Phantasm)

Livello:�6�Componenti:�VS��Range:�60 Yarde�Tempo di Lancio�6��Durata:�1 Round/Lvl�Tiro Salvezza:�Nega��Area d'effetto:�Quadrato lungo 6 yarde + 1 quadrato di 3 yarde/Lvl����By means of this spell, the wizard prepares a special form of Spectral Force spell which is triggered by some special action. The Phantasmagoria typically includes a full visual, audial, olfactory, and touch illusion which involves falling, sliding, or moving rapidly. The effect can be aimed at making the subjects believe that they are so doing or that something else is doing so. For example, the Phantasmagoria may be triggered when falling into a pit, reaching the center of an area, opening a door, or performing some like action. The subject(s) will then believe that the fall continues for scores of feet; that a pit has opened and that they are helplessly sliding down into a unknown area; that a wall of water is rushing down from the area beyond the just-opened door, or whatever. Note that unlike the Programmed Illusion spell, the Phantasmagoria spell must always involve the illusion of something falling or rushing, or a dwindling perspective. (UA)

Pilpin’s Alignment Charm (Enchantment/Charm)

Livello:�6�Componenti:�VSM��Range:�120 yards�Tempo di Lancio:�1 Turno��Durata:�Permanent�Tiro Salvezza:�Special��Area d'effetto:�One creature����This spell causes a single person (as defined in Charm Person) to act as if they were a different alignment than heir own. The specific alignment is the caster’s choice, but must be chosen when the spell is memorized. An affected creature will wholeheartedly embrace the new alignment, seeing the error or foolishness of their past ways. Alignment detecting spells (such as Detect Evil/Good, True Sight, etc.) will detect the creatures true alignment, but spells such as True Seeing will also reveal that the creature is charmed.

The base saving throw is made at -3 if the change is only by one division (ie., lawful good to lawful neutral or neutral good). The save is at -2 if the attempted alignment change is by two divisions (ie., lawful good to lawful evil, chaotic good, or neutral). If the attempted change is by three positions (ie., lawful good to neutral evil or chaotic neutral ) the save is at -1. For diametrically opposed alignments the save is normal (ie., lawful good to chaotic evil). Furthermore, creatures and classes restricted to a specific alignment (ie., paladins, druids, demons, etc.) get a +3 bonus to their saving throw. Creatures or classes restricted to specific morals or ethics (ie., rangers, assassins, barbarians, etc.) get a +2 bonus to their save if the alignment change conflicts with the restriction.

Pilpin’s Alignment Charm is not affected by Dispel Magic, Remove Curse or Heal, but a Restoration or Wish spell will negate it. The material component of the spell is a small piece of wool soaked in the blood of a creature with the desired alignment.

Pilpin’s Etherealness (Alteration)

Livello:�6�Componenti:�VSM��Range:�Touch�Tempo di Lancio:�6��Durata:�Permanent�Tiro Salvezza:�Negates��Area d'effetto:�Caster + 1 creature per 2 levels of mage����This spell allows the caster plus one other creature for every two levels of the caster to enter the Border Ethereal, slowly disappearing from view, taking a round to fade away. Creatures in the Border Ethereal exist simultaneously in both the prime material and the Ethereal plane. >From the Border Ethereal the creature can enter the Deep Ethereal and travel to the inner planes (refer to Manual of the Planes). Alternate prime materials cannot be reach through the Ethereal plane because each alternate Prime Material has an alternate Ethereal (travelling to alternate Prime Material planes can only be done through the inner planes or from the Prime Material). To enter the bordered plane the creature simply wills it so, the creature materializes in the adjoining plane in 1 segment.

Creatures in the Border Ethereal are invisible to those on the bordering plane, although they can be detected from that plane by means of Detect Invisibility, True Sight, and True Seeing. Such a creature revealed would appear as a smoky, translucent shade. Creatures in the Border Ethereal cannot verbally communicate with the inhabitants of the plane they border, nor can they use equipment, items, or spells to attack creatures in the plane they border. Likewise, inhabitants of the other plane cannot attack beings that are in the Border Ethereal (with a few exceptions, like the gaze attacks of Basilisks and Catoblepas). Phase Door and Dispel Magic will bring creatures out of the Border Ethereal.

Travellers in the Border Ethereal can move through the plane they are bordering without problem, moving vertically or horizontally without need for support. They travel at the speed they would on the bordered plane. Travellers in the Border Ethereal can move through solid matter in the plane bordered, except dense metals (ie., gold, lead, etc.), living beings (above single celled), and certain spells that detect and ban the ethereal. Examples of spells that affect ethereal creatures include Glyph of Warding and Mordenkainen’s Faithful Hound, which both detect and attack ethereal creatures.

Travellers in the Border Ethereal can see into the adjoining plane, but all colours are reduced to shades of grey and sight is limited to 120 yards. Infravision and ultravision work from the Border Ethereal. Divination spells can be cast against targets in the adjoining plane, but no other types of magic can affect creatures in the bordered plane. Spells in the Border Ethereal work under the restrictions of the Ethereal plane (refer to MP.).

The material components are 200 gp worth of powdered silver and crushed phase spider hide, which disappear during casting.

Pilpin’s Liquid Fire (Evocation)

Livello:�6�Componenti:�VSM��Range:�10 + 10 yards/Lvl�Tempo di Lancio:�6��Durata:�Special�Tiro Salvezza:�½��Area d'effetto:�15-foot radius����This spell is similar to the spell Fireball, except that it douses all creatures in a 15-foot radius with an incendiary liquid. The area of effect will be engulfed in non-magical fire for 1d6 rounds. Any combustibles within the area of effect instantly ignite. A creature in the area of effect that fails it’s saving throw takes 1d4 hit points of fire damage per level of the caster on the first round, and the same damage each round until it saves. The round the creature saves it takes half damage, and the next round it takes none. All the creature’s non-combustible possessions must save versus normal fire or be destroyed (the combustible ones don’t get a save). A creature that successfully saves on the first round takes half damage for that round, and all it’s possessions (including combustibles) are unaffected.

For example, a creature failing it’s first save against Pilpin’s Liquid Fire, cast by a 12th-level mage, takes 32 hps of damage (rolled on 12d4) on the first round. The creature fails it’s save again on the second round and takes another 32 hps of damage. On the third round it saves and only takes 16 hps of damage and no damage on the fourth round.

The mage must have a clear line of sight to the target area. The material components are a pinch of sulphur and the distillate of softy boiled lamp oil (dangerous to get).

Pilpin’s Massmorph (Alteration)

Livello:�6�Componenti:�VSM��Range:�10 yards/level�Tempo di Lancio:�6��Durata:�Permanent�Tiro Salvezza:�None��Area d'effetto:�one 50-foot cube/level����This spell is exactly the same as the 4th-level spell Polymorph Other, except that there is no saving throw, it only affects creature with less than 8+3 hit dice, and it affects many creatures simultaneously. Like Death Spell the number of creatures that can be affected is a function of their hit dice.

Creature’s Hit Dice�Number of Creature Affected��Under 2�12d10��2 to 4�6d10��4+1 to 6+3�3d4��6+4 to 8+3�1d6��If creatures of differing hit dice are polymorphed, roll the dice (6d20) to determine now many creatures of under 2 hit dice are affected. If the number rolled is greater than the number of creatures under 2 hit dice, apply the remainder of the roll to the higher hit dice creatures by using the following conversion factors (see Death Spell for example of this idea).

Creature’s Hit Dice�Conversion Factor��Under 2�1��2 to 4�2��4+1 to 6+3�10��6+4 to 8+3�20��The material components are a 500 gp. diamond and a caterpillar’s cocoon crushed together into a fine powder, which vanishes during casting.

Pilpin’s Transformation (Alteration, Evocation)

Livello:�6�Componenti:�VSM��Range:�0�Tempo di Lancio:�6��Durata:�1 round/level�Tiro Salvezza:�None��Area d'effetto:�The caster����Pilpin, a formidable mage/warrior, had no need for Tenser’s Transformation, so he altered it to suit his own malevolent ways. This spell causes the mage to undergo an unnoticeable transformation, becoming an assassin. The caster’s hit points do not change, but his dexterity does increase to 16, or if already 16, it increases one higher to a maximum of 18. The mage’s armour class is adjusted accordingly.

The mage gains all the abilities of an assassin (ie., pick pockets, open locks, backstabbing, assassination, etc.) of the same level as the mage except; poison making, disguise, and spying. All attacks are made using the combat values normally reserved for rogues, but the mage can only use his normal weapons of proficiency.

The material component is the heart of an assassin, which must be eaten during casting.

Power Word, Silence (Alteration)

Livello:�6�Componenti:�V��Range:�120 yards�Tempo di Lancio:�1��Durata:�Up to 2 rounds�Tiro Salvezza:�None��Area d'effetto:�One creature����In using this spell, the caster points at an individual and utters the power word. For the rest of that round and the full next round that the creature and everything within 1 foot of the creature cannot make any sound.

The silence foils spellcasting as well as voice activation of magical items and normal speech. The silence also negates sound-based attacks both by the target and on the target.

The power word, silence can only be dispelled by a limited wish or more powerful magic. A vocalize spell will function under the limits of a power word, silence, but must be cast before the power word is used. (FR4).

Prismatic Ray (Evocation) 

Livello:�6�Componenti:�VS��Range:�10 yards per level�Tempo di Lancio:�6��Durata:�Instantaneous�Tiro Salvezza:�Special��Area d'effetto:�One creature����This spell is a watered down version of Prismatic Spray. Only one ray of the wizard's choice is created. The colours available depend on the wizard's level. Only red is available at 12th level, and one colour is gained per subsequent level. Consult the table below for available colours. 

Level�Colours Available��12�Red��13�Red, Orange��14�Red, Orange, Yellow��15�Red, Orange, Yellow, Green��16�Red, Orange, Yellow, Green, Blue��17�Red, Orange, Yellow, Green, Blue, Indigo��18�Red, Orange, Yellow, Green, Blue, Indigo, Violet��This spell has no material components. 

Programmed Illusion (Illusion/Phantasm)

Livello:�6�Componenti:�VSM��Range:�10 yarde per livello�Tempo di Lancio:�6��Durata:�Speciale�Tiro Salvezza:�Speciale��Area d'effetto:�20 piedi cubici (0,6 mc) + 10 piedi cubici (0,3 mc) /Lvl����Questo incantesimo crea un incantesimo di Spectral Force che si attiva a comando o quando ha luogo una particolare condizione; l’illusione è dotata di elementi visivi, auditivi, olfattivi e termici. Può essere creata l’illusione di qualsiasi oggetto, creatura o forza, finché rimane nei confini dell’area d’effetto.

La situazione che fa iniziare l’illusione può essere generale o specifica e dettagliata come si desidera, come la seguente “Inizia soltanto quando una anziana donna umana che trasporta un sacco che contiene un mucchio di monete si siede con le gambe incrociate entro un piede da questo luogo”. Un simile meccanismo visuale reagirebbe ad un personaggio che usa l’abilità di disguise. La distanza di comando è di 5 yarde (4,5 m) per livello del wizard, quindi uno di 12° livello può comandere all’illusione di attivarsi per un encounter alla distanza massima di 60 yarde (54 m). Una Programmed Illusion non può distinguere le creature invisibili, l’allineamento, il livello, gli HD o la classe, se non tramite segni esterni. Se si vuole, l’effetto può essere regolato su un rumore specifico o una determinata parola. L’incantesimo dura finché l’illusione ha luogo, per cui la durata è variabile; l’illusione può durare, al massimo, un round per livello del caster.

Le creature che tentano di non credere nell’illusione hanno diritto ad un ST vs. spell e, se riesce, la vedono per ciò che è ed aggiungono un bonus di +4 al ST dei compagni se comunicano loro tale conoscenza. Le creature che non sono in grado di sentire gli effetti dell’incantesimo ne sono immuni finché non ne diventano consci. L’illusione è annullabile, ovviamente, con un Dispel Magic.

Il componente materiale dell’incantesimo è un pizzico di lana. (PHB)

Project Image (Alteration, Illusion/Phantasm)

Livello:�6�Componenti:�VSM��Range:�10 yarde per livello�Tempo di Lancio:�6��Durata:�1 round per livello�Tiro Salvezza:�Nessuno��Area d'effetto:�Speciale����Per mezzo di questo incantesimo, il wizard crea un duplicato non materiale di sè stesso, proiettandolo in qualsiasi luogo entro il raggio dell’incantesimo. Questa immagine compie le azioni decise dal wizard —camminare, parlare, lanciare incantesimi— conformemente alle azioni attuali del caster, a meno che quest’ultimo non si concentri per farlo agire diversamente (in tal caso il wizard è limitato a metà della propria velocità di movimento e non può attaccare.

L’immagine può essere annullata solamente con un Dispel Magic riuscito (o al comando del caster); gli attacchi la attraversano senza provocare danni. L’immagine deve trovarsi, per tutto il tempo, entro il raggio visivo del wizard che la sta proiettando e, se la vista è ostruita, l’incantesimo viene spezzato. Si noti che se il wizard è invisibile quando fa l’incantesimo, lo è anche l’immangine, finché il caster non ritorna visibile, sebbene quest’ultimo debba essere in grado di vedere l’immagine (con un incantesimo di Detect Invisibility o con altri metodi) per mantenere l’incantesimo. Se il wizard usa incantesimi, come Dimension Door, Teleport, Plane Shift o simili, che interrompono la linea visiva, l’incantesimo di Project Image termina.

Il componente materiale di questo incantesimo è una piccola replica (bambola) del wizard. (PHB)

Projectile (Evocation) 

Livello:�6�Componenti:�VS��Range:�10 yards per level�Tempo di Lancio:�1 round��Durata:�Special�Tiro Salvezza:�None��Area d'effetto:�Special����This spell creates an adamantine triangle measuring one inch per side in the immediate vicinity of the wizard. For as long as the wizard is able to maintain concentration, the triangle is under his complete control, accelerating at the rate of 2 inches per round per round per level of the caster. The triangle is half a centimetre thick at the center and thins out to razor sharpness at the edges. The wizard guides the path of the triangle somatically, and must make a Dexterity check to hit a given object (with modifier for size, if any). 

The amount of damage caused varies with the type of motion of the triangle. E.g., simply passing through an object will cause roughly the same damage as an arrow, whereas repeatedly raking an object can cause up to 1d12 points of damage per round. More imaginative uses can cause more serious injuries much more quickly. If the wizard loses concentration, or something interferes with the movements of his hands, the triangle will instantly be dispelled, and the wizard will take one full round to recover before being able to cast another spell. 

Quicksilver (Alteration) 

Livello:�6�Componenti:�VSM��Range:�0�Tempo di Lancio:�1��Durata:�Instantaneous�Tiro Salvezza:�None��Area d'effetto:�The wizard����This is basically one of those piss-off-the-fighter-subclass spells. What happens is that, suddenly, at the moment of casting, the wizard is capable of casting half his level of spell levels. Because of the difficulty of this spell, the wizard must save vs. spell or blow it big time. All spells cast with Quicksilver are thus subject to special failure. DM's imagination or a nice spell failure table are required. The material component for this spell is a drop of mercury. 

Quintessa's Slaying Spear (Evocation)

Livello:�6�Componenti:�VSM��Range:�20 Yarde/Lvl�Tempo di Lancio�6��Durata:�Permanente�Tiro Salvezza:�Speciale��Area d'effetto:�Una Creatura����When this spell is cast, light, that appears as a chromatic mass of intertwined rays bundled together in the shape of a spear, appears above the casters head. The caster goes through the motion of throwing the spear, without ever touching it, while speaking the name and race of the creature to be slain. The spear then flies towards its target and will kill the creature instantly is a save vs death magic is failed. The spear never misses. If the Saving Throw: is successful, the spear misses the creatures brain, or central nervous system, and instead hits another part of of the body causing 10-80 +1 hp per level of the caster damage. The surge of energy into the creature will also stun it for 2-8 rounds.

For the spell to work to its fullest potential, certain things should be known about the target: 

(1) race 

(2) anatomy

(3) true name -if applicable - and 

(4) general background and history of the creature. 

If any of these are known (or not known) then the creatures Saving Throw: is modified as follows:

(1) race- known -1 save	unknown +2 save

(2) anatomy - known -1 to -4 save	unknown +3 save

(3) true name - known -4 save	unknown +2 save

(4) knowledge - known -1 to -5 save	unknown +3 save

The Saving Throw: modifier because of knowledge of the creatures anatomy depends on how much the caster has studied the creatures species. As a general guide, it would take about one month of study, along with lots of specimens, to be completely familiar with a certain species anatomy.

The Saving Throw: modifier because of knowledge of the creatures background depends on how much and how deeply the creature's history and current life was researched.

The material component for this spell is a copper spearhead and a glass or crystal prism. If the creature was killed because of a failed Saving Throw:, then the spearhead will be found in the brain. If the save was made, then the spearhead will be found in a random part of the body.

There is an additional -2 to save modifier if, for some obscure reason, the creature is resubject to this spell with the same copper spearhead that was used the first time.

(The spearhead has learned where to go this time.) The prism disappears after the spell is cast.

Rape Trick (Abjuration, Evocation) 

Livello:�6�Componenti:�VS��Range:�Sight�Tempo di Lancio:�1��Durata:�Instantaneous�Tiro Salvezza:�Special��Area d'effetto:�One creature per 4 levels����When cast, this spell causes all armour (or clothing if that's all that is being worn) to be removed. This spell cannot be stopped once started. The saving throw is an ordinary save vs. magic. If the save is made, the effect is bounced back on the wizard. Clothing can be put back on as normal after the spell is cast. One person for every four levels of the wizard can be “un-armoured”. 

Rary's Protection from Scrying (Abjuration, Divination)

Livello:�6�Componenti:�VSM��Range:�Tocco�Tempo di Lancio�1 Turno��Durata:�1 Ora+1/2 Ore/Lvl�Tiro Salvezza:�Nessuno��Area d'effetto:�Creatura Toccata����This spell will protect a creature from all scrying attempts or intrusive divination. Clairaudience, Clairvoyance, ESP, empathy, telepathy, crystal balls, or a magic mirror will not succeed in locating, detecting, or studying the protected creature. The creature will immediately become aware of the attempt, no matter how great the distance between scryer and creature. If cast on himself, the mage has a 5% chance per Level to divine the location of the scryer after one round of concentration. The scryer must save versus spells immediately or his identity will be revealed. `Detect good/evil' and `know alignment' will also not work on the affected creature. The material component is a star sapphire worth 5,000 gp, which must be kept on the creature for the duration of the spell (and which vanishes after the spell). (GHA)

Rary's Urgent Utterance (Alteration)

Livello:�6�Componenti:�VSM��Range:�0�Tempo di Lancio�1 Turno��Durata:�Fino a 24 Ore�Tiro Salvezza:�Nessuno��Area d'effetto:�Un incantesimo����This spell empowers the mage to specially prepare another spell for quick casting in an emergency. Urgent utterance is cast first, followed by the spell to be readied, except for the last word of the spell. When the mage needs to cast the readied spell, the caster need only utter the final word of the spell. The utterance of the final word only takes one segment, saving much time on most spells. The readied spell will stay in the caster's mind for only one day before it atrophies and fades out of memory. No more than two readied spells can be in the caster's mond at any time. Almost any spell of Level 6 or less can be readied for quick casting, except the following: find familiar, magic mirror, conjure elemental, contingency, enchant an item, ensnarement, guards and wards, legend lore, Tenser's transformation, limited a sapphire worth 1,000 gold pieces, which is crushed when the spell is cast. (GHA)

Rebels's Fly (Abjuration, Evocation) 

Livello:�6�Componenti:�VSM��Range:�Touch�Tempo di Lancio:�2 Turn��Durata:�2 turns per level�Tiro Salvezza:�see below��Area d'effetto:�One creature����This spell is similar to the standard Fly spell. However, it gives the recipient air manoeuvrability class A. It also allows the recipient to travel at speeds up to 50. The recipient of this spell can carry up to two times his body weight without losing manoeuvrability. For each more (three times, four times, and so on), the manoeuvrability class will be reduced by one. The spell can move at most 1/5 ton at only hover level. The material component of this spell is a wing of any flying creature. 

Reconstruction (Alteration)

Livello:�6�Componenti:�VS��Range:�Touch�Tempo di Lancio:�1 round��Durata:�1 Rnd + 1 Rnd/Lvl�Tiro Salvezza:�None��Area d'effetto:�1 cubic foot/level����By means of this spell, a wizard may temporarily restore or make whole a broken physical object, even if badly shattered and with portions or parts missing. The item is fully restored and can function normally for the duration of the spell.

The reconstructed item will stand up to almost every test as identical to the orignal object—smell, touch, and physical properties. A detect magic spell will reveal the spell’s dweomer, and a true seeing spell or equivalent will show the item as truly being broken.

A magical item restored would still radiate magic, but not reagin its lost magical properties. Attempts to render the repair permanent with permanency or enchant weapon spells will cause the reconstruction to end. A reconstructed item can be broekn again, which breaks the spell. At the duration of the spell, the item falls apart again.

The material components of this spell are a pinch of fine sand and a dollop of sticky sap or gum. (FR4)

Reincarnation (Necromancy)

Livello:�6�Componenti:�VSM��Range:�Tocco�Tempo di Lancio:�1 turno��Durata:�Permanente�Tiro Salvezza:�Nessuno��Area d'effetto:�Persona toccata����Con questo incantesimo, il wizard può riportare in vita una persona morta da non più di un giorno per livello di esperienza del caster. L’essenza della persona morta viene trasferita in un altro corpo, possibilmente in uno molto differente da quello precedente. La reincarnazione non richiede nessun ST, né tiri di controllo su system shock o resurrection survival. Il cadavere viene toccato e in 1d6 turni apparirà una nuova incarnazione. La persona reincarnata ricorda la maggior parte della sua vita precedente, ma la classe del personaggio, se esiste, della nuova incarnazione potrebbe invece essere differente. La nuova incarnazione viene determinata dalla tabella seguente. Se viene indicata una razza di PC, deve essere creato il personaggio.

D100�Incarnazione��01-05�Bugbear��06-11�Nano��12-18�Elfo��19-23�Gnoll��24-28�Gnomo��29-33�Goblin��34-40�Mezz’elfo��41-47�Halfing��48-54�Half orc��55-59�Hobgoblin��60-73�Umano��74-79�Kobold��80-85�Orc��86-90�Ogre��91-95�Ogre mage��96-00�Troll��Nota: Le persone particolarmente buone o particolarmente malvage non saranno reincarnate in creature il cui allineamento generale sia l’opposto.

I componenti materiali di questo incantesimo sono un piccolo tamburo e una goccia di sangue. (PHB)

Replay (Divination, Illusion)

Livello:�6�Componenti:�VSM��Range:�60 Yarde�Tempo di Lancio�1 Round��Durata:�2 Round/Lvl�Tiro Salvezza:�Nessuno��Area d'effetto:�400 piedi quadri����This spell causes past events to be re-enacted in the area of effect. The replay will consist of a three-dimensional, transparent image superimposed over the area of effect. The wizard can freeze the action, reverse it, scan rapidly for a desired event, or skip to any time within range of the spell, as given in the table below. An hourglass is the material component.

Level�Spell Range��5 - 9�1 day per level��10 - 15�1 month per level��16 - 17�1 year per level��18+�1 century per level��The speed of the search is determined by the DM and limited by the magnitude of the event in question. It would be easy to spot the passage of an army, for example, even when scanning at a month per turn, but spotting a pick-pocket would require a real-time search.

Repulsion (Abjuration)

Livello:�6�Componenti:�VSM��Range:�10 yarde (9 m) /Lvl�Tempo di Lancio:�6��Durata:�1 round/Lvl�Tiro Salvezza:�Nessuno��Area d'effetto:�Le creature in un percorso ampio 10 piedi (3 m)����Quando questo incantesimo viene formulato, il wizard è in grado di far sì che tutte le creature nel percorso dell’area d’effetto si allontanino da lui alla stessa velocità con cui gli si stanno avvicinando. Le creature respinte continuano ad allontanarsi per un intero round, anche se ciò le porta oltre il raggio dell’incantesimo. Il caster può decidere una nuova direzione ogni round, ma ciò conta come azione principale; ovviamente, può scegliere di fare qualcos’altro.

Il componente materiale di questo incantesimo è un paio di piccole barre magnetizzate di ferro attaccate a due piccole statue a forma di cane, una di avorio e una di ebano. (PHB)

Retroactive Dispel Magic (Abjuration, Alteration)

Livello:�6�Componenti:�VS��Range:�0�Tempo di Lancio�Speciale��Durata:�Istantanea�Tiro Salvezza:�Speciale��Area d'effetto:�Speciale����Lets you actually cast Dispel Magic to counter a spell thrown at you! If you have the spell, you can cast it at any spell or spell effect thrown that round, even if you have been killed or turned to stone, by the vagaries of initiative and the like. It is assumed that you were casting the Dispel Magic as the other spell was being cast. Acts as Dispel Magic for chance of success based on level.

For example, you have Esmeralda cast Polymorph Other, which is lots faster than Dispel Magic. She has Initiative all over Glamgon, the PC. He declares that he wants to cast retroactive Dispel Magic, so effectively as Esmeralda was gathering power for her spell, Glamgon was trying to drain it away. Glamgon had better succeed, lest he truly become a toad (the outcome of the polymorph other should Retroactive Dispel Magic not succeed).

Note that this spell cannot be cast by a specialised Abjurer or Transmuter, since it (also) belongs to his or her opposite school.

Reverse Missile (Abjuration)

Livello:�6�Componenti:�VSM��Range:�80 Yarde+10 Yarde/Lvl�Tempo di Lancio�6��Durata:�3 round/Lvl�Tiro Salvezza:�Nessuno��Area d'effetto:�Il Caster����This spell reflects attacks from all missile weapons, including spells such as Magic Missile and Melf's Acid Arrow, and large missiles such as ballistae attack (but excluding non-missile ranged attacks, such as Fireball and Disintegrate spells). The missile returns to strike the person who fired it, as long as that person is within the range of the spell (if he is beyond range, then the missile drops to the ground upon reaching the range limit). All reflected missiles automatically strike their targets (no attack roll is needed) and always inflict double damage. (FR10)

Rune II (Enchantment)

Livello:�9�Componenti:�VSM��Range:�Special�Tempo di Lancio:�???��Durata:�Until Discharged�Tiro Salvezza:�Variable��Area d'effetto:�Variable ����This spell allows the wizard to inscribe a rune containing the energies of one spell up to fifth level. Instructions of up to 1 word per level may be given to control the Rune. The material component is 100 GP worth of gems and inks per level of the spell contained in the rune. 

Sarius' Frost Giant Manifestation (Conjuration) 

Livello:�6�Componenti:�VSM��Range:�100 yards+ 10 yard/Lvl�Tempo di Lancio:�6 Trn��Durata:�1 turn per level�Tiro Salvezza:�None��Area d'effetto:�Special����This spell creates a golem-like creature which the wizard may direct to perform certain programmed actions. The creature is a temporary ice golem with no true Intelligence, and to most appears as an undead frost giant. The creature may be controlled up to a distance equal to the spell range but if it passes outside of this range, or the wizard is killed, the creature will explode in a 60-foot radius area doing damage equal to its current HP (save vs. breath weapon for half damage). The creature created mimics most of the actions of a frost giant, having AC 4, MV 12, HD 10+2, HP 52, AT 1, Dam. 4d6, SP: Immune to cold, SZ: L (15 feet), Strength: 21. The creature can fight with its club only and has no ability to hurl rocks as a normal frost giant. It can inflict structural damage points as a normal frost giant on a round to round basis (Wood: 2, Soft Stone: 1, Hard Rock: 1/2). 

The wizard is able to direct the creature to perform 3 individual actions plus 1 for every two levels of experience above 12th level. Each change in action will cause the creature to hesitate for one round before working to act out the next action. Actions can be classed as killing a group of orcs, killing a group of men wearing the same colours or armour, tearing down a stone wall, pulling up a tree, etc. Once the final action is completed the frost giant crumbles into small shards of ice, effectively making a circular area, 30 feet in diameter, very slippery. Against mind affecting spells, the creature is considered to have an Intelligence and Wisdom of 3 (saving at -3 vs. these attacks). If the creature is charmed or controlled by a mind affecting spell the wizards concentration is totally disrupted causing the creature to dissipate and any other spells the wizard currently controls will become dispelled unless the wizard has no control over the spells in question after casting them, and any spell the wizard is currently casting will be disrupted. 

This spell requires only the slightest mental control of the wizard to operate, allowing him to cast other spells normally that do not require his full concentration. Multiple castings of this spell will work, but all of the detrimental effects are cumulative. The material component of this spell is a small pouch (20 yards squared) of leather containing a patch of fresh (not dried) frost giant hair mixed with diamond dust of no less than 500 GP value. The frost giant hair may be kept fresh with a Preserve spell or similar effect. 

The source of this spell is Sarius Mendlekine. 

Sarius' Platinum Platform (Alteration, Enchantment) 

Livello:�6�Componenti:�VSM��Range:�5 feet per level�Tempo di Lancio:�1 turn��Durata:�Special�Tiro Salvezza:�None��Area d'effetto:�Special����This spell brings a magical force field into existence which resembles a dimly glowing platform made of glass-like material. The glowing platform (dimly visible up to 5 feet away in daylight) is capable of flying under the control of the wizard, who may carry himself and a certain amount of weight through airy and waterous mediums. When casting this spell, the wizard may choose to create a 10 x 10 feet platform with 6-inch sidewalls or a 40 x 40 feet platform with 3-inch sidewalls. The 10 x 10 feet platform loses some of the abilities of the 40 x 40 feet one, but is 10% magic resistant and confers a 5% magic resistance to anything in physical contact with the platform. Both platforms have a localised gravity that aids in keeping materials on board and bonuses to Dexterity checks for falling from it. The differences between platforms and general flight powers are listed in the table below. Note that this spell uses the Intelligence of the creature casting the spell to determine usage (even thieves) and creatures with less than a 9 Intelligence may not effectively use this spell. Only wizards may create the 10 x 10 feet platform. 

The platforms may only be destroyed by magical damage. Physical attacks, no matter how strong, will only be able to move the platform in relation to the force of the attack compared to the current speed and/or lift rate. Magical weapons will do damage equal to their magical plusses only. If area of effect attacks come from below that do not destroy the platform they will not affect the contents of the platform. Note that, even if the magic resistance of a 10 x 10 feet platform is bridge and it fails its saving throw and takes full damage, unless it is destroyed the aforementioned effect holds true. The magic resistance passed onto objects touching the platform stay in effect for one round after it is destroyed. Breath weapons are considered magical attacks cast at the level of the hit dice of the breathing creature for determining magic resistance breach. 

The 40 x 40 feet platform may sustain 3 HP per level of the originating experience level at which it was cast, while the 10 x 10 feet platform will take 4 times this amount of damage. The platform is immune to any attacks which use a primal force of the plane in which it is created (e.g., fire in the elemental plane of fire) since it is created from the forces of the current plane in which it resides. This also prevents the platform from crossing planar boundaries. In places where there is no localised gravity, movement rates are double the stated values in the table below. Spell duration in normal time is 1 turn per level for the 10 x 10 feet platform and 1 day per level for the 40 x 40 feet platform. The material component of this spell is a platinum plate (3 x 5 x 1/2 inch) with mystic runes etched into it. A jeweler is needed (unless the character has the skill) and he will charge no less than 500 GP to work the runes needed into the plate, the total price coming to 4000 GP for the plate. The wizard must use a wizard mark of his own to prepare the plate or it will only be able to create the 40 x 40 feet platform. 

�10 x 10 feet Platform�40 x 40 feet Platform��Int.�Maximum Speed�Maximum Weight�Maximum Lift�MCFA�Maximum Speed�Maximum Weight�Maximum Lift�MCFA��9�9�900�1�C/+1�4.5�3600�.5�E/+4��10�10�1000�1�C/+1�5�4000�.5�E/+4��11�11�1100�1�C/+1�5.5�4400�.5�E/+4��12�12�1200�1�C/+1�6�4800�.5�E/+4��13�13�1300�1�C/+1�6.5�5200�.5�E/+4��14�14�1400�2�B/+2�7�5600�1�D/+5��15�15�1500�2�B/+2�7.5�6000�1�D/+5��16�16�1600�2�B/+2�8�6400�1�D/+5��17�17�1700�2�B/+2�8.5�6800�1�D/+5��18�18�1800�2�B/+2�9�7200�1�D/+5��19�19�1900�2�B/+2�9.5�7600�1�D/+5��20�20�2000�3�A/+3�10�8000�1.5�C/+6��21�21�2100�3�A/+3�10.5�8400�1.5�C/+6��22�22�2200�3�A/+3�11�8800�1.5�C/+6��23�23�2300�3�A/+3�11.5�9200�1.5�C/+6��24�24�2400�3�A/+3�12�9600�1.5�C/+6��25�25�2500�3�A/+3�12.5�10,000�1.5�C/+6��Maximum Speed: This is measured in feet per round indoors and yards per round outdoors. Incapacitating the controlling person causes the platform to freeze. Speed also directly converts to miles per hour when the platform is flown for that amount of time. 

Maximum Weight This is measured in pounds. 

Maximum (Rate of) Lift: For every 100 pounds over the maximum weight limit the lift rate is reduced by 1 per round. Negative lift rates cause the platform to go down at a rate equal to the negative rating unless the current plane has no gravity. In this case movement rate is affected vice lift. 

MCFA (Maneuverability Class - Falling Adjustment): This bonus is doubled for the wizard controlling the platform. Each +1 should be considered a pull each to one tenth of normal gravity in the current plane of existence. These plusses are specifically bonuses against falling off of the platform. 

Seizure (Enchantment/Charm, Illusion/Phantasm)

Livello:�6�Componenti:�VS oVSM��Range:�0 o Tocco�Tempo di Lancio�4��Durata:�Speciale�Tiro Salvezza:�Speciale o Nega��Area d'effetto:�Una Creatura����Like the Lapse spell, above, this spell can be cast upon a trigger object, which then delivers the spell's potential to the first creature that touches it. Saving throws for the Seizure follow the same pattern as for a Lapse: repeated saving throws until a failure occurs. In case of a Seizure, a saving throw is rolled at the start of every round of melee combat in which the victim is involved. Note that the mental attack adjustement for superior or inferior wisdom affects this saving throw.

The recipient of this spell does not know that it has a Seizure lying in wait, although a Detect Charm would notice the spell's aura on the recipient. However, the wizard can also cast this spell in an immediate form by touching the recipient, in which case there is no material component. The recipient then gets one saving throw vs the spell, and either has an immediate Seizure (failed saving throw) or the spell is wasted (successful saving throw).

The effect of a Seizure upon the recipient cause him to collapse in fits, thrashing wildly about while making choking noises and strangled cries. The body quivers and contorts. This lasts for 1d4+1 rounds, ending in one round of the victim being stiff in a state of rigor, followed by 1d4+1 rounds of unconsciousness. The victim is virtually helpless for 3d6 rounds after regaining consciousness, and is unable to fight or engage in spellcasting or strenuos activity. Thereafter, the victim is able to react normally, though with a -2 on saving throws, attacks, and defense for 5d4 rounds more (with a 10% chance of spell failure when casting any spell during that time).

While thrashing about, the victim takes 1d4 hp of damage per round unless restrained. The victim strikes aimlessly at his restrainers with all limbs, inflictimng no damage except to those with AC 9 or AC 10 (50% chance of 1 hp damage per round). In the one round of rigor, the victim must save vs death magic at +2 or choke, dying 1d3 round later, unless someone is nearby who can prevent the choking with simple aid. The final result of a Seizure is a temporary loss of 1d4 points of strength and constitution, which are recovered at a rate of 1 point each per day (no system shock roll is required). (Dragon # 127)

Sertan's Certain Slaying (Necromancy) 

Livello:�6�Componenti:�VSM��Range:�6�Tempo di Lancio:�6��Durata:�Permanent�Tiro Salvezza:�Special��Area d'effetto:�One creature����This spell concentrates all the power of a Death spell on one victim. A saving throw is permitted, save vs. death, of course. For every three levels the wizard exceeds the victim's level or hit dice, a -1 penalty is applied to the save, and vice versa. If the save is failed, the victim is slain immediately. If it succeeds, he is weakened for one turn per level of the wizard, suffering a -2 penalty to all roles. This penalty is cumulative. A save which succeeds by more than 10, or is critically made negates any and all effects of that casting of the spell. 

The material component is a black pearl, and the lens from the eye of a catoblepas, costing a total of 1000 GP. Note: in some places, the lens may be hard to get, as its only known use (besides as a lens) is for death-dealing spells and poisons. 

Shades (Illusion/Phantasm)

Livello:�6�Componenti:�VS��Range:�30 yarde (27 m)�Tempo di Lancio:�6��Durata:�1 round per livello�Tiro Salvezza:�Speciale��Area d'effetto:�Un cubo di 20 piedi (6 m)����Questo incantesimo è collegato a quelli di Shadow Monsters e Demi-Shadow Monsters ed usa materiale dal piano delle ombre per creare l’illusione semi-reale di uno o più mostri, fino a 1 HD per livello del caster. Tutte le ombre create da un singolo incantesimo devono essere dello stesso tipo ed hanno il 60% degli HP totali delle creature reali. Coloro che le vedono e falliscono il ST vs. spell credono nell’illusione.

Le ombre si comportano come mostri reali per quanto riguarda la AC e le forme d’attacco. Le forme di attacco speciali, come petrification e energy drain, non hanno effetto, ma chi crede nell’illusione reagisce appropriatamente, finchè l’illusione non viene annullata da un Dispel Magic o la condizione viene controbattuta da un incantesimo di Heal. Coloro che fanno con successo il Saving Throw vedono le ombre come immagini trasparenti sovrapposte a vaghe forme ombrose. Le ombre hanno AC 6 e causano solo il 60% del normale danno da combattimento corpo a corpo dei veri mostri. (PHB)

Shaeroon's Scimitar (Evocation)

Livello:�6�Componenti:�VSM��Range:�20 Yarde�Tempo di Lancio�6��Durata:�Speciale�Tiro Salvezza:�Nega��Area d'effetto:�Speciale����By means of this spell, a wizard brings into being a shimmering, scimitar-shaped blade of force. This Scimitar appears in the air directly above a target creature, hanging point downwards some two feet above the head (or uppermost point) of the target creature. Invisible to all but the caster and those employing Detect Magic, the Scimitar has no physical existence, and cannot be attacked, magically Repulsed or Dispelled, or left behind by Teleportation or travel to other planes. It will fall (upon the target creature only, regardless of physical or magical barriers) upon the fulfillment of a single condition set verbally during casting of the Scimitar. The unwitting target creature is allowed a saving throw at this time (vs spell) and if successful, the Scimitar dissipates harmlessly into nothingness, and the spell is wasted.

Otherwise, it plummets downwards in 1 segment, vanishing upon contact with the target's body, dealing its damage in a convulsion of wracking pain that momentarily affects movement, speech, spellcasting, and even posture - victims of a Scimitar often fall, writhing, to the ground. Typical conditions include the target creature uttering a certain name or word, or commencing spellcasting, or drawing a weapon, or going to sleep. The condition cannot be tied to a specific time or location (i.e. can be “entering room”, but cannot be “enterig a particular room only”), and in some cases many years have passed between the casting of a Scimitar and its striking. A Limited Wish, Wish, Alter Reality, or similar very powerful magic can destroy the Scimitar - unless, of course, the casting of such a magic is the condition which will cause the Scimitar to fall. The material component of this spell is a miniature Scimitar carved of rock crystal, clear diamond, or clear sapphire (of a value of not less than 300 gp; miniatures of the latter two substances may cost ten times that). (FR4)

Sillvatar's Surgical Strike (Invocation/Evocation) 

Livello:�6�Componenti:�VSM��Range:�10 yards+10 yard/Lvl�Tempo di Lancio:�6��Durata:�Instantaneous�Tiro Salvezza:�1/2��Area d'effetto:�One creature����This spell provides the wizard with a method of attacking a specific target in the midst of a crowd; when this spell is cast, a flaming bolt shoots from the palm of the wizard towards the intended victim. Only one target may be chosen for this spell, and the bolt strikes this individual unerringly. The bolt will dodge obstructions and other creatures in its flight to the target; it will even round corners, if need be. As long as the spell's range is not exceeded, and there is some path to the target, it will be struck; even if the victim ducks behind an obstacle while the spell is being cast, the bolt will still strike home. The only stipulation is the target must be in sight when the spell incantations begin; the wizard may choose any target within sight (and range) but may not target such things as “the strongest member of the group” or “the orc leader” (see the description for Magic Missile for more details). 

When the bolt impacts the target, it explodes in a burst of flames that engulf the victim; the flames conform to the shape of the target, so no other creatures are affected by the spell unless they are touching the victim. The affects of the explosion are identical to a 10 die Fireball (10d6 points of damage). A successful save vs. spell reduces the damage by one half. If this save fails, the target must save vs. magical fire at -3 for all possessions; those that fail are destroyed. 

Since its inception, this spell has become a favourite of assassins; because of this, Sillvatar has striven to remove it from circulation. Due to his efforts, this spell is not as common as it once was, although tens and even hundreds of examples still exist. 

The material component for this spell is a handful of scales and the heart of a red dragon; these components are consumed when the spell is cast. 

Spectral Guard (Evocation)

Livello:�6�Componenti:�VS��Range:�60 yards�Tempo di Lancio:�8��Durata:�Special�Tiro Salvezza:�None��Area d'effetto:�20-foot-radius sphere����This spell creates an invisible guardian which will stand watch at a specific location no larger than a 20-foot-radius sphere. The guard waits, undetectable by normal, nonmagical means, though it will radiate a strong magical aura and be completely visible to true sight and similar magic.

When the spectral guard is created, it is done so with specific activation conditions. When this condition is fulfilled, the spectral guard appears.

The spectral guard appears as a wraithlike creature with a tapering, leg-less form and powerful limbs. One of these limbs will wield a melee weapon chosen by the caster at the time of the creation of the spectral guard. The spectral guard is noncorporeal and able to pass through solid barriers. It can attack gaseous creatures and creatures in the Ethereal plane, as well as those normally only struck by +2 weapons or better.

The strike of a spectral guardian inflicts damage according to the weapon it carriers. Victims feel a chill as the spectral blade passes through them. This chill has no game effect. The guard strikes twice per round withthe same THAC0 and hit points as the caster at the time the guard was created. The creature is AC 0 and flies silently with a movement rate of 24 and maneuverability class B. It can move beyond the radius of its initial watch in pursuit of its victims.

The spectral guard cannot be chamred, turned, repelled, blinded, confused, or tricked with illusion/phantasm magic. It can automatically detect living creatures within 50 feet of its position. It will ignore undead, and undead creatures will not activate the spell.

No more than one spectral guard can be placed within a 20-foot radius (with the second spell failing). The spectral guard will fight until destroyed or it discharges its duty. The original caster can also dispel the spectral guard at will after it has been activated. The spectral guard can be dispelled with standard chances against the caster’s level.

The material components of the spectral guard are a human bone, the dried eye of a beholder, and a nonmagical version of the weapon to be used by the spectral guard. All are destroyed in the creation of the spectral guard. In creating the guard, the caster can fashion the face and form to resemble a real person the caster is familiar with, or just of a typical face, race, age, and build. (REF5).

Spell-link (Alteration)

Livello:�6�Componenti:�VSM��Range:�0�Tempo di Lancio�5 Round��Durata:�3D4 Ore+1 Ora/Lvl�Tiro Salvezza:�Nessuno��Area d'effetto:�Caster����By use of this spell, the mage magically links 4 spells that are currently in his memory. The link is such that, upon uttering a trigger phrase, the linked spells are invoked ALMOST simultaneously. That is, they are machine-gunned. In actual segments: there is a 2 segment gap between the spells.

The spells that can be linked are one first level spell, one second level or lower, one third level or lower and one fourth level or lower. The mage must specify the order of the link (i.e. 1-3-4-2, 2-1-3, etc). Spells that are linked may NOT be cast. Any attempt to cast a linked spell has an 85% chance to fizzle (minus 10% per point of intelligence above 15). Furthermore, the other spells linked to the cast spell are automatically lost.

The trigger phrase takes 1 segment to use. At the end of the duration, which is secretly rolled by the GM, this spell and the linked spells are automatically lost.

Spell components are a braided platinum & copper chain, worth 500 gp, which is consumed by the spell, and - obviously - whatever is needed for the linked spells.

Spiritwrack (Evocation, Abjuration)

Livello:�6�Componenti:�VM��Range:�10 Yarde+10 yarde/Lvl�Tempo di Lancio�Speciale��Durata:�Speciale�Tiro Salvezza:�Speciale��Area d'effetto:�Speciale����The Spiritwrack is a powerfull spell used against a creature of the lower planes whose name is known. The material component of the spell is a vellum sheet upon which the incantation and the creature's name is inscribed in ink made of demon ichor and powdered rubies (1000 gp for the vellum, 5000 for the rubies for each document). Only one such document may exist for any creature at one time, and a wizard may only possess one document at a time. If the creature is present, it is rooted to the spot unless in makes its magic resistance roll (if any). If it makes the roll, the reading makes it so uncomfortable that it flees to its home plane unless held by magic. In the second round the pain increases, and the creature loses 1 hp for every hit die possessed. In the third round of reading, the creature loses 50% of its existing hit points, and is banished to its home plane for a number of years equal to the level of the wizard casting the spell. Most creatures of the lower planes are loathe to be subject to this spell, so there is a 25% cumulative chance per round that the creature submits to other demands to prevent the spell from being finished. In any event, the being is the sworn foe of the wizard thereafter. (OA)

Staff of Light/Darkness (Alteration, Evocation)

Livello:�6�Componenti:�VSM��Range:�0�Tempo di Lancio�6��Durata:�1 Round/Lvl�Tiro Salvezza:�Speciale��Area d'effetto:�Speciale����By means of this spell, the magic-user creates a powerful magical weapon which only he can wield. Magic-users of Good alignment can create a Staff of Light; those of Evil alignment, a Staff of Darkness; and those of Neutral alignment (with respect to Good/Evil) can create either form of the spell, but with reduced effectiveness. The verbal component of this spell consists of but a single word, which creates in the magic-user's hand a sphere of light (or darkness) a few inches in diameter; the remainder of the casting time is then spent carefully pulling and shaping this sphere into a full-sized staff. Spell duration is considered to begin on the following round, so that the caster can make at least as many attacks as he has levels.

The glowing Staff of Light will brightly illuminate a 30' radius, and when cast by a Good-aligned magic-user this illumination will be painful to supernatural Evil creatures such as undead, demons, devils, etc. (these take 2 hit points of damage per round, saving vs. spell each round for half damage). A Darkness spell cast in the area of the Staff of Light will eliminate this painful effect for the duration of the Darkness, but does not actually make the area dark, though the illumination is reduced to the level of dim torchlight.

Whether cast by a Good or Neutral magic-user, the Staff of Light strikes as a +2 weapon (for purposes of what can be hit by it; there is no actual to-hit bonus) and does a base of 1d6 points of damage. The damage can be increased by 1d6 for each round of spell duration that remains; every such increase shortens the duration of the spell by one round. Intent to increase damage must be stated before the to-hit die is rolled, but spell duration is not affected if the attack is a miss. If the Staff of Light is used to strike a creature with a strong Negative Material existence (wights, spectres, xeg-yi, etc.) there is a 50% chance that the remaining spell duration will be expended as damage whether or not the caster wishes it.

The Staff of Darkness sheds deep shadows in a 30' radius, through which only the caster can see clearly; Shades (the monster) and other magic-users using Staff of Darkness spells are at -1 to hit when within these shadows, and all others (even with infravision) are at -3 to hit and +3 to be hit when in these shadows (note that two magic-users within 30' of each other and each holding as Staff of Darkness will both be at -1 to hit, but the effects of multiple staves are not otherwise cumulative).

In addition, when cast by an Evil-aligned magic-user, this sphere of shadow will affect supernatural creatures of Good alignment (shedu, lammasu, devas, etc.) as if they were affected by a Stinking Cloud spell (saving throw vs. magic reduces the effect to mild nausea, -1 to hit and damage; this penalty is cumulative with the -3 to-hit penalty for poor visibility). A Light spell cast in the area of the Staff of Darkness will remove this nauseating effect and reduce the to-hit penalty to -1 and the to-be-hit penalty to +1, but will not significantly brighten the area.

The staff of Darkness strikes as a +2 weapon (for purposes of what can be hit), doing 1d6 points of damage. For each round of spell duration that remains, the caster can choose to inflict numbing cold on his victim; this cold has a 5% chance per round of spell duration expended, cumulative, of causing loss of use of a limb for 1d6 rounds, and otherwise causes the victim to lose one point each of strength and dexterity per round of duration expended, also for 1d6 rounds; thereafter the lost strength and dexterity return at the rate of one point each per round, or the limb becomes usable immediately. Cold-resistant and cold-using creatures get a saving throw against this effect, and its duration is halved for them in any case.

If the areas of radiance/shadow of a Staff of Light and a Staff of Darkness intersect, the effects of both are negated in the overlapping region. If the staves are within 30' of one another, both cease to shed their light/darkness, but their powers are otherwise unaffected. Neither Staff has any physical substance, and thus cannot be parried except by another Staff of the opposite type or by a Rod of Force; a Wall of Force, Forcecage, or similar force barrier will stop a Staff. If two Staves of opposite type touch one another for any reason, both are destroyed in an explosion of 40' radius causing 1d6 points damage for each round of duration remaining in the two spells, cumulative. The mages holding the Staves automatically take full damage, all others within 40' save vs. spells to take half damage.

The material component of this spell is a pearl (a black pearl for the Dark version) of not less than 500 GP value, which is held in one hand when the command word is uttered. The pearl is transformed into a small sphere of light or darkness; the somatic component is the stretching and molding of this sphere into a staff. There is rumoured to be a variant of this spell that allows the sphere formed from the pearl to be hurled as a missile, but the specific details have been lost.

Stone to Flesh (Alteration) Reveresibile

Livello:�6�Componenti:�VSM��Range:�10 yarde (9 m) /Lvl�Tempo di Lancio:�6��Durata:�Permanente�Tiro Salvezza:�Speciale��Area d'effetto:�1 creatura����L’incantesimo di Stone to Flesh trasforma qualsiasi tipo di pietra in carne; se la pietra che lo riceve era precedentemente viva, l’incantesimo restituisce la vita (e la salute), sebbene la sopravvivenza della creatura è soggetta al normale tiro di controllo per il system shock. Può essere riportata in vita qualsiasi creatura precedentemente viva, indipendentemente dalle dimensioni. La pietra comune può esser trasformata in pietra per un volume pari a 9 piedi cubici (0,25 mc) per livello di esperienza del caster. Questa carne è inerte e priva di forza vitale, a meno che non sia disponibile della forza vitale o dell’energia magica (per esempio, questo incantesimo potrebbe trasformare un golem di pietra in uno di carne, ma una statua ordinaria diventerebbe un corpo). Se viene fatto sulla pietra, il caster può creare un cilindro materiale carnoso del diametro da 1 a 3 piedi (da 30 a 90 cm) e lungo fino a 10 piedi (3 m), che permette di creare un passaggio.

I componenti materiali sono un pizzico di terra ed una goccia di sangue.

Il contrario, Flesh to Stone, trasforma la carne di qualunque tipo in pietra; tutto ciò che si trova addosso alla creatura viene trasformato in pietra. Il soggetto dell’incantesimo ha diritto ad un ST vs. spell per evitarne l’effetto. Se la statua creata con l’incantesimo viene spezzata o deteriorata, la creatura (anche se viene fatta ritornare di carne) subirà lo stesso danno o le medesime deformità. Il DM può permettere che tali danni vengano riparati tramite vari incantesimi di alto livello da cleric, come Regenerate.

I componenti materiali dell’incantesimo sono calce, acqua e terra. (PHB)

Super Mirror Image (Abjuration, Evocation) 

Livello:�6�Componenti:�VS��Range:�0�Tempo di Lancio:�6��Durata:�3 rounds per level�Tiro Salvezza:�None��Area d'effetto:�6-foot radius����This spell is similar to Mirror Image, except in the following ways: the images can each take the wizards level in damage before disappearing and the number of images is equal to the level of the wizard. When an image is destroyed it will apparently Dimension Door out of the area. The wizard may elect to control the actions of the images (the images can do no physical harm but are indistinguishable from the wizard). 

Sword of Darkness (Evocation, Necromancy)

Livello:�6�Componenti:�VSM��Range:�60 Yarde�Tempo di Lancio�5��Durata:�1 Round/Lvl�Tiro Salvezza:�Nessuno��Area d'effetto:�Una Creatura����This spell creates a jet black sword that radiates a palpable aura of evil. The sword can appear anywhere within the range of the spell. When cast the wizard targets the spell on one creature. Thereafter, the sword can only attack that creature. The wizard must concentrate on the actions of the sword, causing it to strike as if he held it in his own hand (non proficiency penalty do not apply). On a successful hit, the sword temporarily drains the creature hit of 1-3 levels or hit dice. Appropriate hit points, fighting ability, spell levels, and level powers are lost. The sword itself causes no physical damage. If the victim is reduced below 0 level, he is slain. In 1-3 days, his spirit returns as spectre. Lost levels are regained 1-3 turns after the Sword of Darkness disappears, provided the character has not died. However, spells lost are not regained, since they were wiped clean from the character's mind. These spells must be memorized again before they can be cast. The material component for this spell is a long sword worth at least 20 gp which is shattered against a stone. (OA)

Teleport Trap (Alteration)

Livello:�6�Componenti:�VSM��Range:�10 Yarde/Lvl�Tempo di Lancio�1 Turno��Durata:�1 Turno/Lvl�Tiro Salvezza:�Nega��Area d'effetto:�Sfera di 10 yarde/Lvl di raggio����All people or things teleporting in the area of effect are, upon materialising, effected as if a paralysis spell had been cast upon them (as in players handbook). Thus a mage wishing to leave sneak into a place decides to teleport there. He doesn't realise that a Teleport Trap has been cast however around the spot he wishes to appear. Upon arriving he must save vs. spells or be paralysed. Those leaving an area under this spell will also be paralysed whereever they appear.

Material components are a gem of not less than 5000 gp worth smeared with the ichor of some paralysing agent (ghoul's skin, etc).

Teleport via Fire (Alteration) 

Livello:�6�Componenti:�VSM��Range:�Special�Tempo di Lancio:�Special��Durata:�1 hour per level�Tiro Salvezza:�None��Area d'effetto:�One creature per 4 levels����This spell allows the wizard to teleport himself and/or others from one area of flames to another (both fires must be at least as large as a small campfire). The wizard has two options: if the terminal fire is in sight, the teleport is without error as per the spell of the same name; if the target fire is not in sight, then the teleport is subject to the success modifiers of the normal Teleport spell. Obviously, the location of the terminal fire must be known (via scrying or prior knowledge). If this spell is used when there is no known target fire (i.e. there is no fire in sight and none are known to the wizard) the recipients are trapped on the elemental plane of fire (note that this provides a way of entering this plane on a planned basis, but the wizard will not know the location of the teleport beforehand, unless there is prior knowledge of the location on the plane of fire). 

This spell will provide the recipients with a form of fire-resistance: this resistance lasts for one round per 2 levels of the wizard; it provides total protection for this time (but only for the two fires in question - the recipients are affected normally by other fires during this time). 

It takes 2 turns to prepare this spell, but once prepared, it will remain in effect for one hour per level of the wizard, or until it is used. The creatures to be affected are named at the time of preparation. The spell has an actual casting time (i.e. to trigger the teleport) of 1. 

This spell provides a method of escaping the effects of a Fireball or similar spell: if the wizard makes the proper saving throw, and is not in the midst of some other activity (i.e casting another spell or fighting), the teleport can be triggered instantly; the teleported creatures are unaffected by the Fireball regardless if they make their saves or not. Of course the normal stipulations are still in effect, so the wizard must still have a target fire, or be trapped on the plane of fire. 

The material components for this spell are a candle and the replica of a small, wooden door; both are consumed with the casting. 

Teleportal (Alteration) 

Livello:�6�Componenti:�VSM��Range:�30 feet�Tempo di Lancio:�1��Durata:�Up to one minute�Tiro Salvezza:�None��Area d'effetto:�Special����This spell conjures a dimensional door, either on a solid surface or anchored by some sort of substance. Two-hundred and fifty pounds per level of the wizard can enter through the door to another place, but the wizard must be the last person through. The door will automatically extinguish itself in one minute if the wizard is not yet through. The door can lead to any location the wizard desires which is within fifty feet per level of wizard. The location may be either visualized from memory or may be given as directions if the wizard has no visual memory of the location. If the door leads into a solid object, material creatures and objects will not be able to pass through the door. 

After the wizard has passed through, the doors will disappear. If the wizard does not pass through the door within one minute, the doors will disappear as well. In this case, all objects that have passed through will be lost to the ethereal plane, while creatures that have passed through will return to the location of the first door they have passes through. 

Note that this spell does not enable individuals to teleport to or from magically sealed locations. The material components for this spell are a gem, worth at least 5000 GP and the tail of a rattlesnake. 

Tenser’s Trasformation (Alteration, Evocation)

Livello:�6�Componenti:�VSM��Range:�0�Tempo di Lancio:�6��Durata:�1 round per livello�Tiro Salvezza:�Nessuno��Area d'effetto:�Il caster����Questo incantesimo è un sistema garantito per stupire qualsiasi creatura che non è conscia di tale potere, poiché quando il wizard lancia l’incantesimo inizia una sorprendente trasformazione. La dimensione e la forza del caster aumentano a proporzioni eroiche, cosicché diviene una formidabile macchina da combattimento; egli diviene un combattente furioso! I suoi HP raddoppiano ed il danno che riceve riduce innanzitutto gli HP guadagnati magicamente: una volta che questi sono finiti, tutti i danni successivi (ai suoi veri HP) sono raddoppiati. L’AC del wizard viene migliorata di 4 (AC 10 diventa 6, AC 9 diventa 5, AC 8 diventa 4, ecc.) fino ad un massimo di AC -10.

Tutti gli attacchi sono quelli di un fighter del medesimo livello (cioé il wizard usa i valori di combattimento normalmente riservati ad un fighter) e può usare un dagger o una staff quando attacca. Il dagger può essere usato due volte per round e ogni attacco riuscito infligge 2 HP addizionali di danno. Una staff può essere usata una sola volta per round, ma con un bonus di +2 sul To Hit e sul danno. Il wizard preferisce il combattimento corpo a corpo rispetto a tutte le altre forme di attacco e continua ad attaccare finché tutti gli avversari sono uccisi, egli viene ucciso, la magia viene annullata o termina la durata dell’incantesimo.

Il componente materiale per lanciare questo incantesimo è una Potion of Heroism (o Superheroism) che il wizard deve consumare menter sta pronunciando l’incantesimo. (PHB)

Tenser's Fortunes of War (Abjuration)

Livello:�6�Componenti:�VSM��Range:�Tocco�Tempo di Lancio�1 Turno��Durata:�Speciale�Tiro Salvezza:�Nessuno (Solo i Fighter��Area d'effetto:�Persona Toccata����This spell grants one fighter a bonus of special luck in battle. The fighter is given one chance to avoid any one attack that would reduce the fighter to zero or fewer hit points, or against magic that would remove the fighter from battle by turning to stone, paralyzation, petrification, sleep, charm, fear, disintegration, death, power word, or any other effect. The fighter is entitled to a saving throw to avoid defeat, even if a prior save failed. The fighter must make a saving throw versus death magic at -2. If this save succeeds, then the fighter miraculously avoids defeat. A damage attack that would normally reduce the fighter to zero hit points or less instead reduces the fighter's hit point total to one-half its current Level; that is, a fighter with 17 hit points who takes 17 points of damage is reduced to 9 hit points. Any other attack which would cause instant defeat takes no effect if the death magic save is made. 

Regardless of the result of the save, the fortunes of war spell is immediately Dispelled after the attack. The material component is a valuable sacrifice made to the fighter's patron war god, worth at least 5,000 gp in goods desirable to the diety. (GHA)

Tentacles (Conjuration, Alteration)

Livello:�6�Componenti:�VM��Range:�0�Tempo di Lancio�1��Durata:�1 Turno/Lvl�Tiro Salvezza:�Nessuno��Area d'effetto:�Il Caster����By means of this spell, the caster causes two 10-foot long greenish tentacles to grow from his body. One tentacle grows on each side of the caster's body, centered beetween his armpit and his thigh. The caster can use the tentacles as normal appendages to grasp tools, use weapons, or help with climbing.

Each tentacle can make an attack, effectively giving the caster two extra attacks per round; a tentacle can strike to inflict 1d6 hp of damage, or it can wield a sword, dagger, or other weapon (at the same ability of the caster). The flexible tentacles can easily reach victims on any side of the caster's body.

If an unarmed tentacle makes a successful stricke against a victim who is man-sized or smaller (less than 7 feet tall), it also grabs and holds the victim to inflict an automatic 2d4 hp of damage in every subsequent round. To freee himself, the victim must sever the tentacle; there is no way to loosen the grip other than severing the member, killing the caster, or negating the spell with Dispel Magic. A tentacle is severed if it takes 10 hp of damage; damage directed at the tentacle has no adverse effects on the caster.

A caster with two intact Tentacles adds a 40% bonus modifier to his climbing success rate (see page 122 of the Player's Handbook) and adds a 20% modifier if he has only one intact Tentacles. The material component for this spell is a dried tentacle from a small octopus. (PHBR4)

Transmute Water to Dust (Alteration) Reversibile

Livello:�6�Componenti:�VSM��Range:�60 yarde (54 m)�Tempo di Lancio:�5��Durata:�Permanente�Tiro Salvezza:�Nessuno (speciale)��Area d'effetto:�Un cubo di 10 piedi (3 m) per livello����Quando viene lanciato questo incantesimo, l’area colpita subisce istantaneamente un cambiamento da liquido a polvere. Si noti che se l’acqua è già fangosa, l’area di effetto è raddoppiata, mentre se si tratta di fango secco l’area è quadruplicata. Se l’acqua resta a contatto con la polvere così ottenuta, la prima permea rapidamente la seconda, trasformandola in fango melmoso, se esiste una quantita sufficiente di acqua, o inzuppandola o inumidendola.

Viene influenzato solamente il liquido che si trova nell’area di effetto al momento del lancio dell’incantesimo. I liquidi che sono composti solo parzialmente di acqua sono colpiti solo per ciò che riguarda il loro contenuto attuale di acqua, tranne per il fatto che le pozioni che contengono acqua divengono inutilizzabili. Le creature viventi non vengono colpite, ad eccezione di quelle originarie del piano elementare dell’Acqua, che hanno diritto ad un ST vs. spell, il cui fallimento infligge 1d6 HP di danno per livello del caster, mentre il successo indica che ricevono solamente metà danno. Un singolo incantesimo può colpire solamente una di tali creature, indipendentemente dalle loro dimensioni o da quelle dell’area d’effetto.

Il contrario di questo incantesimo è semplicemente un Create Water particolarmente potente che richiede un pizzico di polvere normale come componente materiale aggiuntivo.

Per entrambi gli usi dell’incantesimo, gli altri componenti richiesti sono polvere di diamanti del valore di almeno 500 gp e un pezzo di conchiglia marina. (PHB)

True seeing (Divination)

Livello:�6�Componenti:�VSM��Range:�tocco�Tempo di Lancio:�1 round��Durata:�1 round per livello�Tiro Salvezza:�Nessuno��Area d'effetto:�illuminazione di una distanza di 60'����Il Wizard permette a coluche che riceve l’incantesimo di vedere tutte le cose come sono realmente. L’incantesimo penetra oscurità e Darkness (v.q.). I passaggi segreti diventano visibili e l’esatta posizione degli oggetti spiazzati (si veda, ad esempio il Cloack of Displacement, nel DMG) sarà rivelata. Illusioni o apparizioni diverranno trasparenti, oggetti trasformati o incantati saranno visti nella loro reale forma che apparirà traslucida e sovraimposta a quella apparente. Per esempio un drago dorato in forma umana sarà visto come un umano con un profilo fantasma di drago sovrapposta alla forma umana. Al contrario della versione clericale il ricevente non potrà determinare l’allineamento, potrà però concentrare la sua attenzione per vedere il Piano Etereo o nelle aree confinanti dei piani adiacenti.

Il raggio di visione conferito è di 60' (18 m), ma non penetrea oggetti solidi; non conferisce visione a raggi X o simile, inoltre i suoi effetti non possono essere aumentati con la magia. I componenti richiesti sono: un collirio fatto con una specie molto rara di fungo che andrà polverizzato, zafferano e grasso. Il tutto costerà almeno 300 GP per uso, e dovrà essere fatto invecchiare per 1d6 di mesi. (PHB)

Turnshadow (Abjuration, Illusion/Phantasm)

Livello:�6�Componenti:�VS��Range:�60 Yarde�Tempo di Lancio�1��Durata:�1 Round/Lvl�Tiro Salvezza:�Nessuno��Area d'effetto:�12 x 12 yarde����This spell allows a wizard to turn Shadow Monsters, Demi-Shadow Monsters, Shades, and shadows (either those conjured up and controlled by means of Summon Shadow spell, or encountered undead) and cause them to flee away from the caster and/or companions in a chosen direction or to attack a single target creature of the caster's choice. Thus, a Shade of a dragonne created by one wizard and directed ad another wizard could be turned against the first wizard (who would lose control of the dragonne, including any ability to dispel it without a separate spell). (FR4)

Undead Regeneration (Necromancy)

Livello:�6�Componenti:�VS��Range:�Tocco�Tempo di Lancio�6��Durata:�Istantanea�Tiro Salvezza:�Nessuno��Area d'effetto:�Un non morto����This magic enables the caster to heal an undead by a number of hit points equal to the caster's own level, plus 1d6. Note that gaseous and intangible undead can be touched by the caster passing into the space they occupy. The reverse of this spell, Undead Drain, requires a successful hit roll (if missed, the spell is lost), and inflicts a like amount of hp damage. Damage to undead is dissipated, not gained as extra hit points by the caster. Only undead can be affected by either version of this spell. (REF5)

Vampiric Dagger (Necromancy)

Livello:�6�Componenti:�VSM��Range:�0�Tempo di Lancio�6��Durata:�1 Round/Lvl�Tiro Salvezza:�Nega��Area d'effetto:�Il Caster����By casting this spell on a specially prepared nonmagical dagger, the wizard is able to drain hit points from other creatures that he strikes with it and bestow those hit points on himself. The wizard must attack the creature normally with the dagger. If the hit is successful, the creature takes normal damage from the dagger plus bonus damage of 1 hp for every two levels the spellcaster has. The wizard in turn gains this bonus damage as curative hit points. If the victim makes its saving throw vs death magic, it takes damage from the dagger but no hit points are tranferred to the spellcaster. If the save is a natural 20, the wizard takes the bonus damage instead of the victim. If this spell drains more hit points from a victim than remain in that victim, the victim dies; only those hit points left to the victim after the dagger's damage (with strength bonuses) is subtracted are transferred to the wizard. The wizard cannot gain hit points above his normal hit point total; all extra hit points are lost.

For example, a 16th level wizard hits a minotaur with 26 hp and rolls a 2 for damage, doing a total of 10 hp damage. The minotaur fails its saving throw, and the wizard gains 8 hp (he lost 10 hp in a previous fight). The next round, the wizard hits again and does 1+8 hp = 9 hp damage. The minoutaur makes its save, so no hit point are transferred. On the next round, the wizard hits again and does 2+8 hp = 10 hp damage. The minotaur fails its save and dies, having had only 7 hp left. Thus, only 7-2 = 5 hp can transfer to the caster. The caster gains only 2 hp, however, since this increase puts him at his maximum hit point total.

This spell is ineffective against creatures that can be harmed only by magical weapon (undead excluded) and creature that have no blood (e.g. golems). If the dagger is used in an attempt to drain an undead being, the wizard must save vs death magic with each strike of die himself; the undead being only takes damage from the dagger and associated strength bonuses.

One of the material components of the spell is a dagger that has a channel inside it runnig from the tip through to the handle. The dagger must be forged from an alloy of silver and steel that has been mixed with the crushed bone of a vampire. The minimum cost of such a dagger is 2000 gp. Blood from the dagger's wound must travel through the channel and touch the bare flesh of the wizard's hand for the hit points to be tranferred. The dagger remains after the completion of the spell. The other material component of this spell is the claw of a vampire, which disappears after the spell is cast. The effects of this spell do not protect the caster from any unusual effects of the victim's blood. (Dragon # 148)

Vandergast's Armoured Forcetrap (Invocation/Evocation) 

Livello:�6�Componenti:�VS��Range:�10 yards per level�Tempo di Lancio:�6��Durata:�Special�Tiro Salvezza:�Negates��Area d'effetto:�One creature����This spell is identical to Vandergast's Forcetrap in appearance and effect, with the following exceptions: a bend bars attempt is useless against this spell; instead, enough damage must be inflicted on the bands to destroy them. This damage may be caused by weapons (piercing and slashing weapons only do half damage, blunt weapons inflict full damage) or spells. Also, only one target may be trapped by this spell. Finally, a Limited Wish will not affect this spell, although a Wish will destroy it, and a Dispel Magic has the normal chance of success against the bands. 

The bands have AC 0 and 5 HP for every level of the wizard. When the bands' hit point total has been exceeded, the bands are destroyed, and the spell ends. Each attack that inflicts damage on the bands will also inflict half that damage total (rounded down) on the trapped victim unless a successful save vs. paralysation is made (in which case, no damage is suffered). For example, if the bands are struck for 11 points of damage, they suffer the full 11 points, while the trapped victim suffers 5 points of damage, unless his save was successful. 

Veil (Illusion/Phantasm)

Livello:�6�Componenti:�VS��Range:�10 yarde (9 m) /Lvl�Tempo di Lancio:�6��Durata:�1 turno per livello�Tiro Salvezza:�Nessuno��Area d'effetto:�20' cubi per livello����Per mezzo di questa magia il Wizard è in grado di cambiare istantaneamente l’apparenza della zona a lui vicina e dei suoi compagni, o di creare un terreno illusorio (si veda hallucinatory terrain) in modo da ingannare anche la creatura più scaltra a meno che non possegga un true seeing o gem of seeing o qualche altra magia simile. Potrà fare in modo di trasformare una stanza lussuosa in una povera e sporca, simulando anche le impressioni tattili. Allo stesso modo, il gruppo può essere trasformato in una banda di brownies, pixies, faeries trasportate da un treant. L’incantesimo non scompare con il semplice tocco. (PHB)



Vessel (Conjuration)

Livello:�6�Componenti:�VSM��Range:�20 Yarde�Tempo di Lancio�1 Turno��Durata:�1D3 Ore+2 Ore/Lvl�Tiro Salvezza:�Nessunoi��Area d'effetto:�Speciale����This spell allows the wizard to create a seaworthy vessel from a single sheet of paper. The wizard takes the sheet of paper and , while casting the spell, folds it into the shape of a small junk. Upon competion he utters the final words of the spell and blows on the paper boat. In one round it grows into a full-sized sailing vessel. The ship is large enough to carry the wizard and four passenger for every four levels of experience the caster has. A 16th level caster could create a small junk capable of carrying up to 17 man sized people, while a 24th level caster could create a medium sized junk able to hold as many as 25 people. For the purposes of cargo, one horse equals four humans, assuming a normal amount of clothing and gear carried by each person. Furthermore, the vessel has no need for crew, magically moving under its own power at the rate of 15. At the end of the spell the ship shrinks to its original size. (OA) 

Warp Stone (Alteration)

Livello:�6�Componenti:�VSM��Range:�120 Yarde�Tempo di Lancio�1 ��Durata:�Permanente�Tiro Salvezza:�Nessuno��Area d'effetto:�1/2 piede cubico/Lvl����This spell is similar to Warp Woodd because when cast, it causes natural stone to buckle and bend as if it were plastic. Walls can be made to buckle, stone doors burst their fittings, pillars bend, and statue twist. The exact effect of the spell must be determinded by the DM based on the type of structure and amount of stone bucled. The material component for this spell is a piece of clay twisted in the caster's hands. (OA)

Wildshield (Alteration)

Livello:�6�Componenti:�VS��Range:�0�Tempo di Lancio:�1 round��Durata:�Special�Tiro Salvezza:�None��Area d'effetto:�The caster����This spell cloaks the caster in a whirling band of scintillating colors, completely concealing him. The caster is able to see normally within and outside the shield.

The wildshield protects the caster from the effects of spells and magical items. The shield can completely absorb 2d6 spell levels, thereby negating their effects on the caster. Both area effect spells and those individually targeted at the wild mage can be absorbed. In the case of area spells, the wildshield protects only the mage. All others in the area of effect suffer normal effects from the spell.

Wildshield also protects against wild surges, whether caused by the caster’s magic or by an outside source. Each wild surge is considered equal to 1d6 spell levels.

The spell remains in effect until it is either canceled by the caster or it reaches it spell level capacity. If the capacity is met exactly, the wildshield simply ceases to function. However, if it is struck by more spell levels than it can absorb, it explodes in a wild surge. The spell that triggered the surge is completely negate, its energy instead transformed into a wild surge. Since the shield no longer functions, the formerly protected wizard is subject to the full effects of this wild surge.

The material component is a small sponge. (TOME???).

Wildstrike (Conjuration/Summoning)

Livello:�6�Componenti:�VS��Range:�30 yards�Tempo di Lancio:�7��Durata:�2d4 rounds�Tiro Salvezza:�Neg.��Area d'effetto:�One creature����This spell is used primarily against hostile spellcasters. It distorts all attempts at spellcasting, converting spell energy into wild surges.

The victim of a wildstrike is allowed a saving throw; if successful, the spell has no effect. If the saving throw is failed, the target is enclosed within a field of wild magic. If the victim casts spells or uses a charge from a magical item, a wild surge is automatically created. When determining effects of this surge, the true level of the wild mage who cast the wildstrike is subtracted from the die roll, making the effects of the wild surge more likely to affect the victim.

The material component is a small glass tube that is shattered in the casting. (TOME???).

Wimp (Enchantment/Charm) 

Livello:�6�Componenti:�VS��Range:�30 feet�Tempo di Lancio:�1��Durata:�1 round per level�Tiro Salvezza:�Negates��Area d'effetto:�One humanoid����This spell reduces a humanoid's level of fighting ability to one-half standard rounded up. This affects THAC0, number of attacks per round, extra damage for rangers, backstabbing, monk combat, etc.... 

Wizard Watch (Alteration/Divination)

Livello:�6�Componenti:�VSM��Range:�10 Yarde�Tempo di Lancio�1 Ora��Durata:�Permanente�Tiro Salvezza:�Nessuno��Area d'effetto:�1 Stanza����This spell creates a special version of the casters Wizard Mark to placed in a room of the casters choice. This sigil will allow the caster to view the room from any distance as if the caster was scrying into the room with no chance of failure. The sigil itself does not do the seeing, but it only defines the room that can be viewed, thus the caster can view the room from any viewpoint inside the room, but not from outside the room. The information received is limited to visual only.

Since the sigil is easily noticed, it can be hidden, or have its design mixed in with the decor of the room and be hidden that way.

If the sigil is created in an outside area, not bounded by walls, then the viewpoint can be anywhere within a 1” radius from the location of the sigil.

Any creatures that are in the room which is actively being watched will have a chance to detect the scrying of the owner as defined the DMG. If they use a dispel magic to counter the scrying, then the sigil will remain inoperative for a period of one day. (This does not mean that the caster might not have more sigils in the room. As long as they remain inactivated, they will not be effected by the dispel magic)

The spell is permanent until the sigil is tampered with, or destroyed. The materials for this spell is a mercury and 1000 gp of carbuncle dust is a glue base as well as a dragon scale with the sigil carved on it. The mix is poured onto the dragon scale 'mold' and pressed against the area where the sigil is to be put. The spell is cast, and the new sigil remains in place.

Worship (Enchantment/Charm)

Livello:�6�Componenti:�VS��Range:�0�Tempo di Lancio�7��Durata:�2 Round/Lvl�Tiro Salvezza:�Speciale��Area d'effetto:�Speciale����The Worship spell raises the effective Charisma of the caster to 22. Character of 3 HD (or levels) or less who are in clear view of the caster automatically fall to their knees and praise the caster. Creatures of 4-6 HD (or levels) get a saving throw to avoid the effect. Creature above 6 HD are unaffected. Unwilling victims of this spell roll a reaction check when the spell is finished, with a +8 penalty to the roll. Using this spell to impersonate a Power is very dangerous. (FR10).

Zhaida's Improved Identifyer (Divination) 

Livello:�6�Componenti:�VSM��Range:�0�Tempo di Lancio:�10 hours��Durata:�1 round per level�Tiro Salvezza:�None��Area d'effetto:�One object����This spell is a more powerful version of the Identify spell. The wizard may read one “plus” cast on the item per round, as well as one special effect per 2 rounds (a +5 sword requires 5 rounds to read; a flame tongue requires 9 rounds: 1 for the base plus, 2 for flaming and 3*2=6 for variable effects). Effects upon the wizard are as for the Identify spell. It will not reveal the exact Intelligence and ego of a sentinent weapon, but may reveal some of its powers. 

The material component of this spell is a gem of no less than 1000 GP value. Used in combination with the Legend Lore spell, it may identify almost anything short of artifacts and relics. 

If this spell is to be used by a NPC employed to identify an item, it will cost 15,000 GP.
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