The New Wizard - Player's Spell List

Last Edited 1/21/02
This is the player's list of spells.  Some details may be missing in some spells, such as how the spells work in certain circumstances, such as casting a fire arrow spell underwater.  These kinds of things aren't always known.  Wizard magic is some of the quirkiest stuff.  Beware.  The DM spell list has more details, but unless you are DMing for a player who is playing a New Wizard, you shouldn't be looking at it!

More AD&D 6th Edition stuff can be found at:  http://www.angelfire.com/la/paw/adnd6.html

1st Circle Spells

Budrick's Malicious Bite

Circle 1

Components Required:

 1 vial of grave dust

 1 human heart

This spell takes only 1 segment to cast and three gestures†, the last one displaying the heart to the target.

When this spell is cast, a skeletal snake bursts forth from the caster's palm, through the heart and striking at the target.  

Derithon's Vigilant Sentry

Circle 1

Components Required:

 2 ceramic cups

 1 glass wire† of at least 10gp value

 500 gp ruby (not consumed by spell)

 Tiny bell

This spell requires 10 minutes to cast.  The ruby is not consumed and may be reused.

When the caster completes casting this spell, the places the ruby where he wishes to watch.  The ruby may be placed on an object or it can, at the caster's option, stick to a horizontal or vertical surface.  The caster will immediately know (if sleeping, he will even be awakened) if any of the following things occur:

· If a humanoid is reflected in one of it's surfaces and is within 100 feet (caster is ignored)

· The ruby is taken

· There is a major change in the terrain or scenery

If any of these things occur, the caster will be notified which one has occurred and the spell will end.

Erudin's Erasure

Circle 1

Components Required:

 Ashes

 Tree sap

This spell requires 4 rounds to cast and several gestures†.

This spell can be cast on any page of ink or charcoal-like writing.  It will not work on stone tablets with chiseled in writing, but it will work on a tablet with ink or charcoal-like writing.  When the spell is completed, there will be no trace of the writing that was on the target page.

Fine Blemish Removal

Circle 1

Components Required:

 100gp diamond dust

This spell requires 10 rounds to cast, gestures with both hands and several incantations over the target area.

This spell will remove warts, pockmarks, freckles, etc. from a willing target.  Each casting of this spell will affect an area which can be covered by the caster's fingertips.

Frog Jump

Circle 1(see below)

Components Required:

 A pair of frog's knees† 

This spell requires only 1 segment to cast (1 action) and a few hand gestures to cast.

As soon as this spell is cast, the caster leaps.  This spell has five variants, each cast as if it were a different circle.  The 1st circle version has a maximum distance of twenty feet.  The 2nd circle has a maximum distance of fifty feet.  The 3rd circle has a maximum distance of two hundred feet.  The 4th circle one has a maximum distance of one thousand feet.  The 5th circle one has a maximum distance of ten thousand feet.  The caster can jump up or forward.  

Imperfect Reflection

Circle 1

Components Required:

 1 prism (not consumed by spell)

 1 iron sphere which must weigh at least 1 lb., be polished and 

    made of solid iron

This spell requires three arm and hand gestures† and must be cast on a reflective surface, such as a mirror.  The energies of the spell consume the iron sphere.  The casting takes 1 action.

When cast, the Wizard chooses an object or person.  More subjects can be chosen if the caster uses an iron ball for each subject during the casting.  The chosen subjects will no longer be reflected in the chosen reflective surface, as if the subjects were rendered invisible.  The subjects will be seen normally, just not through the target reflective surface.  Other reflective surfaces will not be affected, unless the spell is cast for those surfaces also.  The range for the spell is 10 yards per level of the caster.  The subjects will not be visible in the reflection of that surface until the next full moon. 

Jaffer's Spell of Sensing

Circle 1

Components Required:

 Bat's Ears† -or-

 A Mole's Nose†

This spell takes 1 round to cast, requiring gestures with the Wizard's right hand.

When the spell has been cast, the Wizard gets a snapshot sense of where the nearest 12 living sentient beings are, up to 10 yards radius per caster's level.  This sense will let the caster detect beings on the other side of walls or similarly hidden from the caster.  The spell only indicates location at the instant when the spell ends, it will not tell the caster the creatures' facing, velocity or anything else.

Perrin's Finger of Flame

Circle 1

Components Required:

 1 dragon scale from a fire breathing dragon

This spell takes but one action to cast, a small gesture with the hand that is holding the dragon scale†.

This spell lasts one round.  In the hand holding the scale, the Wizard's index finger will begin to shoot forth flame from the tip to about 2 inches.  This can be used to ignite many things, and is usually used for show.  The spell may be ended sooner by the caster uncurling his other fingers.

Perrin's Frosty Light

Circle 1

Components Required:

 1 fist sized ball of ice

 4 drops of the caster's blood†

 3 fresh pine needles

This spell takes 2 rounds to cast, using several gestures with the right hand, and holding the ball of ice in the left.  If the ball of ice becomes broken or chipped, the spell will end.

When the spell has been cast, the ball of ice will begin to glow, lighting up about a 30 foot radius around the ball with a bluish light.  As long as the ball stays frozen, the spell will continue to function.  As it melts, the area of effect begins to dwindle.  The spell will also fade after 3 weeks.

Perrin's Prestidigitation

Circle 1

Components Required:

 1 feather

 A golden wire of 5p value†

Using only a gesture, the Wizard can fly a nearby object to his hand.  The maximum weight allowed by this spell is 1 lb. per level of the caster, and maximum range is 10 yards.

Sorren's Incendiary Cantrip

Circle 1

Components Required:

 A pinch of dust

 A drop of lemon juice

 The leaf of a spiny bush

This spell takes but one gesture† to cast.

When this spell is cast, all dust in a 20' radius burns away instantly.  Nothing burns but the dust, and the shimmering fire that burns away the dust will not light anything on fire, though a previously very dusty room will suddenly be a bit warmer.

Spell of Distraction

Circle 1

Components Required:

 1 feather

 1 pebble

This spell takes two gestures, one† in the direction of where the caster wishes to create a distraction.  It takes only 1 segment to cast.

When this spell is cast, the target gets a wisdom check.  If the check is failed, the target is distracted for 5 seconds for each point they failed the check by.  Anyone with a Wisdom of 18 or more is not affected by this spell.

Tabeya's First Spell of Silencing

Circle 1

Components Required:

 A damp piece of cloth

 White powder

This spell takes a few gestures† to cast and can be cast in 3 segments (three tenths of a round.)

The target of this spell must have thumbs.  The target of this spell makes no personal noise and will continue to be completely silent until the caster or target snaps their fingers.  The snap will be audible.  Personal noises are defined as sounds made by the actual target of this spell, such as breathing, speaking, clapping, etc.  Sounds that wouldn't be silenced include jingling coins in their purse, footsteps, closing a door, or a creaking floor.

The Iridescent Amusement

Circle 1

Components Required:

 1 human hair

 1 drop of blood

 1 sliver of wood

This spell requires utmost concentration for two rounds, gestures with both hands, and two spoken phrases.

When the spell completes, the Wizard touches his fingers together and when he pulls them apart, up to 10 bubbles the size of small apples per level of the caster will string from his fingers.  

Thrindle's Combustion

Circle 1

Components Required:

 1 pinch of brimstone†

This spell requires but a moment of concentration (1 action) and a small gesture†.  The effect is instantaneous.

Maximum range for this spell is exactly 20 feet.  It will ignite any substance, provided it fails to save vs. magical fires.  

Tillian's Twist

Circle 1

Components required:

 1 metal coil spring (costs approximately 50 gp, if you can find 

 a smith skilled enough to make one.)

This spell takes one action to initiate and only requires the material component and a gesture.  The spell will continue functioning as long as the Wizard continues the gesture for the spell.  No other actions but walking may be taken by the caster.  If the caster's concentration is broken, the spell will end.

This spell will twist any single object with the ease and speed that a normal 12 Strength person could twist it.  The caster must stay within 10 yards plus 1 yard per caster level from the target while the spell is in effect, or the spell will end.  The caster has the option of finishing the spell with any sort of quick gesture or flourish, thusly being able to twist and then toss objects, twist a doorknob and push open the door it is attached to, or any other single, quick gesture that can be done in one fluid motion right after the twist.

2nd Circle Spells

Feather Fall

Circle 2

Components Required:

 1 feather at least 4 inches long that came from a magical

 creature

This spell takes only a few gestures† and an incantation to cast.  This spell can be cast within one segment.

When this spell has been cast, the caster and up to 100lb per caster level becomes very light and will fall at a rate of 1 foot each second, or approximately 1 mile per hour.  The additional weight must be touching the caster the entire time or else it will fall normally.  When the caster is standing on solid ground, the spell will end.

Kavron's Unerring Strike

Circle 2

Components Required:

 A 20gp value pearl

The casting time of this spell is 1 segment and requires the Wizard to gesture with both hands.

With a gesture†, the Wizard flings the pearl which pulverizes itself against the victim for 1d4+1 points of damage.  The maximum range on this spell is 60 feet.  The target gets no saving throw and the Wizard does not need to make an attack roll.

Mystic Mount

Circle 2

Components Required:

 1 horseshoe

 Hair from an undead horse†

This spell takes 10 rounds to cast and will only work while the sun is not out.

This spell summons a ghost horse who will remain with the caster as long as the sun is not out.  This spell only works outdoors.  The ghost horse can travel at the same rate as a normal horse, but cannot cross water.  The horse can carry the caster and 500lbs of extra weight.

Perrin's Freezing Touch

Circle 2

Components Required:

 1 left pinky tip bone from an undead creature

This spell takes but 2 segments to cast and requires several gestures with his left hand† and three short incantations.

When this spell is cast, the Wizard's left hand turns bluish white.  The duration of this effect is 1 round for each level of the caster.  During this time, if the caster manages to roll to hit with his left hand, the target takes 1d6+1 points of damage.  The Wizard attacks as if with a +1 magical weapon, and though he gets no bonus to hit, he can damage vampires, and other creatures that require a +1 or magical weapon to hit.

Samman's Basic Divination

Circle 2

Components Required:

 1 Y-shaped stick (not consumed by spell)

 1 50 gp gem -or-

 A pouch full of water

This spell takes 3 rounds to cast, and several gestures and incantations.

The stick will turn towards the nearest or largest amount of water or treasure (depending on which component was used) and pull slightly, leading the Wizard at a movement rate of 6.  The spell is broken when the tip of the stick contacts something.

Sanguinary Deception

Circle 2

Components Required:

 1 drop of the target's fresh† blood

This spell requires a hand gesture, the component, a small incantation and 2 rounds of concentration.  The effect is instantaneous.  The target must be a humanoid.

When this spell is cast, the subject is entitled to a save vs. spell.  The save may be forgone if the target is willing.  If the save is successful, the spell fails.  Otherwise the subject looks exactly like a gruesome, mangled corpse for 24 hours.  Illusionary parts will fall off, blood will flow and pus will ooze.  Anyone viewing the subject will most likely be completely repulsed, including the subject.  After the 24 hours have passed, the spell will end and the subject will return to normal.  All blood spots and parts that have "fallen off" will completely vanish at the end of the spell.

Spider Climb

Circle 2

Components Required:

 1 live spider

This spell takes a few incantations, a couple of gestures† and two segments to cast.  It can be cast on the caster or another target.  The recipient of this spell must swallow the live spider.

When this spell is cast, the recipient's hands and feet become sticky, and the recipient will be able to climb walls and vertical surfaces with the greatest of ease.  The recipient cannot climb vertically without the aid of feet, and the recipient cannot use feet to climb without being barefoot.  This spell lasts one hour.

Tabeya's First Enhancement of Sight

Circle 2

Components Required:

 1 eagle's feather

 1 whisker from a white cat

This spell takes 1 round to cast and involves five gestures†.

This spell allows the caster to see 10 times as sharply in full daylight, and be able to see in the dark as if it was full daylight.  This spell will also enhance infravision to have 10 times it's normal range for the duration of the spell.  This spell lasts one round after casting per caster level.

The Spell of Prismatic Pyrotechnics

Circle 2

Components Required:

 1 handful of powdered spider

 1 handful of powdered dried orange peel

 1 handful of powdered wax

 1 handful of red powder

 1 handful of powdered magnesium

 Other handfuls of powder

To start this spell, the caster must make some gestures with both hands and be speaking for two rounds over a bonfire or larger flames.  During this time, the caster will throw the first five components into the fire to 'prepare' it.  The words the Wizard speaks during this time must describe a place and a time that he wishes to be shown in the flames.

This spell creates illusions in the flames of the bonfire, helping the Wizard to create a scene inside it.  The first two rounds, the Wizard describes the general scene he wishes to portray which will be formed by the first five powders.  Each other element of the scene he wishes to portray will require a handful of powder that symbolizes that element, i.e.: a handful of iron filings to symbolize a Knight in shining armour upon his steed of pure white, symbolized by a handful of white snow or flour, who fights a dragon, symbolized by a handful of powdered snake skin.  While throwing in these powders, the Wizard should be describing the events vocally so to shape the images in the fire.  The images will be modified by the perceptions of the viewers, filling in the details the Wizard does not describe with things of their own imaginings.

The spell will end when the Wizard stops concentrating on it.

Thrindle's Polishing Spell

Circle 2

Components Required:

 Beeswax

 A powdered bit of the object to be polished

 A burning piece of wood

This spell takes 1 segment to cast (1 action) and requires two phrases and one quick gesture† to cast.

This spell will instantly polish the target.  The target must be of non-living matter and be something which can be polished normally.  Also, the target may not be more than 1 foot tall per level of the caster.  The caster may polish larger objects in sections.

Tillian's Many Steps

Circle 2

Components Required:

 1 raindrop caught† in mid-air

 1 pinch of dust

 Thin Wire, Cut†

 Reeds, Cut†

This spell requires 1 round of incantation, and one more round per pair of feet or hands to be prepared.  When the spell is cast, the location for the stair must be chosen immediately.  There must be one thin wire and at least 3 reeds for each hand or foot to be prepared.  Each foot or hand must be off of the ground as it is being prepared.

This spell creates a magical invisible stair that is visible only to the caster, and intangible except for the specially prepared hands and feet mentioned above. The stair can be up to 10 steps per level of the caster.  The individual steps may be up to 1 foot tall or shorter, and there may be less steps.  Hands and feet prepared for one casting will not work with other castings of this spell.  Shoes or gloves can be prepared, alternately.  Steps are four feet wide and up to one foot deep.

Tillian's Spell of Levitation

Circle 2

Components Required:

 String

 1 iron bar of 1 lb. or more

 1 raindrop caught† in mid-air

This spell takes 1 round and gestures with both hands to cast, and requires continued concentration by the Wizard who may not do more than walk for the duration of the spell.

This spell allows the caster to move an object of up to 10 lbs. per caster level at a Movement Rate of 6 for as long as the caster continues to concentrate on it.

3rd Circle Spells

Dervin's Gout of Flame

Circle 3

Components Required:

 1 flask of oil

 A small gold object of at least 50 gp value

This spell takes 1 segment to cast (1 action) and requires three spoken phrases and two gestures†.

When this spell is cast, a gout of flame shoots forth from the caster's hand up to 10 feet away and 2 feet wide at the end.  All within this area of effect will suffer 3d6 points of fire damage, unless a save vs. magical fires is made.  If the save is made, damage is only half.

Faerie Flight

Circle 3

Components Required:

 1 pair of faerie wings -or- 2 live butterflies

 1 raindrop caught† in mid-air

This spell requires 1 round to cast and involves hand gestures using both hands and a couple of quiet mutterings.

When this spell is cast, the caster sprouts large faerie or butterfly wings (depending on which component was used.)  The caster may then fly about at a movement rate of 6.  The caster must have a faerie wing or butterfly in each hand at all times (and nothing else) during the spell or it will end instantly. 

Galger's Lid Remover

Circle 3

Components Required:

 Diamond chip of 5 gp value

 Gold Wire, Cut† of 1 gp value

 Pinch of dust

This spell takes 1 round of gestures and incantations to cast and it recommended to have about 10' square of space cleared to cast the spell in.  This spell can only be cast on a container with a screw or pop open top that a man can carry in one hand.  The spell must be cast with said object in hand, but the effect may be held off for up to 1 round so that the Wizard may move out of the way.

Galger's Singing Spell

Circle 3

Components Required:

 1 song

 small funnel

 mammal skull

 50gp silver powder

To cast this spell, the Wizard must sing the song while gesturing along with the beat.  The casting itself takes more than 10 rounds.  9 before singing the song, and 1 round afterwards.  The first 9 rounds consist of gestures with both hands, strange expressions and several incantations.  The target must be held in both hands and sung to loudly while casting the spell.

This spell causes the target to sound as if it were singing the chosen song very loudly.  Once the song is sung through, it will start over again from the beginning. Only a hard tap will cause the target to stop singing.  Another solid tap will cause it to start over again.

Kavron's Fiery Dart

Circle 3

Components Required:

 A 20 gp pearl

 A pinch of brimstone

 1 vial of distilled alcohol

This spell takes 3 segments of a round to cast, and several gestures†.  The vial of distilled alcohol takes the Wizard 1 hour to create from a bottle of alcoholic beverage and requires the Wizard to have at least 30 gp of specially created glass tubes and items made by a very skilled glassblower and the Wizard to be in a fairly controlled environment.

When this spell is cast, the Wizard flings the pearl at the target.  The pearl will never miss and the target gets no saving throw.  It will deal 2d6+2 damage to the target, 1d6+1 damage of impact and 1d6+1 damage from the fire.  This pearl can be flung at a target up to 50 yards away from the caster.

Minor Concealment

Circle 3

Components Required:

 A silk bag

 A small lens

 Moth dust†

Casting this spell requires only a few gestures and takes 2 rounds to cast.  During the casting, the caster must be holding the target item.

When this spell is cast, the Wizard conceals an item which can be no larger than the caster can conceal in both hands.  The item is stored away in an extradimensional portal attached to the Wizard or, at the caster's option, a second silk bag.  If the spell is attached to a second silk bag, the bag will feel and appear empty to any inspection until the caster or any other person chosen by the Wizard during the spellcasting reaches into the bag, at which point the item will appear in that hand.  Otherwise, the item will only be retrievable by the Wizard who cast the spell, in which case the item will appear from thin air into the caster's hand.

Spell of Sustenance

Circle 3
Components Required:

 1 bloodstone (not consumed)

 1 golden band (5gp value)

 5 fresh pine needles

 1 perfectly clear crystal or 1 piece of clear glass

 4 small berries

This spell requires 10 minutes to cast.  The only component not consumed by the spell is the bloodstone.  The bloodstone is also reusable.

When this spell is cast, the recipient no longer requires food or drink nor does the recipient feel tired.  The spell can conceivably last forever, provided it isn't broken.  The following things will break the spell: eating or drinking anything, losing the bloodstone, being in the area of effect of a spell that is higher circle than the level of the caster who cast the sustenance spell.

Tabeya's Second Silencing Spell

Circle 3

Components Required:

 A silk hat

 1 crushed diamond of 100 gp value

 1 white dove's feather

This spell takes 1 round to cast, using several gestures†.  The target must put on the silk hat, which immediately vanishes.

The target of this spell will cause no sound with any item they touch.  This spell silences voice, squeaky floors, tearing cloth, most any sound that would be caused by the target.  It would silence the sound of an arrow being fired by the recipient of this spell, but it would not silence it striking, unless it struck the recipient of this spell.  It would silence the sound of a sword the recipient unsheathes, but not the cry of the man that was struck down by it.  If the caster or recipient snaps their fingers, the spell will end.  The snap itself is silenced by the last energies of the spell.  If the recipient of this spell wakes from sleeping, the spell will also end.

Thrindle's Incendiary Arrow

Circle 3

Components Required:

 1 bowstring†

 1 bottle of greek fire

 1 glass arrowhead (20gp from a glassblower)

This spell requires 4 rounds of preparation, but only one action, consisting of a few gestures to cast.  The four rounds of preparation require the above components which vanish once the spell is cast.

When this spell is cast, a fiery arrow appears between the Wizard's hands, existing for up to 2 rounds, so long as the Wizard keeps his hand less than one feet, but more than 6 inches away from one another.  The arrow can be fired only once, and can be fired at any time, requiring the caster to pull his hands away from each other.  If the arrow is not fired before the end of 2 rounds, it disappears.  When the arrow is fired, it flies towards it's target unerringly.  The target may attempt a saving throw for 1/2 damage.  Otherwise, the arrow will do 2d4 damage upon impact.  The arrow's range is 40 yards, plus 5 per caster's level.  

4th Circle Spells

Erudin's Literary Duplication

Circle 4

Components Required:

 Woodchips

 1 clear amber chunk of at least 5gp value

 Blank surface(s) to copy to

 Black ink

 1 feather quill

This spell takes 10 rounds to cast and requires several gestures.

This spell copies up to 100 square inches (about one page) of writing per caster level to another surface.  The original writing must be ink, charcoal, or other substance which is scratched upon the surface to make marks.

Explosive Rune

Circle 4

Components Required:

 Pinch of brimstone

 †ink made from a 100gp ruby, the thumbclaw of a gargoyle 

 and blood from each person to be safe from the rune.

 1 comb of beeswax

This spell takes 1 hour to cast, and a minimum of 10 square feet to work in that is clear of obstruction.  The ruby must be crushed using a bowl or large flat surface and a heavy stone or hammer during the casting of this spell.

When this spell is cast, it creates a magical rune on the outside of the object it is meant to seal.  If the object is opened by anyone other than the one whose blood was used to make the seal, the rune will explode, doing 6d8 points of fire damage to all in a 10' radius.  Victims may save for 1/2 damage.

Farras' First Spell of Preservation

Circle 4

Components Required:

 1 lb. of petrified wood

 A 10 gp hunk of amber

 A 20 gp diamond

This spell takes 1 hour to cast, requiring the caster to be touching† the object or objects to be preserved.  This spell can be cast on up to 200lbs per level of the caster.

This spell will magically preserve any non-living substance from the elements, disease, and other forms of decay.  Quickly deteriorating substances like ice will preserve 1 day per level of the caster, substances that deteriorate at a moderate speed like meat and most other foods preserve for 1 week per level of the caster.  Metal, woods and similarly deteriorating substances will preserve for 1 year per level of the caster.  This spell does not protect against chipping or breakage.

Felder's Dancing Spell

Circle 4

Components Required:

 1 metal gauntlet

 1 incisor tooth

The spellcaster must hold the target item for ten rounds with the metal gauntlet, gesturing† with the other hand and speaking incantations.  At the end of the casting of the spell, the gauntlet and tooth vanish.

When the spell is cast, the Wizard can give the target object one task such as 'sweep this floor' or 'attack that knight' or 'empty this box.'  The item will then function as if it were being wielded by a 0th level fighter, single-mindedly pursuing it's task until completion.  When the task is complete, it will fall to the ground uselessly.  If the item fails to make progress in it's task for as many rounds as half the caster's level (not necessarily consecutive rounds) the spell will end.  The item is wielded with a Strength of 9 and a Dexterity of 9.  

Galger's Spell of Holding

Circle 4

Components Required:

 A 1lb iron bar

 2 Lion's teeth.

A chip from a cornerstone†

This spell takes 1 round to cast and the components take 10 rounds to prepare.  There needs to be at least a five foot cube area in front of the target that is clear.

This spell will hold fast a door, portcullis, shifting wall, or the like and keep it from moving.  It can hold doors open or closed.  The spell will last up to one full day.  When the spell is cast, the caster must shout open, shut, or hold, then gesture at the target.

Marith's Miniaturization Spell

Circle 4

Components Required:

 1 live spider sealed in red wax

 The pelt of a small rodent of the size the caster wishes to attain

 1 white stick of wax

 3 candles

This spell takes 30 minutes to cast† and can be for up to as many recipients as the caster has levels without increasing the casting time, but the caster must have a pelt and wax spider for each.  The spider encased in wax takes 1 hour to prepare.  Each spider encased in such a way will stay alive (and useful for this spell) for one full day.  Wax spiders can be made by non-Wizards provided the Wizard shows them how and provided the non-Wizard makes his or her Intelligence check.  If the check is failed, it will be unknown if the spider survived or not, so the DM should roll the check.

This spell will shrink the recipient down to the size of the rodent to whom the pelt belonged to, along with worn items.  This spell is permanent.  The countercharm for this spell is a tea made from the leaves from the top of an oak tree that is 10 times the height of a normal man.  The countercharm takes 20 minutes to make and is good for up to 1 month.  Non-Wizards can make the countercharm with basic instruction.

Samman's Spell of Constant Flight

Circle 4

Components Required:

 2 pegasus feathers

 1 pure white fur

This spell takes 10 rounds to cast† and can only be cast under the light of the sun.  Casting of this spell requires enough space around the caster and target (or just the caster) that they could can spin around with arms stretched out and not touch anything.

This spell allows the target to fly at a movement rate of 12 by force of will.  Maneuverability is that of a large bird, class C.  The recipient of this spell cannot hover, and any attempt to do so will dump them on the ground.  This spell will remain in effect so long as the target is getting direct sunlight.

Tabeya's Dark Torch

Circle 4

Components Required:

 Water that has not been touched by light for at least a year (one

 full waterskin of it)

 A 2 foot long stick of black pine†

1 spent torch head

 A hunk of onyx (10gp worth)

This spell takes 2 rounds to cast, involving various gestures†.  It must be cast in darkness, or the spell will fail immediately.

This spell creates a magical flame which will burn on the end of the 2 foot stick of black pine.  The flame is completely black.  As soon as light touches any part of the torch, the flame will turn into a normal flame and the spell will end.  

When the dark torch comes within 100' of other fire, the other fires will begin to waver and flicker.  When the dark torch is within 50 feet, it will cause small flames, such as lanterns, candles, and torches to go out as if they had been blown out.  Within 25 feet, the dark torch will cause bonfires and larger fires to go out.  Within 10 feet, lava will cool to hot rock, magical flames will be extinguished.

The Lesser Spell of Invaded Dreams

Circle 4

Components Required:

 2 live butterflies

 10 gp crushed amber

 A black twig†

 50ft of string†

 A 4' square† patch of soft dirt or sand to cast the spell on

This spell requires 3 rounds to initiate.  Once it is initiated, if the target person (whose name must be known) is not asleep, the spell will fail.  The caster will not know if the spell failed.

When the spell takes effect, a 4' square area opens up in the target's dream where the target will see and hear all that goes on in the 4' square area the spell was cast on.  No interaction can occur between the target and the caster or what is going on in the 4' square, as the transfer of information is one way only.

5th Circle Spells

Delayed Fireblast

Circle 5

Components Required:

 Ashes of a 100 year old oak

 Vial of bat guano†

This spell requires 10 rounds of casting to store it and can be released immediately at the end of casting, or at any time within the next week.  When released, it requires but a gesture with one arm and a keyword.

When this spell is released, if the caster is under any duress (in battle, etc.) he must make a concentration check to hit where he means to.  The maximum range is 10 yards/ caster level.  When released, it launches a small red hot ball which will explode upon impact or when it reaches the target distance set by the caster.  The ball will reach it's destination almost immediately, if not blocked by anything in it's path (less than one segment or 10th of a round.)  The explosion is a 20 foot radius blast, doing 1d6 points of fire and shrapnel damage per level of the caster, to a maximum of 10d6.  Add another die for every four levels above 10th level, i.e., 11d6 at 14th, 12d6 at 18th, etc.  Those within the blast must save vs. magical fire.  This spell will not distinguish friend or foe.

Ennerl's Total Invisibility

Circle 5
Components Required:

 The eye of an albino

 A glass cube

This spell takes 1 round to cast, requiring both hands gesturing, and a few quietly mumbled phrases.

This spell causes the caster to become totally invisible.  The spell will end as soon as the Wizard casts another spell, bleeds, or touches running water.
Felder's Parrying Dagger

Circle 5

Components Required:

 The base of a deer antler

 A clamshell

 A sword or dagger

Before this spell can be cast, the sword or dagger must be specially prepared, which takes an hour.  When the weapon has been prepared, the actual casting of the spell takes only 1 round.

While this spell is in effect, the weapon will animate and diligently try to defend the target.  It can defend against up to 3 attacks per round.  If it is a dagger, the target gets a AC bonus of 6 the first attack, 4 the second, and 2 for the third.  After the third, the weapon cannot defend anything more.  If the weapon is a sword, the bonuses are 5, 3, and 1.  The dagger cannot defend against a foe the caster is attacking in melee.  The Wizard can only have 1 dagger parrying.  If someone moves to touch the caster or tackle, the weapon will attack with a  THAC0 19, at a rate of one attack per round.

Once the caster has been hit as many times as he has levels, or 2 hours have passed, the spell will end.  At the end of the spell, the parrying weapon will burst into flames and vanish.

Felder's Self-Propelled Exploding Boulder

Circle 5

Components Required:

 1 spiraled shell

 1 hunk of pumice

 1 silver hammer

 1 shaft of melted wood

 1 boulder taller than a man's knees, but shorter than the top of

 his head, fairly round.

This spell takes a total of 10 rounds to cast and requires the Wizard to be standing and gesturing with both hands.  The first round requires three phrases to be spoken, but the rest of the spell requires the Wizard to be completely silent.

When the spell has been cast†, the caster reaches down to the ground as if to pick up a rock.  At this time, the boulder uproots itself as if the caster had picked it up.  The next gesture the caster makes will toss the boulder in the direction indicated by the gesture.  The Wizard must make a magical roll to hit vs. the target.  The boulder will explode on impact.

Kavron's Lightning Staff

Circle 5
Components Required:

 1 staff carved† from a lightning-struck tree (not consumed)

 A 100gp band of pure gold

 A 200gp crystal

 A 4' Steel Rod

 The skull of a shark

This spell takes 1 full day to cast, and must be cast during a lightning storm.  If the storm lets up during the casting of the spell, it will fail.  The Wizard must be with the staff during the entire casting of the spell.  The Wizard will be quite tired once the spell has been cast, and probably quite hungry.  During the casting of this spell, the Wizard must choose a command word.

This spell creates a staff with 1d6 charges in it which practically hums with magic.  The DM should roll the number of charges and keep them secret.  The staff will stay so charged indefinitely, provided the charges are not used.  When a Wizard holding the staff speaks the command word, a lightning bolt will fire from the staff to a chosen target up to 30 yards away, dealing 4d8 points of damage.  No roll to hit is required, but the target may save for half damage.  When all charges have been spent, the staff will no longer hum, and it may be reused for this spell.  Only one charge may be spent per round.

Tabeya's Second Enhancement of Sight

Circle 5

Components Required:

 1 dried spider at least the size of the caster's fist

 1 ice crystal the size of the caster's thumb

 A tuning fork

 1 dragonfly

 A 200 gp quartz

 The tooth of a rock eating being

This spell takes 2 rounds to cast, requiring only gestures.  After casting, the caster will have a penalty of 5 to initiative as his or her eyes adjust to the new vision.

This spell allows the caster to see in 360 degree vision.  The Wizard will be able to detect heat signatures, and see in infrared and ultraviolet in a 60 foot radius, and see through up to 10 feet of material (excluding lead.)  The Wizard will also be able to see perfectly well in the dark, and also see invisible creatures, detect magic and see through smoke, dust clouds, etc.  The spell will end after one sunset and sunrise, or one sunrise and one sunset, or the equivalent.  

The Flamestaff

Circle 5

Components Required:

 A 5' staff carved from a tree grown in volcanic soil

 A scale and a 5 teeth from a fire-breathing creature

 A 50 gp ruby

 An intricate 20 gp value bracket for the ruby

This staff takes 3 days to create.  The Wizard must carve† the staff himself with a special process and etching certain runes and patterns into it, which takes a 20 hours of work.  At the end of the 3 day casting, the Wizard gives the staff a keyword.  Sometimes the Wizard will etch this word into the staff itself.

This spell creates a magical staff called a Flamestaff.  The staff has 2d4 magical charges in it.  The Wizard will know how many charges are left after the first time he uses it if he examines the ruby carefully, spends one hour calculating and makes an Intelligence check.  The use of 1 charge will fire a cone of fire 10 feet long and 10 feet wide at the far end from the ruby which is the Wizard mounts on the top of the staff.  Anything in this area will take 3d6 points of fire damage unless they make a save vs. magical fire, in which case, they will only take half damage.

This staff cannot be recharged, and when the charges have been spent, the Flamestaff will burn away, destroying the gold bracket and consuming the ruby.

The Greater Spell of Invaded Dreams

Circle 5

Components Required:

 A handmirror of at least 50gp value

 A live cricket

 A piece of burnt wood

 Two identical pearls of at least 5gp value each

This spell takes one round to cast.  The recipient must be willing and must swallow the cricket.†

The recipient of this spell will immediately fall asleep as soon as the spell has been cast.  The name of the target must be known by the caster.  Once the recipient falls asleep, if the target person is also asleep, the recipient will become part of that person's dream and the recipient and target will both be able to communicate.  The spell will last as long as both persons remain asleep.  The entire dream will be remembered by both parties.

Tillian's Staff of Air Walking

Circle 5

Components Required:

 1 raindrop caught† in mid-air

 A glass disc, 1 foot in diameter (30gp from glass blower)

 4' stave carved† of heartwood from a tree grown in stone

This spell takes 1 hour to cast, and must be cast at the top of a waterfall.

This spell turns the stave of heartwood into a magical Air Walking staff.  It begins with as many charges as the caster has levels.  The staff may be invoked up to once per day, and can be used only by Wizards.  When invoked, the staff will allow the user to walk on air for up to 20 minutes, or until the staff touches the ground.  While the staff is being used, it becomes very warm.  After the staff is used for the last time, it will burst into flames and burn away.  

6th Circle Spells

Cloak of Ethereality

Circle 6

Components Required:

 1 hooded full cloak made completely of silk (not consumed)

 A diamond

 7 whiskers of a white cat

 A vial of dried virgin tears

This spell takes 10 rounds to cast.  The vial of virgin tears is a vial that was filled with tears of a virgin and left to evaporate.   This spell cannot be cast on the cloak while it is being worn.

This spell magically enchants the silken cloak, which, when worn the hood is put up, allows the caster to become completely intangible.  The shift takes 5 rounds and the enchantment on the cloak lasts 3 hours.  The intangibility allows the caster to walk through solid objects and be completely invisible, but the caster must always be walking upon something solid.  The caster can become visible, as a blue ghostlike form by pulling back the hood, but the fade into visibility takes 5 rounds of concentration.  To fade back out takes another five rounds and requires the caster to put the hood back up.  While intangible, the caster cannot touch anything or cast any spells.  The spell will always last 3 hours.  There is no way to end it early.

Derithon's Scrying Crystal

Circle 6

Components Required:

 1 perfectly clear crystal of at least 200 gp value (weighs about 

 10 lbs. or more, but must be small enough for the caster to carry 

 in both hands)

 1 vial of dragon's blood

 Sunlight

 The light of the full moon

 Feathers of an owl

 Caster's blood†

 A glass lens

 A red ruby of 50gp value or more

This spell takes 7 days to complete, and requires several incantations and gestures.

Once this spell has been completed, the crystal becomes a permanent magical scrying device.  If the crystal is ever broken, it will become useless.  To use the Scrying Crystal, the Wizard must cast the following spell:


Use Scrying Crystal


Circle 4


Components Required:


 1 lb. of boiled sand


 Spiders eyes


 Derithon's Scrying Crystal (not consumed)


This spell takes 4 rounds to cast, requiring several 

gestures and incantations.

When this spell has been cast, the Wizard concentrates 

on a specific person or place and the Crystal will show 

that person or place in it's reflection for a total of 5

rounds.

Erudin's Magical Cipher

Circle 6

Components Required:

 1 clear crystal of fist size or greater

 A handful of dirt from an ant or termite nest

This spell takes one hour to cast and may be cast over a number of pages equalling or less than the caster's level.  The crystal is not consumed by the casting of this spell.

This spell scrambles the words on the target pages so that they may only be read through the crystal which is prepared by this spell.  A crystal prepared by another casting of this spell will also decipher the scrambled wording.  The crystal used in this spell may be used in subsequent castings of the spell also.  

False Sight

Circle 6

Components Required:

 The eyes of a snake

 A black hood

This spell requires the target to be sleeping.  It takes two hours to cast, and if the target wakes up during the casting, the spell will fail.  The target gets a saving throw vs. spells and if the save succeeds, the target will wake up and the spell will fail.

When the casting for this spell is complete, the caster may cause the subject to see things other than as they are by suggesting them to the subject.  The subject may roll a Wisdom check with a penalty of 1 point for every 4 levels the caster has earned whenever the caster suggests something that the subject has reason to doubt.  For example, the caster may say "Isn't it a beautiful summer day?" in the middle of a dark cloudy day and the subject will believe it and see a sunny day if the Wisdom check is failed.  However, if the subject hadn't looked outside and seen the dark day before the Wizard suggested it was sunny, the subject gets no saving throw.   Also, this spell only supplies visual illusion to the subject, any other stimulation might instill doubt in the caster also.  If the dark and cloudy day was also cold and raining, the subject might hear or feel the rain, or feel the chill and get a Wisdom check.  The Wizard may also suggest that a particular person is untrustworthy or perhaps even a thief, and thus instill suspicion in the subject who may start to 'see' signs and proof of the claim.

When a Wisdom check is made, the subject will not see that aspect of illusion the caster is trying to instill.  The caster may try to re-iterate the element, and the subject will have to make another saving throw.

This spell will end when the subject has made as many Wisdom checks as the Wizard has levels.  At any time, the subject may realize that there is a spell cast on him, and thus gain a +2 to his next check.  If that check is failed, the subject will believe he was just being paranoid.  If the check is made, the subject will continue to keep that +2 bonus until the spell has ended or the subject has failed another Wisdom check.

Javan's First Augmentation of Magical Memory

Circle 6

Components Required:

 Honeycomb and a queen bee

 Scale from a dragon

 A 10 foot iron chain

 Components for each spell to be stored

This spell takes 1 hour of casting time for each spell to be stored plus the casting time for each spell being stored.  This spell requires an enclosed room with a table and a 10 by 10 foot area cleared out to cast.

This spell stores up to 12 circles worth of spells for later use.  The caster can cast any of the spells he has stored instantly, but only once.  When the spells are stored, the margin for error must be rolled.  If the spell fails as it is stored, it will be stored that way.  While the caster still has spells stored, the caster cannot cast any other magic.  All parameters for each spell except for the target or targets must be decided on when storing it.  The spells will remain stored indefinitely.

Major Concealment

Circle 6

Components Required:

 Glass hoop large enough for the item to pass through

 Moth dust

 A hollow stone

This spell takes ten rounds, the first nine to cast the spell, using several gestures† and a few incantations, and the second round passing the objects to be concealed through the hoop.

The items passed through the hoop during the second round of casting disappear and are stored away in an extradimensional space.  This spell seems to be more reliable than Minor Concealment.  The amount of objects to be stored away cannot be more than 6 plus the caster's Dexterity Reaction Adjustment.  Once the items have been stored, the Wizard can retrieve them at any time instantly.  The items will otherwise be stored indefinitely.

Samman's Second Spell of Constant Flight

Circle 6

Components Required:

 A arrow made of silver (20gp from a jeweler)

 A silver fur

 The largest pinion feather of an eagle

This spell takes 10 rounds to cast, and requires much gesturing, incanting, etc.

This spell allows the recipient to fly easily, as a hummingbird (Class A), able to hover and fly at a movement rate of 24.  This spell will last until the subject touches the ground.

The Black Knight of Eruphin

Circle 6

Components Required:

 1 suit of black plate mail

 1 black longsword

 1 vial of dragon blood

 Graveyard Dust

 Blade of grass a king has slept on†

This spell takes 3 rounds to cast and requires the Wizard to have all components on hand and 5 foot square of workspace.

When this spell has been cast, the suit of armor will get up, pick up the sword, and defend a target of the caster's choosing.  The Black Knight has an AC of 0, a THAC0 equal to that of a fighter of the same level as the Wizard, 8 hit points per level the caster has attained, up to level 10, and 2 more points per level above 10th.   The Knight gets 2 attacks each round and deals 1d10+6 damage per blow.  It will attack anyone who comes within 10 feet of the target it is to protect except the caster and the target itself.

7th Circle Spells

Dregar's Wall of Bones

Circle 7

Components Required:

 A minimum of 4 corpses open to the air

 A bit of the caster's blood†

This spell takes 1 round to cast and requires that the corpses be put in a pile, or at least touching.  The caster must make several gestures and incantations.

When this spell is cast, it creates a wall of flesh and bones from the bodies the caster is using to cast the spell.  The Wall created by this spell can be used to defend a location or block off an area.  The wall will be stronger for each corpse over 4 that the caster uses.  For each 2 corpses used to create the wall, it can have a 10 by 10 by 2 foot deep section.  The wall cannot move and will remain until destroyed.  The corpses used for this spell cannot have been undead and must be dwarf sized or larger.  The Wall has an AC of 4 and as many hit points as the caster has levels for each corpse used to create it.  It has 1 attack per corpse used per round, a THAC0 of 18 and deals 1d6 damage per attack.  It can attack something up to 10 feet from the wall.  It also regenerates 1 hp each round.

Ennerl's Selective Forgetting

Circle 7

Components Required:

 A pint of the victim's blood

 An ear born deaf

 A crystal goblet of at least 10gp value (not consumed by spell)

This spell takes 1 hour of preparation† to create a potion that will be drunk from the goblet.

When the target drinks the potion, they will go into a trance-like state until the Wizard snaps his fingers, or one full hour has passed.  While in this state, the Wizard will tell the target what to forget and once the trance is broken, the target will not remember any of the things that the Wizard mentioned during the spell or anything relating to them.

Felder's Greater Spell of Dancing

Circle 7

Components Required:

 1 golden gauntlet of 100 gp value or greater

 1 candle laced with mercury†

 Tooth of a carnivorous reptile

Preparing the candle for this spell takes 1day, only one hour of work, but a full day to set properly.  The Wizard can make up to 12 of them in one day if he makes a batch.

This spell takes 1 full round to cast and 5ft square of working space.  The caster must have the target item with him during the casting, and during casting, the candle is lit.

When cast, this spell animates 1 item.  The item acts as if it were wielded by a fighter of the caster's level.  Destroying or otherwise breaking the item will end the spell.  The item will normally hover about three feet from the floor, but can be on the floor or even hover up to 10' above the floor.  The item will follow the caster's verbal commands for the duration of the spell, even if the command is not directed towards it. The item can follow multistep commands, so long as it is not given commands containing more steps than the caster has levels.  The spell ends after 3 hours, or when the candle is extinguished.  The candle will be extinguished by water or a quick breeze, just like any other candles.  Once the candle has been extinguished, is it no longer useful for this or any future casting of this spell.  When the spell ends, the item will clatter to the floor.  This spell can only be cast on an item that can be wielded in one or two hands by a normal man.

Galger's Metamorphosis

Circle 7

Components Required:

 1 small cocoon, split open†

 5 fresh pine needles

 1 live spider

 1 vial of dried tears

 The ashes of a man

This spell takes 1 round to cast and 6 hours to complete.  The target of the spell must ingest the spider and cocoon.

During the casting, the Wizard envisions what shape he wishes the target to assume.  The metamorphosis takes 6 hours.  The recipient of this spell will require several weeks to recuperate.

Javan's Second Augmentation of Magical Memory

Circle 7

Components Required:

 3 left toes from a rooster

 A plume from a peacock

 Seven round white stones, six exactly the same, one 3x the

 weight of the others

 Incense of cinnamon, mint, willow bark and clover, prepared in

 the morning mist of an open field.

 Components for all the spells to be stored

This spell takes 1 hour of casting time for each spell to be stored plus the casting time for each spell being stored.  This spell requires an enclosed room with a table and a 10 by 10 foot area cleared out to cast.  At the end of the spell, the Wizard's ability to cast normal magic becomes broken†.  Not only that, but the Wizard becomes incapable of casting even the most rudimentary and non-difficult† spell.  Also, the Wizard will not be able to help with spells that require more than one person to cast them, as the assistance from a Wizard who has had this spell cast on him will cause the spell to automatically fail.

This spell stores up to 14 spell circles worth of magic.  The spell components required to cast these spells no longer disappear when the spell is cast and each spell takes but a moment of concentration to cast.  The spell components that the caster uses are now specially charged and will be the only ones the Wizard can ever use to cast that spell.  If the components are destroyed, the Wizard will no longer be able to cast the spell that required that component.  

Kalirin's Greater Flamestaff

Circle 7

Components Required:

 A staff carved† from a tree that survived a forest fire

 A 100 gp fire opal

 The blood of a fire dragon

This staff takes 1 month to create and must be cast by the light of a bonfire.  To complete this spell, the staff must be dipped fully in flowing lava.  This can be done any time after the 1 month it takes to cast the spell, but the staff will not function magically until it has been dipped.  When dipped, the staff will not burn away, but precautions will need to be taken so that whatever is dipping it is not burned away.

When the staff has been completed, it will be completely invulnerable to extreme temperatures.  The temperature of the staff will never waver from exactly 98 degrees Fahrenheit.  The Flamestaff, when completed, will have 3d8 magical charges in it.  It will also be a magical weapon, +1 to hit and to damage, and otherwise be like a normal quarterstaff, 1d6/1d6 damage.   

The special properties of the staff are only usable by a Wizard.  An effect that is always running is that it will protect the Wizard who holds it from normal fires as long as the Wizard holds it above his head.  The staff may create a cone of fire 20 feet long, originating at the opal and getting 10 feet wide at the end doing 2d6 damage to all caught within.  All creatures caught in this area of effect may make a save for half damage  This effect will drain 1 charge from the Flamestaff.  Also, upon a successful hit against an opponent, the Wizard may use spend a charge and do 4d6 pts of fire damage with no save in addition to the 1d6+1 damage.  The Wizard may also spend 3 charges and do an 8d6 damage firestrike against a single target.  The target may save for half damage.

When this staff is spent, it will burn away to ashes.  The staff may be recharged before it runs out of charges by using the spell Recharge Kalirin's Greater Flamestaff.  


Recharge Kalirin's Greater Flamestaff


Circle 7


Components Required:


 Vial of blood from a blue dragon


 100 gp fire opal


 Two bloodflowers†


 Kalirin's Greater Flamestaff (not consumed)

This spell requires the Wizard to remove the previous

fire opal, which will become a murky quartz when 

removed from the staff and useless, and replace it with 

an unused fire opal.

This spell will instill 1d8 extra charges in Kalirin's 

Greater Flamestaff, to a maximum of 10 plus the level

of the caster.

Tillian's Amazing Airboat

Circle 7

Components Required:

 1 raindrop caught† in mid-air

 20 lbs. of iron

 2 trees grown in a river near a waterfall

 Beeswax from a hive in a grey tree

This spell takes a month of work where the caster builds† a rowboat out of the two trees grown by a waterfall that is small enough to be powered by two oars.  This spell also requires either a blacksmith to aid in creating the required iron parts, or the Wizard to know blacksmithing and have access to the forge and other required implements for creating the parts necessary.

When this spell is completed, the Wizard will have built a small row boat that can be powered by one person, and carry up to 4 people comfortably, or up to 7 going at half speed.  The boat will float in the air, about 3 feet above the ground.  It will also float over water easily.  The boat will not be able to travel up or down 30% or greater grades.  The boat will only float while it is right side up.  If it is turned upside down, the levitation will not function until the boat is flipped right-side up again.  The boat will move at a movement rate of 12 plus the strength of the person rowing it.

A typical person will be able to row it for a number of hours equal to half (round down) his or her Constitution score each day.  If the oars are lost, replacements require only a week for the Wizard to recreate.  The boat can carry up to 1000 lbs. of weight.  If the load is heavier than 1000 lbs., it will not move.

8th Circle Spells
Farras' Second Spell of Preservation

Circle 8

Components Required:

 100gp gold ring

 100gp diamond

 1 bone fossil or lower jaw of a dragon or unicorn's horn

 5 pieces of chalk

 3 candles, 1 white, 1 green, 1 blue

This spell takes one hour to cast and requires several gestures, incantations, sigils scratched into the ground with the chalk, and also requires the caster to touch† the target.

This spell will preserve up to 1 ton of solid non-living materials per caster level permanently from decay, rust, wear and tear, nicking, scratching, acids and breakage.  This spell can only affect 1 type of material per casting, and must be cast individually for multiple items (such as a sword, cart or tower) and not en masse.  If the spell were cast on a pile of swords, they swords would be preserved while they were in the pile, but if you take one out, the spell will no longer be working on it.  However, if you were to put another sword into the pile, it would be preserved again.  Once the pile was gone, the spell would fade.  Thus, the Wizard could cast the spell on a box for the purpose of preserving food and the spell would affect only the food in the box and only so long as there remained food in the box.  Once the box was empty, the spell would fade.  Casting this spell directly on food makes the food impossible to chew and indigestible.

Haldane's Instantaneous Transformation

Circle 8

Components Required:

 A bracelet made from the skin of the animal the caster wishes

 to change into, soaked in a solution of the caster's blood and of

 crushed butterfly wings from midnight to midnight

This spell takes only a few gestures to cast.

When the spell is cast, the Wizard immediately turns into a creature of the same type as the skin was taken from.  After changing shape, the Wizard gains all abilities of locomotion and other genetic traits of that animal.  The spell lasts indefinitely and will only end when the Wizard exerts will to return to his original form.  If the bracelet (which will change shape to fit the animal the Wizard becomes) is broken, the Wizard will turn back to his or her original shape immediately and must make a system shock roll or become unconcious for a number of rounds equal to the amount of points he failed the roll by.

This spell does not seem to work very well with magical animals.  The caster cannot cast spells while transformed, unless the new form is a type of humanoid capable of spell casting.  The Wizard does not gain the language of the creature he or she changes into, but could conceivably learn it.  Any other clothing the Wizard is wearing will be destroyed if it doesn't fit the new form.

Kavron's Perfect Storm

Circle 8

Components Required:

 A 100 gp star sapphire ​or 5 100 gp sapphires

 A 5 foot silver rod

 A vial of the blood of a blue dragon

 5 pine staves, 4 feet tall

 1 lb. of powdered chalk

 A jar with an insect in it that has been completely sealed

This spell takes 10 rounds to cast and must be cast while it is raining.

When this spell has been completed, a severe storm will rage in a 1d4 mile radius from the caster, with thunder and lightning.  The spell typically lasts about 1 week, or until the seal on the jar is broken.  This spell was developed by Kavron to make it easier for him to cast Kavron's Lightning Staff.
Perrin's Petrification Spell

Circle 8

Components Required:

 1 small black beetle

 A powdered ruby of at least 50gp

 5 white candles

 1 lb. of the desired type of stone

 1 piece of pine with the target's name carved† in it

This spell takes 2 hours to complete and requires the caster to be near the target during most of the casting.

When this spell is cast, the target creature turns to solid stone, of the same type as the chunk used as a component.  The target will remain stone until a certain event the Wizard describes while casting the spell, at which time, the target will return to normal, of course, not having aged any of the intervening time.  This spell will also end when the caster dies.

Varrin's Lesser Propulsion

Circle 8

Components Required:

 1 gem worth in gp the amount of lb. that the Wizard wishes to be 

 able to support with this spell

 A gust of wind

 A steel bowl, 2 feet deep and 4 feet in diameter

 1 ironwood staff carved from the heartwood of an ironwood  

 tree, exactly 3 feet and 11 inches long.

This spell takes 3 full days to cast, and must be cast by one Wizard.  The spell is very tiring to cast.  The bowl must be mounted somewhere on the target item to be animated.

When this spell has been cast, the Wizard has created a permanent magical item that will levitate 1 to 20 feet above the ground.  The ironwood staff becomes the steering mechanism for the item.  It floats within the steel bowl vertically.  The Wizard pushes or pulls on it, which directs the construct.  The farther the staff is pushed, the faster it moves, up to a maximum speed of 24 double normal human walking speed.  It will stop whenever it gets to a slope of more than 30 degrees if there is not someone steering it.  It cannot traverse a slope of more than 45 degrees.  The spell will not support a weight in pounds that is greater than the value in gold of the gem used to cast this spell.  This weight includes the enchanted object itself and anything riding upon it.  

9th Circle Spells

The Transporting Tapestry

Circle 9

Components Required:

 500gp of gold thread†

 50gp of silver thread†

 Three fresh pine needles

 1 red, 1 black and 1 white rose†

 Sewing and weaving implements (not consumed by spell)

This spell takes 2 days to begin casting, and another full year to complete.  The first two days worth of casting must be done by the same person.  After that, the Tapestry must be worked on 24 hours a day for the remaining time required to cast the spell.  Anyone can take over on weaving the Tapestry, so long as they have been taught how to weave it properly, however, there needs to be a Wizard about in order to cut† the threads when it becomes necessary.  The Wizard must have a clear mental image of the place the tapestry is going to represent during the first two days of this spell.  The failure percentage is based off of the Wizard who cast the first two days of the spell.  If for any reason, the weaving stops during the year the spell is to be done, the spell will automatically fail and automatically fail the usual backing roll.

When this spell is complete, the Tapestry will be a perfect depiction of the scene the Wizard had in mind at the very beginning of the spell.  When the Tapestry is unrolled and hung, anyone who touches the surface of the Tapestry will be transported to place it depicts instantly.  Unfortunately, this spell is not without faults.  If the scene the Tapestry depicts is incorrect in any way, the Tapestry will not work.  This is why a Tapestry is never made that depicts a scene with plants in it.  As soon as the plants grow a little, the picture depicted in the Tapestry will be incorrect and the spell will no longer function.  Also, the Tapestry cannot be taken with the user to the second location.  This is why it is always good to make Tapestries in pairs.

10th Circle Spells

Felder's Immortal Animation
Circle 10

Components Required:

 Black Pine Cone

 Gold Ring

 Dragontooth†

 A cornerstone at least 10 years old

 1 gold goblet or statue of 150 gp value or better for each state

 1 perfect iron cone per trigger

This spell can be cast on any man-sized or less inanimate, non-magical object which must be of average or better condition.  This spell is permanent.

The casting of this spell requires a full 24 hours, midnight to midnight.

This spell is useless by itself and must be cast in conjunction with other spells.  The caster imbues a magical "program" in the item which will allow the item to switch between different "states" where certain magical effects are active once certain conditions or "triggers" are met.  The caster may give the item on state for every four levels he has attained.  The caster may give the item one trigger for every three levels he has attained.  Each state may have any number of spells attached to it that will go off when the state is entered, all spell parameters must be specified by either the trigger or during the casting of this spell.  All spells attached to the item must have a total casting time of no more than 12 hours and total spell circles cannot be more than the caster has levels.  If more than one state has a particular spell functioning, that spell must be cast once per state it is to be attached to.  Each trigger must be described to the item in no more than one word per caster level.  Each state must have at least one trigger to take it to another state.  All spells involved have the normal duration when triggered, but will be 'turned off' when switching to another state and will be recast when that state is switched back to.  The item will name itself at the end of the casting.  Any spell that is intended to be functioning on the item at all times need only be cast once.  The casting of this spell will strip the caster of 1d4 points of Constitution for 1d12 months.  Each spell to be used is cast on the item which must be no less than 2 feet away from the caster.  If the caster fails a spell check roll when casting one of spells to attach to the item, the spell will be stored as failed.

11th Circle Spells

Varrin's Greater Propulsion

Circle 11

Components Required:

 A sword that has beheaded a man and been dipped in a volcano 

 without melting.

 Diamonds worth an amount of gp per lb. to be enchanted

 The petrification eye of a beholder or the eye of a medusa

 Five blueberries†

 A black stone

 A seventh toe from a left foot†

The object to be enchanted must have been built, carved or created by the caster of this spell. The casting of this spell takes one full month.

The item this spell is cast upon becomes flying.  It can land or levitate at any height up to 1 mile above the ground.  It can support up to three times it's own weight.  The sword becomes the steering mechanism for the flying object, and the must be thrust into the item to be enchanted somewhere up to it's crosspiece.  The entire target of this spell can move at speeds of up to 100 miles per hour.

12th Circle Spells

The Inescapable Location

Circle 12

Components Required:

 The right eye of a magical bird that lived and died in captivity

 A sphere of perfectly clear material

 Scale of a snake who ate it's own skin

 A mirrored box that can fit the subject in it.  Mirrors must be

 facing the inside and outside of the box

 A 500 gp value white diamond

 5 drops of the target's blood†

 5 hairs from the target's head†

This spell is a curse and takes 12 days to cast.  The subject must be encased in the mirrored box during these 12 days while the Wizards casting the spell must stand around the box.  This spell takes a minimum of 4 Wizards of a combined level of no less than 40 to cast this spell.  The highest leveled Wizard's spell casting percentage will be used to determine the success of this spell.  At the end of the spell casting, the mirrored box must be shattered into pieces smaller than a thimble and then crushed into a fine sand, along with the diamond.  The sand must then be dumped into no less than 5 underground rivers, an equal portion in each.  The effects of the spell will be felt by the Wizards who cast the spell as soon as the mirrored box is smashed.  The effects of the spell will spread slowly from the place where the spell was cast at a rate of 50 miles a day.

When this curse is placed on a target, from that point on, whenever someone concentrates specifically on the whereabouts of the target of this spell, they will know exactly where he or she is relative to their own location.  If the place is familiar to the person concentrating, they will also know the name of the place or at least get a mental image of it as they knew the place.  To make use of the effects of this spell, one does not even need to be a Wizard or spellcaster of any type, but must have a name or some sort of previous knowledge of this person, so as to be able to think about the subject of this spell.  Knowledge of a person can be anything from having been robbed by them, to knowing the person's true name, all that is required is enough knowledge to be able to single that person out from everyone else in the World.  Knowing that this person served in the Royal Guard isn't enough, however, knowing that this person served in the Royal Guard and was cursed by The Inescapable Location might be, if there was only one such person who that applies to.

