Player’s Option™:
Spells & Magic

by Richard Baker

Foreword
My introduction to fantasy began when | was assigned JR.R. Tolkien's The Hobbit inmy
6th grade reading class. Although | was only deven at the time, | was dready afan of
sciencefiction—I’"d read alot of Robert Heinlein's juvenile S, aswell as Doc Smith's
Lensman books and a smattering of other titles. | hadn’t read anything in the fantasy
genre, and as| recdll, | had little desire to do so. The Hobbit changed that for me, and |
went back and re-read it as soon as | finished turning the last page. After that, | was off
and running. The next thing | reed was the Lord of the Rings. Then | found Terry Brooks
The Sword of Shannara, followed by UrsulaK. Leguin's A Wizard of Earthsea.

And that’ s where | was brought to a screeching halt. My hometown library was on
the small sde, and al of their fantasy and science fiction books occupied one carousd in
the kids section. It may be hard to believe now, but even as recently as 1977 fantasy was
apoor cousin to science fiction, which was a poor cousin to maingtream fiction.
Bookstores just didn't have the massive sections devoted to fantasy and science fiction
that they have today. By hook and by crook, | eventuadly tracked down more and more
fantasy titles. But when | was Htill desperately searching for fantastic fiction, sometimein
1978 or 1979, | ran across a brand-new game caled Dungeons & Dragons®. So, like
many people, | came to fantasy role-playing through my love of fantasy fiction.

Inwriting this book, I’ ve come to the conclusion that the Sngle defining
characteridtic of the fantasy genre is magic. Every fantasy story festures a character who
can use magic, ownsamagica item, or is confronted with amagica Stuation or paradox.
Movies like Ivanhoe or Robin Hood are wonderful adventures, but they’ re not fantasy
stories—there’s no magic. On the other hand, the popular Star Wars movies are fantasy,
not science fiction, because magic (referred to as the Force) is part of the story. Science
fiction isthe literature of things that could happen; fantasy is the literature of things that
can't happen. And magic isthe very essence of theimpossible.

S0, here' s abook about magic in the AD&D® game. I ve tried to include enough
options and choices to give you, the reader, the ability to give magic in your particular
campaign dmost any kind of flavor or fed that you like. If you want to make magic rarer,
more “redlistic,” or more dangerous, you can find rulesin here for doing so. If you want
rulesto add detail and complexity to the AD& D magic system, they’re here. Or if you
just want some new wizard and priest character types as wel as some complementary
spells, you'll find them. When | sarted this project, | thought that I'd have a hard time
filling thiswhole book . . . now, | can’'t believe how much more | could have written if

space had permitted.



Have fun, and good gaming!

Rich Baker
January, 1996
Lake Geneva, Wisconan
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| ntroduction

What' s afantasy game without magic?
Sure, the AD& D® game can be played without spellcasters, enchanted monsters,



or magicd items. Everyone can dill role-play brave heroes, confront deadly foes, and
attempt great quests or deeds of mythica proportions. In fact, it can be fun and
chdlenging to do so in anonmagica setting. But the point remains that magic, more than
any other characterigtic, definesthe AD& D game. As afantasy role-playing game,
AD&D isanchored in the traditions of fantasy literature, and fantasy literature by
definition features some element of magic. Even if the heroes of afantasy sory distrust
or didike magic, it' s ill there in the background as part of the world they livein.

Generdly, most writers of fantasy literature cregte their own unique systems of
magic to explain the supernaturd powersther heroes and villains employ. With great
care and deliberate effort, authors define what magic can and cannot do in their worlds.
For example, in The Lord of the Rings, JR.R. Tolkien circumscribes the wizard
Ganddf’s power by placing restrictions on Ganddf’ s freedom of action. The great wizard
isbound by a code of secrecy and noninterference that prevents him from directly
chalenging the power of Sauron, and he can only help and advise as the Free Peoples of
Middle-earth fight their own battles. Jack Vance' s Dying Earth stories assume that
wizards must study complicated patterns and formulae to memorize very specific spells
that may only be used once before vanishing from the wizard’s memory. (Sound
familiar?)

There are very good reasons for limiting magic's power from aliterary point of
view. Modern readers need to see red challenges and obstacles for the charactersin a
story, and magic systemsthat are too openended can wreck a story’s credibility and
sense of suspense. If Ganddf could have just wished the One Ring into the fires of Mount
Doom from Frodo’s living room, what would have been the point of the trek to Mordor?
Since fantasy role-playing games are flexible modes of the fantasy genre, the same
congderations are true for them. A fantasy RPG has to set very precise rules for how
magic works and what it can do, and the presentation and workings of the magic system
inevitably become the game' s sdient characterigtics.

In fantasy literature, it's common for amagic system to be defined for only one
world-sgtting a atime by asingle author (dthough shared-world concepts are fairly
common, too). The AD&D game s magic system represents a common framework built
up by hundreds of designers, Dungeon Magters, and players over more than twenty years.
There are thousands of gpdlls and magica items defined—avolume of materid thet isan
order of magnitude larger than any other magic system in games or fiction. The basic
assumptions of what magic isand how it worksin the AD&D game are shared by
literaly millions of gamers and fantasy fans. Depite the immense importance of magic
to the game, it is one of the few areas that has remained nearly unchanged to date in the
evolution of the game. Magic never changed in function; it Smply grew amoebalike,
adding more and more spells and items while the basic, underlying assumptions remained
the same.

Player’s Option™: Spells & Magic examinesthe AD& D magic sysem from
every angle. Firg, the spdllcasting classes—wizards, priests, and |ess dedicated magic
wielders such as bards or rangers—will be examined in detail. The various schools and
spheres of gpells are reorganized and new class ahilities are introduced, aong with an
optiond point-based character class design system compatible with the Player’s Option:



Skills & Powers rulebook. New proficiencies and detailed information about wizard and
priest equipment adds depth and variety to any campaign. A new magic memorization
and cagting system is introduced in Chapter 6, providing new ways to customize a
character’s Spdll selection. Spellsin combat and critical hits with spdlls are detailed in
Chapter 8. And last, but not least, there are more than 30 pages of new spdllsincluded in
this book.

Like any of the Player’s Option books, the materid in this supplement is optiond.
The DM isfreeto use as much or aslittle of Spells & Magic ashewishestoin his
campaign. However, we have tried to present systems that do not contradict each other,
itispossbleto usedl the rules additions and expansons without any difficulty.

What Y ou Need to Use This Book

At aminimum, you should have accessto a Player’ s Handbook and Dungeon
Master® Guide to make use of this rules expanson. Note that Player’s Option: Spells &
Magic is compatible with the previous books in the Player’ s Option line; character class
design rulesin this book are expangons of the class design rules from Skills & Powers,
and the chapter on spellsin combat is tallored for use with the Combat & Tactics
skirmish system. In addition, the Tome of Magic is referred to a number of timesin this
book; you don’t need Tome of Magic to use this book, but it adds many spells and
magicd items you may find useful in your campaign.

Integrating Soells & Magic into Your Campaign Player’s Option: Spells &
Magic is designed principaly as an expanson, not a replacement. However, thereare a
few specid cases where the information presented here should be taken as an update and
replacement of exigting rules. Specificdly, the wizard spell schools and priest spell
gpheres have been dightly rearranged to improve game balance and make the wizard and
priest specidist classes more competitive with respect to the general versions of these
characters, the mage and the cleric.

Mogt of the rest of this book can be integrated piecemed into an existing
campaign without any trouble. For example, additiond proficiencies and new spdlls can
be approved or disapproved by the DM on a case-by-case basis. These were designed to
be completely usable with or without the Player’s Option rules.

Making the Switch

Adding spells magicd items, or the criticd hit rulesto an existing campaign is
fairly easy, but aDM may have trouble with some other materid in thisbook. In
particular, existing Spdllcasters may wish to take advantage of new class abilities or
optional specidizations that weren't available when the character was firs created. There
are savera ways to handle this. Firdt, there' s no reason that aDM couldn’t dlow a player
to “re-design” his character, incorporating the abilities he thinks his character should
have had dl dong. If aPC cleric comes from a savage tribe and portrays himsdf asa
barbarian, it's perfectly reasonable to alow him to rebuild his character as a shaman (see
Chapter 2) and continue play. If the player is dtering his character without any good
rationae or explanation for why he' s making the change, the DM can require the
character to pay a pendty of 10% to 50% of his experience point total, depending on the
DM’ s assessment of the scope of the aterations.



There are acouple of things a player should not be able to do by redesigning his
character. A character shouldn't change specidizations without a very good judtification,
S0 a necromancer shouldn’t be rebuilt as an enchanter or wild mage, and a specidty priest
of Lathander shouldn’'t become a priest of Helm. A character’ s basic ability scores,
equipment, proficiencies, hit points, and generd persondity shouldn’t change. If aplayer
was playing a barbarian cleric correctly, he was probably choosing skills and wegpons
appropriate for a shaman—and if he wasn't sdlecting these Kills, the reasoning behind
the switch becomes much more suspect. Findly, a character shouldn't actually change
classes or become dual-classed or multi-classed.

The Spell Point System: The most dragtic change to the AD&D gameliesin the
new spdl point system described in Chapter 6. Try running a brief “trid adventure” using
the rules before incorporating them into your campaign. The spell point rules provide
gpdlcagters with alot more flexibility than the sSlandard magic system without incressing
their raw combat or spell power, but if PCs are alowed to make use of spell points, NPCs
and monsters should be able to as well.

The Role of Magic in the Campaign It s safeto say that magic in one form or
another is present in virtudly al AD& D campaigns, only the most historical or unusud
Settings do away with magic dtogether. But, beyond this smple observation, it's clear
that each group of AD& D players hastheir own interpretation of what magic is, how it
works, how various spells interact with each other, and what player characters should and
should not be able to do with their arsend of spdlls and meagicd items. By dtering some
of the basic assumptionsthat are part of the AD&D game s magic system, aDM can
infuse his campaign with its own unique flavor and texture.

While the gregter portion of this book deals with atering the rules of the game,
thisisn't dways a necessary part of changing the way that the players (and the NPCs they
interact with) view magic and its effect on their world. For example, let’s say that the
nature of magic in acampaign setting can be described by a smple scae that rates the
scarcity, mystery, power, and cost of magic on ascae of 1 to 10. Obvioudy, a campaign
with magic thet is extremely scarce and wesk in power represents a very mundane world
when compared to aworld where powerful magic is very common.

Scarcity

How common is magic in the campaign? Are wizards and spell-widlding priests
so rare that even low-leve characters are figures of legend, or are they so common that
any hamlet or crossroads village hasits own resident spellcasters? Most AD& D
campaigns take a position between these two extremes, but lean towards the high end of
the scale, fdling in the 6 to 8 range on the 10-point sce—wizards and priests appear as
dlies, enemies, sources of information, or even window-dressing in literdly every
adventure atypica group plays. At the highest extremes, campaigns feature numerous
spellcagters and magicd items. Even asmall town has severd wizards of <Kill, plus
dozens of minor merchants, craftsmen, or innkeepers with a spdll or two up their deeve.
Wizards are so common that even the most remarkable mages lose their aura of mystery.

So, what does this mean? In anorma campaign, it’'s safe to assume that anywhere
the PCs go, the locals know a nearby wizard, and most people encounter awizard a
couple of timesayear. Any sizable town has a least one or two resident wizards and



spdl-udng priests, plus ahandful of folks with minor magica powers such as herbalists,
hedge wizards, and heders. Large towns or smadl cities may have up to adozen or so
megic-using characters, and greet cities could support severa dozen without crowding.
Almost any NPC above 1t level owns one or more magica items, even if they’ refairly
smdl or expendable, and player characters frequently own about three to five magica
items by the time they reach 4th to 7th levd.

In campaigns where magic is not as common (say, a2 to 4 on the scale), the
spdlcadting characters become truly unique and important. A priest who can actudly
invoke his deity’ s power in the form of spells may be perceived by the great clerica
hierarchy asasaint or greet patriarch in the making, or possibly as a dangerous reminder
of the true faith in those hierarchies that have become complacent or corrupt. A
high-ranking hierarch without spelswill certainly watch alow-level PC dleric very
carefully, especidly if the PC makes no effortsto hide the “miraculous’ effects he creates
with smple 1g- and 2nd-levd spels. Smilarly, if wizard magic is quite scarce, aPC
wizard can't help but gather attention, fame, and not allittle fear if he publicly displays
his kills.

Priestsvs. Wizards: A wizard'smagic and a priest’ s magic are not the same
thing, and both forms of magic do not have to be present in a campaign to the same
degree. Imagine aworld where wizards are viewed as the worst sort of villain and
persecuted without remorse for decades. Wizards and their spells might be exceedingly
scarce, while priests are far more common because they are socialy acceptable—thus,
the presence of wizard magic might only bea 1 or 2 while priest magicis closer to a6 or
7onthescae.

Magical Items: Smilarly, magicd items might be more or less common than
spellcagters. If no one had ever invented the spell enchant an item, it's reasonable to
assume that magicd items might be ararity in even the most magical campaign seitings.
The reverse could be true if there was alost civilization of highly advanced wizards who
left behind great numbers of artifacts and items. The wizards of today might be armed to
the teeth with magica items, despite the fact that they are struggling to grasp the basics

of spdllcadting.

Mystery

Can anyone in the campaign be awizard or priest, or do these characters have to
belong to a select set in order to even begin their studies? Do the common people know
enough about magic to distinguish between priest and wizard pdlls? Is the study of
megic a sudy of easily-defined naturd laws, or are the forms of magic deliberatdly
obscured by generations of needless rite and ceremony? Most importantly, do the PCs
know the limits of a Spdllcaster’ s powers?

In most AD& D games, characters “in the know” have an excdlent grasp of
exactly what each spd| available can do. After dl, most players are quite familiar with
the Player’ s Handbook and know the spdlls they can make use of ingde and out. But
most common NPCs aren’t as knowledgesble; the typica innkeeper doesn’t know that a
low-level wizard can useinvisibility to walk out without paying histab, or fool’s gold to
cheat him. He just knows that wizards can do things that ordinary people can't, and if
he' s abright innkeeper, he never fdlsfor the same trick twice.

In aless mysterious world, the same innkeeper knows to look out for invisibility,



charm person, fool’ s gold, and hdf-a-dozen other dirty tricks. He may even know enough
to request awizard to relinquish certain spell components to make sure aparticularly
obnoxious spdll (fireball, for instance) won't be available to that wizard while he'sin the
innkeeper’s place of business. In thiskind of setting, everyone would know that priests
can hedl injuries, blindness, or disease, or possbly bring back aloved one from the deed,
and priest characters will be constantly asked to use their powers on someone' s behalf.

In aworld where the nature of magic is cloaked in superdtition and ignorance—an
8 or 9 on the scale—spdlcagters will generdly inspire fear in anyone who learns of their
powers. Note that even the wizard character himsdf may not reglly know why his spells
work—imagine a character who begins amagic missile spel with athunderous
declaration of the names of forbidden powers, just because he was taught to do it that
way. Of course, one of the ‘names is actudly the spdl’s verba component, and the rest
of the nonsense has no effect on the casting of the spell. It sagood ideafor aDM with
this kind of world to forbid players fromlooking up spdls and effectsin the PHB, since
their characters only have accessto a portion of this knowledge. The DM should also fedl
free to dter standard spell effects and create new spellsjust to ingtill a sense of dread and
wonder in experienced, jaded players.

Power

What can magic accomplish in the campaign? Is there anything it can’t do, and
why? Will 10th-level magic be dlowed as an option, or is Sth level the most powerful
magic available? Can wishes change history or reverse events that have aready occurred?
To what degree do the gods and their avatars involve themselves in thisworld setting? In
most magic systems, setting boundaries to a character’ s ability to affect events with
meagic isvitaly important. Typicdly, an AD&D game assumes that Sth-level spdlsare
the most powerful magic known to mortals, and that the player characters encounter a
deity no more than once or twice over the course of an entire campaign.

Theimpact of magic on acampaign world can be greeily lessened by reducing the
maximum level of spellsthat can work there, dthough thisis getting into rules
dterations. For example, by limiting spells to 8th level, mages can no longer make use of
wishes or gates. If the maximum is 7th level, mages |ose the spell permanency, whichisa
key part of the magica item crestion process. Without this spell, magical items become
temporary or disposable—no persistent enchantments can exist.

Another point liesin the emphass on the power of characters versus the power of
magicd items. Should afighter become a killing machine because he happened to find a
vorpal blade, or should most of his combat bonuses be derived from skills and training?
In earlier incarnations, the AD& D game leaned strongly towards the first option, but with
the advent of weapon mastery, style specidizations, and other character-based bonuses, it
is now possible to create a character who doesn't need a powerful magica item to
drasticdly increase his combat power. The red danger to game baance liesin combining
these two benefits—a wegpon master equipped with a powerful magica wegpon becomes
nearly unstoppable. If your campaign features alot of high-powered magic, you should
strongly consider playing without optiona specidization or proficiency rules.

The Cost of Magic
In fantasy literature, there is often a price to be paid for magica power. Wizards



may have to make terrible pacts with dark powers for the knowledge they seek, priests
may have to sacrifice something dear to them to invoke their deity’ s favor, or the
spellcaster may pay an immediate price in terms of fatigue, illness, or even aloss of
sanity. Generdly, the AD&D gameis quite forgiving in this regard; when a character
casts apdl, he expends afew unusua materid components and smply forgets the ol
he had known. It’s easy to increase the cost of magic by drictly enforcing the
requirement to procure materia components for spells, especidly if the DM is
consarvative in handing out treasure. For example, find familiar requires at least 1,000
gold pieces of specid herbs and incenses, which means that a 15t-levd wizard may have
to do alot of adventuring before he has enough money to summon his familiar! The spell
scare requires a piece of bone from an undead creeture; requiring the wizard character to
personaly locate and remove such materias can force the player to make hard decisions
about which spells are worth the trouble.

Now, imagine a game setting in which magic is far more costlly. What if a
character risked insanity every time he attempted to learn a gpdl? Or if the casting of a
spell required the character to make a saving throw vs. spell or pass out from exhaustion?
A character might even have to risk a permanent loss of hit points or ability scores each
time he cast aspell in aworld where magic is exceptiondly dangerous. (See Chapter 6
for some of these options,) Again, these restrictions are rules changes and not just
cosmetic matters, but afew changes like these can make a greet impact on anormally
routine campaign.

Creating aWorld-View of Magic

How can the DM put dl thistogether? Let’ s consider a couple of the AD&D
campaign settings as examples. First of dl, take alook at Faerun, the setting of the
Forgotten Reelms® campaign. Magic is quite common in the Realms, and only dightly
mysterious; everyone knows of the great wizards and the typicd powersawizard islikely
to command, but there are a number of unique spells and magica itemsto be found.
Magic isdso farly powerful in Faerun and comes withlittle cost or sacrifice to any
character who works hard enough. The magic of the Redms is about average for an
AD&D campaign.

The Dark SUun® campaign has an entirely different approach to magic. Magicis
dill fairly common and mysterious, but it can be extremely powerful (the sorcerer-kings
of Athas command 10th-level magic) and comes at a great cost—the defiling of any
living vegetation nearby when awizard casts aspdll. In fact, the destruction caused by
Athas wizardsis the chief cause of the planet’ s dessication and the rise of bizarre,
mutated mongters.

Lagt but not least, the Birthright™ campaign setting
portrays aworld in which wizard magic is rare. Mages are mysterious figures with
unusud powers. Only ahandful of characters have the heritage required to make use of
true magic, and fewer till can command the kingdom-shaking powers of redm magic.

Here are afew ideas for dternative magic settings for your own campaign:

The College of Sorcerers: Inthis setting, dl wizards belong to asingle guild or
society cloaked inrite and mystery. (The imagers of Stephen R. Donaldson’s The Mirror
of Her Dreams are agood example of such asociety.) Spells may require arare or
unusua ingredient controlled by the College, or the College may treat Soells as secrets



that must be kept at any cost.

Secrets Man Was Not Meant to Know: Wizard magic isthe province of
horrible pre-human powers of the Outer VVoid, and dedling with them isthe worst kind of
betraya. Insanity plagues those foolish enough to delve into the secrets of these elder
powers, H.P. Lovecraft's stories are an excellent modd of this kind of campaign. Chapter
6 describes a spdl point system of magic that reflects this type of setting.

Smoke and Mirrors: Wizards are far less powerful then they appear to be—most
are nothing more than dchemists and scholars who can command afew feeble spells.

Any spdl that crestes something out of nothing or summons energy where no energy
exiged before cannot be cagt; illusons, divinations, and minor adterations and
summonings are the only types of magic that work. Many magicd effects are
accomplished through nonmagica means, for example, a pyrotechnics spdl isnothing
more than a handful of chemica powder thrown on aflame,

The Magical Renaissance: Inthisworld, dmost everyone has amagicd tdent or
two. Magic isfully integrated into society, not as a replacement for technology, but asa
part of the common awareness and an augmentation of a person’s skills. Chambermaids
use cantrips to dust and to make beds, royd investigators have access to speak with dead
and ESP to enforce the law, and many brilliant works of art are at least partly magicd in
neture. Even nonwizards may have asmal sdection of spdlsin thiskind of setting.

TheLost Powers: Priegts of this campaign have dmost no spell powers. The
various deities of their pantheon have logt the ability to grant spdlsto their followers or
have denied their followers spells for some reason. For a particularly chilling campaign,
combine this thesswith the Secrets Man Was Not M eant to Know scenario to creste a
world in which the only spdlcasters with any power are the insane servants of inhuman
powers.

Magic and Story Telling When it comes down to it, an AD& D adventure is nothing
more than astory created by the DM and embelished upon by the players. Every
campaign generates volumes of epic confrontations, cliffhangers, and snigter villans—
it'sjust the way the game s played. Magic is often the centra feature of these campaign
dories; most players couldn’t tell you athing about Joe' s paadin, but everyone who was
at the game remembers the time Joe' s pa adin found the holy avenger! An enormous
number of player characters are remembered fondly not for their persondities or the skill
with which they were played, but instead the particular magicd items they owned and the
nifty tricks they had with their spell selections.

While thisisn't necessarily bad, it can detract from the role-playing e ements of a
game if the players and the DM dlow it to. After dl, when the only tool you haveisa
hammer, everything starts looking like a nall—and if you' ve got a flame tongue sword, it
looks like the answer to any problem is going to involve dashing and burning something.
Smilaly, awizard whose most memorable achievement ishisinvention of Alkair’s
inescapable decapitation and subsequent use of the spdll in every encounter for the rest
of the campaign isn't redly awell-devel oped character a dl. A hero with amagica
sword isfine, but when the magica sword defines the hero, the hero is diminished.

Another difficulty that arisesin many campagnsis the subgtitution of magic for
technology. AD& D game players are (quite naturaly) creatures of the modern world, and
modern conveniences such as automobiles, tanks, telephones, televisons, computers, and



any number of other devices seem so indigpensable that there just have to be magica
equivdents. While some of thisisfinein any campaign, it desengtizes both players and
DMs to the sheer wonder that magic should inspire in most characters. After al, magic
should be magical, full of mystery and terror, but when a character routindy uses magic
to brush his teeth and gtir his stew, magc becomes nothing more than a tool. Blurring the
distinction between magic and technology detracts from the strength of both
philosophies.

Last, but not least, it'simportant to remember that magic can do anything that a
DM needsiit to do for purposes of advancing the plot or eaborating on an adventure. If
the story callsfor a greater tanar’ri to be encased in aglass globe, it’'s not necessary to
worry about exactly how the tanar’ ri was imprisoned there, or what spellsthe old
archmage used to defeat the creature; it's okay for aDM to smply tell the playersthat the
archmage did it. However, PCs and NPCswho are interacting with the party should
follow the rules—up to the point that the rules interfere with the sory.

Chapter 1.

Wizards

The wizard may well be the most important character classin the AD&D game. Whether
or not aparticular player character wizard isthe most powerful member of a party, it
seemsthat every AD& D campaign has at |least one great archmage or master wizard who
holds supreme power. Wizards are responsible for the creation of al kinds of adventures
and works of magic that other characters later become entangled in or discover. In many
adventures, the party’ swizard is the only character who can use his magic to provide a
means to cross abarrier or solve ariddle. In fact, in some cases, the only way to resolve
the entire adventure or quest is through the inventive use of the wizard's spdll arsend.
Given thisfact, it only makes sense to begin an examingtion of magic in the
AD&D game with athorough look at the wizard character class. In this chapter, we'll
examine al the varieties of mages and specidist wizards available to aplayer character.
Severd new varieties of specidist wizards are so described in this chapter. In addition
to along look at the existing wizard classes, we' |l dso present a point-based character
design system that will dlow aplayer to select hiswizard' s abilities and limitationsin
order to customize his own character. This system is an expansion of the character class
rulesfrom Player’s Option: Skills & Powers, dthough you don't need that book in order
to use this materid.

Theinformetionin Player’s Option: Spells & Magic replaces or revisesthe
Player’s Handbook, The Complete Wizard's Handbook, the Tome of Magic, and the
materid on magic from Player’s Option: Skills & Powers. In other words, if you have
this book, you should use the rules presented here when creating your wizard character.
However, there is one notable exception to this case—if you are usng an AD&D
campaign setting that includesits own rules on character generation, such asthe Dark
Sun or Al-Qadim® game settings, you should continue to create wizards for those
Settings using the appropriate rules.



Spells from Other Sources

While the materid on creeting wizard charactersis updated for this book, you'll
find that spells that appeared in previous books have not been atered. Aslong asthe DM
approves, aplayer character wizard can learn spells from any source the player has
available. In fact, the spdl lists contained in Appendix 3 of this book include spells from
the Player’ s Handbook, Tome of Magic, and The Complete Wizard' s Handbook aswell
as dozens of new spdlsintroduced in this book. Additiona spellsfrom the Wizard' s Spell
Compendium, Pages from the Mages, or any other source can be approved by the DM on
acase-by-case basis.

Schools of Magic All wizard spells belong to one or more schools of magic. A school
of magic represents related spells with common fegtures or characteristics. For amage,
who isthe basic or generd wizard, the school of a pell doesn’t matter too much; he can
learn and cast any spdll without regard to the spdll’s school. The only exception to this
ruleiswild magic, which is completdy unfathomable to any wizard except awild mage.

While the mgority of wizards are mages, asgnificant number chooseto be
speciaists who concentrate their efforts in one particular school. Generdly, this increases
the wizard' s dbilities within the school of his choice a the cost of losing accessto any
schools with opposing philosophies.

There are three schemes of school organization used inthe AD&D game:
philosophy, effect, and thaumaturgy.

Schools of Philosophy

The eight standard schools of spells presented in the Player’ s Handbook—
abjuration, dteration, conjuration/summoning, enchantment/charm, greater divination,
illus on/phantasm, invocation/evocation, and necromancy—are schools of philosophy.
While dl spdlsin this scheme of organizetion are cast in much the same way, the
gpproach and method by which they achieve their purpose varies from school to school.
For example, conjuration spells generdly bring something to the caster from another
location, while necromancy spells manipulate the forces of life and death.

While spdlsin aschoal of philosophy generdly involve the application of a
common principle, they vary greetly in effect. For example, invocations creete anything
from solid matter such aswalls of stone or iron to comprehensive enchantments such as
contingency or limited wish. Note that al spells grouped into schools of philosophy share
the same execution or method of casting—the use of verbd, somatic, and materid
components to summon and direct magical energy. The basic philosophies behind each
school are briefly described below:

Abjuration spells are specidized protective spells designed to banish some
meagical or nonmagica effect or cresture. Protection from evil isan example of an
abjuration spell, sinceit creates a barrier that evil or supernatural crestures are reluctant
to cross.

Alteration spells cause a changein the properties of some previoudy existing
thing, creature, or condition. Pyrotechnics is an dteration spell, Snce it takes an exising



fire and creates specid effects from the blaze.

Conjuration/Summoning spells bring some intact item or cresture to the caster
from esawhere. Any monster summoning spell isagood example.

Enchantment/Charm spdlls cause a change in the quality of an item or the
attitude of a person or creature. Charm person is an enchantment, Snce it affects the way
an individua perceives the wizard.

Divinations are spells that provide the wizard with information or the ability to
acquire information. Contact other plane isadivination, sinceit dlows the wizard to
seek answers from extraplanar entities. Note that this school has been somewhat dtered
in scope for this book; see The School of Universal M agic.

Illuson/Phantasm spells seek to deceive the minds or senses of others with fase
or semi-subgtantia images and effects. Phantasmal force isagood example, aswell as
gpdls such asmirror image, invisibility, or blur.

I nvocation/Evocation spdls channel magica energy to create Specific effects
and materids. For example, lightning bolt manifests this energy in the form of a powerful
dream of dectricity.

Necromancy isaschool concerned with the manipulation of the forces of life and
death. Necromancy spells include those that smulate the effects of undead creatures,
such as vampiric touch, and more direct assaults on life energy like death spell or finger
of death.

Universal Magic: Inthisbook, the school of lesser divination is expanded and
renamed to include a number of spellsthat dl wizards should have access to. Consider
universal magic to be Sorcery 101; without the basic spdlsin this school, wizards are
incapable of continuing their sudies in the other schools of magic. Therefore, al wizards
have access to the spells in this school, regardless of specidization. The school of
universal magic is described in more detall below.

Creating a New School of Philosophy: In most campaigns, the schools of
philosophy represent the baseline or standard againgt which other forms of magic are
measured. Almost al spells can be described through this system of magic, with very few
exceptions. For awizard to develop anew school of philosophy, he would have to devise
aclass of spdlsthat al share acommon approach or methodology. Mot likely, a group
of related spells that dready exist in one school or another would have to be used asthe
darting point for anew schoal. It's much easier to build anew school of effect or
thaumaturgy than to build a new school of philosophy. The Complete Wizard' s Handbook
suggests a school of transmutation that concentrates on spells that change one element or
materid into one other dement or material. Another possibility might be a school of
animéation, centering on spellsthat provide mative force to inanimate objects.

Schools of Effect

A second scheme for organizing wizard magic is by effect. The Tome of Magic
presented a new type of wizard who could specidize in schools of effect: the dementdist
wizard. Player’s Option: Skills & Powers introduced the shadow mage, another speciaist
wizard built around a school of effect.

Schools of effect differ from schools of philosophy in that the spells of the school
dl share one common result or ingredient. For example, the spells of the school of firedl
involve firein some way, without regard for what the spell accomplishes. Divinations,



the direction and control of energy, and the summoning of eementas can al be linked by
the common effect of fire. The schools of effect are described below:

Air: Thedementd school of air naturdly indudes any air-based spdll or effect,
induding spelsthat control or affect wind, breething, fdling and flight, air dementds,
and other dementa phenomena. Gust of wind or cloudkill are examples of air spdlls.

Earth: Spells of dementa earth are based around stone-, earth-, or minera-based
effects. Dig, stone shape and stone to flesh are earth spdlls.

Fire: Any spdl involving the manifestation of flame or heat isa spdl of
elementa fire. Not dl fire spdls are attack pdlls; fire charm and affect normal fires are
examples of fire spells that don't cause direct and immediate damage to thewizard's
enemies,

Water: Last but not least in the lementd schools, spdlls of the school of
elementa water involve water in some form or another, including spells of ice and cold,
snce these are linked to the element of water. Water breathing, ice storm, and part water
aredl induded in the school of demental water.

Dimensional Magic: Thisisanew school introduced in Player’s Option: Spells
& Magic. Whiledl AD&D spells draw power from outside the mage, dimensiondists go
one step further—they draw their power from another dimension. Like most schools of
effect, the school of dimensiona magic overlaps severa pre-existing schoals, including
dteration, conjuration/summoning, and invocation spells.

Force: The school of force isanew school of effect presented later in this book.
A force mage relies on spells that create or manipulate fields of cohesive energy, such as
wall of force, magic missile, or any of the various Bigby' s hand spells. Many spells of
this school are borrowed from the school of invocation/evocation.

Shadow: All the spellsin this school are linked by the common effects of shadow
and darkness. The shadow mage can make use of anumber of illuson spells deding with
the Demiplane of Shadow and shadowstuff, including shadow monsters, darkness 15°
radius, and shadow walk. He aso has access to a number of necromancy spells. Although
necromancy and illuson are opposing philosophies, schools of effect ignore these
restrictions and concentrate on results.

Creating a School of Effect: Again, dl spelsin aschool of effect are cast with
the standard execution of somatic, verbal, and material components. Creating a new
school of effect isfar easier than coming up with anew school of philosophy; there are
any number of common spell results or specid effects that can be linked in thisway. For
example, aschooal of light could be designed around spdlls that produce bright visble
effects, or aschool of circles could be designed around any spell effect thet is circular or
ohericd in form.

Schools of Thaumaturgy

A school of thaumaturgy defines a specific method or procedure of spellcasting
that varies from the standard execution of a pell’s components. Severa schools of
thaumaturgy were presented in Player’s Option: Skills & Powers—the school of song,
the school of dchemy, and the school of geometry. In addition, other schools of
thaumaturgy have appeared in specific campaign settings. The defiler of the Dark Sun
campaign is amage whose spells are executed through the draining of life energy from



his surroundings. The sha'ir of the Al-Qadim setting casts his spells by sending a servant
gen, or minor genie, to fetch the spell and bring it back to him.

Spells belonging to a school of thaumeaturgy are not linked by philosophy or
effect—ingead, they’ re related by the manner in which they are physicdly cadt. In fact,
the “standard” gpproach to wizard magic defined by the eight philosophica schools
represents one common thaumaturgical method. Other thaumaturgical methods include
the following schools:

The School of Alchemy: In this gpproach to magic, spdll effects are achieved
through the combination of unusua material components. Spells such as affect normal
fires, glitterdust, and cloudkill can al be cast through the use of strange powders and
reagents, and belong to the school of adchemy.

The School of Artifice: Thisisanew school introduced here for the first time.
Artificers are weak in the direct command of magic and instead use various devices and
magicd itemsto focusthar energies. Spells such as Melf’ s minute meteors and magic
staff areincluded in the school of artifice.

The School of Geometry: Geometers use diagrams, symbols, and complex
patterns to cast their spells. Naturally, any spdl involving some kind of writing, marking,
or pattern belongs to the school of geometry, including spells such as explosive runes,
sepia snake sigil, and symbol.

The School of Song: While dchemigs rely on materid components and
geometers rely on somatic components, a song mage uses the power of hisvoice to
summon and shape spell energy. Any spdll that involves spesking, Snging, or some other
use of the caster’s vocal powers belongs to the school of song. Seep, charm monster, and
Otto’'sirresistible dance are dl examples of spells of this schoal.

The School of Wild Magic: Some wizards have learned to make use of the
principles of randomnessin their magic, giving rise to the school of wild magic. Wild
mages shape the raw, uncontrollable stuff of magic in the hope that something resembling
their intended spdll will gppear. A number of wild magic spells such asvortex and
waveform appeared in the Tome of Magic; if you do not have access to that book, you
should probably ignore this schoal.

The School of Universal Magic

As described in the Player’ s Handbook, the school of divination is actudly
composed of lesser divinations and greater divinations. A few specidist mages are barred
from greater divination as an opposition school, but every specidist wizard is considered
to have access to lesser divination. In this book, the school of lesser divination is replaced
by the schodl of universa magic. Thisincudes afew basc divination and nondivination
spellsthat al wizards should have access to, such as dispel magic and enchant an item.
Any wizard may cast Spdls of this school, regardless of his or her specidty.

The divination spdlls of both the schools of lesser and greeter divination are now
considered to be part of one school of divination. Spells such as ESP, clairaudience, and
clairvoyance are part of the school of divination and may not be available to wizards who
formerly had access to them as lesser divinations. Refer to Appendix 3 for the revised
spd| organization.

Important Note: Wizards do not automaticaly know universal spells. They must



study and attempt to learn the pells of this schoal, just like any other spells. However,
when awizard character isfirst created, he automaticaly begins play with any 14-leve
universa spells of his choicein his spell book, athough these count againgt the
character’s limit of beginning spells.

The school of universal magic conggts of the following spells

cantrip (1st) wizard lock (2nd)
comprehend languages (1st) dispel magic (3rd)

detect magic (1<) remove curse (4th)

hold portal (1st) teleport (5th)

identify (1st) enchant an item (6th)

read magic (1st) teleport without error (7th)
wizard mark (1st) permanency (8th)

knock (2nd) astral spell (9th)

protection from cantrips (2nd)

Mogt of the low-level spdlls on thislist enable the wizard to undertake his basic
studies in books of arcane lore and safeguard his laboratory and spell book againgt
intruders. Teleport, teleport without error, and astral spell are included since the gbility
to travel vast distancesin the blink of an eye is a common power anong wizardsin
fantasy literature. Last but not least, enchant an item and permanency are universal magic
because every wizard should have the ahility to create magica items when he or she
reaches the appropriate level.

Wizard Characters A player creating awizard character has one basic decision to
make when the character isfirg rolled up— should his character specidizein aschool of
magic, or should he remain amage? A mage is equaly cgpable in dl schools of magic
and may fredy learn and cast Spdlls from any school. A specidist wizard gains severd
important benefits when dealing with his own school, but loses access to certain spells
that belong to opposition schools.

Asnoted in the Player’ s Handbook, wizards may not wear armor and are limited
in their selection of wegpons to the dagger, dart, knife, ding, and staff. (Some character
kits may dlow additiona wegpon choices.) In addition, characters constructed with the
Player’s Option: Skills & Powers rules or the expanded character point rulesin this book
may pay extra character pointsin order to gain access to better wegpons or protective
equipment.

All wizards may creete magica potions or scrolls after reaching Sth level by using
the magicd item creation rulesin this book. (The dchemist and geometer gain this ability
earlier in their careers.) Wizards may aso creste other types of magica items upon
reaching 11th level. Any wizard may attempt to research new spdlls, regardiess of leve.

The Wizard' s Spell Book
A 1s-leve wizard begins play with 3d4 1g-level spdlsin his spdl book, two of



which must be read magic and detect magic. Once these two have been included in the
spell book, the player may sdlect any other 15t-leve spells of the school of universa
meagic without making alearn spdlsroll. In addition, a specidist wizard may
automaticaly choose one spell of his specidty to begin play with. Beyond these
sections, the player must attempt alearn spells check for any additional spells he wishes
his character to know, with the norma pendties or bonuses for specidization. Optiondly,
the DM may assign a beginning wizard character read magic, detect magic, and four
other spdlls of the DM’s choice.

Adding Spellsto the Wizard’s Repertoire: Asawizard continues with his
adventuring career, he will encounter new spells that he may wish to add to his spell
book. In addition, mages may add a pdll to their book whenever they reach a new spell
level, while specidist wizards are dlowed to add one spell of their specidty to their spell
books each time they gain an experience level. Last but not least, the DM may dlow aPC
wizard to purchase spdls from an NPC wizard or organization. The price should be a
gpell of equd leve that the NPC doesn't know, amagica item other than a potion or
scroll, or at least 1,000 gp per leve of the spell in question.

Mage

Ability Requirements: Intelligence 9
Prime Requiste: Intdligence

Races Allowed: Human, EIf, Haf-df

The mage remains largely unchanged by the materid presented in Player’s
Option: Kills & Powers. A mage may learn and cast spells of any school (except wild
magic) usng the norma wizard spell progression table and learn spelsrolls. Naturdly,
mages may make use of many of the new spdls and magicd itemsintroduced in this
book.

Mages with an Intelligence score of 16 or higher gain a 10% bonus to the
experience points they earn. Mages never attract followers, but there' s no reason amage
couldn’t buy property and hire mercenaries whenever he accumulates sufficient wedth.

Speciaist Wizard
Ability Requirements Varies
Prime Requisite: Intdligence
Races Allowed: Varies

Wizards who concentrate their effortsin one school of magic are known as
specidist wizards. Generdly, a specidist wizard must give up some degree of versatility
in godl selection—he cannot learn or cast gpells belonging to schools that oppose hisown
chosen school. The speciaist aso has saverd other benefits and restrictions; unless
otherwise stated, al specidists must abide by the benefits and hindrances described
below:

Specidigt wizards may memorize one additiond spell per spell level, provided the
spell sdlected belongs to the specidist’ s school. Under thisrule, a 1t-leve specidist may
have two spdlls memorized instead of only one.



Specidigts gain a bonus of +1 when making saving throws againgt spells of their
own school. Specidigs dso inflict a—1 pendty to ther victims saving throw atempts
when cagting a spell of their specidty schoal.

Specidigt wizards gain a bonus of +15% when learning spdlls from their schoal,
but suffer a pendty of —15% when learning spells from any other school. Specidists
cannot learn spells belonging to an opposition schooal.

When aspecidigt reaches anew level, he automaticaly gains one spell of his
school to add to his spell book. No rall for learning the spell need be made.

When a specidist wizard attempts to cregte a new spell through research, the spell
istrested asif it were one leve lower if it falswithin the wizard' s specidty school.

Table 1:
Philosophy Specialist Requirements

Specialist Race Abilities Opposition School(s)
Abjurer H 15 Wis Alteration, llluson

Conjurer H, 1/2E 15 Con Divindion, Invoc./Evoc.
Diviner H, V2E, E 16 Wis Conj./Summ.

Enchanter H, V2E, E 16 Cha Invoc./Evoc., Necro.
lllusonigt H, G 16 Dex Necro., Invoc./Evoc., Abjur.
Invoker H 16 Con Ench./Charm, Conj./Summ.
Necromancer H 16 Wis Illuson, Ench./Charm
Transmuter  H, 1/2E 15 Dex Abjur., Necro.

H: Human; 1/2E; HAf-df; E: Hf; G: Gnome

Speciadists in Schools of Philosophy

A wizard specidizing in a school of philosophy adheres to the generd rules
above. Depending on his choice of schoal, the specidist will have anywhere from oneto
three opposition schools. Each speciaty has different race and ability score requirements,
reflecting the unique nature of each field of study. See Table 1: Philosophy Specidist
Requirements.

In The Complete Wizard' s Handbook, each specidist received severa additiona
abilities related to his chosen field a high levels. These dbilities have been reworked, and
specidigts now receive them much earlier in their careers. They are optiond; if the DM
decides that they aren’t gppropriate, the additiona powers are unavailable for PC
pecidist wizards.

Abjurer: The ajurer specidizesin the school of abjuration, commanding
magica energies that provide various forms of protection to himsdf and his companions.
A wizard mugt have strength of will to master this school of magic, so a high Wisdom
score (Wisdom/Willpower, if Player’s Option: Skills & Powersisavaladle) isa
requirement for an abjurer. The abjurer cannot learn pells from the schools of dteration
orilluson.

Abjurers enjoy the normd benefits and hindrances of specidist wizards. In



addition, at 8th leve the abjurer gains a+1 bonus to saving throws vs. parayzation,
poison, and desth magic. At 11th level an abjurer’ s base Armor Classimprovesby 1
point due to his command of protective magic, and at 14th level the abjurer gains
immunity to al formsof hold spells.

Abjurers have few spells that can directly inflict damage, but their protective
enchantments can help them protect their comrades from harm in battle. They areaso
extremely effective againgt enemy spdlcasters and crestures of extraplanar or unusua
orgins

Conjurer: Specidizing in spdls of conjuration and summoning, the conjurer has
access to some of the most useful pdlsin the game. Conjurations are some of the most
physicaly demanding spells, and awizard must have a Condtitution (or
Condtitution/Hedth) score of at least 15 in order to be a conjurer.
Conjuration/summoning is opposed by divination and invocation/evocation.

All the normd benefits and hindrances of specidist wizards gpply to conjurers. In
addition, a 11th level aconjurer gainsthe ability to cast conjuration and summoning
spellswithout any material components. At 14th level, the conjurer gains the power to
ingtantly dispel creatures conjured by an opponent who has used monster summoning or
an equivaent spell. The conjurer can dispel up to 10 HD worth of crestures with this
ability smply by pointing at the target and concentrating one round. Only crestures with
5 HD or less are affected, so aconjurer could dispel three 3 HD crestures, two 5 HD
creatures, or any combination that does not exceed 10 HD. The conjurer may use this
ability up to three times per day.

The conjurer’ s spdlls can be very potent in combat, especidly if used to multiply
the party’ s numbers through the summoning of dlies.

Diviner: It'sunusua for aplayer character to choose this specidty, but NPC
diviners are fairly common. Diviners concentrate on spellsthat reved or relay
information, and information can be aweapon far more dangerous than the sharpest
sword. Divination requires patience and indght; awizard must have a Wisdom
(WisdomvIntuition) of 16 or better to be adiviner. Divination is opposed by conjuration/
summoning.

Diviners have the norma strengths and weaknesses of specidty wizards. In
addition, a 11th levd the diviner gainsthe ability to use find traps (a 2nd-levd priest
gpdll) up to three times per day by pointing in a specific direction and concentrating one
round. At 14th leve, the diviner becomes immuneto dl forms of scrying spells such as
ESP, know alignment, or clairaudience; characterstrying to use these divinaions agangt
the diviner smply get no response a dl.

A diviner isvery limited in his combet ability and must rely on spdlls outside his
school for anything resembling a damaging attack. However, adiviner in a PC party can
be surprisngly effective by providing advice and information. With adiviner around, a
party can look for ways to strike at an enemy’ s weakest points and to maximize its
efficency in battle.

Enchanter: The enchanter’ s specidty liesin controlling or influencing his targets
with his gpells. The school of enchantment/charm aso includes a number of spells that
imbue nonliving items with magica powers. Because the greater part of their spell
sdection involves influencing other people, enchanters must have a Charisma (Charisma/
Appearance, under Skills & Powers rules) score of 16 or higher. Enchantment/charm is



opposed by invocation/ evocation and necromancy.

Enchanters have the usud benefits and redtrictions of a specidist wizard. In
addition, when an enchanter reaches 11th level, he gains the ability to cast a specid free
action spell once per day on himsdf or any creature he touches. The cagting timeis only
1, and no materid components are required; the spdll duplicates the effects of the
4th-leve priest spell free action and lasts for one hour. At 14th leve, the enchanter
acquires immunity to dl forms of the charm spdl.

While the enchanter’ s spdlls are not spectacular in effect, they are dso among the
subtlest of spdlls. In many cases, turning an enemy into an dly isfar more effective and
desirable than smply incinerating him, and enchanters excel a mind- affecting magic.
Careful interrogation of charmed enemies can aso provide awedth of useful information
for the enchanter.

lllusionist: Masters of deceit and trickery, illusonists have accessto avariety of
powerful spellsthat can be far more dangerous than smple attack spells. lllusonists must
have a minimum Dexterity (Dexterity/Aim) score of 16 to perform the intricate gestures
and patterns required by spdls of their school. The school of illuson/phantasm is
opposed by necromancy, invocation/evocation, and abjuration.

[llusonigts gain the normd benefits of specidis wizards. When anillusonist
reaches 8th level, he gains an additiond +1 bonusto his saving throws againgt illuson
spdls cast by nonillusionigs. (Thisis cumulative with hisnorma +1 bonus, for atota of
+2). At 11th levd, theillusionist gains the ability to cast a gpecid dispel phantasmal
force or dispel improved phantasmal force up to three times per day. The base chance of
successis 50%, +5% per leve difference between the illusionist and the caster of the
phantasma force; for example, if a 16th-leve illusonig is attempting to dispd an
illuson cast by a 9th-leve wizard, his chance of success is 85%. The dispd has arange
of 30 yards and a cagting time of 1; theillusonist need only point at theilluson and
concentrate. If theillusonigt attemptsto dispel something that turns out to be redl, the
atempt Hill counts againgt hislimit of three digpels per day.

Anillusonist can be extremdly effective in combat despite hislack of
high- powered damaging spells, especidly if he concentrates on creeting distractions and
false opponents for his enemies. Every sword swing directed at anilluson is one less
that'samed at the illusonist and his companions. Illusonists should away's seek
creative and unusua usesfor their splls; of al the specidist wizards, they require the
most player origindity to be run effectively.

Invoker: Theinvoker isthe direct antithesis to the illusonist. Where the
illusonigt dedsin subtleties and suggestion, the invoker dedls in naked force,
summoning and controlling massve energies. The invoker requires a Condtitution
(Condtitution/Fitness) score of 16 or better to withstand the physical stress of this
specidty. The school of invocation is opposed by enchantment/charm and
conjuration/summoning.

In addition to the norma advantages and disadvantages of specidization, the
invoker gains an additiona +1 bonus to saving throws vs. invoceation/evocation spells
when he reaches 8th levd, for atotal of +2. At 11th level, thisincreasesto +3. (These
bonuses dso goply to magicd items that smulate invocation spells, such asawand of
fire) At 14th leve, the invoker acquires immunity to one invocation or evocation spell of
3rd leve or lower of his choice; however, thisimmunity does not extend to Smilar



magical items or breath weapons.

The invoker is avauable asst to the party on the battlefield, where his
gpectacular spells can decimate hordes of low-level monsters or severdly injure tougher
opponents. Unfortunately, fear of the invoker’ s firepower leads many opponents to attack
the wizard in the hope of disabling him before he can blast them to ashes.

Necromancer : Students of this school delve into forbidden lore and dark secrets
in their quest to understand and control the forces of life and deeth. A character must be
extraordinarily strong of will in order to succeed at these sudies—awizard must have a
Wisdom (Wisdom/Willpower) of 16 or higher in order to choose necromancy as his
specidty. Necromancy is opposed by illusion and enchantment/charm.

Necromancers gain the standard benefits for being speciaist wizards. At 8th leve,
his saving throw bonus versus necromancy spellsincreasesto atotal of +2. At 11th levd,
the necromancer gains a specia speak with dead spdl-like ability thet requires no verba
or materia components; the wizard need only point at the deceased person and
concentrate for one round. This spell functions like the 3rd-level priest spell speak with
dead, except that the necromancer may converse for up to one turn and ask four questions
of the spirit. At 14th leve, the necromancer gains a partia resistance to the specid effects
of undead attacks; dthough he still suffersthe norma damage of any such attack, he
gains a+2 to saving throws againgt strength drain, paralyzation, and other effects. He
may attempt a saving throw vs. deeth magic with a—4 pendty to avoid the effects of any
attack that normally does not dlow a save, such asawight or wraith’s energy drain.

The necromancer commands a variety of powerful spdlls, but these are not
generdly as useful on the battlefield as the invoker’ s powers. The necromancer’ s best
drategy isto concentrate on one important enemy a atime, usng the nefarious spdlls of
this school to disable the enemy’ s leaders and champions. Necromancers can aso be very
useful in dedling with undeed of dl sorts.

Transmuter: The most versatile of the specidist wizards is the transmuter,
specidizing in the schoal of dteration. The school of dteration isthe largest of the
schools of philosophy, giving the transmuter access to a variety of powers and abilities.

In order to master the complicated somatic gestures of this school, awizard must have a
Dexterity (Dexterity/Aim) of 15 or higher to become a transmuter. The school of
dteration is opposed by the schools of necromancy and abjuration.

Transmuters have the norma benefits and restrictions of specidist wizards. In
addition, they gain an additiona +1 bonus to their saving throws versus dteration spells
and related magicd effects (such as awand of polymor ph) when they reach 8th leve, for
atota of +2. At 11th leve, thisincreasesto +3.

Transmuters command a number of useful spdls. Ther offensive and defensive
capabilities are quite formidable, and they also have access to spells such as haste or
strength that can dragtically enhance the whole party’ s fighting power. Despite their kill
in bettle, transmuters are a their best when overcoming obstacles; there is a great range
of generdly ussful dteration spdlls such as passwdl and fly which may make it possble
for transmuters to avoid fights dtogether.

Table2:



Effect Speciaist Requirements

Specialist Race Abilities Opposition School(s)
Elementdist H Standard Specid

Dimensondis  H, 1/2E Int 16 Ench./Charm, Necro.
Force Mage H, V2E Int 12, Con 15 Alteration, Divination
Mentdist H Int 15, Wis 16 Invoc./Evoc., Necro.
Shadow Mage H Int 15, Wis 16 Invoc./Evoc., Abjuration

H: Human; 1/2E; HAf-df

Specidlists in Schools of Effect

The schools of effect are organized aong different lines than the schools of
philosophy. This dternate gpproach to magic and specidization means that dementdigts
and other effect specidists don't necessarily enjoy the same benefits and pendties of
philosophica specidigts. These exceptions are explained below in the descriptions of the
individua specidist wizards.

Just like the schools of philasophy, specidization in aschool of effect generdly
requires awizard to meet higher ability score criteria than that required of abasic mage
(See Table 2: Effect Specidist Requirements).

Elementalist: Firg introduced in the Tome of Magic, dementdids are wizards
who specidize in pdls deding with one of the four dements—air, earth, fire, or water.
Elementdigts ignore the “norma” structure of the philosophica school. Instead, dl spells
are designated as either elemental spells or nonelemental spells. Furthermore, eementd
spells are divided into spells of each of the four dements. An dementdist is barred from
casting spells of the dement that opposes his particular specidty; fire mages cannot cast
water spells, air mages can't use earth pells, and vice versa. (Refer to Appendix 3 for a
list of wizard pdlls by schoal.)

Fire
|
Air — opposes — Earth

|
Water

Elementalists enjoy most of the stlandard benefits and redtrictions of specidist
wizards, but there are some minor differences. They gain the benefit of memorizing an
extraspdl of each levd, aslong asit istaken from their preferred dement. An
dementdigt gains a +2 bonus to saving throws againgt spells of his particular specidty
(firefor fire mages, etc.) and inflicts a—2 pendty to his opponents saves when casting
gpells of his specidty. Elementdists gain a+25% bonusto learn spells of their specidty,
and a+15% bonus for other eementa spellsthat don't actually oppose their specidty.
For example, afire mage has a +25% bonus to learn fire spdls, and a +15% bonus to
learn air and earth spells, he can't learn water spdlls at al. Elementaists suffer a—25%
pendty to learn al other nondlemental spells. Last but not least, ementalists research



spells of their specidty asif the spells were one leve lower than their actud level.

Note that e ementaists do not automaticaly add a spdll to their spell book when
they gain alevd, as other specidists do. However, an dementd specidist has the ability
to cast one memorized spell of his specidty per day asif he were 1d4 levels higher. This
affects range, duration, area of effect, and damage. When an dementdist reaches 11th
level, he does not need to concentrate to control an eemental of his specialty that was
summoned through conjure elemental. At 14th level, there is no chance for a summoned
elementd to turn on the dementdig.

While the dementa schools tend to be small, the dementaigts' abilities generdly
exceed those of norma specidigs. Elementa wizards of earth and fire have a potent
range of atack spells and can equa the firepower of an invoker. Wizards of air and water
tend to have fewer damaging spells, but have access to better travel and support powers.

Elementdists can be used to portray magicians of unusud cultures or origin. After
al, the slandard philosophica arrangement of schools implies a scholarly, Western
approach to magic, but not every culture or nation may have the same beliefs or practices
regarding sorcery. Many eementaists are much closer to nature, or more attuned to their
surroundings, than philosophica specidigts.

Dimensionalist: Thisuncommon specidig isa sudent of magic that relies on the
manipulation of space, time, and dimension. The dimensordid is familiar with dl kinds
of extradimensional pockets, planes, and sources of power. While other wizards can
make use of these dimensions, the dimensiondigt has a much clearer understanding of
wha heis doing and why when he casts spdlls of this school. Non-Euclidean geometry
and planar relaionships are difficult materid, even for awizard; a character must have an
Intelligence (Intelligence/Reason in the Skills & Powers rules) of 16 or better to grasp the
more esoteric concepts required to master thiskind of magic.

The school of dimensond magic is listed in Appendix 3 of this book. It includes
gpells such asrope trick, dimension door, distance distortion, and maze. Dimensond
magic is opposed by the schools of enchantment/charm and necromancy, since these
philosophies have nothing to do with extraplanar studies or spells.

The dimensiond specidist gains the normd advantages for specidization as
described earlier in this chapter; spells beonging to the school of dimensiond magic are
listed in Appendix 3. At 8th levd, the dimensiondist gains the power to disappear by
stepping into a pocket dimension once per day. While in the pocket dimension, heis
detectable only by spells that can discern dimensiond openings and isimmune to any
attack, but he aso has no way of knowing what’ s happening in the place he left until he
chooses to step back into the real world. The dimensionaist may remain for up to one
hour before heisforced to exit and can take any actions he desires (deeping, reading,
drinking apotion, or so on) whileingde. Note that the pocket dimenson’s point of exit is
adways the exact same place the dimensondist entered the dimension. Also, no spells
that would dlow the dimensondist to leave the pocket without first reentering the red
world can function in the extradimensiona place, including teleport, dimension door,
shadow walk, and amilar enchantments. At 11th leve, the dimensondist may bring one
other human-sized creature or an object weighing less than 500 pounds with him; & 14th
level, he may bring up to five companions or an object weighing 1,500 pounds.

The dimengondig isavery unusud wizard, with access to some of the strangest
godIsinthe game. A high-leve dimensondist can be a confounding opponent, caling



on rarely seen powersto trgp or misdirect his enemies. Dimensiondists have few attack
spdlls, but excd in avoiding trouble or circumventing obstacles.

Force Mage: Some of the most powerful spells available to awizard consst of
force—cohesve magicd energy that can be shaped into fields, wals, or blades. Forceis
energy that smulates solid matter; it isimpervious to norma matter and can be used to
exert physica pressure on creatures or objects. A force mage speciadizesin spells thet
conjure and manipulate magica force. Force spels are difficult and taxing to awizard,
and acharacter must have an Intdligence of 12 or better and a minimum Condtitution of
15 (Intelligence/K nowledge and Congtitution/Hedlth) to choose this specidty.

Naturdly, the school of force includes wall of force and the Bigby’ s hand spells.
However, spells such as magic missile and Mordenkainen’s sword aso make use of
magicd force. The schools of dteration and divination oppose the school of force, snce
these have nothing to do with the summoning or manipulation of magica energy.

Force mages have the usua advantages and disadvantages of specidist wizards.
(Refer to Appendix 3 for the complete list of spells belonging to this school.) At 8th
leve, force mages gain an additional +1 bonus to their saving throws versus force spells
or effects, for atota of +2. When aforce mage reaches 11th level, he gains the ability to
atempt a saving throw for half-effect againgt any force spdl that causes damage, whether
or not it lows asave. For example, an 11th-level force mage struck by amagic missile
spell may attempt to save for haf damage, despite the fact that magic missile normdly
alows no saving throw. At 14th leve, the force mage' s saving throw bonus increases to
+3 againg magica force.

Force mages are killed in battle; most of their spells are designed to hinder,
incapacitate, or destroy their enemies. However, they do not enjoy a greet variety of
gpells and must get dong without access to two of the most useful schools available—
divination and dteration.

Mentalist: In worlds where psionics are rare or unknown, some wizards take up
the sudy of mind-affecting spells and enchantments. The mentdist is such a character.
Although the mentdig is closdly related to the enchanter, the mentaist’ s spells focus
more exclusvely on the mind. Of course, thisis a complicated area of sudy, and a great
understanding of the human psycheis required for success; the wizard must have an
Intelligence of 15 and Wisdom of 16 (Intelligence/Knowledge and WisdonvIntuition) to
become amentalist.

The schoal of mentalism includes spells such as ESP, domination, and suggestion.
It is opposed by the schools of dteration and necromancy; alist of the spdlls belonging to
the school of mentalism gppearsin Appendix 3.

Mentalists gain the norma benefits and hindrances of a specidist wizard. When a
mentdist reaches 8th leve, his saving throw bonus againg mentalism spells and effects
increases to +2. At 11th leve, the mentdist gains the ability to detect charm or mental
influence three times per day by pointing at the individua to be examined and
concentrating one round. This power resembles the priest spell detect charm, but only
one creature can be scanned per use. When the mentalist reaches 14th level, he can dispel
charm or menta influence once per day with a 50% chance of success. Thisis modified
by +5% per level/Hit Die difference between the mentalist and the caster of the charm.
The mentalist must be within 10 yards of the subject and must concentrate for one round
in order to use this power.



The mentdigt isawizard who deds in subtleties and influences. The mentdidt is
not at his best in open battle againgt hordes of enemies, but he can be an extraordinarily
effective character in investigations or confrontations againgt Sngle enemies.

Table 3:

Shadow Mage Target Saving Throw Modifiers
Lighting Conditions M odifier

Bright daylight/continud light +2

Wesk daylight/dusk/light none
Twilight/moonlight/lantern light -1

Week moonlight/torch light -2
Canddight/sarlight -3

Tota darkness -4

Shadow M age: Shadow mages are students of the power of darkness and
twilight. While shadow mages are not necessarily evil, most tend to be grim characters
who are a home in the darkness. The school of shadow is built around the thesis that
shadows are actually connected in some mystica way in the Demiplane of Shadow; the
shadow mage' s repertoire of spells reflects this belief. Shadow mages must be
keenrminded individuals, a character must have an Intdligence of 15 and a Wisdom of 16
(Intelligence/Reason and Wisdom/Will) in order to select this specidty. The school of
shadow is opposed by the schools of invocation/evocation and abjuration.

The shadow mage follows the norma rules for specidist wizards, with one
notable exception: the target’ s saving throw modifiers are tied to the prevdent lighting
conditions, and range from +2 to —4. The shadow mage himsdlf recelves no saving throw
modifiers versus spdls of any kind (see Table 3: Shadow Mage Target Saving Throw
Modifiers).

Shadow mages dso gain the ability to see in darkness due to their connection with
the plane of gloom. At 4th levd, the shadow mage sees as well in moonlight as anormd
human does by broad daylight, and al darkness-based combat penalties are reduced by 1
point. At 7th level, he can see perfectly by starlight and reduces combat pendties for
darkness by 2 points. At 10th level, the shadow mage can see perfectly in total darkness,
negating al combat pendties. Note that magica blindness or fog can Hill impair the
wizard' svidon.

The shadow mage' s spells are both powerful and subtle. Of al the specidist
wizards, he makes the best spy or infiltrator, especialy by night. While the shadow mage
ig't very well-suited for open battle, his spdlls are perfect for solitary confrontations.

Table 4:
Thaumaturgical Specialist Requirements

Specialist Race Abilities Opposition School(s)



Alchemig H Int 15, Dex 14 [llusion, Necromancy
Artificer H, G Int 12, Con 15 Necro., Ench./Charm
Geometer H, E, V2E Int 15, Wis 14 Ench./Charm, llluson
SongMage H, E, 1/2E Int 14, Cha 15 Necro., Div., Invoc./Evoc.
WildMage H, E, 1/2E Int 16 none

H: Human; 1/2E; HAf-df; G: Gnome

Speciaists in Schools of Thaumaturgy

While the schools of effect and the schools of philosophy differ in the way in
which spells are assigned to the various schoals, the schools of thaumaturgy represent an
entirdy different way of thinking. The thaumaturgica schools discard the norma
methods and mechanics of wizard magic to concentrate on new ways of summoning and
controlling magica power. In this scheme of magic, spdlls are organized by method of
cadting, not effect or method of operation.

Since the schools of thaumaturgy represent amore radical departure from the
norma scheme of magic, the benefits and disadvantages of specidization vary from
school to school. In addition, the thaumaturgical specidigts generdly have high ability
score requirements, as shown in Table 4: Thaumaturgica Specidist Requirements.

Alchemist: Thisspecidist wasfirst presented in Player’s Option: Skills &
Powers. The achemist’swhole work is based on the four classica dements of air, earth,
fire, and water. In other words, the dchemist considers gold (for example) to be a
combination of earth and fire. Alchemigts are the most scientificaly-minded wizards, and
they experiment constantly in search of knowledge. In order to be an dchemist, awizard
must have an excdlent education in the sciences (minimum Intelligence or
Intelligence/Knowledge of 15) and a steady hand for experimentation (Dexterity or
Dexterity/Aim of 14). The school of achemy is opposed by the schools of illuson and
necromancy; alist of dchemy spells gppearsin Appendix 3.

The dchemis mugt maintain alarge, wel-equipped laboratory. The character is
assumed to begin play with asuitable facility in his home town or base of operations, but
building and equipping anew laboratory costs at least 1,000 gp per character level, and
exigting laboratories cost 50 gp per level each month to maintain. An achemist without a
laboratory loses access to the bonus spell provided by specialization and can’t conduct
research, make potions, or add new spells to his spell book.

Alchemigs enjoy the norma benefits of specidization, but have no saving throw
modifiers for their own saves or thair targets saves.

At 6th levd, the dchemig gains the ability to creste potions. Thisis a specid
chemica process that doesn’t involve magica materias or processes, but it tends to be
longer and more tedious than norma potion brewing. First, the character must research
the potion’s formula, just like conducting spell research; consider the potion’slevel to be
equal to its experience point (XP) vaue divided by 100. For example, a potion of
clairaudience (250 XP) istreated as a 3rd-levd spdl for this purpose, while apotion of
longevity (500 XP) is equivdent to a 5th-level spdll. It takes two weeks per potion level
to research the formula, at a cost of 500 gp per potion level. The achemist must roll learn
spellsto find out if he learned the spell before he can be considered successful in his



research. The maximum number of potion formulae he can know islimited by the
maximum number of spells per level score that is determined by his Intelligence (see
Table 4: Intdligence in the PHB). A character with an Intelligence of 15, for example,
can know up to 11 potion formulae.

Once a character has successfully researched a potion’s formula, he can produce
one dose by investing 3d6 x 100 gp in materias and spending one uninterrupted week in
his laboratory. Again, he must pass the learn spells check to seeif he followed the
directions correctly, with a+1% bonus per character level. While the alchemist doesn't
have to adventure to acquire rare or unusua materids for potions, he may 4ill haveto
take time to make arrangements for gpecia requirements, such as the ddivery of unusua
chemicds or glassware.

Bordun the Chemist wishes to create a potion of fire resstance, since his thief
friend wants to pilfer a dragon’s hoard. The potion has an XP value of 250, so it must be
researched as a 3rd-level spell. Thisrequires 6 weeks, and costs a total of 1,500 gp—
Bordun’s alchemical research is more difficult than normal potion research, but requires
no unusual materials. Bordun makes his learn spells check, and hisresearchis
productive!

Having concluded his research, Bordun sets out to brew a potion of fire resstance
from his formula. This takes one week, and costs him 3d6 x 100 gp (the DM rolls a 15, for
1,500 gp—ouch!) He must attempt a second learn spells check to execute the formula
correctly, with a + 7% bonus (he’ s a 7th-level wizard), and he succeeds again. Bordun
now has one potion of fire resistance and can brew more without conducting his research
all over again.

The dchemist has access to asmal number of attack and defense spdlls, but he
excesin enchantments that ater or analyze materids. Note that the spells of the school
of achemy are consdered to have no verba component when cast by an dchemis, snce
they consst of combinations of reagents prepared by the wizard—an dchemig haslittle
to fear from asilence 15’ radius spdl.

Artificer: The school of artifice is composed of spdllsthat store or channd
magica energy through items carried by the wizard. In effect, the artificer isawizard
who creates temporary magicd itemsfor his own use. The advantages of this
thaumaturgicad method lie in the wizard' s ability to increase his spdll power by carrying
extraspdlsin various magicd items and to unleash powerful enchantments with asingle
command word. A wizard must have an Intelligence (Inteligence/Knowledge) of 12 and
a Condtitution of 15 (Condtitution/ Health) in order to choose this specidty. The school of
artifice is opposed by the school of necromancy and those spdllsin the school of
enchantment/charm which affect living beings

Like the dchemid, the artificer must maintain awell-equipped laboratory and
workshop. A 1st-leve atificer begins play with asuitable facility in his base of
operations. Building a new laboratory costs at least 1,000 gp per character leve, and
exiging laboratories cost 50 gp per level to maintain each month. An artificer without a
laboratory loses access to the bonus spell provided by specidization, and can’t conduct
research, make magica items, or add new spdlsto his spell book.

Artificers have the norma benefits and redtrictions of speciaist wizards, but have



no saving throw modifiers and impose no saving throw pendties on the targets of their
gpells At 4th leve, the artificer gains the ability to store spellsin prepared items, saving
his memorization dots for other spells. Once placed in an item, astored spell may be
indefinitely retained for reedy casting. The spell to be stored must be one which the
wizard knows and can cast; a any given time, awizard may have no more total pell
levels stored than his own character level, so a 5thrleve artificer could store up to five
levels of spdls.

Preparing an item to receive one stored spdll requires one uninterrupted week of
work, and the actual process of casting the pdll into the item requires one day and 500 gp
per level of the spdll. The item must be of the finest workmanship, worth at least 100 gp;
after the spdll it holds has been discharged, the artificer can re-enchant it. Only the
artificer may release the stored spdll, with a casting time of 1; in dl other respectsthe
gpell istreated asif the artificer had cast it normaly. Also, an item can only contain one
el a atime. Any atempt to cast another spell into the item will smply replace the
current spdll. In effect, this aility alows the artificer to create one-shot magicd items
such as aring enchanted with feather fall or acloak prepared with protection from
normal missiles.

At 7th levd, the artificer may create a temporary magical item. Any magicd item
in the DMG not specificaly rediricted to nonwizardsis dlowed, but the item will
function only for the artificer. Thisisaspecid ability unrdaed to the enchant an item
spell. Fird, the artificer must successfully research the item creation process, taking one
week per 500 XP vaue of the item and spending at least 100 gp per week. Thistimeis
haved if the artificer has a sample of the item to copy or if he succeedsin a contact other
plane, legend lore, or other research spell. The artificer must pass alearn Spdls check to
succeed and may never know the processes for more magicd items than his maximum
number of spdlls per leve. Actudly building and enchanting the item reguires half the
research time and 2d6 x 100 gp, plus the cogt of the item itsdlf. Fine materids must be
used, but rare and exotic materials and processes aren't necessary for temporary items
(see Chapter 7). After completing the work, the artificer must pass another learn spells
check to successfully enchant the temporary item.

A temporary item lagts 1d6 days, plus one day per leved of the artificer. Once the
enchantment fades, the item can be re-enchanted with one uninterrupted week of work,
the expenditure of 2d6 x 100 gp, and ancther learn spells check. If the temporary item
normally possesses charges, the artificer automatically places one charge per levd into
the item when creating it.

Selthos the wizard desires a carpet of flying, since he wishes to investigate an old tower
perched high on an inaccessible peak. Looking up the carpet’s XP value (7,500 XP), the
player realizesthat it will take 15 weeks just to research the item! Selthos decides that a
carpet of flying istoo formidable a challenge and searches for a cheaper alternative.
Investigating his alter natives, he decides that a cloak of the bat (1,500 XP) isa much
mor e palatable option.

Selthos begins his research, working for three weeks and spending a total of 1,000 gp
(an arbitrary amount set by the DM; he would have had to spend at least 300 gp, or 100
per week). Fortunately, he succeeds in the learn spells check, and hisresearchis
successful—from now on, Selthos can produce a cloak of the bat anytime he desires,



without repeating the research.

Actually making the cloak requires one week and four days (half the research time) and
2d6 x 100 gp, plusthe cost of the cloak. The DM decides that a suitable cloak costs 100
gp (the minimum allowed, but it’s only an article of clothing), and rolls 700 gp for the
cost of the enchantment. Again, Selthos succeedsin a learn spells check, so he now
possesses a cloak of the bat that will last for 1d6 days, plus one day per level. With some
urgency, he sets off at once to investigate the tower before his enchantment fades!

Several months later, Selthos decides that he needs his cloak again. He can re-enchant
the cloak with one week of work, another 2d6 x 100 gp, and a learn spells check.

Artificers may creete permanent magicd items using the norma magicd item
cregtion rules and the enchant an item spell when they reach the appropriate levels. (If an
artificer creates atrue magical item he once made a temporary verson of, his research
time and expense is reduced to its minimum value—see Chapter 7.) Artificersgain a
+10% bonus to their chance to successfully enchant items.

In addition, artificers have a 20% chance a 14t leve to identify the generd
purpose and function of any magicd item smply by examining it for onefull turn. Thisis
amilar to the bard' s ability, but is based on the artificer’ s aility to andyze the
congruction and enchantments on the item, not the item’s higtorical sgnificance. This
chance increases by 5% per leve, so a 5th-leve artificer can identify items with a40%
chance of success.

While artificers are farly wesk a first, once they reach middle levels they can
quickly become some of the most useful and powerful wizards in the game. The DM
should aways consider the artificer’s proposed item research and congtruction very
carefully; any item that the DM fedsistoo powerful or out-of-character can be
disdlowed. In particular, items with absorption or negation powers should be considered
very carefully—these can be very unbdancing in agame.

Geometer: Likethe dchemigt, the geometer was introduced in Player’ s Option:
ills & Powers. Geometers seek to control magical forces by creeting symbols and
diagrams of mysticd significance. The tools of the geometer’ s trade range from runes
drawn on paper or carved in stone to free-floating congtructs of energy woven by the
somatic gestures of a pdll. Naturaly, geometers excd in the casting of any spdll that
involves the drawing of arune, mark, or diagram. In order to choose this specidty, a
wizard must have an Intdlligence (Intelligence/Reason) of 15 or better and aWisdom
(WisdonvIntuition) of 14 or higher. The spells used by the school of geometry are
described in Appendix 3 of this book.

Geometers gain the usud advantages for specidization, but like the dchemig,
they gain no modifiersto their saving throws and inflict no saving throw pendties on
ther targets. Beginning at 4th level, a geometer may cregte scrolls by committing a spell
he knows to paper. He can cast the pell from the scroll a some later time smply by
reading the scroll, which requires one full round; once read, the scroll is consumed and
the spell expended. The geometer may not have more than one spdll-scroll per character
level prepared at any given time, S0 a 6th-level geometer may have as many as Six scrolls
ready.

Transcribing aspell to ascroll requires one full day per spdl leve; a5th-leve
gpdll requires five days of uninterrupted work. The materials cost 100 gp per spell levd,



and the wizard needs a suitable [aboratory or library to work in. Only spells of the school
of geometry can be transcribed to scrolls, but a geometer can engage in spell research to
find adiagram for gpdlls outside the school of geometry. In any event, a geometer must
succeed in alearn spells check to seeif he is successful in scribing the scroll.

Geometers may aso attempt to create various forms of protection scrolls,
beginning a 7th level. The geometer must first research the scroll’ s diagram through
norma spell research. To figure out how much time and money should be spent on
researching a particular protection scroll, take alook at its experience point vaue.
Bascdly, ascroll’s effective spdl leve is determined by dividing the experience point
vaue by 500 and then adding 2 (i.e., Level = XP/500 + 2) For example, if ascrall is
worth 500 XP, it is considered a 3rd-level spdl (500 divided by 500 equals 1; 1 plus 2
equds 3). The research time is two weeks per effective level, at acost of 1,000 gp per
level; the geometer must pass alearn spells check to successfully research the diagram.
Once the geometer knows the diagram, he can produce one scroll by investing in 3d6 x
100 gp worth of materids and spending one uninterrupted week working in his
laboratory. Again, alearn spells check appliesto seeif he executed the diagram correctly.

Bordun’srival Teriaz also wishesto pilfer the dragon’s hoard, but he’s decided to
provide his agent with a scroll of protection from dragon breath. Thisisworth 2,000 XP,
so it’sthe equivalent of a 6th-level spell. It will take Teriaz twelve weeks to research the
scroll and costs him 6,000 gold pieces. After passing hisinitial learn spells check and
succeeding in hisresearch, Teriaz can produce the scroll with one week of work and an
additional 600 gp (the DM’sroll of 3d6 x 100 gp) if he succeeds in the final learn spells
check. While the dragon’ s hoard has suffered at the hands of the alchemist’s accomplice,
TeriaZz s champion succeeds in slaying the beast and claiming the rest of the hoard.

The geometer’s spells tend to be defensive in nature, snce many spdlsin the
school involve drawing or scribing boundaries of some kind. Spells of the school of
geometry are considered to have no verba component. The school of geometry is
opposed by the schools of enchantment/charm and illusion.

Song M age: The school of song relies on the wizard' s skill a weaving melody,
lyrics, and rhythm to create enchantments of great power. Elves and bards have tapped
into this source of magic for centuries, but now more wizards are investigating the
intriguing possibilities of this school. While a song mage does not require proficiency in
sgnging or musica instruments, most song mages are a o virtuoso vocdists—the
subtleties of pitch and expression are critically important in cagting aspell in this fashion.
Song mages require an Intdligence (IntelligencelKnowledge) of 14, reflecting their
musica studies, and a Charisma (Charismal/Appearance) of 15.

Song mages enjoy the standard benefits and pendlties for specidizing in aschool
of magic. (Spdlls belonging to the schodl of song are listed in Appendix 3.) The norma
saving throw modifiers gpply, but note that the song mage may apply his saving throw
bonus to magical song or sound attacks such as a sphinx’ sroar or bansheg swall in
addition to song spdlls. At 8th leve, song mages gain the ability to enhance the
effectiveness of any musica or sound-based magica item by 50%; a song mage wielding
drums of panic increases the area of affect from 120-foot radius to aradius of 180 feet. If
the magica item proves to be cursed, its effect islessened by 50% (if possible). At 11th



leve, the song mage gains the ability to counter magical song or sound attacks once per
day, negating the effects of the attack in a 10-foot radius centered on the mage. This
alows the song mage to protect those nearby from a harpy’ s song, a sphinx’sroar, or a
shout spdl. The mage must stand il or walk dowly and sing for at least one full round
to negate the effect, and may continue singing for up to one full turn per levd to defest
pervasive or persistent attacks.

All spellsin the school of song are consdered to have neither somatic nor
materia components when cast by a song mage—while song mages are extremdy
vulnerable to asilence spell, they are also capable of casting spells while securely bound
or stripped of al their possessions. The school of song is opposed by the schools of
necromancy, divination, and invoceation/evocation.

The song mage commands avariety of useful spelsthat are effective both in
attack and defense. While he hasfew spells that can directly damage an enemy, heisvery
good at influencing or hindering opponents with his magic, especidly at higher leves.

Wild Mage: The concept of wild magic was introduced in the Tome of Magic.
Wild magic is a new theory of magic that emphasizes study of the forces of randomness;
awild mage never knows exactly what's going to happen when he casts a spell. While
there isn't enough space here to reprint dl of the wild magic rules and tables, this briefly
sums up the specialist so that readers who don't have access to the Tome of Magic can
meke use of this materid.

Since wild magic isanew fied of sudy, and a difficult one at that, awizard must
have an Intdligence (or Intelligence/Reason) score of 16 or better to specidize in this
field. Wild magic has no opposition school—wild mages can fredy learn any wizard
spell they choose, and they’ re dso the only wizards who can learn spells of the school of
wild magic. Like other specididts, they gain the bonus memorized spell a each levd.
They have no saving throw adjustments for their own saves or their targets saves. Wild
mages receive a bonus of +10% when learning new wild magic spells, and a pendty of —
5% when learning magic spdls from other schools. When awild mage researches anew
wild magic pell, the spl istrested asif it were oneleve lower.

Wild mages have a specid ability to control certain magicd items that normally
behave randomly for other characters. A wild mage has a 50% chance to control one of
the following items, selecting the result of his choice: the amulet of the planes, bag of
beans, bag of tricks, deck of illusions, deck of many things, and the well of many worlds.
Thewand of wonder isaspecid case; if the wild mage successfully controls the wand, he
may use charges from the wand to cast any spell he dready knows, whether or not he has
the spell memorized. The number of charges expended equasthe leve of the spell
chosen; if the mage fails hisrall, he smply expends one charge from the wand and rolls
for arandom result.

Every time awild mage casts a pdll, the effective caging level may vary. While
the level variation rules are explained in detall in the Tome of Magic, here’ saquick and
smple method for determining the variation. When the wild mage casts a spll, roll 1d20:
on aroll of 6 or less, the caster’ s effective level drops by 1d3 levels, on a 15 or better, it
increases by 1d3 levels, and on aroll of 10, the spell resultsin awild surge. Note that the
level variation can't exceed the caster’ sleve, so a2nd-level wizard can't vary by more
than two levels either way. Leve varidion affects dl leve-based aspects of a spell,
including damage, duration, range, opponent’s saving throws, and other such factors.



Kelmaran, a 5th-level wild mage, casts a firebdl spell at a band of orcs. Herolls
1d20 and comes up with a 1, so his effective level will be reduced by 1d3 levels. Rolling
1d3, heisrelieved to see that he only loses 1 level, so his firebal does 4 dice of damage
instead of 5 and may suffer a small reduction in range. With a lucky roll, Kelmaran's
spell could have done as much damage as an 8th-level wizard' s firebdl.

Wild surges are strange manifestations of the randomness of wild magic. A
complete table for wild surges gppears in the Tome of Magic, but if a copy of this book
ig't available, use the random chart for the wand of wonder, in the magicd item
descriptions of the DMG. Note that a number of wild magic spells appear in the Tome of
Magic and the Wizard Spell Compendium—if you're redly interested in playing awild
mage character, you should obtain a copy of one or both of those accessories.

Customized Wizard Characters While thereis a broad sdection of speciaist
wizards to choose from in this book, some players may want to create more unique
characters. Player’s Option: Skills & Powers introduced the concept of point-based
character design; this section now expands that materid for wizards. Dozens of new
powers, abilities, and restrictions are described here, dlowing the creation of amost any
kind of magic-using character imaginable.

If you want to use the materid here in conjunction with Skills & Powers, this
section takes the place of the character class design rules. In addition to the initid
dlotment of 40 character points assigned to a character in this chapter, aplayer may dso
choose to spend points |eft over from the race design chapter and save pointsin this step
for proficiency sdlections. Note that there is no restriction on how a character spends his
pointsin this sysem.

As dways, the DM hasthe find word on whether or not aparticular character is
appropriate for his campaign. If the DM doesn't like the way a character is put together,
he can have the player try again.

Using the Wizard Character Design Rules

In case you aren't familiar with point-based character design, here’ s how it works:
Y ou get to decide which class ahilities and which hindrances your character will have
during his adventuring career. For example, if you want your wizard character to have the
hit points and fighting ability of a priest, you can select the appropriate abilitiesto do
so—but chances are good that your character will have to make serious sacrifices
elsawhere in order to get this advantage.

When you custom-design awizard, your character begins with 40 character
points. Each ability you select for your character costs character points, but you can gain
extra points by choosing limitations. Unless you spend points on special powers or select
specid limitations, your wizard character uses afour-sided Hit Die, usesthewizard's
THACO and saving throw charts, gains the ability to cast wizard spells as noted in the
PHB on Table 21: Wizard Spell Progresson, may use any magica item normaly ussble
by wizards, may not wear armor, and is limited to the following wegpons. dagger, dart,
knife, ding, or saff. Note that your customized wizard character must spend points to
gain schools from which he can cast spells.



Under these rules, you are under no obligation to build your character as a mage
or aspecidist wizard. Your character’s powers and spell schools will be determined
entirely by your choices here. However, for your convenience you may want to use these
basic wizard classes as sarting points. If you decide to begin the customizing process
with a mage or specialist wizard, your character receives no character pointsto choose
new or optional abilities. Since the mage or any specidist wizard is dready a complete
character class, the only way to add new powersis to compensate for them by sdecting
new limitations for anet point cost of zero.

The School of Universal Magic: All wizards have full accessto this school at a
cost of zero character points. This school contains spells basic to any wizard' s studies.

Optiona Abilities

A cugtomized wizard is built from adate of optiond abilities, ranging from
schools he may cast gpells from to game mechanics such as THACO improvement rate,
Hit Die sze, and wegpons and armor alowed. The available abilities are listed below.

Delayed Acquisition of Abilities: A character can reduce the cost of a specia
ability by choosing to dday it to ahigher level. For example, acharacter may select the
ability of reduced cagting time, but then delay the acquisition of the ability to 4th or 5th
level. An ahility that is not acquired until 3rd leve is 1 point cheaper than the listed cost;
an ability delayed to 5th leved is 2 points chegper; an ability ddayed to 7th level is3
points cheagper; an ability delayed to Sth level is 4 points chegper than listed; and an
ability delayed to 11th leve is 5 points chegper than norma. No ability can be reduced to
zero or less points—everything codts at least one character point, no matter how long the
wizard waits for the power.

Accessto schools (5+): A customized wizard pays 5 character points (CPs) for
each school he may learn and cast spells from. A standard mage would pay 40 CPsto
gain access to the eight schools of philosophy: abjuration, dteration,
conjuration/summoning, divination, enchantment/charm, illusion, invocation/evocation,
and necromancy. Customized wizards may choose to have access to thaumaturgica
schools or schools of effect if they wish.

Armor (5/10/15): With this ability, awizard may ignore the norma redtriction
againg usng amor. Asa5-point ability, the wizard may wear padded armor; for 10
points, the wizard may wear legther, sudded leather, hide, or brigandine armor; and for
15 points, the wizard may wear any armor he chooses. Note that awizard may not use
any kind of shid.

Automatic spel acquigtion (2/5): Thewizard may add anew spell of his choice
to his spdll book every time he gains aleve, without having to pass alearn spdlls check.
The wizard need not have a copy of the spell but must have seen the spell used at least
once. As a2-point ability, the wizard can acquire spells from one school only; asa
5-poaint &bility, he can choose from any school he has access to. The wizard must be able
to cast the spell he chooses.

Bonus spells (10/15): A wizard with this ability increases the number of spels of
each levd that he can memorize by one. For example, a 19-leve wizard may memorize
two 1st-level spelsingtead of just one. For 10 points, the wizard may select spells of one
school as bonus spells, for 15 points, the bonus spell can be any spdll the wizard can cast.



Casting timereduction (2/5): Spdls cast by the wizard are unusudly swift and
have a cagting time of 1 lessthan normal. For 2 points, the wizard may accelerate spdlls
of only one schoal. For 5 points, dl spells are faster.

Combat bonus (8/10): A wizard with this class ahility is much better in combat
than normal. For eight CPs, the wizard’'s THACO advances as if he were arogue of equd
level. For 10 CPs, thewizard's THACO advances asapriest’s.

Congtitution adjustment (5): The wizard may use the Congtitutionbased hit
point bonus of warriors, gaining +3 or +4 hp per Hit Die with a Congtitution of 17 or 18
instead of the norma maximum of +2 hp per die.

Detect magic (10): A wizard with this power may use detect magic once per day
per two levels (twice aday at 3rd level, three times at 5th, and so on). The wizard doesn't
need to memorize the spdl, but in al other respects the power operates asif it were
actudly cast by the wizard.

Dispel (10/15): This power dlows awizard to disod one kind of effect or spell
once per day, or three times per day for 15 CPs. The range of this power is 30 yards, and
it requires nothing more than one round of concentration. The base chance of successis
50%, 5% for each level difference between the dispeller and the creator of the effect to
be dispdled. Thetype of effect that may be digpelled must be agroup of linked spdlsin
the same school; for example, charm spells, polymorph spells, or shadow magic and
monsters are al good examples.

Enhanced casting level (10): A wizard with this ability may cast spells of one
school asif hewere 1d4 leves higher than his actud leve (roll each time used). All
level-based effects of the spell are dtered, including damage, range, duration, and area of
effect. This power may only be invoked once per day.

Extended spell duration (10/15): Noningtantaneous spdlls cast by the wizard last
an additiona time unit (round, hour, day, etc.) per two levels. The exact time unit
depends on the norma duration of the spell—if the duration is noted in hours, a 5th-leve
wizard' s bonus would be an extra three hours. As a 10-point power, extended duration
appliesto spells of one school. For 15 points, it gppliesto al spells cast by the wizard.

Followers (10): Normaly, wizards do not attract loyd followers at high levels
like other characters do. A wizard who selects this ability automaticaly attracts 20 to 200
O-levd men-at-arms at 8th leve if he establishes a castle, keep, tower, or other place of
strength. In addition, 1d6 low-level wizards (1< to 3rd level) will dso appear and request
permission to study beneath the PC wizard. These loyd apprentices can undertake minor
errands or research on the wizard' s behdf, aslong asthey are treasted well.

Immunity (10+): A wizard with this power gains complete immunity to one
particular spell, a acost of 10 CPs plus 1 CP per spell level. The wizard ignores the
effects of the spell and cannot be directly damaged or harmed by the spell, dthough he
could beindirectly harmed—awizard immune to charm person could be besaten senseless
by acharmed fighter, for example. The character may gain immunity to a group of
related spells by spending CPs to become immune to the highest-level spell in that group,
30 awizard who wanted immunity to al charms would spend 18 CPs for immunity to
mass charm—charm person and charm monster areincluded with immunity to mass
charm. The DM may disalow any immunity that he fedsistoo powerful.

Improved Hit Die (10/20): For 10 character points, the wizard uses ad6 for aHit
Dieinstead of ad4. For 20 points, the wizard uses a d8.



L earning bonus (5/7+): The wizard gains a +15% bonusto his chanceto learn
gpells of one schoal; for seven points, this increases to +25%. The wizard may apply the
bonus to learning spdlls of dl schools by doubling the point cost.

No components (5/8): With thistdent, awizard may designate one spell of each
level asaspdl that requires no materid components. For 5 points, the wizard may select
spdlls of one school only; for 8 points, the wizard may select spells from any school. The
wizard may not choose spells from the schools of dchemy or artifice for this advantage.

Persistent spell effect (15 +2/spell level): Thewizard may sdect one spdll that
he knows (and can cast) to have a persstent, permanent effect. He must give up one spell
dot of the appropriate level, so awizard who wants to have ESP as a persistent power
must leave one 2nd-level spdl dot empty. Only spells with noninstantaneous, nonspecia
durations may be selected as persastent powers, and the spdl must be one which affects
the cagter. By concentrating, the wizard may invoke the power and maintain it for aslong
as he continues to concentrate. Changing the persstent spell requires afull week of
uninterrupted work. If the wizard is struck by a dispel magic, the perastent effect falls.
Firg-level spelsthat are gppropriate for persstent effectsinclude: change self, chill
touch, detect undead, feather fall, gaze reflection, jump, protection from evil, shield,
spider climb, and ventriloquism.

Priestly wizard (10+): A wizard with this talent may select one minor sphere of
access for 10 points or one mgor sphere for 15 points. The wizard must till use wizard
gpell dots to memorize these spells, in effect, they’ re trandations or adaptations of priest
gpells the wizard knows through specid training. Priest spells must be learned normally
and count againg the wizard' s maximum number of spells per leve.

Proficiency group crossovers (5+): Normaly, awizard may select proficiencies
from the wizard and genera groups, and must pay a pendty in character points or
proficiency dotsfor choosing proficiencies out of these groups. At acost of 5 CPs each,
the wizard may select another character group for a NWP crossover.

Rangeincrease (5/7+): All ranged spdls from one school known to the wizard
have their range increased by 25% for 5 CPs or 50% for 7 CPs. For example, the 1t-leve
gpdl hold person has arange of 20 yards per leve, but with this power the range could
increase to 25 or 30 yards per level. The wizard can gain this bonusto al ranged spells
regardless of school by doubling the CP cost.

Read magic (5): This power dlows the wizard to use read magic once per day
per two levels. The wizard doesn’'t need to memorize the spell, but in al other respects
the power operates asif it were aread magic actudly cast by the wizard.

Resear ch bonus (5+): When the wizard is performing spell research, spells of
one school are treated as if they are one leve lower, just like the standard specidist
wizard ability. If the wizard doubles the cost to 10, he may gpply this bonusto dl
schools.

School knowledge (5/8): Thisis a standard benefit for a specidist wizard. Dueto
the wizard' s extensive knowledge of one school of magic, he gainsa+1 bonus to saving
throws versus spells of that school, and inflicts a—1 pendty to the saving throws of his
opponents when casting spells of the school. For 8 CPs, the saving throw modifiers
increase to +2 and —2, respectively.

Thief ability (10+): A wizard with this talent possesses one thief ahility of his
choice. For every 5 additiond points he spends, he may choose another thief ability.



(Note that backstab is included as a thief ability.) The wizard' s percentage scores increase
as noted in the DMG on Table 19: Thief Average Ability Table. Modifiersfor race, amor
worn, and exceptiona Dexterity score dl apply.

Weapon selection (10/15): For 10 CPs, the wizard may expand his selection of
weapons to ether the cleric or thief ligts (player’s choice). For 15 points, the wizard is
completely unrestricted in his choice of wegpons and may gain proficiency in any
weapon he spends adot to learn.

Weapon specialization (15): With this power, the wizard gains the ability to
specidize in awegpon. Choosing this ability doesn't confer specidization—it merdy
makesit available for the wizard, who is dtill required to spend the necessary CPs or
proficiency dotsto actually specidize.

Optiona Limitations

Limitations are selected much like abilities. Each limitation carries a CP bonus
that counters CPs spent on abilities. If awizard sdlects 55 CPs of ahilitiesin the previous
section, he must come up with 15 CPs of limitations, since the wizard is normaly
alowed only 40 CPsworth of abilities.

A “dandard” mage or specidist wizard can use limitations to pay for unusua
abilities he wouldn’'t normally have access to. For example, if awild mage also wanted to
be able to move slently (a 10-point ability from the preceding list), he hasto find a
10-point limitation to compensate. Thefollowing isalig of available limitations:

Awkward casting method (5): The wizard's spells must be cast in an extremely
obvious fashion, derting anyone within earshot that the wizard is using magic. The
wizard might be surrounded by brilliant dancing maotes of light, he might have to shout
hisvoca component at the top of his lungs, people nearby might fed waves of chilling
cold wash over them—however it works, the wizard' s spellcasting activity is
immediately noticed. Cagting spells from ambush is nearly impossible, and casting spells
discretely isright out, so aquiet ESPin atavern will never be available to the wizard.

Behavior/taboo (2): Thewizard has a strong set of beiefs that require him to act
grangely. For example, he may have to dressin certain colors, avoid physical contact
with other people, avoid certain foods, and so on. The behavior chosen iswell-known by
most NPCs as the behavior of awizard, so it becomes difficult for the wizard to conced
his profession. The wizard's actions may adso makeit easer for enemiesto find or harass
him by exploiting his taboos. Most importantly, awizard who violates his beliefs loses dl
spells he currently has memorized; he believes that he can't cast spdlls until he behavesin
the required manner again.

Difficult memorization (5): A wizard with thislimitation can Sudy and
memorize spells only in very specific circumstances. For example, the wizard must bein
his lab to memorize spells, he must bein atemple of the god of magic, or he must
perform arite lasting one full day and using materials worth at least 250 gp per leve in
order to prepare himsdlf to memorize spells.

Environmental condition (5+): The wizard requires certain conditions for spells
to be effective; for example, awizard may only be able to cast pdlls by day, whilein
contact with afavored element, or aslong as no priests are nearby. The DM should
evauate the proposed restriction to determineif it gppliesin everyday circumstances (20



points), common Situations (15 points), rare circumstances (10 points), or only under very
gpecific conditions (5 points)) For example, the mage who can only cast spelsin daylight
hours has an everyday restriction—each night, he's dmost helpless. Another mage who
can't cast spells during the dark of the moon only has a 5-point restriction, Snce this
occurs for only a couple of days each month.

Hazardous spells (10): A wizard with this limitation pays the price for his magic.
Each time the wizard casts a Spdll, he must attempt a saving throw vs. breath weapon or
auffer 1 point of damage per levd of spdl. Alternaively, the wizard has a 1% chance per
spdl leve, cumulétive, of going insane. The madness lasts 3d4 days, during which the
wizard may be catatonic, psychotic, paranoid, or generdly disturbed in whatever fashion
the DM deems appropriate, before the character can recover and reset the chance of
madness to 0% again.

L earning penalty (5/8): Thisisacommon redriction of specidist wizards. The
wizard may learn pdlls of one school without pendty; for dl other schools, he suffersa—
15% pendlty to hislearn spdlsrall, or a—25% pendlty for 8 CPs.

Limited magical item use (5+): A wizard with thisrestriction cannot use certain
magica items. For each category of magicd item that is unusable, the wizard gainsa5
CP redtriction. The categories are: potions, oils, and scrolls; rings; rods, staves, and
wands; and miscellaneous magica items, wegpons, and armor. Another way for this
redriction to operate is by barring al magica items that smulate spells of a certain
school—for example, dl items that have invocation/evocetion effects, and so on. Thisisa
5-point regtriction for each barred school. Specialist wizards often take this restriction for
their opposition schools.

Reduced hit points (10): Wizardswith thislimitation use ad3 for their Hit Die
instead of ad4. In addition, the wizard is limited to a Congtitution hit point bonus of +1
per die.

Reduced spell knowledge (7): The maximum number of spdlls of each leve that
the wizard may know is reduced to one-haf normd, or 10 if hisIntdligenceis high
enough to alow him to know al the available spdlls. For example, awizard with an
Intelligence of 16 may know up to 11 spells of each leve, but with thislimitation he may
only know sx spdls of each levd.

Reduced spell progression (15): Thisisthe reverse of the bonus spells enjoyed
by specidist wizards. A wizard with this regtriction can memorize one less spell than
norma at each level, s0 a 1g-leve wizard is reduced from one spell in memory to none at
dl—a serious disadvantage for lower-leved characters.

Slower casting time (2/5): Spells cast by the wizard are unusudly complicated
and require more time than norma to cast. All pdll casting timesincrease by 3. For 5
points, the wizard' s spdlls automaticaly increase to the next greater time unit. This
means that spells with casting times of 1 to 9 increase to one full round. Spellswith
cadting times in rounds require asimilar number of turns, turns go to hours, and hours go
to days.

Supernatural congtraint (5+): The process by which the wizard gained accessto
hismagica powers transformed him into a supernaturd creature with unusua
vulnerabilities. Unlike a belief or taboo, these congraints cannot be violated by the
wizard by any means. Some examples: the wizard can't cross running water; the wizard
can't enter ahome or community without an invitation; the wizard can’t set foot on



hallowed ground; the wizard autometicaly becomes logt at crossroads, the wizard leaves
footprints that can always be tracked; normd animals are terrified of the wizard and
won't let him near; and any number of other such congtraints. These condraints can be
used by clever enemies to render the wizard powerless or severely redtrict his
movements. The DM should evauate the proposed constraint and assign alimitation of 5
to 15 points depending on how often it comesinto play and how much it interferes with
the character on adaily bass.

Talisman (8): Thewizard's magica power isinextricably linked with asingle
object or talisman. He must have this object on his person in order to cast spells.
Typicdly, atdisman might be a crystd, agaff, an amulet, aring, or some smilar item. If
the wizard' s talisman is destroyed, he can create a new one with 1d4 weeks of work in his
laboratory or home base.

Weaponsrestriction (3/5): Asa 3-point redriction, the wizard may never have
proficiency in any wegpon. As a 5-point regtriction, the wizard is not alowed to attempt
to wield aweapon at dl and may never try to injure another creature with a wegpon.
Doing so renders dl spell useimpossible for the character for at least one full month.

Deding with Game-Breaking Characters

While the customized wizard rules dlow players agreet ded of flexibility in
cregting their characters, they aso dlow a clever player to put together a* super-wizard”
by carefully selecting limitations that he thinks will rardly hinder the character. Don't
despair; thisis a zero-sum character creation system, and for every strength a character
must also incorporate a corresponding weekness. Here are afew guiddines for handling
high- powered characters:

DM’s Prerogative: The DM dways hasthe find say on anything in his
campaign. If aplayer indgsts on building characters that unbaance the game, the DM is
within hisrights to Smply not approve the character or disalow customized character
cregtion in hisgame.

Point Limits: The DM can limit the number of additiona powers purchased by a
wizard by setting alimit of 60 or 70 points of optiond abilities. After the first 40 points,
each additiond ability must till be paid for by taking limitetions. This prevents a player
from building awizard with every ability on the list and balancing it with every
limitation. Optionally, the DM can require that awizard spend at least 30 points acquiring
schoolsto cast spells from, or set other spending limitsin specific aress.

Limitationswith a Vengeance: A player might think he' s getting away with
something when he takes a couple of belief or environmenta condition limitations, but a
good DM can dways find away to bring these role- playing disadvantages into play. By
looking for Stuations where the super-character’ s built-in weaknesses cripple him, the
DM can graphicdly illustrate how out of baance the character actudly is.

The Bad Guys are Supermen, Too: Naturdly, if one character isawaking
arsena of powers and abilities, it tands to reason that some NPCs might have smilar
skills. No matter how tough a particular PC is, there' s dways someone in the game world
who' s alittle tougher than him, and meeting that NPC is a super-character’ s worst
nightmare. While thistactic isn't particularly eegant, it's quite effective in letting the
player know just how it feesto be in the place of the poor NPCs his character’ s been
terrorizing.



Chapter 2

Priests

The Player’ s Handbook describes two types of priests: clerics and speciaty priests.
While clerics are intended to serve as a generic model for apriest character, DMsand
playersin campaigns that feature specific pantheons or mythoi are encouraged to create
Specidty prieststo reflect the particular ams and powers of the different deities of the
world. The druid is presented as an example of a specidty priest, representing any power
that stands for nature—or even nature itsdlf.

In this chapter, we'll examine the basic deric and druid classesin greet detall,
concentrating on their magica abilities. A number of spells are reorganized into different
gpheresin order to provide the specidty priests with basic abilities that should be
common to dl priest characters, while maintaining unique spellsthat can only be cast by
certain specidists. We' |l aso introduce three new types or subclasses of specidty priest:
the crusader, the shaman, and the monk. Last but not least, we' |l present a point-based
design system for customizing specidty priedts.

Hordes of specidty priests have been introduced in various accessories following
the Player’ s Handbook. There are specidty priesthoodsin Legends and Lore, The
Complete Priest’s Handbook, Monster Mythol ogy, and severd of the campaign settings.
At this paoint, there are well over one hundred varieties of priestsin print! Unfortunately,
some of these specidty priests are far more powerful than smilar specidty priests
presented in different settings. This raises the question of which sources are “generic”
enough to use in any campaign setting, and which should be reserved for specific
campaign worlds.

Thefird rule of thumb issmple: If acampaign setting festuresits own pantheon
and specidty priests for those powers, you should give that materia precedence. For
example, the deities and priesthoods of the Forgotten Realms, Birthright, or Dark Sun
campaign settings are described in detail in their respective boxed sets. When a player
creates a priest character for one of these settings, he should refer to the character
creetion rules specific to those settings. Of course, aDM who has assembled this
information for his own campaign can certainly require his playersto creete their priest
characters accordingly!

If aworld does not fegture a fully-devel oped pantheon or specia priesthood rules
for the various powers of the mythoai, then you should consder the materid in Player’s
Option: Fells & Magic to take precedence over dl earlier material. In other words, the
rules here are intended to replace the speciaty priesthoods presented in The Complete
Priest’s Handbook, Legends and Lore, and Monster Mythology. Note that the powers and
faths presented in these books remain unchanged; Player’s Option: Spells & Magic just
changes the way the specidty priests are put together.

Spheres of Access Jugt aswizard spells are divided into schools of magic, priest



spdlls are organized into spheres of access. A sphere of access represents a group of
related spell powers granted by a particular deity, so a power of war usudly grants access
to the spheres of combat and war, a power of nature usually grants access to the spheres
of anima and plant, and so on. All priestly spheres of access are organized in the same
scheme—there are no variant organizations like the schools of effect or thaumaturgy for
wizards.

While wizards generdly have the ahility to learn spells from any school unless
pecificdly sated otherwise, priests are gtrictly limited to the spheresthar deity grants
them access to. In other words, the organization of priest spdlls governswhich spellsa
priest can cast, while wizard schools govern which spellsawizard can't cast. This makes
it difficult to create new spheres of priest spells, snce agreat ded of work must be done
to retrofit any new spheresto existing priesthoods that should have had influence in the
new sphere.

The standard spheres from the Player’ s Handbook are the spheres of dl, animdl,
adrd, charm, combat, creation, divination, dementa (with the lesser spheres of air,
earth, fire, and water), guardian, healing, necromantic, plant, protection, summoning, sun,
and weather. In addition, the Tome of Magic adds the spheres of chaos, law, numbers,
thought, time, travelers, war, and wards.

All: Spells of this sphere represent the basic class abilities that should be available
to al priest characters, regardless of specidization. Spdllsthat ded with direct
manifestations of adeity’s power, such as bless, chant, and gate are included, aswell asa
few spdlsthat are so generd that dl priests may make use of them, such as detect magic,
remove curse, and atonement. The sphere of al has been greatly expanded in Player’s
Option: Sells & Magic in order to baance the spell powers available to different kinds
of specidty priests.

Animal: Spdlsthat influence or dter creatures are found in the sphere of animd.
Most anima spells do not affect people. Powers of nature or husbandry often grant spells
of this sphere.

Adrd: The agtrd sphere dedls with communication and movement between the
various planes of existence. Priesthoods of philosophy or travel sometimes have accessto
this sphere.

Chaos: Priests with access to this sphere command spell powers that increase
randomness and confusion to the world around them. Deities of mischief and ill luck
often grant spells of chaos.

Charm: Charm spells usudly affect the attitudes and actions of people. Powers of
love, trickery, or art often grant access to this sphere. The sphereis aso useful when
dealing with hostile enemies or unbdievers, and many expangve faiths ded with this
sphere aswell.

Combat: Naturdly, combat spells are used to attack or injure the enemies of the
faith. Since mogt priests have an interest in salf-defense, a great number of faiths have
access to the sphere of combat.

Creation: Crestion spells dlow the priest to produce food, water, light, or other
things from nothing. Create water and continual light are good examples. Prime creator
powers often grant access to this sphere.

Divination: Thisuseful sphere alows the priest to discern the safest course of
action, detect hidden things, or discover hidden knowledge. It isthe province of daities of



learning and wisdom.

Elemental: The four basic e ements of creation—air, earth, fire, and water—are
dedlt with in this sphere. Powers of nature or powers with elementd interests typicaly
grant accessto at least part of this sphere. Very few priests have accessto al four
elements.

Guardian: Priesthoods charged with the protection of holy places often have
access to this sphere. Spellsthat help a guardian to perform his task are included as well
as spells that create or enforce magica barriers over a person or area.

Healing: This sphere dedswith al forms of heding pells, except those which
restore life or manipulate the subject’ s life force.

Law: The sphere of law isthe antithesis of the sphere of chaos. Law spdlls
concentrate on the principle of obedience and the strength of the group over the strength
of theindividud. Deities of rulership and community are likdly to have influence in this
sphere.

Necromantic: Spdls of the necromantic sphere ded with the forces of life and
desth, including raise dead and resurrect. These spdls are dso quite ussful in dedling
with undead mongers.

Numbers. Priests with access to this sohere bdieve that numbers and
mathematica relationships can provide ingght into the nature of the universe. Powers of
knowledge and arcane lore occasiondly grant access to this unusua sphere of spells.

Plant: This sphere dedswith plants and vegetation of dl kinds, from agricultura
to wilderness settings. Priests of nature or agriculture are often granted access to this
sphere.

Protection: While this sphere isrelated to the guardian sphere, protection spells
generdly enable the priest to protect people, not places. Many of these spdisare very
useful in combeat, and militant priests often have access to this sphere.

Summoning: Summoning spells call creatures to serve the priest. Even
extradimensond creatures can be summoned at higher leves. This sphere has been
revised to include amodest selection of spells suitable for dismissing summoned
Creatures.

Sun: Solar spdls ded with light of different quaitiesin avariety of ways. Spdlls
such as starshine and Sol’ s searing orb are included in the sphere of sun.

Thought: The sphere of thought is composed of spdlls that dedl with the
interaction of the thinker, the thought, and the subject of the thought. In effect, priests
who have access to this sphere believe that thought itsalf has a certain redity that can
affect the physicd redlity of the world around the mind. Powers concerned with the mind
or knowledge are found within this sphere.

Travelers: Spdlsof this sphere provide ad and comfort to travelers and pilgrims.
Deities of wayfarers both peaceful and militant may make these spdlls available to their
followers.

War: Unlike the sphere of combat, the sphere of war dedls specificdly with
magic useful on the battlefield in clashes between armies. War splls can affect hundreds
of soldiersat atime.

Wards: The sphere of wards includes spdlls that provide protection for clearly
defined areas, ranging from single objects to whole communities. It is related to the
gphere of guardian, but the sphere of wards only creates barriers or obstacles to deter



intrusion; ward spells do not necessarily enhance the priest’ s ability to defend the area. In
addition, many ward spells are cooperative in nature and provide protection for bodies of
believersingead of holy dtes.

Weather: This sphere is concerned with the forces of weether, including wind,
fog, lightning, and westher control. Powers of nature and tempests often have influence
in this sphere.

Player’s Option and Spheres of Access

While the generd definitions of the spheres have remained the same for Player’s
Option: Sells & Magic, anumber of spdls have been rearranged for purposes of game
balance. Many spells have been added to the sphere of dl in order to provide al priests
with the basic spdll powers that should be available to them. Some other spells have been
assigned to different schools to better define the roles and strengths of clerics, druids, and
other specidty priests. For example, reflecting pool was origindly designed asadruid
spdl, but in AD& D 2nd Edition it became a divination spell available to clerics. In this
book, reflecting pool has been placed in the sphere of elementa water, where druids have
access to it but clerics do not. Refer to Appendix 4 for acomplete and accurate listing of
which spells belong where.

Cleric Sphere Access: Aspart of the reorganization of the spheres of access,
clericslose access to the sphere of sun and the elementd spheres of air and fire. Clerics
retain minor access to the elementda spheres of water and earth. The deric only losesa
dozen or 0 pells he formerly had access to, and most of these were spells that had
previoudy belonged to the druid in the origind AD&D.

Druid Sphere Access: Smilarly, druids lose access to the sphere of divination,
but gain mgor access to the sphere of sun. Again, this takes away spdlsthat blur the line
between the druid and cleric’ s spellcagting powers, while restoring a number of spells
that druids formerly had accessto in the origind AD&D game.

Priest Characters All five sandard varieties of priest—the deric, the druid, the
crusader, the monk, and the shaman—can be considered generic enough to be used in any
campaign setting. In addition, some of the exigting specidty priests described in previous
books can be “folded in” to these basic five priest archetypes.

Clerics are militant priests who serve as temple knights, defenders of the faith,
and guardians of afath’sholy places. They have very good fighting skills and awide
aray of spdlsto choose from. The skills, abilities, and spdll selection available to the
cleric can dso describe priests of agriculture, arts, birth/children, community, crafts,
culture, darkness/night, dawn, degth, disease, everything, evil, fate/destiny, fortunef/luck,
good, heding, life-death-rebirth cycle, light, love, marriage, messengers, metawork,
mischief/trickery, music/dance, oceang/rivers, prosperity, race, redemption,
rulership/kingship, stes, sky/westher, sun, trade, and wind.

Crusaders are cdlosdy related to clerics, but while clerics can be described as
defenders of the faith, crusaders are weapons againgt the enemies of the temple they
sarve. They are true soldier-priedts, skilled in physica combat and armed with spells
appropriate for the battlefield. Crusaders include specidty priests of fire, guardianship,
justice/revenge, lightning, metalwork, race, rulership/kingship, strength, thunder, and



war.

Druids are priests of nature. They are the protectors of the forests or other wild
places and sewards over dl living things placed in their charge. Druids are weeker in
physica combat than a cleric or crusader, but their spheres of accessinclude a number of
powerful offensve and defensve dementd spdls. In addition, they enjoy severd unique
granted powers. Druids can represent the powers of animals, druid, earth, eemental
forces, fertility, hunting, moon, nature, seasons, and vegetation.

M onks are cloistered priests and adepts who seek enlightenment through the
rigorous training of mind, body, and spirit. Monks are extremdy skilled in unarmed
combat and have access to severa unusua spheres of spdlls. Monks may represent
Specidty priests of competition, divinity of mankind, literature/poetry, magic,
oracles/prophecy, peace, time, and wisdom.

Shamans are priests of barbaric or savage cultures. They serve as guides and
protectors for their tribes. Shamans have fair combat ability and spell access, but they
aso command the spirits of animals, ancestors, and nature. The shaman isagood choice
for any player character who comes from a barbaric or nomadic culture, and can aso
represent a specidty priest of ancestors, animals, earth, everything, fertility, hunting,
lightning, oceang/rivers, race, sky/wesether, thunder, and wind.

Cleric

Ability Requirements Wisdom 9
Prime Requiste: Wisdom

Races Allowed: Al

Known as the most common type of priest, a cleric makes a suitable
representative for avariety of powers. A cleric is both a sturdy soldier with formidable
spdl powers and a defender of the faith and prosdytizer; overdl, heisthe most versdtile
and well-rounded priest character. Clerics with a Wisdom score of 16 or better earn a
10% bonus to the experience they gain. A cleric may be of any aignment acceptable to
his patron deity.

Clericsretain dl the powers and abilities described in the Player’ s Handbook,
with the exception of their spheres of access, which are dightly adtered. (See Player’s
Option™ and Spheres of Access.) Clerics have mgjor access to the spheres of dl, astrd,
charm, combat, creation, divination, guardian, healing, necromantic, protection,
summoning, and minor access to dementa water and eementa earth.

Clerics may wear any armor and use any Type B (bludgeoning) weapon. They
may dso widd avariety of magicd items. Clerics turn undead and attract followers as
described in the PHB. At 9th leve, the cleric may recelve permission from his order to
edablish ardigious stronghold and govern it in the name of the faith.

Crusader
Ability Requirements. Wisdom 9
Strength 12
Charisma 12
Prime Requisites. Wisdom, Strength



Races Allowed: Human, Dwarf, Elf

The crusader isapriest of adeity of war, combet, or conflict who stands &t the
forefront of the fight for hisfath. Crusaders must be ether lawful or chaotic in
aignment; in other words, crusaders may be of any aignment except neutrd evil, neutra
good, or true neutral. Since they are often caled upon to lead the forces of their faith into
battle, crusaders require high Strength and Charisma scores in addition to aminimum
Wisdom of 9. High Condtitution or Dexterity scores are also very useful for acrusader. A
crusader with Wisdom and Strength scores of 16 or better gains a 10% bonus to the
experience points he earns. In matters of advancement, crusaders use the same column as
clerics do on Table 23: Priest Experience Levelsin the PHB.

While crusaders are often associated with war gods, they may aso represent
powers of leadership or strong dignment that are in conflict with opposing forces.
Crusaders often organize themselves into a military hierarchy and view ther temples as
fortifications as well as places of worship. In some cases, the power of the crusader
orders can rivd the strength of the kingdom that hogts them. Thisis a Stuation that
sometimes provokes popular resentment or suspicion. However, no one questions their
ability and resolve in times of war.

In the adventuring party, the crusader is a naturd leader whose placeisin the
front lines of any battle. When possible, the crusader should take steps to prepare his
comrades for battle through the use of bless, prayer, aid, and smilar spdls. He can dso
make use of heding gpdlsto asss those who fal in vdiant bettle.

Crusaders excdl in personad combat and are nearly as killed as awarrior of the
sameleve. They may employ any kind of armor or shield and learn the use of any
weapon, athough particular orders of crusaders may prefer wegpons of a certain type—
for example, knightly weapons, bows or battle axes (for elven or dwarven crusaders), and
so on. To represent their skill a arms, the THACO of a crusader character improves at the
warrior'srate of 1 per level. A 2nd-level crusader hasa THACO of 19 instead of 20, a
3rd-levd crusader hasa THACO of 18, and so on.

Crusaders are considered to have a nonwegpon proficiency crossover with the
warrior group and may learn warrior proficiencies at no extracost. They may use any
magicd item normally usable by priests or by fighters. In addition, if the DM dlows, a
lawful good crusader may gain the same berefits as a paadin when wielding a holy
avenger sword.

While crusaders are formidable soldiers, they aso retain a good sdection of spdlls
that are particularly useful on the battlefield. Crusaders have major access to the spheres
of dl, combat, guardian, hedling, war, and wards. They have minor access to the
necromantic and protection spheres. In addition, lawful crusaders have mgor accessto
the sphere of law, and chaotic crusaders have major access to the sphere of chaos.

Crusaders cannot turn undead, but at 3rd level they gain the granted power to cast
lighten load (from the Tome of Magic) once per day. This spdll effectively havesthe
weight of equipment and gear for aday, reducing a party’ s encumbrance. At 7th leve, the
crusader may cast easy march (from Tome of Magic) once per week, which basicaly
dlows asmal party to force march without accumuleting fatigue pendties.

Crusaders gain followers much as clerics do. When the crusader reaches 8th levd,
he automatically attracts 20 to 200 fanatica followers. These followers are norma



0-level soldiers, armed and equipped with weapons appropriate for typicd soldiersin the
campaign. Unlike the cleric, the crusader does not need to establish a permanent place of
worship to attract these followers. Since he is a greet battle leader, the soldiers will serve
him as afree-roving compary if no sronghold is available. At Sth leve, a crusader may
recaive officid sanction to establish areligious stronghold or fortified temple.

Crusadersand Player’s Option: Skills & Powers

It is assumed that selecting this class for your Player’ s Option character expends
al dass-derived character points a character may have available. In other words, a
crusader cannot be customized from the mode presented here. However, if you're
interested in building a speciaty priest that resembles the crusader with dightly different
powers, you can use the Customized Priest Character sinformation later in this chapter
to do so—it's generdly more complete and alows more options than the materid in
Sills & Powers does.

In the Sills & Powers character point system, crusaders may learn a weapon of
their choice, some fighting styles, or expertise in awegpon as if they were multi- classed
warriors. A crusader may specidize in awegpon if the DM dlows that option from Skills
& Powers, but it's expengve, he must pay the character point costs as a priest, not a
fighter.

Druid

Ability Requirements. Wisdom 12
Charisma 15

Prime Requistes Wisdom, Charisma
Races Allowed: Human, Half-df

Known primarily for their love of nature and guardianship of the wilderness,
druids possess remarkable abilities in areas dedling with plants, animas, wesather, and the
elements. Druids with a Wisdom and Charisma score of 16 or better earn a 10% bonus to
the experience they gain. Because of thelr views, druids must be neutra in dignment.

Except for adight change in the spheres of access, druids keep dl of the abilities
and powers listed in the PHB. Druids have mgor accessto dl, animad, elementd,
hedling, plant, sun and weether.

Druids can only wear leather armor and use wooden shields. Their wegpons are
limited to club, sickle, dart, spear, dagger, scimitar, ding, and staff. Aside from written
magica items aswell as armor and weapons forbidden to druids, this class can use dl
other magicd items. Druids cannot turn undead. See the PHB for details about how
druids are organized.

Monk

Ability Requirements Wisdom 15
Intelligence 14

Conditution 13

Prime Requisites: Wisdom, Intdligence
Races Allowed: Human



The monk isa priest who belongs to a cloistered or monastic order, where he
withdraws from the everyday affairs of the world around him to contemplate his faith.
Powers of philosophy, thought, and scholarship are commonly represented by monks, as
well as any deity that is not normally worshipped by the common people of an area.
Monks must be lawful in dignment, athough they can be lawful good, lawful neutrd, or
lawful evil. While monks are most often associated with oriental campaigns and settings,
this specidty priest is not necessarily an oriental class—monadtic orders can exist in
amog any fantasy setting.

Monks believe that rigorous training of body, mind, and spirit leads to
enlightenment. Consequently, a character must have high Intelligence and Condtitution
scores to qudify for this class. Wisdom and Intdligence are the prime requisites of the
monk, and a monk with scores of 16 or better in these two abilities gains a 10% bonus to
the experience points he earns. Monks aso advance in level as clerics do.

While monks do not attempt to minister to the masses or gather followers for their
patron deity, they believe in demondrating the qudities of their fath by example. A
monastery or abbey isaplace of learning and strength that is open to any person who
requires shelter, advice, or assistance. Other monks choose to leave the abbey and travel
widely, setting an example among the people they meet and help. Monasteries devoted to
evil powers are sinister places where knowledge and wedlth are hoarded for the use of the
order, regardless of whom may need it.

The monk brings avariety of kills to the adventuring party. He is somewhat like
the bard in that heisajack of al trades and master of none. A monk is not a front-rank
warrior, but he can be avery capable infiltrator and skirmisher. The monk’s selection of
gpells dlows access to some of the most unusua and versatile priest spells, evenif his
spells tend to be short on sheer combat power. Like other priest characters, the monk’s
principle role is to support and guide the party.

Monks do not wear armor, since the training of the body requires quickness,
agility, and discipline; monks see armor and other ironmongery as crutches for a person
of weak spirit. To compensate, monks are trained to avoid blows through misdirection
and positioning, and their base Armor Class improves by one point at every even level
(AC9a 2nd leve, AC 8 a 4th levd, AC 7 at 6th level, and S0 on) to a maximum base
Armor Class of 2 at 16th level. Note that a monk must see the attack coming in order to
use this benefit—backstabs, ambushes, or missile attacks from behind the monk will
grike him asif he were unarmored.

Monks may employ any Type B wesgpon, just like the cleric, but they have
exceptiond skill in unarmed combat. When a monk makes an unarmed attack against an
armed opponent, he disregards the Wegpons in Defense rule, since heistrained in dealing
with armed enemies. (Normally, this rule dlows the armed character to attack first with a
+4 on attack and damage rolls when another character makes an unarmed attack against
him.) In addition, amonk begins play with a free wegpon proficiency which may be used
to specidize in unarmed combat. Martia arts and other forms of unarmed combat are
described in detail in Player’s Option: Combat & Tactics; if you don’'t have access to this
book, another system appearsin The Complete Fighter’s Handbook.

Unarmed Combat with The Complete Fighter’s Handbook or The Complete
Priest’s Handbook: Inthis system of unarmed combat, the monk beginsplay asa
punching specidist, awrestling specidig, or amartid arts specidig. If the monk chooses



martia arts as his preferred unarmed combat form, he must spend one of hisinitia
wegpon proficiencies to do so, snce thisis more difficult than specidizing in punching or
wredtling.

Specidizing in these combat forms gives the monk a +1 bonus to attack rolls, a
+2 bonusto damage rolls, and a+1 chart bonus with his unarmed attacks. A monk
specidized in punching or martid arts gains one extra attack per round, while a monk
specidized in wrestling gains a+2 bonus to his effective Strength score for purposes of
maintaining or breaking holds.

Every fourth level after 1t level (5th, Sth, 13th, 17th) the monk gainsan
additiona free wegpon proficiency which can be used to continue specidization in his
chosen mode of combat. Each additiona specidization grants the character an additiona
+1 to atack rolls, damage ralls, and a+1 chart bonus, to a maximum addition of +4 at
17thleve.

Unarmed Combat with Player’s Option: Combat & Tactics: In this system, the
monk begins play as described above. If he chooses martid arts as his combat form, he
must spend one of hisinitid weapon proficienciesto do so. At 14t leve, the character is
considered a specidist; a 5th level, amaster; at 9th level, a high magter; and at 13th
levd, agrand magter. The exact benefits are described in more detall in Chapter Five of
Player’s Option: Combat & Tactics.

If you don't have either of these books, the monk must choose to be a punching or
wrestling specidist, Sshce martid arts per se aren’t described in the Player’ s Handbook.
The paragraph about The Complete Fighter’ s Handbook details the effects of
gpecidization and continuing pecidization for these forms of unarmed combat.

Monks may not use magica items that Smulate armor, such as bracers of defense,
but they are dlowed to wear cloaks or rings. Otherwise, they may use any magica item
normally usable by priests. Monks have a nonwegpon proficiency crossover withal other
classes and may learn any proficiency listed a no additional codt.

Monks enjoy mgor access to the spheres of dl, divination, guardian, numbers,
and thought. They have minor access to combat, hedling, necromantic, and time. Monks
cannot turn undead. Beginning at 5th level, monks are entitled to a saving throw vs. spell
to block detection, scrying, or mind-reading through magicad or psonic means— seethe
3rd-level wizard Spdl nondetection. At 7th level, monks gain the specia granted power
of free action, which duplicates the effects of the 4th-leve priest sdl.

Monks never gain followers, but at 9th level amonk may receive permission to
establish a monastery as an outpost of his order; if he does so, 10 to 40 monks of lower
level will come to his monastery and take up their studies there, recognizing the PC monk
asthe head of their abbey.

Monksand Player’s Option: Skills & Powers: Sdecting this class for your
Player’s Option character expends dl class-derived character points, so amonk may not
acquire additiona class abilities from the cleric ligt. If you want to creste a specidty
priest like the monk but with dightly different powers, you can use the Customized
Priest Character information in this book to do so.

Inthe Skills & Powers character point system, monks are not required to spend
CPsto gain their bonus unarmed combat proficiencies and specidizations unless they
choose martid arts as their unarmed combat form. In this case, the monk must pay the
norma cost for proficiency with martid arts (3 CPs) when first crested, athough he can



use his weapon proficiency CPsto cover this cost.

Table5:

Shaman Spirits Per Leve
Shaman’s Minor Major Great
Level Spirit Spirit
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Shaman

Ability Requirements Wisdom 12
Condtitution 12

Prime Requisites: Wisdom

Races Allowed: Human

The shaman isatribd priest found in savage, barbaric, or nomadic societies. In
his homeland, the shaman serves his tribe in much the same way that a cleric would serve
the common people of more civilized lands; he acts as a guide, protector, and advisor,
using hismagica powersto strengthen and defend the tribe. Shamans often serve asthe
keepers of knowledge and legend for their people, and lead the tribe in the various rites
and ceremonies required by the tribe’ s belief system. A player character shaman may dill
be associated with his tribe, or he may be awanderer or exile who has abandoned his
duties.

Shamans may be of any dignment. They are dways found in triba or barbaric
cultures—if aplayer wishes to run a shaman in amore civilized campaign setting, his
character is consdered to be a barbaric foreigner by most common folk he meets. The



shaman’s arduous life in uncivilized lands requires a good Condtitution, and Wisdom is
required for dealing with tribal matters and speaking to the spirits. A shaman with a
Wisdom of 16 or better earns a 10% bonus to the experience points he gains. Shamans
aso follow the same level advancement as clerics do.

The shaman isan unusud character in the adventuring party. Like the druid, heis
not a front-line fighter, but he aso lacks the high- powered combat spells that the druid
commands. However, his mysterious spirit powers dlow him to make use of magic that is
usualy out of the reach of low-levd characters. A shaman who demondrates intelligence
and respect in dedling with the spirits can be an extremely effective character in a number
of stuations. Shamans view themselves as advisors and guides to a party of adventurers
and often have an uneducated but ingghtful view on the more civilized societies they
vigt.

Shamans may wear any armor normally associated with their tribe. In the aosence
of more specific information, triba armor is usudly hide, lesther, or studded |eather with
atough wooden, wicker, or hide-covered shidd. Smilarly, shamans may usetriba
weapons, which usudly include the short bow, club, dagger, dart, hand axe, harpoon,
javelin, knife, quarterstaff, ding, and spear. Blowguns might be gppropriate for shamans
of jungletribes, or light lances and composite bows for shamans of triba horsemen.

Shamans may use any magica items normaly usable by priests. They have a
nonwegpon proficiency crossover with the warrior group and can learn priest or warrior
proficiencies a the norma cost. Shamans have major access to the spheres of al, animd,
protection, summoning, travelers, and wards, as well as minor accessto headling and
plant. Shamans never gain followers or establish strongholds. Good-digned shamans may
turn undead, and neutrd or evil shamans may command undead.

In addition to their priest spells, shamans have a specid connection to the spirit
world and can call on the spirits for guidance, knowledge, or magica ad. While shamans
often function as priests of atriba dety, their primary concern isthe spirit world. Toa
shaman, the physica world is not the entirety of existence; the spirits of animals, nature,
and the tribe's dead are dways near, and interacting with these spiritsis the shaman’s
greatest duty and respongibility.

Shaman Spirit Powers. A shaman begins play with one minor spirit dly or guide
of hischoice; it's assumed that he has dready performed the rites to summon this first
guide. Asherisesin leve, he learns the rites necessary to cdl additiona spirits. Spirits
are individuas—speeking to a spirit of the dead means the shaman isin contact with one
particular deceased individual. There are dozens of spirits for each species of animd,
representing every aspect of the animal’ s existence, and a near-infinite number of nature
spirits. The number of spirits a shaman knows how to contact appears on Table 5:
Shaman Spirits Per Leve.

Performing the ceremony to cal a spirit for the first time requires aweek or more
of fagting, prayer, and solitude in the appropriate location—if the shaman istrying to call
awolf spirit, he mugt find alocation frequented by wolves, and if heistryingto cdl a
dead spirit, he should perform the ceremony at the individud’ s burid Ste. At the
conclusion of this week-long ceremony, the spirit gppears, and the shaman establishes
contact with it. From that time forward, the shaman may attempt to contact the spirit
anywhere or anytime to seek information or request afavor of the spirit—see Calling

Spirits.



Spirits of the Dead: These ancedtra spirits are individuas who were renowned
for their wisdom, skill, or courage in life. Minor spirits may be recent relatives of the
shaman, while mgor spirits are greet heroes and wise men of thetribe. A great spirit of
the dead is a chieftain or other personage of legendary standing. While spirits of the dead
may seem to be frightening dlies, they are actudly very protective of their living protége
and bear few grudges againg the living.

Spirits of the dead know many things. Naturdly, they are familiar with any details
or events of their own lifetimes. They are adle to percaive the shaman' s future and can
offer advice in times of tough choices. Dead spirits can aso provide some measure of
protection for the shaman and his dlies by using their power on the shaman’s behalf.
Minor spirits can invoke the powers of augury, feign death, prayer, or speak with dead on
behdf of the shaman; mgor spirits can invoke divination, commune, or find the path for
the shaman; and great spirits can invoke raise dead, forbiddance, or astral spell for the
shaman. Spellsinvoked by spirits are cast a the levd of the shaman, unlessthe spell is
normaly cast a aleve higher than the shaman has accessto. If the latter is the case, then
the spell is cast a the minimum required level of that particular spell. Note that these are
spells normaly outside the shaman’s spheres of access. In addition, there can be other
role-playing effects gained in conversation with the spirits, such as information or
guidance in making difficult choices.

The 1st-level shaman Shotheri decides that hisfirst spirit guide will be the spirit
of his grandfather, who was the tribe’ s shaman when Shotheri was a boy. Shotheri can
call upon his grandfather’ s spirit for help and advice. When a shaman character begins
play, it's assumed that he has already performed the ceremony to attract hisfirst spirit
guide.

Animal Spirits. The shaman livesin aworld in which animads are avitd part of
human life. Animas provide food, shelter, clothing, and tools for the shaman’s people,
and the animal spirits are revered for their wisdom and knowledge. Minor and mgjor
Spirits are embodiments of an archetype, such as the Old Walf, the Seeping Bear, or the
Hunting Eagle. Great animd spirits are the leaders of these lesser spirits and containin
themsdves everything the animd stands for—the Great Bear, the Great Wolf, and so on.

Animd spirits are powerful, but they're aso less inclined to offer advice or
guidance to the shaman. Ther interest liesin ensuring that the shaman is respectful
towards their species and helps to guide othersin dedling with their kin, not in ading the
shaman in his own affairs. The spirits of game animals such as moose or deer don’'t mind
if the shaman or his people hunt the animd, but they grow angry if the hunting iswanton
or disrespectful.

Anima spirits have knowledge of events that have affected their speciesin the
local areaand have a number of powers they can use on the shaman’s behaf. Minor
anima oirits can aid the shaman by using animal friendship, speak with animals, or
animal summoning | on his behdf. In addition, the anima spirit can grant alimited form
of clairaudience and clairvoyance by alowing the shaman to see through the eyes of an
animd of that species, with arange of one mile. Animds of the speciesin question will
never attack the shaman or anyone under his protection unless the shaman has angered
the spirit or the animas are magicaly controlled.



