SECOND-LEVEL SPELLS (INT and DEX 12)

Spells of 2nd level and higher cost a great deal of money to learn. The Wizards’ Guild, instead of charging membership fees, simply charge outrageous prices for all the spells they teach. Only Wizards and Paragons may buy spells from the Wizards’ Guild.

Cateyes [Cosmic]

WIZ Cost: 6

Range: Touch

Duration: 30 minutes

Power Up?: Yes. Double duration for each level increase.

Description: Allows the subject of the spell to see well in lowlight conditions; this spell does not grant vision in pitch-black conditions (i.e., the total absence of light).

Ding-a-Ling [Cosmic]

(Khayd’haik)

WIZ Cost: 3

Range: Touch

Duration: 1 hour

Power Up?: Yes. Double duration for each level increase.

Description: This spell can only be cast on a doorway or archway. When any living creature at least the size of a faerie passes through the doorway, it

causes a bell to sound loudly enough to be heard for 50 feet in any direction.

Note: This spell is taught by the Thieves’ Guild, the Merchants’ Guild, and the Wizards’ Guild.

Dura-Spell Battery [Cosmic]

(Verdius)

WIZ Cost: See below

Range: Touch

Duration: 1 day

Power-Up?: No

Description: The caster may store any amount of his own WIZ points (up to his normal maximum) in a “battery” object such as a talisman, gem, wand,

etc. He must pay 7 WIZ to cast this spell, and also loses whatever WIZ he wishes to place into the battery at the time of casting, but may recover his

WIZ normally and may also recall the stored energy at any later time simply by holding the battery.

Find Object [Cosmic]

(Dandelion)

WIZ Cost: 4

Range: 1 mile

Duration: 1 hour

Power Up?: Yes. Double range or duration for each level increase.

Description: The caster experiences a pulling sensation that leads him or her to the object being sought. Any object with its own WIZ score or with abilities that require WIZ to activate cannot be found by this spell.

Glue You [Combat]

WIZ Cost: 8

Range: 30 feet

Duration: 5 combat turns

Power Up?: Yes. Double duration for each level increase.

Description: Impedes the speed of the victim by one-half for 10 minutes. In combat, this means that the victim may act only every second combat round.

Hidey Hole [Cosmic]

WIZ Cost: 10

Range: 5-foot radius centered on caster

Duration: 5 combat turns

Power Up?: Yes. Double radius or duration for each level increase.

Description: Makes user and all within the radius of the spell invisible for 10 minutes. After the spell takes effect, those affected retain their invisibility even if they move out of range.

However, if any of them takes even 1 hit of damage, the whole spell is broken and they all become visible. People covered by the same HH are visible to each other, but not visible to those within a second HH spell. Being invisible makes one hard to hit in combat, and has the effect of reducing enemy combat totals by 50 percent.

Little Feets [Combat]

WIZ Cost: 8

Range: Touch

Duration: 5 combat turns

Power Up?: Yes. Double duration for each level increase.

Description: Doubles subject’s speed for 10 minutes. In combat, this means that the victim may act twice every combat round.

Mirage [Cosmic]

WIZ Cost: 8

Range: 100 feet

Duration: Permanent

Power Up?: No

Description: Projects a visual, silent, unmoving image as a hallucination in the minds of the viewers. This is an excellent spell for giving an impression of walls, floors, etc., that are not actually present. Physical contact with the mirage shows that it is intangible, but does not dispel the illusion. A mirage lasts until dispelled.

Omnipotent Eye [Cosmic]

WIZ Cost: 5

Range: Touch

Duration: Instantaneous

Power Up?: No.

Description: Allows the caster to assess the nature and level of any one spell or magical effect on an object or being. (GM’s discretion to reveal as much about the spell in question they wish, but  should at least indicate whether the magic was cast with evil intentions.)
Poor Baby [Metabolic]

WIZ Cost: See below

Range: Touch

Duration: Instantaneous

Power Up?: No.

Description: This spells heals wounds or injuries. For each 2 WIZ points the caster spends, the recipient is healed of 1 CON point of damage.

Spirit Mastery [Conjuring]

WIZ Cost: 8

Range: Touch

Duration: See below

Power Up?: No.

Description: This spell enslaves its target to the caster’s will for as long as the total of the caster’s INT, WIZ, and CHR are greater than the combined total of those three attributes for the target. If the victim has a Monster Rating, its MR must be less than the caster’s total for INT, WIZ, and CHR.

Unerring Blade [Combat]

(Khayd’haik)

WIZ Cost: 3

Range: Touch

Duration: 2 combat rounds

Power Up?: Yes. Double duration for each level increase.

Description: This spell must be cast on a sword or a dagger, which then always deals at least 1 point of spite damage in combat while the spell lasts: If none of the dice rolled for the blade come up a “6,” then the attack still deals 1 point of spite damage. None of the numbers actually rolled on the dice are affected by the spell.

Unlucky Bees [Combat]

WIZ Cost: 8

Range: 50 feet

Duration: 1 combat round

Power Up?: No.

Description: This spell creates a swarm of bees composed of crackling energy that cluster around the chosen target for 1 combat round. This swarm does an amount of magical damage to the target equal to the target’s Luck attribute. If the target survives the attack, his or her Luck score increases permanently by 1 point.

Monsters take damage equal to 1/8th of their MR, and their MR increases by 1.

Whammy [Combat]

WIZ Cost: 10

Range: Touch

Duration: 1 combat turn

Power Up?: Yes. Double duration

for each level increase.

Description: Triples the weapon dice rolled for any one weapon in the combat turn during which this spell is cast. Whammy may not be applied to any magical weapon, or to a weapon that already has another spell upon it.
