Ranger spells


1ST LEVEL RANGER SPELLS
Adhere to Wood.  Caster's skin sticks to wooden surfaces.{RR)

Alarm.  Wards an area for 2 hours/level.

Allergy Field.

Animal Friendship. Gains permanent animal companions,

Bed Bug Bites.  Sleeping target is covered with itchy bites that penalize all rolls for the next day.(RR2)

Bird Call. Allows the ranger to call all birds within the area to use for a simple task.  

Chameleon Skin.  Gives +1 bonus per level to Hide {max +10).(RR)

Champion Swimmer.  The subject gains a +1 5 competence bonus to all Swim checks,(RR2)

Chill/Warmth.  Slowly raises or lowers temperature.(RR)
Clean.  Cleans grime and dirt from one object or person.{RR)

Curse of the Firefly.  Target glows making him easier to spot.(RR2)

Delay Poison.  Stops poison from harming subject for 1 hour/level.

Detect Animals or Plants.  Detects species of animals or plants.

Detect Shapechangers.  Detects the presence and strength of shapechangers.  (RR2)

Detect Snares and Pits.  Reveals natural or primitive traps. (1st lvl priest spell)

Dowsing.  Locates nearby sources of potable water, (RR)

Ears of the Wolf.  Adds +1 per level to caster's Listen checks.(RR2)

Entangle.  Plants entangle everyone in 40-ft,-radius circle.
Exacting Shot: Makes a ranger’s weapon afflict all critical hits against favored enemy.
Gnat Swarm Allows ranger to call upon local gnats to swarm around and pester target. 

Invisibility to Animals.  Target becomes completely invisible to all senses of any animal with INT below 6. (1st lvl priest)
Locate Animals or Plants.  Caster can locate any single animal or plant in his proximity.  (1st lvl priest)

Locate Oasis.  Locates an oasis in the desert.(RR2)

Locate Water.  Locates sources of water, fresh or salt. (RR2)

Log of everburning.  

Magic Fang.  One natural weapon of subject creature gets +1 bonus to attack and damage.

Minor Symbol of Divinity.  Creates minor magical protections within a small area.{RR}

Nose of the Rat.  Subject gains the Scent feat, bonus on tracking and enemy detection.(RR2)

Pass without a Trace.  One subject/level leaves no tracks.

Rabbit Feet.  Gives +2 bonus/level to Move Silently. (RR)

Read Magic.  Read scrolls and spellbooks.

Recover Trail.  

Resist Elements. Ignores first 12 points of damage from one energy type each round.

Revitalize Animal.  

Shade's Sight.  Creature touched may look from nearby shadows.(RR)

Shillelagh.  Casters oak cudle can be made temporarily into a magical weapon +1 (1st lvl priest)
Spark.  Creates a tiny spark.(RR)

Speak with Animals.  You can communicate with natural animals.

Steal Sleep.  Transfers need for sleep to target creature.{RR)

Summon Nature's Ally I.  Calls animal to fight for you.

2ND LEVEL RANGER SPELLS

Animal Eyes.  

Animal Messenger.  Sends a Tiny animal to a specific place.

Barkskin.  AC 6 + 1 AC/4 levels of magical armour

Bladethirst.  Weapon touched cuts or pierces deeper, inflicting more damage.(RR2)

Call Aquatic Animal I.  Calls aquatic animals to fight for the spellcaster.(RR)

Charm Person or Mammal.  (2nd lvl priest)
Circle of Sounds.  Allows those touched to speak via bird and animal sounds.{RR)

Cure Light Wounds.  Cures Id8 +I/level damage (max -f-5). (1st level priest spell)

Decompose.  Turns a single corpse to dust or inflicts Id4+1/levet damage to undead (RR2)

Detect Chaos/Evil/Good/Law.  Reveals creatures, spells or objects.

Earthen Screen.  Creates a small wall to provide cover.(RR2)

Goodberry.  Caster makes 2d4 wild berries able to sustain a grown man for an entire day.  (2nd lvl priest)
Hold Animal.  Holds one animal helpless; 1 round/level.

Hunter's Moon.  Grants ranger favored enemy bonuses vs. lycanthropes for one night.  (RR2)

Hunter's Stalk.  Provides concealment in rustic surroundings.  (RR)

Liliandel's Flurry.  Transforms a single fired arrow into three.(RR)

Locate Follower.  

Messenger.  

Oakenblade. You create a blade out of life-filled oak.  (DD)

Protection from Elements.  Absorb 12 points of damage/level from one kind of energy.

Shocking Missile.  Enchants an arrow or bolt to inflict 2d8+l electrical damage upon a successful hit.

Sleep.  Put 2d4 HD of creatures into comatose slumber.

Snare.  Creates a magical booby trap.
Snake Charm.  

Speak with Animals. (2 lvl priest) 

Speak with Plants.  You can talk to normal plants and plant creatures.

Stalker's Sight.  Caster gains insight into creature tracked.  (RR2)

Summon Nature's Ally II.  Calls animal to fight for you.

Tanil's Touch.  Allows the choice of two outcomes when rolling dice.  (RR)

Trip.  

Warp Wood.  (2nd lvl priest)
Wolf's Cry.  Causes animal attackers to flee, imposes -1 attack penalty on intelligent foes.  (RR)

3RD LEVEL RANGER SPELLS

Animal Infusion.  Gain the power of an animal.(RR)

Animal Spy.  Send a Tiny animal on a 3-step mission.  (RR)

Animal Trick.  

Bane of the Forge.  Allows non-metallic weapons to ignore AC of metal armor.(RR2)

Beast Soul.  Borrow the abilities of a willing animal. (RR)

Call Animal Follower.

Chatterbark.  

Control Plants.  Talk to and control plants and fungi.

Diminish Plants.  Reduces size or blights growth of normal plants.

Enhanced Senses.  Grants darkvision, +10 bonus to Listen, Search and Spot, plus Scent ability.(RR2)

Greater Magic Fang.  One natural weapon of subject creature gets +1 bonus to attack and damage per three caster levels (max +5).

Heal Animal Companion.  Cures all diseases of followers.

Hold Animal.  

Keshmeeri Refuge.  Protects target from the harsh desert environment.(RR2)

Lure.  A spell that causes an intense desire to possess a mundane item or trinket.(RR2)

Neutralize Poison.  Detoxifies venom in or on subject.

Plant Growth.  Grows vegetation, improves crops.

Polymorph Plant.  

Remove Disease.  Cures all diseases affecting subject.

Sethte Ps Stick Servant, Create a servant out of sticks.(RR)

Slow Rot.  

Snare.  

Spike Growth.  

Summon Insects.  

Summon Nature's Ally III.  Calls animal to fight for you.

Tanil's Spectral Archers.  Conjures a flight of normal arrows to blanket an area; 4d8 damage.(RR2)

Tree Shape.  You look exactly like a tree for 1 hour/level.

Water Walk.  Subject treads on water as if solid.

4TH LEVEL RANGER SPELLS

Animal Summoning

Call Aquatic Animal II.  Calls aquatic animals to fight for the spellcaster,(RR)

Call Woodland Beings.  

Chardun's Presence.  Caster gains ld4+3 charisma, fear ability (RR2)

Cure Serious Wounds.  Cures 3d8 +l/level damage (max +15).

Freedom of Movement.  Subject moves normally despite impediments.

Giant Insects.  

Hallucinatory Forest.  

Hold Plant.  

Ice shards.  Caster creates several floating shards of ice that may defend or attack against opponents.  (RR2)

Nondetection.  Hides subject from divination, scrying.

Plant Door.  

Polymorph Self.  You assume a new form.

Repel Insects.  

Ricochet.  Allows an arrow, sling bullet, or crossbow bolt to strike multiple targets in a single round.(RR2)

Speak with Plants

Sticks to Snakes

Summon Nature's Ally IV.  Calls animal to fight for you.

Tanil's Purging.  Painfully forces shapeshifters to resume their proper forms.(RR)

Tattoo Item.  Changes one item into a tattoo on the subject's body,(RR)

Tree Stride.  Step from one tree to another far away.

Wind Wall.  Deflects arrows, smaller creatures and gases.

Yaral's Totemic Transformation.  Grants caster powers of totem animal.(RR)

Adhere to Wood (transmutation) level 1 ranger

Components: V,S,M (lichen or bracken)

Casting Time: 1 action

Range: personal

Target: caster

Duration: Concentration

Saving Throw: Fortitude

Spell Resistance: yes (harmless)
Spell Effect:  For as long as the caster can concentrate, any desired portion of his skin sticks to a wooden surface as though glued in place.  The caster can change the location so affected, as if for climbing.  The spell makes climbing easier, but slower because of the degree of concentration involved.  Add +8 to a character’s Climb check.  If the character moves at a liesurly pace (1/2 the normal climbing speed), no concentration check is needed.  If the character tries to move faster than that, make a concentration check with every climb check.  Note that a single hand of foot does not have enough surface area to support a character’s entire weight by itself.  If a character is foolish enough to try to hang from a ceiling or wall by one hand, their weight will tear the skin off their hand for 1d4 damage plus any falling damage that may result.

Animal Callxe "Animal Call" (Conjuration/Summoning)
ADVANCE \U 4.25Sphere:  Animal, Summoning

Range:  0

Components:  V, S

Duration:  1 round per level

Casting Time:  1 round

Area of Effect:  120‑yard + 10‑yard per level radius

Saving Throw:  None

Author:  Teh S. Cheng <tsc0265@rigel.tamu.edu>
ADVANCE \U 4.25This spell allows the priest to call all animals within the spell effect. The animals will converge upon the priest within 1d3 rounds. While the spell is in effect, none of the animals will attack each other. While there, the priest may set one small task for the group to perform. When the spell ends, the animals will peacefully disperse to whence they came.
Animal Enmityxe "Animal Enmity" (Enchantment/Charm)
ADVANCE \U 4.25Sphere:  Animal, Charm

Range:  0

Components:  S

Duration:  1 day

Casting Time:  1

Area of Effect:  Creature touched

Saving Throw:  Negates
ADVANCE \U 4.25This spell simply causes the victim to be offensive to animals for the period of one day. Horses will shy or buck, dogs will bark, bulls will charge, birds will aim at them, etc. Note that animals with a close association to the victim won't do anything to hurt the victim; they'll just treat him like you would treat a friend who, for some reason, smelled horrible.
Animal Friendship (Enchantment/Charm) level 1 ranger

Sphere: Animal

Range: 10 yds.


Components: V, S, M

Duration: Permanent


Casting Time: 1 hr.

Area of Effect: 1 animal

Saving Throw: Neg.

By means of this spell, the caster is able to show any animal of animal intelligence to semi-intelligence (i.e., Intelligence 1-4) that he desires friendship. If the animal does not roll a successful saving throw vs. spell immediately when the spell is begun, it stands quietly while the caster finishes the spell. Thereafter, it follows the caster about. The spell functions only if the caster actually wishes to be the animal's friend. If the caster has ulterior motives, the animal always senses them (for example, the caster intends to eat the animal, send it ahead to set off traps, etc.).

The caster can teach the befriended animal three specific tricks or tasks for each point of Intelligence it possesses. Typical tasks are those taught to a dog or similar pet (i.e., they cannot be complex). Training for each such trick must be done over a period of one week, and all must be done within three months of acquiring the creature. During the three-month period, the animal will not harm the caster, but if the creature is left alone for more than a week, it will revert to its natural state and act accordingly.

The caster can use this spell to attract up to 2 Hit Dice of animal(s) per experience level he possesses. This is also the maximum total Hit Dice of the animals that can be attracted and trained at one time: no more than twice the caster's experience level. Only unaligned animals can be attracted, befriended, and trained.


The material components of this spell are the caster's holy symbol and a piece of food liked by the animal.

Animal Healing Ixe "Animal Healing I" (Alteration) level 1 priest
Reversible

ADVANCE \U 4.25Sphere:  Animal, Healing

Range:  10 feet per level

Components:  V, S, M

Duration:  Permanent

Casting Time:  1

Area of Effect:  One animal

Saving Throw:  None

Author:  Kai Rottenbacher <c/o uwagner@orville.zdv.uni‑mainz.de>
ADVANCE \U 4.25This spell simulates the casting of a cure light wounds for a true animal only. This spell does not work for a shapechanger of any kind, even if its natural shape is an animal and its other shape is something else. This spell cures 1d8 hit points of the animal. It even cures critical wounds such as laming or a broken leg. The reverse, animal harm I, requires a touch in combat and deals 1d8 HP of damage. Note: the reverse will almost never be used by a priest with access to the animal sphere  - if it is used, there have to exist some very good reasons  - and if it is used without such reasons, the priest should be prepared to suffer the consequences.

The spell requires an ointment made from healing plants and the holy symbol of the priest. The reverse requires an ointment made from poison ivy and the holy symbol of the priest.
Animal Healing IIxe "Animal Healing II" (Alteration) level 2 priest

Reversible

ADVANCE \U 4.25Sphere:  Animal, Healing

Range:  10 feet per level

Components:  V, S, M

Duration:  Permanent

Casting Time:  3

Area of Effect:  One animal

Saving Throw:  None

This spell simulates the casting of a cure serious wounds for a true animal only. This spell does not work for a shapechanger of any kind, even if its natural shape is an animal and its other shape is something else. This spell cures 2d8+1 hit points of the animal. It even cures critical wounds such as laming or a broken leg. The reverse, animal harm II, requires a touch in combat and deals 2d8+1 HP of damage. Note: the reverse will almost never be used by a priest with access to the animal sphere  -  if it is used, there have to exist some very good reasons  -  and if it is used without such reasons, the priest should be prepared to suffer the consequences.

The spell requires an ointment made from healing plants and the holy symbol of the priest. The reverse requires an ointment made from poison ivy and the holy symbol of the priest.

Animal Healing IIIxe "Animal Healing III" (Alteration) level 3 priest

Reversible
ADVANCE \U 4.25Sphere:  Animal, Healing

Range:  10 feet per level

Components:  V, S, M

Duration:  Permanent

Casting Time:  5

Area of Effect:  One animal

Saving Throw:  None
This spell simulates the casting of a cure critical wounds for a true animal only. This spell does not work for a shapechanger of any kind, even if its natural shape is an animal and its other shape is something else. This spell cures 3d8+3 hit points of the animal. It even cures critical wounds such as laming or a broken leg. The reverse, animal harm III, requires a touch in combat and deals 3d8+3 HP of damage. Note: the reverse will almost never be used by a priest with access to the animal sphere  -  if it is used, there have to exist some very good reasons  -  and if it is used without such reasons, the priest should be prepared to suffer the consequences.

The spell requires an ointment made from healing plants and the holy symbol of the priest. The reverse requires an ointment made from poison ivy and the holy symbol of the priest.

Animal Sensexe "Animal Sense" (Alteration) level 2 priest

ADVANCE \U 4.25Sphere:  Animal

Range:  0

Components:  V, S, M

Duration:  5 rounds per level

Casting Time:  2

Area of Effect:  Creature touched

Saving Throw:  Negates
This spell offers a touched creature a single sense of another creature. This sense must be from any animal. For example, the sense of a bat will give absolute radar power in any circumstances. The creature can understand what it receives by the new sense if it succeeds at an Intelligence check. If it fails, it misinterprets the sensory input. Once a number of 20 Intelligence checks (with a minimum of one check) have succeeded, the creature no longer needs to make any Intelligence checks again for this sense, unless a special situation arises: say you had gained the nose of a bloodhound and followed a trace through a swamp; suddenly you come upon a large patch of aniseed (which is incredible irritating to dog noses), in this case you would have to succeed at an Intelligence check again (normally even with a hefty subtraction).

It is possible to have up to one additional sense per 3 Intelligence points of the recipient creature; for each new sense the Intelligence checks of all senses are reduced by 2 (this simulates the strain on the brain of trying to cope with so many new sensory inputs).

The material components are the holy symbol of the priest and a tiny bit from the animal from which you desire to gain the sense.

Animal Spy (Enchantment) level 3 ranger

Sphere: 

Range: 25’ + 5’/level

Component: V,S,M

Duration: 1 day/ level

Casting Time: 1 action

Area of Effect: 1 tiny animal

Saving Throw: none
While Dwarves insist that the birds are intelligent in their own right, some scholars believe that the so-called sentry crows that warned of King Virduk’s approach to Iron Tooth Pass were under the influence of this spell, which compelled the birds to stand watch and take news of any threat back to the dwarves.

Spell effect: Similar to the spell animal messenger, this spell allows for more complicated instructions to be given to any tiny animal.  Whereas in Animal Messenger the animal can be instructed only to go to a certain location, this spell allows for up to 3 steps of instructions to be mentally impressed upon the animal.  The normal use if for the animal to: 1) go to a place, 2) wait for something to happen, and then 3) return to some place (usually the ranger).  

Material Component:  A morsel of food that the animal likes.

Animal Tracksxe "Animal Tracks" (Alteration, Enchantment)
ADVANCE \U 4.25Sphere:  Animal

Range:  0

Components:  V, S, M

Duration:  3 turns + 1 turn per level

Casting Time:  2 rounds

Area of Effect:  The caster

Saving Throw:  None
This spell causes the priest to leave tracks and scents as the animal specified during casting. The tracks have traces of magic for 3 turns, after which they are indistinguishable from normal tracks. Only non‑mythical creatures can be impersonated. A holly berry and some fur from the animal to be impersonated are needed to cast this spell.
Animate Woodxe "Animate Wood" (Alteration) level 2 priest

ADVANCE \U 4.25Sphere:  Plant

Range:  0

Components:  V, S, M

Duration:  1 round

Casting Time:  1

Area of Effect:  Special

Saving Throw:  None
This spell allows the priest to bend wood to his will, making it supple and flowing, altering the shape of the wood permanently (though the form created must bear some semblance to the original form of the wood). A living tree may be animated at five feet (height) per level. Dead wood may be animated at a rate of two arrow shafts per level. The wood may be made to grasp, entangle, or attack as club. The material component of this spell is a supple twig.

Aura of Naturexe "Aura of Nature" (Abjuration, Alteration) level 3 priest

ADVANCE \U 4.25Sphere:  Plant

Range:  0

Components:  V, S, M

Duration:  1 round per level

Casting Time:  1

Area of Effect:  1d12 HD of undead per level

Saving Throw:  Special
When this spell is cast, it surrounds the druid with an overwhelming aura of life. This aura is comforting to woodland creatures (+25% on reaction rolls) for it is the sensation of life which puts the animals at ease with the druid.

This, however, is not the principal purpose for the spell. Its primary use is to turn undead. Undead creatures find this sensation emanating from the druid's aura very distasteful. When undead encounter this sensation, they are usually repulsed. This occurs if the druid succeeds in turning undead as a priest does. If the die roll to "turn undead" does not succeed, the undead are not repulsed.

The druid's level is the level used to determine the effect of the turning. This is only the case if the druid is in natural surroundings (such as forest, underground caverns and caves, or plains etc.). If the druid is in his own consecrated grove, then he gets a +4 modifier to the die roll to turn undead and in addition is allowed to turn twice the normal number of undead.

If the druid is in an unnatural surrounding (such as buildings or the astral and ethereal planes of existence) then he turns undead as a priest two levels lower than his current level. This is because the influence of nature is reduced in these surroundings (note: in some man‑made surroundings there may not be a reduction because of the circumstances  - a man‑made garden for example). The material component of this spell is a freshly cut twig of mistletoe.

Bane of the Forge (Transmutation) Level: Drd 2. Rgr 3

Components: V, S, OF

Casting Time: I action
Range: Touch

Target One weapon

Duration; 1 round/level
Saving Throw: Will negates (object)

Spell Resistance: Yes (object)
Spell Effect: This spell enchants a nonmetal weapon such as a cudgel or stone spear so that it ignores metal armor and other protections made of metal. Any portion of a target's AC that derives from metal armor is ignored, though magical bonuses still apply. Non-metal armor protects targets normally. If attacking a metal object, the enchanted weapon ignores the object's hardness rating,
Bird Callxe "Bird Call" (Conjuration/Summoning) level 1 priest

ADVANCE \U 4.25Sphere:  Animal, Summoning

Components:  V, S

Casting Time:  1 round

Range:  0

Duration:  1 round per level

Area of Effect:  120‑yard + 10‑yard per level radius

Saving Throw:  None

Author:  Teh S. Cheng <tsc0265@rigel.tamu.edu>
ADVANCE \U 4.25This spell allows the priest to call all birds within the spell effect. The birds will converge upon the priest within 1d3 rounds. While the spell is in effect, none of the birds will attack each other. While there, the priest may set one small task for the group to perform. When the spell ends, the birds will peacefully disperse to whence they came.

Barkskin (Alteration) level 2 priest

Sphere: Protection, Plant

Range: Touch


Components: V, S, M

Duration: 4 rds. + 1 rd./level
Casting Time: 5

Area of Effect: 1 creature
Saving Throw: None

When a priest casts the barkskin spell upon a creature, its skin becomes as tough as bark, increasing its base Armor Class to AC 6, plus 1 AC for every four levels of the priest: Armor Class 5 at 4th level, Armor Class 4 at 8th, and so on. This spell does not function in combination with normal armor or any magical protection. In addition, saving throw rolls vs. all attack forms except magic gain a +1 bonus. This spell can be placed on the caster or on any other creature he touches.

In addition to his holy symbol, the caster must have a handful of bark from an oak as the material component for the spell.

Bed Bug Bites

Sleeping target is covered with itchy bites that penalize all rolls for the next day.

Conjuration (Creation)

Level:Brd 2,Clr 2,Drd 1,Rgr 1,Sor/Wiz 2

Components:5,M

Casting Time:1 full round

Range:Touch

Target One creature

Duration:Instantaneous

Saving Throw:Special (see below)

Spell Resistance:Yes

Description

Said to have first been researched and designed by Hashan of the Scaled, this spell is most often used as a mildly malicious practical joke, such as on a bridegroom the night before his wedding.  When cast on a general the night before a great battle, however, this spell could conceivably change the course of history.  It is a favorite among followers of Enkili's trickster aspect.

Spell Effect

Bed bug bites covers a single sleeping target head to toe in itchy insect bites, causing a -1 penalty to all of the target's rolls for the entire following day.  The bites disappear after one full day.  There is no saving throw, but since the spell requires the caster to touch a sleeping target, the GM may determine that the target receives a Reflex save in order to wake up and detect the caster.

Material Component: A single small biting insect or arthropod such as a flea, mosquito, or spider.  This spell does not harm the insect in any way, though the same insect cannot be used more than once.

Bird Callxe "Bird Call" (Conjuration/Summoning) level 1 priest

ADVANCE \U 4.25Sphere:  Animal, Summoning

Range:  0

Components:  V, S

Duration:  1 round per level

Casting Time:  1 round

Area of Effect:  120‑yard + 10‑yard per level radius

Saving Throw:  None
ADVANCE \U 4.25This spell allows the priest to call all birds within the spell effect. The birds will converge upon the priest within 1d3 rounds. While the spell is in effect, none of the birds will attack each other. While there, the priest may set one small task for the group to perform. When the spell ends, the birds will peacefully disperse to whence they came.
Bladethirst

Weapon touched cuts or pierces deeper, inflicting more damage.

Transmutation

Levd:Rgr2,Sor/Wi7l

Components:V.S,F

Casting Time:I action

Range:Touch

Target:Weapon touched

Duration:1 minute/level

Saving Throw:None

Spell Resistance:No

Description

Bladethirst is originally believed to have been developed by halfling wizards, or the spellcasters of another small race seeking to compensate for the fact that the its weapons did not inflict the same harm as those used by bigger folk.  Since then, its use has spread among Calastian battle-mages and the rangers of the Veshan Vigils.

Spell Effect

This spell may only be cast on stashing or piercing weapons, causing them to bite deeper into an opponent's  flesh.  This effectively raises the weapon's damage die by one size for the duration of the spell.  Thus a dagger that normally inflicts Id4 points of damage would inflict d16,while a greatsword would inflict 2d8 points of damage instead of its regular 2d6.A weapon that inflicts d12 damage will inflict d20 when affected by this spell.

Focus:  The weapon.

Call Animal Companion

Sends message to animal companion.

Evocation

Level:Ord 1

Components:5,DF

Casting Time:1 action

Range:Long (400 ft.140 ft./ievel)

Target:One animal

Duration:Instantaneous

Saving Throw:None

Spdl Resistance:No

Description

Sometimes a druid and her animal companion become separated. Using this spell, the druid can maintain basic communication with her animal companion over a considerable distance and call for aid should she need it.

Spell Effect

By casting this spell, a druid can transmit a silent, one-word message to an animal companion.

The spell does not require line of sight.  If the message is the command "come," the animal gains an intrinsic knowledge of the caster's location at the time of casting.  Only an animal bonded to the caster by animal friendship can be targeted.

Call Aquatic Animals (Conjuration) level 2 ranger

Components: V, S, DF

Casting Time: 1 full round

Range: 25’ +5’/ lvl

Effect: Summoned creatures

Duration: 1 round/ lvl

Saving Throw: none
This spell calls 1 or more aquatic animal to attack your enemies.  It appears where you designate and acts immediately on your turn.  The called animal must be summoned in a body of water large enough to hold it.  

Chameleon Skin  (Illusion) level 1 ranger

Components: S,F (a swallowed lizard’s tail)

Casting Time: 1 action

Range: Personal

Target: caster

Duration: 1 hour/ level
Spell Effect: Adds +1/caster level (max +10) to any hide roll for the duration.  The spell alters the caster’s appearance, including his equipment, such that he blends into whatever background sits behind him.

Champion Swimmer (Transmutation) Level: Clr 1, Drd 1, Rgr 1, Travel I, Water 1
Components: V, M (A fish bone)
Casting Time: 1 action

Range: Touch

Target, Effect or Area; Creature touched

Duration: 5 rounds/1 eve I

Saving Throw: None

Spell Resistance: Yes (harmless)
Spell Effect: The subject of this spell gains a +15 competence bonus to all Swim checks and may hold his breath for twice as long as specified in the DMG (see Chapter 3, sidebar: "The Drowning Rule").
Charm Person or Mammal (Enchantment/Charm) level 2 priest

Sphere: Animal

Range: 80 yds.



Components: V, S

Duration: Special



Casting Time: 5

Area of Effect: 1 person or mammal

Saving Throw: Neg.

This spell affects any single person or mammal it is cast upon. The creature then regards the caster as a trusted friend and ally to be heeded and protected. The term person includes any bipedal human, demihuman or humanoid of man size or smaller, including brownies, dryads, dwarves, elves, gnolls, gnomes, goblins, half-elves, halflings, half-orcs, hobgoblins, humans, kobolds, lizard men, nixies, orcs, pixies, sprites, troglodytes, and others. Thus, a 10th-level fighter is included, while an ogre is not.

The spell does not enable the caster to control the charmed creature as if it were an automaton, but any word or action of the caster is viewed in the most favorable way. Thus, a charmed creature would not obey a suicide command, but might believe the caster if assured that the only chance to save the caster's life is for the creature to hold back an onrushing red dragon for "just a minute or two" and if the charmed creature's view of the situation suggests that this course of action still allows a reasonable chance of survival.

The subject's attitudes and priorities are changed with respect to the caster, but basic personality and alignment are not. A request that a victim make itself defenseless, give up a valued item, or even use a charge from a valued item (especially against former associates or allies) might allow an immediate saving throw to see if the charm is thrown off. Likewise, a charmed creature does not necessarily reveal everything it knows or draw maps of entire areas. Any request may be refused, if such refusal is in character and does not directly harm the caster. The victim's regard for the caster does not necessarily extend to the caster's friends or allies. The victim does not react well to the charmer's allies making suggestions such as, "Ask him this question. . .," nor does the charmed creature put up with verbal or physical abuse from the charmer's associates, if this is out of character.

Note also that the spell does not empower the caster with linguistic capabilities beyond those he normally has. The duration of the spell is a function of the charmed creature's Intelligence, and it is tied to the saving throw. A successful saving throw breaks the spell. This saving throw is checked on a periodic basis according to the creature's Intelligence, even if the caster has not overly strained the relationship.


Intelligence Score
Period Between Checks

3 or less

3 months


4-6


2 months


7-9


1 month


10-12

3 weeks


13-14

2 weeks


15-16

1 week


17


3 days


18


2 days


19 or more

1 day


If the caster harms, or attempts to harm, the charmed creature by some overt action, or if a dispel magic spell is successfully cast upon the charmed creature, the charm is broken automatically.


If the subject of the charm person/charm mammal spell successfully rolls its saving throw vs. the spell, the effect is negated.

This spell, if used in conjunction with the animal friendship spell, can keep the animal near the caster's home base, if the caster must leave for an extended period.

Chill/Warmth  (Transmutation) Level 1 ranger
Range: touch

Components: V

Casting Time: 1 action

Target: one object or creature

Duration: Special

Saving Throw: Willpower negates
Spell Effect: The caster simply touches an object (or creature) while intoning Chill/Warmth.  The object’s temperature slowly rises or falls, at the caster’s discretion, by a maximum of one degree per minute.  The caster must determine upon casting weather to cool or warm an object; once decided the temperature change remains constant, stopping when the caster arrives at the desired temperature or after 10 minutes.  Paper will not burst into flame nor toes freeze.


The object casted upon remains that temperature for a full hour unless subjected to an extreme change: i.e. thrown into a fire.  The spell ends sooner if the caster wishes it.


A character with access to Chill/Warmth gains a =4 circumstance bonus to Wilderness Lore checks relating to survival in hostile climes by using the spell.

Circle of Sounds  (Divination) level 2 ranger

Range: touch

Components: V,S,M

Casting Time: 1 action

Target: 1 creature

Duration: 10 minutes/level

Saving throw: Will negate
Spell Effect: All the creatures touched by this spell may henceforth communicate with one another in the language of the fauna native to the area. Their shouts will be heard as bird cries.  Their conversation will be heard as the chattering of squirrels.  No one but those touched during the casting will be able to desipher what’s being said without the use of speak with animals or tongues.  The voices of those effected will not carry any farther than their normal voices, but they can shout to on another even in a forest of enemies and stand little chance of raising suspicions of others nearby.  Anyone affected by the spell may choose to use their normal voice instead of animal sounds.  Material components: something like a feather, scat or bone from a nearby an indigenous animal.

Cleanxe "Clean" (Alteration)  level 1 priest

ADVANCE \U 4.25Sphere:  All

Range:  0

Components:  V, S, M

Duration:  Permanent

Casting Time:  2

Area of Effect:  Special

Saving Throw:  None
Upon casting this spell, the priest effectively cleans one person, animal, or object per level of experience. If cast upon a person or mount, it cleans the being plus any personal belongings it has on it. Alternatively, it can be cast on a 10‑foot cube area. This spell affects dirt, grease, paint, sweat, etc., but can be controlled so it doesn't remove something that is permanent, such as oil in boots or paint on a shield. This spell is useful for a party that is on the road for weeks without a chance to bathe. It can also be used to negate the effects of some spells. These spells would include colour spray, grease, etc. The material component of this spell is a piece of soap.

Curse of the Firefly Transmutation [Light] Level:Clr2,Drd2,Rgr1

Components: V,S, Of

Casting Time: 1 action

Range: Close (25 ft. + 5 FtV2 levels)

Target: One creature
Duration: 10 minutes/level

Saving Throw: Fortitude negates

Spell Resistance: Yes
Spell Effect

The target glows with a bright yellow-green light, providing a + 10 circumstance bonus to all Spot checks against the creature.  The effect is equivalent to a light spell. The effect can be reduced by throwing on a cloak, a cloth, or more clothing. A cloak or other body-covering garment reduces the bonus to +3, while improvised coverings (random cloth, branches, dirt) reduce the effect by Id6.
Decompose (Necromancy) Levd: Drd 2, Rgr 2

Components: V, S, M, XP (A fine powder made of dried seeds)
Casting Time: 1 action

Range: Touch

Target: Creature touched

Duration: Instantaneous

Saving Throw: Fortitude partial

Spell Resistance: Yes
Spell Effect: Non-animated corpses that are touched by the caster are instantly turned into a fine dust.  The corpse can then no longer be magically animated or otherwise become undead. Thus, such spells as animate dead, control undead, create greater undead, and raise dead have no effect upon a corpse affected by decompose. Decompose does not interfere with resurrection. A non-animated corpse gets no saving throw. The spell has no effect on living matter. If the spell is cast upon a skeleton, zombie, ghoul, or any other corpse that has been raised as undead, the target must make a Fortitude save. If it fails, it is instantly turned into dust, as detailed above. If it succeeds, it suffers Id4+l/level (maximum +10) points of damage. If the spell inflicts enough damage to destroy the undead corpse, the corpse turns to a fine dust and can no longer be animated or raised again as detailed above. If the spell does not inflict enough damage to destroy the undead corpse, the spell has no further effect. 

XP Cost: 50 XP.
Detect Shapechangers (Divination) Level: Clrl,Rgrl,Sor/Wiz1

Components: V, S, M/DF (A sprig of wolfsbane)
Casting Time: 1 action

Range: 60 ft.

Area: Quarter circle emanating from you to the extreme of the range

Duration: Concentration, up to 10 minutes/

Saving Throw: None

Spell Resistance: No
Spell Effect: The caster can sense the presence of creatures with the shapechanger type (see MM, Introduction) regardless of their current form. This spell has the added benefit of detecting other creatures in the spell's area that are currently using spells or other abilities to assume a form other than their natural form. The amount of information gained depends on how long the caster studies a particular area or subject.  1st round: Presence or absence of shapechangers or form-altered creatures.  2nd round: Number of shapechangers and number of form-altered creatures in the area, and the exact location and power level (see chart below) of the strongest (highest CR) of the total creatures.  3rd round: The location and power level for each shapechanger and form-altered creature in the spell's area. If a creature is outside the caster's line of sight but within the spell's area, then the direction but not exact distance is determined.
Power Level rolls

0-3 Dim

4-6 Faint

7-9 Moderate

10-13 Strong

13+ Overwhelming

Note: Each round, you can turn to detect creatures in a new area. The spell can penetrate barriers, but 1 foot of stone, 1 inch of common metal, a thin sheet of lead, and 3 feet of wood or dirt blocks it.

Dowsing (Divination) level 1 ranger

Components: S,M a forked stick

Casting Time: 1 full round

Range: personal

Duration: concentration

Saving Throw: none
Effect: The cantrip has 2 forms.  First, it can detect the nearest potable water on the surface, if it lies within Longrange (400ft + 40ft/lvl).  The caster can also search for subterranean water within Close rage (25ft + 5ft/lvl).  The caster holds the fork of a stick in his two hands.  The stick twists to point at the nearest water within the spell’s range (assuming that there is any water at all).  The cantrip lasts as long as the caster concentrates upon maintaining the spell.

Ears of the Wolf  (Transmutation) Level: Druid 2, Rgr 1
Components: V, S,

Casting Time: 1 action

Range: Personal

Target: Self only

Duration: I round /I eve I

Saving Throw: Will negates

Spell Resistance: Yes (harmless)
Spell Effect: This spell adds a +1 insight bonus per level to the caster's Listen checks, up to a maximum of +20.
Earthen Screen  (Transmutation) Level: Brd S, Drd 3, Rgr 2

Components: V, S, M/DF (A small bit of soft clay)
Casting Time: I Full round

Range: Close (25 ft. * 5 ft./2 level)

Effect: Wall, 6 in. thick, S Ft. wide, 2 Ft. high

Duration; 1 round/level (D)

Saving Throw; None

Spell Resistance: No
Spell Effect: This spell can be cast on any wood or earthen surface and causes a section of ground to reshape itself into a low wall, 6 inches thick, 5 feet wide, and 2 feet high.  This is enough to provide one quarter cover to a Medium-size creature, one-half cover to a Small creature, or full cover for creatures of size Tiny or smaller (see PHB, Chapters, "Combat Modifiers," Table 8-9: Cover). The earth screen provides cover only against foes on the opposite side of the wall.  Any attacks against the screen itself automatically hit and can cause it damage. The screen is considered to be a construct with respect to its immunities. Regardless of the terrain from which it was formed, the screen has hardness equal to one-half the caster's level and a number of hit points equal to half the caster's current hit points. If the screen is reduced to zero hit points or is targeted by a spell that reshapes or destroys earth or stone (such as a transmute rock to mud or a stone shape), the spell ends immediately. The screen returns to its natural state when it is destroyed or when the spell ends. 
Enhanced Senses  (Transmutation) Level: Clr 4.Drd 3, Rgr 3, Sor/Wiz 4
Components: V, S, M/DF (A piece of dried carrot, a pinch of pepper and a small amount of bat guano)
Casting Time: 1 action

Range: Touch

Target: Creature touched

Duration: 1 hour/ level

Saving Throw: None

Spell Resistance: Yes (harmless)
Spell Effect: The spell's recipient gains darkvision of 120 ft. and a +10 competence bonus to Listen, Search, and Spot checks. Furthermore, she gains the Scent ability (see MM, Introduction, "Special Qualities").
Entangle (Alteration)  level 1 priest

Sphere: Plant

Range: 80 yds.


Components: V, S, M

Duration: 1 turn


Casting Time: 4

Area of Effect: 40-ft. cube

Saving Throw: ½

By means of this spell, the caster is able to cause plants in the area of effect to entangle creatures within the area. The grasses, weeds, bushes, and even trees wrap, twist, and entwine about the creatures, holding them fast for the duration of the spell. Any creature entering the area is subject to this effect. A creature that rolls a successful saving throw vs. spell can escape the area, moving at only 10 feet per round until out of the area. Exceptionally large (gargantuan) or strong creatures may suffer little or no distress from this spell, at the DM's option, based on the strength of the entangling plants.

The material component is the caster's holy symbol.

Exacting Shot (Transmutation) Level: Rgr 1
Components: V, S
Casting Time: 1 action
Range: Touch
Target: Ranged weapon touched
Duration: 1 minute/level
Saving Throw: None
Spell Resistance: No
This transmutation makes a ranged (projectile) weapon strike true against the caster's favored enemies. All critical rolls against favored enemies automatically succeed, so every threat is a critical hit. The affected weapon also negates any miss chance due to concealment whenever the caster fires at a favored enemy (unless it has total concealment, in which case the normal miss chance applies). If the ranged weapon or the projectile fired has any magical effect or property related to critical hits, this spell has no effect.

Fearful Screechxe "Fearful Screech" (Enchantment/Charm) level 3 priest

ADVANCE \U 4.25Sphere:  Animal

Range:  0

Components:  V, S

Duration:  2 rounds per level

Casting Time:  2

Area of Effect:  60‑foot cube, centered on the priestess

Saving Throw:  Negates
The priestess initiates the spell by lifting her head, putting her hands in the air and screeching. This screeching causes all those in a 60‑foot cube to be affected. Those affected must make a saving throw versus spell or flee in terror for the duration of the spell (those who have seen or heard this before may save at +2). This spell will also draw any bats to the priestess in a 1‑mile radius. The bats will be friendly to the priestess but communication is not guaranteed. Those who are deaf are immune to this spell.

Foebane (Evocation) Level 4 ranger
Components: V, S
Casting Time: 1 action
Range: Touch
Target: Weapon touched
Duration: 1 round/level
Saving Throw: None
Spell Resistance: No

This spell imbues one of the caster's weapons with great killing power against a single favored enemy type. Against creatures of that type, the weapon acts as a +5 magic weapon and deals +2d6 points of bonus damage. Furthermore, while the caster wields the weapon, he or she gains a +4 resistance bonus to saving throws against effects created by creatures of that type.The spell is automatically canceled 1 round after the weapon leaves the caster's hand for any reason. The caster cannot have more than one foebane weapon at a time.If this spell is cast on a magic weapon, the powers of the spell supersede any that the weapon normally has, rendering the normal enhancement bonus and powers of the weapon inoperative for the duration of the spell. This spell is not cumulative with exacting shot or any other spell that might modify the weapon in any way. This spell does not work on artifacts.Note: A masterwork weapon's bonus to attack does not stack with an enhancement bonus to attack.

Form of the Beastxe "Form of the Beast" (Alteration) level 3 priest

ADVANCE \U 4.25Sphere:  Animal

Range:  0

Components:  V, S, M

Duration:  Special

Casting Time:  1 round

Area of Effect:  The caster

Saving Throw:  None
The caster and all his possessions shapechange into a giant beast when this spell is cast. The caster can't cast any spells when in beastform, but can end the spell at will. The spell will also end after 24 hours have passed. Each deity has its own beastform, with its own characteristics  -  according to the deity's symbol, portfolio, and history. As an example, an indication of how the giant beast form of Set could look like is given.

Giant Set Beast (Jackal)

Hit points: the caster's own hit points

THAC0: 20-1 per 4½ HP of the caster

Armour Class: 6

Move: 20

# attacks: 3

Damage per attack: 1d4/1d4/1d8

Gnat Swarmxe "Gnat Swarm" (Conjuration/Summoning) level 1 priest

ADVANCE \U 4.25Sphere:  Animal, Summoning

Range:  Sight

Components:  S, M

Duration:  1d4+1 rounds

Casting Time:  1

Area of Effect:  One creature

Saving Throw:  None
The priest can summon a swarm of gnats to bother and harass the victim for the duration of the spell.  For example: a man is stalking Bob‑the‑wonder‑druid through the forest. The fellow gets closer than Bob would like, and, unless he acts fast, is liable to get spotted (a situation he'd like to avoid). The man has a 30% chance to spot Bob normally, but with the swarming gnats, his attention is elsewhere, so his chances are cut to 15%. The material component for this spell is a dead gnat.  

Goodberry (Alteration, Evocation) level 2 priest

Reversible

Sphere: Plant

Range: Touch


Components: V, S, M

Duration: 1 day + 1 day/level

Casting Time: 1 rd.

Area of Effect: 2d4 fresh berries

Saving Throw: None

Casting a goodberry spell upon a handful of freshly picked berries makes 2d4 of them magical. The caster (as well as any other caster of the same faith and 3rd or higher level) can immediately discern which berries are affected. A detect magic spell discovers this also. Berries with the magic either enable a hungry creature of approximately man size to eat one and be as well-nourished as if a full normal meal were eaten, or else cure 1 point of physical damage from wounds or other similar causes, subject to a maximum of 8 points of such curing in any 24-hour period.

The reverse of the spell, badberry, causes 2d4 rotten berries to appear wholesome, but each actually delivers 1 point of poison damage (no saving throw) if ingested.


The material component of the spell is the caster's holy symbol passed over the freshly picked, edible berries to be enspelled (blueberries, blackberries, raspberries, currants, gooseberries, etc.).

Growxe "Grow" (Alteration) level 1 priest

ADVANCE \U 4.25Sphere:  Plant

Range:  0

Components:  V, S, M

Duration:  Permanent

Casting Time:  2 rounds

Area of Effect:  Plant touched

Saving Throw:  None
The priest can cause a single plant to show a week's worth of growth in one day. This spell can be cast at most once per day per plant. The material component for this spell is some fertiliser or humus, and some water, to be given to the plant (the components are not consumed by the spell, but they are by the plant). If the priest wishes to continually cast this spell, then he should be prepared to furnish additional fertiliser and water to sustain the plant.

Higley's Growing Arrowxe "Higley's Growing Arrow" (Enchantment) level 3 priest

ADVANCE \U 4.25Sphere:  Plant

Range:  0

Components:  V, S, M

Duration:  Special

Casting Time:  6

Area of Effect:  One arrow per level

Saving Throw:  Special
By means of this blessing the priest causes one arrow to be enchanted as follows. When the arrow hits, it starts growing inside the victim for 3 round causing 1d4+1 points of damage, 2d4+2 points of damage, and finally 3d4+3 points of damage. Save versus death magic to remove the arrow, suffering 1d4-1 damage (may be zero). The priest must touch the arrow immediately before being shot and the arrow is destroyed after begin shot, whether or not it hits.

This spell will not affect magic arrows or crossbow bolts but will work with a magic bow. The priest needs his holy symbol for the blessing.

The material component for this spell is a body part of a natural enemy of the normal version of the giant beast the caster wishes to shapechange into.

Heal Animal Companion Conjuration (Healing) Level: Drd 5, Rgr 3
Components: V, S
Casting Time: 1 action
Range: Touch
Target: Caster's animal companion touched
Duration: Instantaneous
Saving Throw: None
Spell Resistance: Yes (harmless)

Heal animal companion enables the caster to wipe away disease and injury in one of his or her own animal companions (gained via class feature or the animal friendship spell). It completely cures all diseases, blindness, or deafness of the animal companion, cures all points of damage suffered due to wounds or injury, and repairs temporary ability damage. It cures mental disorders caused by spells or injury to the brain.

Heal animal companion does not remove negative levels, restore drained levels, or restore drained ability scores.
Hold Animal  (Enchantment/Charm) level 3 priest

Sphere: Animal

Range: 80 yds.



Components: V, S

Duration: 2 rds./level



Casting Time: 6

Area of Effect: 1-4 animals in 40-ft. cube
Saving Throw: Neg.

By means of this spell, the caster holds one to four animals rigid. Animals affected are normal or giant-sized mammals, birds, or reptiles, but not monsters such as centaurs, gorgons, harpies, naga, etc. Apes, bears, crocodiles, dogs, eagles, foxes, giant beavers, and similar animals are subject to this spell. The hold lasts for two rounds per caster level. The caster decides how many animals can be affected, but the greater the number, the better chance each has to successfully save against the spell. Each animal gets a saving throw: If only one is the subject of the spell, it has a penalty of -4 on its roll; if two are subject, each receives a penalty of -2 on its roll; if three are subject, each receives a penalty of -1 on its roll; and if four are subject, each gets an unmodified saving throw.

A maximum body weight of 400 pounds (100 pounds for non-mammals) per animal per caster level can be affected--for example, an 8th-level caster can affect up to four 3,200-pound mammals or a like number of 800-pound non-mammals, such as birds or reptiles.

Hunter’s Stalk (Illusion) level 2 ranger

Components: V, DF

Casting Time: 1 action

Range: touch

Target: one creature or caster

Duration: 1 minute/level

Saving Throw: Willpower negates

Spell Resistance: yes but harmless
Spell Effect: The target becomes nearly invisible in rustic surroundings and almost completely silent.  In addition, the target’s natural scent is obscured.  Target becomes nearly impossible to detect by nonmagical means at a range greater than 30ft and grants a bonus of +5 to Move Silently checks.  If the target attacks another creature, the spell ends prematurely.

Invisibility to Animals (Alteration) level 1 priest

Sphere: Animal

Range: Touch



Components: S, M

Duration: 1 turn + 1 rd./level

Casting Time: 4

Area of Effect: 1 creature/level
Saving Throw: None

When an invisibility to animals spell is cast, the creature touched becomes totally undetectable by normal animals with Intelligences under 6. Normal animals includes giant-sized varieties, but it excludes any with magical abilities or powers. The enchanted individual is able to walk among such animals or pass through them as if he did not exist. For example, this individual could stand before the hungriest of lions or a tyrannosaurus rex and not be molested or even noticed. However, a nightmare, hell hound, or winter wolf would certainly be aware of the individual. For every level the caster has achieved, one creature can be rendered invisible. Any recipient attacking while this spell is in effect ends the spell immediately (for himself only).

The material component of this spell is holly rubbed over the recipient.

Keshmeeri Refuge  (Abjuration) Level: Clr 4, Drd 2, Protection 2, Rgr 3, Sor/Wiz 2

Components: V, S, M (A pinch of desert sand)
Casting Time: 1 action

Rang*: Touch

Target: Creature touched

Duration: 24 hours

Saving Throw: None

Spell Resistance: No
Spell Effect: Keshmeeri refuge surrounds the target with an aura that maintains a constant temperature of 70 degrees Fahrenheit and protects him from both the blazing heat of the day and the freezing cold of the night. It also shields the user from the effects of exposure to sun and wind, though it will not protect him from objects propelled by the wind such as the sand blown by a sandstorm.
Liliandel’s Flurry (Creation) level 2 ranger

Components: V, S, DF

Casting Time: 1 action

Range: Close (25ft + 5ft/2 levels)

Duration: 1 hour/level or until fired

Saving Throw: none
Spell Effect: This spell enchants a single arrow.  When fired from any bow (not necessarily by the caster), 2 magical arrows appear beside it in flight.  This allows the attacker to make 3 separate attack rolls on the target of the original arrow.  After inflicting their damage, all arrows are consumed by the spell.

Locate Animals or Plants (Divination) level 1 priest

Sphere: Divination (Animal, Plant)

Range: 100 yds. + 20 yds./level

Components: V, S, M

Duration: 1 rd./level



Casting Time: 1 rd.

Area of Effect: 20 yds./level x 20 ft.

Saving Throw: None

The caster can find the direction and distance of any one type of animal or plant he desires. The caster, facing in a direction, thinks of the animal or plant, and then knows if any such animal or plant is within range. If so, the exact distance and approximate number present is learned. During each round of the spell's duration, the caster can face in only one direction (i.e., only a 20-foot-wide path can be known). The spell lasts one round per level of experience of the caster, while the length of the path is 100 yards plus 20 yards per level of experience. (At the DM's option, some casters may be able to locate only those animals [or plants] associated closely with their own mythos.)

While the exact chance of locating a specific type of animal or plant depends on the details and circumstances of the locale, the general frequency of the subject can be used as a guideline: common = 50%, uncommon = 30%, rare = 15%, and very rare = 5%. Most herbs grow in temperate regions, while most spices grow in tropical regions. Most plants sought as spell components or for magical research are rare or very rare. The results of this spell are always determined by the DM.

The material component is the caster's holy symbol.

Locate Oasis Divination Level: Brd 1, Clr 2, Drd 1, Rgr 1, Sor/Wiz I

Components: V, S. M (A date pit covered with sand)
Casting Time: I full round

Range: 5,000 ft. + 500 FtVlevel

Area: Circle, centered on caster, with a radius of 5,000 ft. * 500 Ft/level

Duration: 1 minute/level

Saving Throw: None

Spell Resistance: No
Spell Effect: This spell is similar to locate object, but specifically tailored for determining the location of oases.  When the spell is cast, the caster receives a mental image of any oases in the area of the spell's effect as well as their general direction and distance. The caster can move normally while maintaining concentration on this spell.

Locate Water (Divination) Level: Brd 1. Clr 1, Drd 1, Rgr I, Sor/Wiz I

Components: V, S, M (A pinch of dried desert sage)
Casting Time: 1 Full round

Range: Long (400 ft. + 40 ft/level)
Area: Circle, centered on caster, with a radius of 400 Ft. + 40 Ft/level, down to a depth of 40 ft. * 4 ft./level

Duration: 10 minutes/ level

Saving Throw: None

Spell Resistance: No
Spell Effect: This spell is similar to locate object, but specifically modified to aid in determining the location of water sources. When the spell is cast, the caster receives a mental image of any fresh or salt water sources within the spell's area of effect as well as their general direction and distance. He can distinguish between both types of water and can move normally while maintaining concentration on the spell. The spell also allows the caster to detect water that is underground, though at a lesser distance.
Lure  Enchantment (Compulsion) Level: Brd 4. Drd 2, Rgr 3, Sor/Wiz 3

Components: V, S, M, (A small mundane item)
Casting Time: 1 action

Range: Close (25 ft. * 5 ft./2 levels)

Target: Person who sees it first (see below)

Duration: 1 round/ level

Saving Throw: Will negates

Spell Resistance: No
Spell Effect: When this enchantment is placed upon a mundane item, the first person who sees it must make a Will save. Failure makes the victim experience an overwhelming desire to posses the enchanted item, causing him to move immediately toward it, ignoring all dangers. While under the influence of this spell, the victim is considered flat-footed and fights at a -4 attack penalty.
Mass Spoilage Preventionxe "Mass Spoilage Prevention" (Abjuration, Alteration) level 3 priest

ADVANCE \U 4.25Sphere:  Plant, Protection, Wards

Range:  10 feet per level

Components:  V, S, M

Duration:  2 years per level

Casting Time:  1 turn

Area of Effect:  3 cubic yards per level

Saving Throw:  None
This spell has the same effect as prevent spoilage, but in a much larger area of effect with an increased duration. In addition to that it also prevents food from being spoiled even if it is dropped into a sewer  -  if it is washed or rubbed off even slightly, the filth will be removed and the food will be as good as it had been at the day of the spell casting. Obviously, if it is cast on already rotten food, it will not change its quality into good, but it will prevent further decomposition. Both prevent spoilage spells may be applied to easily decaying plant (or even mineral) poisons  -  if they are treated with this spell they will be untarnished by time. Once this spell runs out, the previously protected material will start to decay at its normal pace again.

The material components are the holy symbol of the priest and a piece of a grain storage sack which has somehow survived over one hundred years without magical prevention of its decomposition.

Messenger (Enchantment/Charm) level 2 priest
Sphere: Animal

Range: 20 yds./level


Components: V, S

Duration: 1 day/level


Casting Time: 1 rd.

Area of Effect: 1 creature

Saving Throw: Neg.


This spell enables the priest to call upon a tiny (size T) creature of at least animal intelligence to act as his messenger. The spell does not affect giant animals and it does not work on creatures of low (i.e., 5) Intelligence or higher. If the creature is within range, the priest, using some type of food desirable to the animal as a lure, can call the animal to come. The animal is allowed a saving throw vs. spell. If the saving throw is failed, the animal advances toward the priest and awaits his bidding. The priest can communicate with the animal in a crude fashion, telling it to go to a certain place, but directions must be simple. The spellcaster can attach some small item or note to the animal. If so instructed, the animal will then wait at that location until the duration of the spell expires. (Note that unless the intended recipient of a message is expecting a messenger in the form of a small animal or bird, the carrier may be ignored.) When the spell's duration expires, the animal or bird returns to its normal activities. The intended recipient of a message gains no communication ability.

Nose of the Rat (Transmutation) Level: Animal 1, Ord 1, Rgr 1, Sor/Wiz 2

Components: V. 5. M (Rat droppings and a small quantity of grain)

Casting Time: 1 full round

Range: Touch

Target, Effect or Area: Creature touched

Duration: 1 hour/level

Saving Throw: None

Spell Resistance: No
Spell Effect: The subject of this spell gains the Scent feat (described in the MM, "Special Qualities"). This ability allows the subject to detect approaching enemies, sniff out hidden foes, and track by sense of smell. The subject can identify familiar odors just as humans do familiar sights.
Pass Without Trace (Enchantment/Charm) level 1 priest

Sphere: Plant

Range: Touch


Components: V, S, M

Duration: 1 turn/level

Casting Time: 1 rd.

Area of Effect: 1 creature
Saving Throw: None

When this spell is cast, the recipient can move through any type of terrain--mud, snow, dust, etc.--and leave neither footprints nor scent. The area that is passed over radiates magic for 1d6 turns after the affected creature passes. Thus, tracking a person or other creature covered by this spell is impossible by normal means. Of course, intelligent tracking techniques, such as using a spiral search pattern, can result in the trackers picking up the trail at a point where the spell has worn off.

The material component of this spell is a sprig of pine or evergreen, which must be burned and the ashes powdered and scattered when the spell is cast.

Plant Growth (Alteration) level 3 priest

Sphere: Plant

Range: 160 yds.

Components: V, S, M

Duration: Permanent

Casting Time: 1 rd.

Area of Effect: Special
Saving Throw: Special

The plant growth spell enables the caster to choose either of two different uses. The first causes normal vegetation to grow, entwine, and entangle to form a thicket or jungle that creatures must hack or force a way through at a movement rate of 10 feet per round (or 20 feet per round for larger-than-man-sized creatures). Note that the area must have brush and trees in it in order for this spell to take effect. Briars, bushes, creepers, lianas, roots, saplings, thistles, thorn, trees, vines, and weeds become so thick and overgrown in the area of effect as to form a barrier. The area of effect is a square 20 feet on a side per level of experience of the caster, in any square or rectangular shape that the caster decides upon at the time of the spellcasting. Thus, an 8th-level caster can affect a maximum area of a 160-foot x 160-foot square, a 320-foot x 80-foot rectangle, a 640-foot x 40-foot rectangle, a 1,280-foot x 20-foot rectangle, etc. The spell's effects persist in the area until it is cleared by labor, fire, or such magical means as a dispel magic spell.

The second use of the spell affects a one-mile square area. The DM secretly makes a saving throw (based on the caster's level) to see if the spell takes effect. If successful, the spell renders plants more vigorous, fruitful, and hardy, increasing yields by 20% to 50% ([1d4+1] x 10%), given a normal growing season. The spell does not prevent disaster in the form of floods, drought, fire, or insects, although even in these cases the plants survive better than expected. This effect lasts only for the life cycle of one season, the winter "death" marking the end of a life cycle even for the sturdiest of trees. In many farming communities, this spell is normally cast at planting time as part of the spring festivals.

Poison Ivy Touchxe "Poison Ivy Touch" (Alteration) level 3 priest

ADVANCE \U 4.25Sphere:  Plant

Range:  0 or 10 feet per level

Components:  V, S, M

Duration:  Special

Casting Time:  3 or 5

Area of Effect:  Special

Saving Throw:  Negates
This spell is actually a two‑in‑one spell. With this spell the priest can simulate the effect of poison ivy in a very short time. The two versions are very different in application.

Version 1. This version is cast at a thicket of plants and gives the plants the abilities of real poison ivy with no change of their appearance. The area that can be affected is a 20‑foot square per level. Anyone in this area at the time of casting has to save versus poison or be affected at the fullest effect of the poison ivy. Anyone who succeeds won't notice anything for an on‑set time of 2d4 rounds. After that a strong rash will break out, which is very uncomfortable and causes a -1 to‑hit and damage, any thief will have all his manual abilities reduced by 15%, and any spell caster will have a 15% chance for loosing their concentration per round after an initiative roll for the rash, for the duration of the rash, which lasts for 2d4 days or until a cure disease is cast on the character. If the characters fail to save, the rash breaks out after one round, and the characters won't be able to fight effectively (parrying is possible) or cast any spells with a longer casting time than a 1 initiative modifier (even for these there is a 15% chance of failing), nor are thieves able to successfully use their abilities for the duration of the rash. This rash lasts as long as the rash above. The plants that are affected by this spell keep their poisonous effect for 1 round per level of the caster. This effect can also affect the caster if he passes through the area of effect.

Version 2. This version is cast on the caster. With this spell he gains a very high powered but short lived poison ivy touch. They have to apply this power with a to‑hit roll in combat. If they hit, their opponents gain a saving throw versus poison. If they succeed, they feel a light rash develop which is irritating but not damaging (the effects are same as above for a succeeded saving throw) for the duration of one round per level of the caster. If the opponent fails the saving throw, they immediately collapse with an urgent desire to scratch that horrible itch. They cannot fight effectively nor can they cast spells or use thief abilities until the rash is gone (either naturally or by cure disease). During this devastating poison ivy effect, the character loses one hit point per round due to scratched open skin and bleeding open rashes. The rash lasts for 5 rounds per level. Once the caster has affected one opponent with this spell, the spell is gone whether the saving throw succeeded or not. The caster himself is immune to the effect of his own spell in this version, even if he fumbles and hits himself.

The material components are a highly concentrated extract of poison ivy and the holy symbol of the priest.

Prevent Spoilagexe "Prevent Spoilage" (Abjuration, Alteration) level 1 priest

ADVANCE \U 4.25Sphere:  Plant, Protection, Wards

Range:  10 feet per level

Components:  V, S, M

Duration:  1 year per level

Casting Time:  1 round

Area of Effect:  One pound of material per level

Saving Throw:  Negates
This spell prevents the spoilage of material (mostly food) due to time. In this aspect it is similar to the preserve spell of the wizard. It has an additional bonus: it changes the aspect of the material so that pests like rats and other vermin will not consume or even gnaw on the material  - not even if they are very hungry. Thus, it prevents the spoilage of food due to vermin. It does not prevent spoilage if it is dropped into filth or other ugly stuff: it still has to be stored in the appropriate containers. It also prevents magical food from spoiling.

The material components are the holy symbol of the priest and a small glass containing jelly which has been sealed after cooking. This glass vanishes in the casting.

Rabbit Feet (Transmutation) level 1 ranger

Components: S, F/DF (a rabbit’s foot)

Casting Time: 1 action

Range: Personal

Target: Caster

Duration: 1 minute/level

Saving Throw: none
Spell Effect: The spell adds +2/lvl of the caster (maximum +18) to any Move Silently Check.

Request Animalxe "Request Animal" (Enchantment/Charm) level 1 priest

ADVANCE \U 4.25Sphere:  Animal, Charm

Range:  10 feet

Components:  V, S, M

Duration:  Instantaneous

Casting Time:  Special

Area of Effect:  One animal

Saving Throw:  Special
By casting this spell, a priest can ask a particular animal for a favour. The priest must have some sort of enticement for the animal to actually perform the favour, because the animal can opt not to carry out the priest's wishes. The casting time of this spell is 1 plus the time necessary to make the request, which may take no longer than one turn. This spell does not empower the priest to actually speak the animal's language.

For example: if a priest spotted an owl, the priest could request the owl, if it saw any other humanoids around, to fly back and alert the priest. An appropriate offering might be some choice part of a rabbit, a mouse, or some other form of owl snack food. If the owl was actually required to fly patrol all night (and forego hunting, a favourite owl activity) then probably the owl would turn him down no matter what the priest offered.

Rootxe "Root" (Enchantment/Charm) level 3 priest

ADVANCE \U 4.25Sphere:  Plant

Range:  0

Components:  V, S, M

Duration:  2 rounds per level

Casting Time:  1 round

Area of Effect:  Three creatures touched maximum

Saving Throw:  Special
By means of this spell, the druid causes a willing recipient's feet, paws or hooves to be firmly rooted to the ground, becoming immovable. The creature gains an extra saving throw versus paralysation at +4 to avoid being thrown back, picked up, knocked down or blown around. Success means the creature remains standing; failure indicates the situation is to be handled normally, with another saving throw if allowed. The recipient may "root" and "unroot" at will, as long as it occurs within the duration of the spell. Rooting or unrooting takes one tenth of a round, giving a -1 penalty to initiative. The recipient may not perform any action requiring legwork (walking, running, etc.) while rooted. At he end of the spell's duration, the recipient is automatically unrooted.

Optionally, the spell may be cast upon an unwilling subject (who must be touched by the druid and fail a saving throw versus spell at -2 to be affected). Unlike the druid, the victim has no control over the spell once touched and is anchored until released by the druid, the root duration expires or it is dispelled. The material components for this spell are mistletoe and a small piece of root from a large tree, preferably oak.

Root is one of the special prayers granted by Saint Timorel, patron of druidical groves and retreats.

Seedlingxe "Seedling" (Alteration) level 1 priest

Reversible
ADVANCE \U 4.25Sphere:  Elemental (Air, Earth), Plant

Range:  0

Components:  V, S

Duration:  Permanent

Casting Time:  Special

Area of Effect:  Special

Saving Throw:  Special
This spell causes one tree seed or seedling per level of the priest to be specially blessed by the priest's god. When the spell is cast upon a seed or seedling and planted in the ground, it will immediately start to grow at an astonishing rate. It will grow to a total height of 2 feet + 1 foot per level of the priest in the period of one turn. A tree thus "blessed" by this spell will grow to be a large, healthy tree, highly resistant to both parasites and disease, and will have a much longer lifespan than ordinary trees of its type.

The reverse of this spell, tree shrink, causes one tree to be reduced in height by the above amount. If this is cast upon an enchanted or intelligent tree, it gets a saving throw versus spell. If the tree saves, there is no effect. If the tree fails, then the tree is reduced in Hit Dice by the level of the priest.

The spell can be cast in two ways. The first way takes 1 round per seed or seedling to cast and be planted. The other way takes 1 round per seed or seedling to cast, initially. The spell is then finished at a later time by completing the final gestures (again, this costs 1 round per seed or seedling) and then planting the seeds or seedlings. There is no limit to the time in between the original casting and completion in this variation. Anybody can perform the final gestures needed to complete this spell.

The seeds or seedlings are most commonly used for gifts or reforestation projects as needed. The trees around a priest grove tend to be of this type.

Selective Entanglexe "Selective Entangle" (Alteration, Invocation) level 3 priest

ADVANCE \U 4.25Sphere:  Plant

Range:  80 yards

Components:  V, S, M

Duration:  1 turn per level

Casting Time:  4

Area of Effect:  One creature per 2 levels

Saving Throw:  ½
This spell is very similar to the 1st‑level priest spell entangle except that it affects only the creatures targeted by the spell and no‑one else, unlike entangle.

When the creatures that are affected by this spell try to walk by any form of plant life, the plants will reach out and grab the creatures much in the same manner as with entangle. Thus, while they are trapped by the spell, others can then walk up to the entangled creatures. In this respect, the spell is similar to hold person in its effects.

If the creatures fail their saving throw versus spell, they are held fast by the plants. If the saving throw is made, the targeted creatures have their movement reduced to half normal.

If the creatures struggle to free themselves from the plants then a new saving throw versus spell can be made every turn (note: this is very tiring). The to‑hit bonus can be used as a positive modifier for these additional saving throws. If the creatures make one of these additional saving throws, they are freed, but their movement is still reduced by half. If after another turn the creatures are still in an area with plant life then a saving throw versus spell is required with the effects outlined above occurring. In short, a saving throw must be made every turn when in areas of vegetation to determine the effects of the spell if the spell target is actively fighting the effects of the spell.

The material component for this spell is the priest's holy symbol.
Sethron's Fearful Bayingxe "Sethron's Fearful Baying" (Enchantment/Charm) level 2 priest

ADVANCE \U 4.25Sphere:  Animal

Range:  0

Components:  V, S

Duration:  2 rounds per level

Casting Time:  2

Area of Effect:  60‑foot cube

Saving Throw:  Negates
The priest initiates the spell by lifting his head, putting his hands in the air and howling. This howling causes all those in a 60‑foot cube to be affected. Those affected must make a saving throw versus spell or flee in terror for the duration of the spell (those who have seen or heard this before save at +2). This spell will also draw any hounds and wolves in a 1‑mile radius to the priest. The hounds and wolves will be friendly to the priest but communication is not guaranteed. Those who are deaf are immune to this spell.

Sharpleafxe "Sharpleaf" (Alteration, Invocation) level 1 priest

ADVANCE \U 4.25Sphere:  Plant, Combat

Range:  20 yards

Components:  S

Duration:  1 turn per level

Casting Time:  5

Area of Effect:  Three leaves per 4 levels

Saving Throw:  None
Using this spell, the priest causes oak leaves to become rigid and extremely sharp. These sharpleaves can now be wielded or thrown as daggers. If the leaves are crumbled before the spell is cast, then the resulting pieces are similar to caltrops, doing 1d2 HP each. One leaf can cover a 5‑foot long square, with 1d4 points of damage hitting the first creature to enter.

Shillelagh (Alteration) level 1 priest

Sphere: Combat, Plant

Range: Touch


Components: V, S, M

Duration: 4 rds. + 1 rd./level
Casting Time: 2

Area of Effect: 1 oak club
Saving Throw: None

This spell enables the caster to change his own oak cudgel or unshod staff into a magical weapon that gains a +1 bonus to its attack roll and inflicts 2d4 points of damage on opponents up to man size, and 1d4+1 points of damage on larger opponents. The spell inflicts no damage to the staff or cudgel. The caster must wield the shillelagh, of course.

The material components of this spell are a shamrock leaf and the caster's holy symbol.

Snake Arrowxe "Snake Arrow" (Enchantment/Charm) level 3 priest

ADVANCE \U 4.25Sphere:  Animal

Range:  2 yards

Components:  S, M

Duration:  1 turn + 1 round per level

Casting Time:  3

Area of Effect:  3 creatures

Saving Throw:  None
Upon casting this spell, the priest paralyses 1 to 3 snakes causing them to elongate or be reduced to the size of a flight arrow. Any size of snakes can be used but the snake must be non‑magical. Then, these snakes can be fired as arrows as they harden like wood while under the spell's effects. They have the same range as flight arrows, unless the snake used is of size L or G. Then, the range is halved, but a +1 damage bonus is applied, due to the mass that is conserved, despite the change in size.

If a poisonous snake is used, the victim must make a saving throw versus poison or suffer the ill effects of the poison the snake possesses within (the DM decides). After the impact, the spell wears off, and the snake turns back to its original form without getting injured, even if it had hit a plate armour or a tree or any other kind of barrier, as it is under the protection of the spell. The arrow itself does 1d6 HP of damage, and if the snake was L or G, an additional 1d8 damage is taken as the creature grows in the body.

After the spell expires, the snake's attitude is determined by a 1d4 roll: a 1 means the snake continues to attack its victim, a 4 indicates that it starts looking for the priest to take some kind of revenge. Note that this won't take much time if the caster is still in the melee area. Other results mean that it leaves the area silently. The material component of this spell is the caster's holy symbol.

Snake Charm (Enchantment/Charm) level 2 priest
Sphere: Animal

Range: 30 yds.

Components: V, S

Duration: Special

Casting Time: 5

Area of Effect: 30-ft. cube 
Saving Throw: None


When this spell is cast, a hypnotic pattern is set up that causes one or more snakes to cease all activity except a semierect, swaying movement. If the snakes are charmed while in a torpor, the duration of the spell is 1d4+2 turns; if the snakes are not torpid, but are not aroused and angry, the charm lasts 1d3 turns; if the snakes are angry or attacking, the spell lasts 1d4+4 rounds. The priest casting the spell can charm snakes whose total hit points are less than or equal to those of the priest. On the average, a 1st-level priest could charm snakes with a total of 4 or 5 hit points; a 2nd-level priest could charm 9 hit points, etc. The hit points can be those of a single snake or those of several of the reptiles, but the total hit points cannot exceed those of the priest casting the spell. A 23-hit point caster charming a dozen 2-hit point snakes would charm 11 of them. This spell is also effective against any ophidian or ophidianoid monster, such as naga, couatl, etc., subject to magic resistance, hit points, and so forth.

Variations of this spell may exist, allowing other creatures significant to a particular mythos to be affected. Your DM will inform you if such spells exist.

Snare (Enchantment/Charm) level 3 priest

Sphere: Plant

Range: Touch




Components: V, S, M

Duration: Until triggered


Casting Time: 3 rds.

Area of Effect: 2-ft. diameter + 2 in./level
Saving Throw: None


This spell enables the caster to make a snare that is 90% undetectable without magical aid. The snare can be made from any supple vine, a thong, or a rope. When the snare spell is cast upon it, the cordlike object blends with its surroundings. One end of the snare is tied in a loop that contracts around one or more of the limbs of any creature stepping inside the circle (note that the head of a worm or snake could be thus ensnared).

If a strong and supple tree is nearby, the snare can be fastened to it. The magic of the spell causes the tree to bend and then straighten when the loop is triggered, inflicting 1d6 points of damage to the creature trapped, and lifting it off the ground by the trapped member(s) (or strangling it if the head/neck triggered the snare). If no such sapling or tree is available, the cordlike object tightens upon the member(s), then wraps around the entire creature, causing no damage, but tightly binding it. Under water, the cord coils back upon its anchor point. The snare is magical, so for one hour it is breakable only by cloud giant or greater Strength (23); each hour thereafter, the snare material loses magic so as to become 1 point more breakable per hour--22 after two hours, 21 after three, 20 after four--until six full hours have elapsed. At that time, 18 Strength will break the bonds. After 12 hours have elapsed, the materials of the snare lose all magical properties and the loop opens, freeing anything it held. The snare can be cut with any magical weapon, or with any edged weapon wielded with at least a +2 attack bonus (from Strength, for example).

The caster must have a snake skin and a piece of sinew from a strong animal to weave into the cordlike object from which he will make the snare. Only the caster's holy symbol is otherwise needed.

Speak With Animals (Alteration) level 2 priest

Sphere: Animal, Divination

Range: 0




Components: V, S

Duration: 2 rds./level



Casting Time: 5

Area of Effect: 1 animal within 30 ft.

Saving Throw: None


This spell empowers the priest to comprehend and communicate with any warm- or cold-blooded normal or giant animal that is not mindless. The priest is able to ask questions of and receive answers from the creature, although friendliness and cooperation are by no means assured. Furthermore, terseness and evasiveness are likely in basically wary and cunning creatures (the more stupid ones will instead make inane comments). If the animal is friendly or of the same general alignment as the priest, it may do some favor or service for the priest (as determined by the DM). Note that this spell differs from the speak with monsters spell, for this spell allows conversation only with normal or giant nonfantastic creatures such as apes, bears, cats, dogs, elephants, and so on.

Speed Fermentationxe "Speed Fermentation" (Alteration) level 2 priest

ADVANCE \U 4.25Sphere:  Plant

Range:  3 feet + 1 foot per level

Components:  V, S, M

Duration:  Instantaneous

Casting Time:  1

Area of Effect:  2´2 feet ´2 feet per level

Saving Throw:  None
By the use of this spell, a priest may speed the fermentation process of any naturally fermentable vegetable matter (grapes, potatoes, wheat, etc.). Within one hour, all contents of the container will be completely fermented as if the full year (or whatever the necessary time period is) has passed. The priest must be careful to make sure that all other preparations have been made to hold the newly fermented liquid. There must be vats, bottles and anything else that is necessary for the preservation of the alcohol.

The priest must already be knowledgeable about the processes involved with fermentation, know the time necessary to ferment the grapes (or whatever), and know the alcohol‑making processes before casting this spell (the character must have a proper nonweapon proficiency).

The material component is a bit of already fermented material.

Spike Growth (Alteration, Enchantment) level 3 priest

Sphere: Plant

Range: 60 yds.


Components: V, S, M

Duration: 3d4 turns + 1/level

Casting Time: 6

Area of Effect: 10-ft. sq./level 

Saving Throw: None

Wherever any type of plant growth of moderate size or density is found, this spell can be used. The ground-covering vegetation or roots and rootlets in the area becomes very hard and sharply pointed. In effect, the ground cover, while appearing to be unchanged, acts as if the area were strewn with caltrops. In areas of bare ground or earthen pits, roots and rootlets act in the same way. For each 10 feet of movement through the area, the victim suffers 2d4 points of damage. He must also roll a saving throw vs. spell. If this saving throw is failed, the victim's movement rate is reduced by 1/3 of its current total (but a creature's movement rate can never be less than 1). This penalty lasts for 24 hours, after which the character's normal movement rate is regained.

Without the use of a spell such as true seeing, similar magical aids, or some other special means of detection (such as detect traps or detect snares and pits), an area affected by spike growth is absolutely undetectable as such until a victim enters the area and suffers damage. Even then, the creature cannot determine the extent of the perilous area unless some means of magical detection is used.


The components for this spell are the priest's holy symbol and either seven sharp thorns or seven small twigs, each sharpened to a point.

Stalker's Sight  (Transmutation) Level:Rgr2
Components; V. S. W (A personal item belonging to the target, or a piece of the target itself such as a tuft of fur or a tooth)
Casting Time: 10 minute;

Range: 5 miles/level

Target Creature to be hunted

Duration; 1 day/level (D)

Saving Throw: Will negates (see text)

Spell Resistance: Yes (see text)
Spell Effect: The ranger gains great insight into the behavior and tactics of a creature he wishes to hunt.  He gains an insight bonus of +1 per 3 class levels (up to a maximum of +5) on all Wilderness Lore, attack, and damage rolls against the creature to be hunted.  The target designates his intended target, which must be within the spell's range at the start of the casting, and that target gets a Will save to avoid the ranger's attempt to learn its ways.

Due to the single-mindedness granted by the spell, the ranger cannot attempt to track another creature for the spell's duration, or the spell ends. The insight bonus gained by stalker's sight stacks with the ranger's favored enemy bonus, if applicable.
Stone Seedsxe "Stone Seeds" (Alteration) level 3 priest

ADVANCE \U 4.25Sphere:  Elemental (Earth), Plant

Range:  0

Components:  V, S, M

Duration:  1 month

Casting Time:  Special

Area of Effect:  50‑yard long square per level

Saving Throw:  None
When stone seeds is cast, it causes plant seeds to become magically enchanted so as to enable them to grow in to solid stone. The seeds will grow at quadruple normal rate for 4 weeks. During this time the roots will grow down into the stone a distance of 1 inch per level of the priest in hard stone or 2 inches per level in soft stone. After this month (28 days) is over, the plants will grow normally. Thus they will require food, light, and sunlight if they are to continue growing after this point.

The effect of the plants growing into a stone structure are rather nasty, for it could remove around 10-90% of the structure's structural points, depending upon the thickness of the stone.

To cast this spell, the priest must mix a handful of seeds from whatever hardy plants are available (such as crabgrass, ivy, cactus, dandelion, etc.) with the seeds to be planted. This must be then mixed in a leather pouch with sapphire dust of not less than 50 gp value per 5 inch square area to be covered. The priest then "sows" the seeds as he casts the spell, with the seeds magically implanting themselves in the stone.

The spell takes 1 turn per 5 inch square area to be covered to cast.

Summon Insects (Conjuration/Summoning) level 3 priest

Sphere: Animal

Range: 30 yds.

Components: V, S, M

Duration: 1 rd./level

Casting Time: 1 rd.

Area of Effect: 1 creature
Saving Throw: None

The summon insects spell attracts a cloud or swarm of normal insects to attack the foes of the caster. Flying insects appear 70% of the time, while crawling insects appear 30% of the time. The exact insects called are bees, biting flies, hornets, or wasps, if flying insects are indicated; biting ants or pinching beetles, if crawling insects are indicated. A cloud of the flying type, or a swarm of the crawling sort, appears after the spell is cast. This gathers at a point chosen by the caster, within the spell's range, and attacks any single creature the caster points to.

The attacked creature sustains 2 points of damage if it does nothing but attempt to flee or fend off the insects during the time it is attacked; it suffers 4 points of damage per round otherwise. If the insects are ignored, the victim fights with a -2 penalty to his attack roll and a +2 penalty to his Armor Class. If he attempts to cast a spell, an initiative roll should be made for the insects to see if their damage occurs before the spell is cast. If it does, the victim's concentration is ruined and the spell is lost.

The insects disperse and the spell ends if the victim enters thick smoke or hot flames. Besides being driven off by smoke or hot flames, the swarm might possibly be outrun, or evaded by plunging into a sufficient body of water. If evaded, the summoned insects can be sent against another opponent, but there will be at least a 1 round delay while they leave the former opponent and attack the new victim. Crawling insects can travel only about 10 feet per round (maximum speed over smooth ground) and flying insects travel 60 feet per round. The caster must concentrate to maintain the swarm; it dissipates if he moves or is disturbed.

It is possible, in underground situations, that the caster might summon 1d4 giant ants by means of the spell, but the possibility is only 30% unless giant ants are nearby. This spell does not function under water.


The materials needed for this spell are the caster's holy symbol, a flower petal, and a bit of mud or wet clay.

Summon Swarmxe "Summon Swarm" (Conjuration/Summoning) level 2 priest

ADVANCE \U 4.25Sphere:  Animal, Summoning

Range:  30 yards + 10 yards per level above fifth

Components:  V, S, M

Duration:  1 round + 1 round per level above third

Casting Time:  2

Area of Effect:  1‑yard per level radius sphere

Saving Throw:  None
This spell is similar to insect plague, but the insects summoned are of a specific type (with specific effects) depending on the priest's deity, for example:


Deity
Insect
Effect

Beelzebub
Flies
15% + 2% per level chance of causing disease


Seth
Locusts
2 HP per round to creatures caught in the swarm, and infestation of food

For a more detailed description, see the 5th‑level priest spell insect plague.

Tanil's Spectral Archers  Conjuration (Creation) Level: Rgr 5, Sor/Wiz 4

Components: V, S. M (A single non-magic arrow)
Casting Time: 1 action

Range: Medium (100 Ft, + 10 ft./level)

Area: 40 sq, ft. + 10 sq. ft./level (S)

Duration: Instantaneous

Saving Throw: Reflex half

Spell Resistance: No
Spell Effect: Tanil's spectral archers must be cast on a single non-magic arrow before it is shot. As it flies through the air, the enchanted arrow transforms into a flight of hundreds of arrows, raining down upon a 40 square foot area plus 10 square feet per caster level. All in the targeted area, including the caster's allies, must make a Reflex save or take 4d8 points of damage + 1 per caster level (maximum of +20), The arrows vanish as soon as they inflict damage. This spell is not effective on magic arrows.

Tree (Alteration) level 3 priest

Sphere: Plant

Range: 0



Components: V, S, M

Duration: 6 turns + 1 turn/level

Casting Time: 6

Area of Effect: The caster 

Saving Throw: None

By means of this spell, the caster is able to assume the form of a small living tree or shrub or that of a large dead tree trunk with only a few limbs. Although the closest inspection cannot reveal that this plant is actually a person, and for all normal tests he is, in fact, a tree or shrub, the caster is able to observe all that goes on around him just as if he were in normal form. The Armor Class and hit points of the plant are those of the caster. The caster can remove the spell at any time, instantly changing from plant to his normal form and having full capability for any action normally possible (including spellcasting). Note that all clothing and gear worn or carried change with the caster.

The material components of this spell are the priest's holy symbol and a twig from a tree.

Tripxe "Trip" (Alteration) level 1 priest

ADVANCE \U 4.25Sphere:  Plant

Range:  100 yards

Components:  V, S, M

Duration:  2 rounds per level

Casting Time:  1

Area of Effect:  One 10‑foot per level long square

Saving Throw:  None
Actually, this is a low‑budget entangle. However, the effectiveness of this spell depends upon the amount of underbrush in the area of effect. In a bramble of thorn‑bushes, it is as effective as an entangle spell. On a putting green, it has no effect at all. The material component of this spell is a small twig with thorns on it.

Unentanglexe "Unentangle" (Alteration) level 2 priest

ADVANCE \U 4.25Sphere:  Plant

Range:  0

Components:  V, S, M

Duration:  1 turn per level

Casting Time:  3

Area of Effect:  One person touched per 2 levels

Saving Throw:  Special
Unentangle is used to allow creatures to pass through the area of effect of an entangle spell cast by the same priest. If the spell is used to attempt to pass another priest's entangle spell, the effects are as follows: normal movement can take place if a saving throw versus spell is made, half normal movement if the saving throw fails.

This spell also allows normal movement through the densest of forests, briar thickets, wall of thorns, etc. The material component of this spell is a small edged weapon, which is consumed in the spell.

Warp Wood (Alteration) level 2 priest

Reversible

Sphere: Plant

Range: 10 yds./level

Components: V, S

Duration: Permanent

Casting Time: 5

Area of Effect: Special
Saving Throw: Special

When this spell is cast, the priest causes a volume of wood to bend and warp, permanently destroying its straightness, form, and strength. The range of a warp wood spell is 10 yards for each level of experience of the caster. It affects approximately a 15-inch shaft of wood of up to 1-inch diameter per level of the caster. Thus, at 1st level, a caster might be able to warp a hand axe handle or four crossbow bolts; at 5th level, he could warp the shaft of a typical spear. Note that boards or planks can also be affected, causing a door to be sprung or a boat or ship to leak. Warped missile weapons are useless; warped melee weapons suffer a -4 penalty to their attack rolls.

Enchanted wood is affected only if the spellcaster is of higher level than the caster of the prior enchantment. The spellcaster has a 20% cumulative chance of success per level of difference (20% if one level higher, 40% if two levels higher, etc.). Thus, a door magically held or wizard locked by a 5th-level wizard is 40% likely to be affected by a warp wood spell cast by a 7th-level priest. Wooden magical items are considered enchanted at 12th level (or better). Extremely powerful items, such as artifacts, are unaffected by this spell.

The reversed spell, straighten wood, straightens bent or crooked wood, or reverses the effects of a warp wood spell, subject to the same restrictions.

Wings of Godxe "Wings of God" (Alteration) level 3 priest

ADVANCE \U 4.25Sphere:  Animal, Elemental (Air), Travellers

Range:  0

Components:  V, S, M

Duration:  1d6 turns + 1 turn per level

Casting Time:  3

Area of Effect:  One person

Saving Throw:  None
This spell causes large wings to grow on the back of the priest, allowing him to fly as per the wizard spell fly. The spell is not affected by armour of any sort (the wings will grow through the armour, and the armour will not be destroyed). If the deity is good aligned, the wings are white, angel‑like; if he is evil, they will be black, devil‑like. Druids grow eagle‑like wings, and other neutral deities grant grey feather‑wings.

Normally, this spell may only be cast on the followers of the same god as the priest. However, in dire need it may be cast on any person. If cast on another person under circumstances that are not "dire", the priest loses access to the spell for two days. The material components are the priest's holy symbol, plus an eagle's feather for druids, a white feather for good, any feather for neutral and a bat wing for evil priests. The components may be reused.

Note that God in the title of this spell should be changed to the name of the priest's god.
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