The Battle Spells of Zith


Who is Zith? What are his battle spells? These are the questions that have plagued sages discovering the existence of The Battle Spells down the ages. In fact, Zith was one of Halaster the Blackcloak’s early apprentices, and his battle spells are some of the nastiest magics to ever see the light of day—when they even left the cloaked halls of Undermountain at all. Since Zith’s death at the hands of Triobrand’s clockwork creations, the only person seen wielding these magics is Halaster himself, as Triobrand apparently never found Zith’s spellbooks. Of course, only a sage well versed in magical lore would recognize the spells for what they are, and few whom Halaster challenges live to tell the tale.


Zith was a Necromancer who sought to create spells that rivaled the school of Invocation for might in battle, and many would say that his gruesome creations far surpass even the mightiest of Invocations. The spells are as follows, and please note that ALL of these spells must be cast by a living being except Halaster’s Genocide. Furthermore, all of these spells do damage ONLY to living beings:





Zith’s Death Bolt (Necromancy)


Level: 1


Range: 10 yards/level


Components: V, S


Duration: Instantaneous


Casting Time: 1


Area of Effect: 1 creature


Saving Throw: none


This spell creates a bolt of energy from the caster’s own life force. When the caster casts the spell, he must choose how many hit points to sacrifice, up to his current total (the caster CAN kill himself casting this spell). The spell requires a Thac0 roll to hit, ignoring physical armor (taking into account only adjustments for magic and dexterity), but if it hits, and the target is alive (undead and inanimate objects are unaffected), the spell does damage equal to the number of hit points sacrificed.





Zith’s Sphere of Death (Necromancy)


Level: 2


Range: 10 yards/level


Components: V, S


Duration: 1 round/level


Casting Time: 2


Area of Effect: sphere with a diameter equal to the caster’s height


Saving Throw; none


This spell creates a ball of energy similar to Flaming Sphere from the caster’s own life force. When the caster casts this spell, he must choose how many hit points to sacrifice, just like Zith’s other spells, up to a maximum of his current total (again, the caster can kill himself). The spell creates a large ball of energy that moves at the same speed as the caster (normally Move 12), and any living creature it engulfs during its existence takes damage equal to the number of hit points sacrificed. While controlling the ball, the caster can take no other actions, but if he chooses to let it sit he may take other actions, including casting a spell. The ball is in all ways as maneuverable as the caster, being able to roll over any obstruction that the caster could climb. Again, undead and inanimate objects are unaffected by this spell. Finally, the ball must stay within the range of the spell.





Zith’s Death Explosion (Necromancy)


Level: 3


Range: 10 yards/level


Components: V, S


Duration: Instantaneous


Casting Time: 3


Area of Effect: 1 yard/level radius sphere (does not conform to area)


Saving Throw: none


This spell creates a blast of energy which, like all of Zith’s spells, is powered by the caster’s own life force, sacrificing a number of hit points up to his current total. Like Fireball, the spell explodes in a blast of energy, but there are a few important differences. Like all of his spells, Zith’s Death Explosion only affects living beings, and does damage equal to the number of hit points sacrificed. Additionally, the area of effect is based on level, and does NOT conform to an area. The spell does not allow a saving throw, either, as there is no physical blast to dodge. Perhaps the greatest drawback to this spell, however, is that in the twisted confines of Undermountain, the spell is very likely to explode within range of the spellcaster, dealing damage to him as well. It was for this reason that Zith made the spell not conform to an area, but he was still unsatisfied with the results, so he created his 4th level spell.





Zith’s Annihilation (Necromancy)


Level: 4


Range: 10 yards/level


Components: V, S


Duration: Instantaneous


Casting Time: 4


Area of Effect: 1 yard/level radius sphere (does conform to area)


Saving Throw: none


	Just like Zith’s Death Explosion in almost every way, the biggest difference between that spell and this is that the caster is immune to all harmful effects of this spell beyond the initial sacrifice. In other words, even if he detonates it at his feet, the energy from the spell will not harm him. Furthermore, this spell conforms to an area just like the original inspiration for both spells, Fireball.





Zith’s Lifedrain (Necromancy)


Level: 5


Range: 0


Components: V, S


Duration: Instantaneous


Casting Time: 1 round


Area of Effect: 1 yard/level radius sphere (does not conform to an area)


Saving Throw: negates


Superficially similar to Zith’s Death Explosion, this was Zith’s attempt to recover some of the vitality lost by casting his spells. It is identical to Zith’s Death Explosion in every way but three: the longer casting time, the ability of creatures to resist it (save), and most importantly, any damage done is transferred to the caster as healing energy at the end of the round. In other words, if this spell is cast, sacrificing 10 hit points, and it hits 3 creatures (each of more than 10 hit points), and one of them saves and two fail, then at the end of the round, the caster will heal 20 hit points, more than recovering the initial 10 spent. In fact, if the caster holds his spell until the end of the round, he can ‘safely’ sacrifice all but one of his hit points, and as long as at least one creature fails to resist it, and has the hit points to spare, the caster will have lost nothing (except the casting of the spell, of course).





Zith’s Genocide (Necromancy)


Level: 6


Range: 0


Components: V, S


Duration: Instantaneous


Casting Time: 1 turn


Area of Effect: special


Saving Throw: none


Considered by many to be Zith’s greatest triumph (for he died while researching his 7th level Battle Spell), this spell has an unusually long casting time for a battle spell, but the effect is generally considered worth it. When the casting is completed, the caster sacrifices a number of hit points, which are used to power the spell, just like the rest of his spells. The spell then begins to expand in a globe of crackling death energy that deals an amount of damage equal to the caster’s sacrifice to all living things in its path. The trick is that the spell doesn’t STOP expanding until one of three things occurs: it encounters an undead creature, Halaster, or Zith himself. Upon hitting one of these pre-defined “resistances”, the spell stops expanding and collapses inward, dealing its damage to the caster (much like a Zith’s Death Explosion cast too close). The OTHER catch is that the spell can, under no circumstances, harm Halaster or Zith (and none of Zith’s spells can be cast by undead)—even if one of them is the caster, the collapse will not harm them.








Zith’s Continued Battle Spells


After Zith’s death at the hands of Triobrand and his murderous mechanicals, Halaster retrieved all of Zith’s notes, and continued his spell research. The 7th level spell that Zith was working on at the time of his death (he was 14th level) was finished by Halaster, and Halaster also researched 8th and 9th level spells based on Zith’s principles. All three spells are detailed below. While Halaster kept the name of the 7th level spell, he named the last two in the series after himself. Keep in mind, however, that with the amount of spell research that Halaster does, there is no guarantee that these are the only Zith spells in existence—it is merely the list of those that have been observed by his friend Elminster at one point or another. In particular, Halaster has several times cleared Undermountain of undead (a difficult endeavor, to say the least) and cast Zith’s Genocide, “Just for the hell of it.”





Zith’s Countdown to Doom (Necromancy)


Level: 7


Range: 0


Components: V, S


Duration: up to 1 round/level


Casting Time: 7


Area of Effect: 1 yard/level radius (does not conform to an area)


Saving Throw: none


Based on the spell Delayed Blast Fireball, this spell requires that the caster sacrifice some measure of his vitality (hit points), and then set a mental timer up to 1 round/level. Upon reaching the designated time, the spell will explode in a standard Zith’s Death Explosion identical to that spell in every way except as detailed above.





Halaster’s Bouncing Balls of Death


Level: 8


Range: special


Components: V, S


Duration: special


Casting Time: 1 round/ball created


Area of Effect: up to 1 Death Ball/level


Saving Throw: none


This spell, created by Halaster, creates up to one Death Ball/caster level, each of which must have an amount of hit points sacrificed in order to power it. Due to the long casting time, the caster may have the opportunity to receive much healing magic, allowing him to sacrifice a far greater total number of hit points than he actually has. When the casting is completed, the caster has as many Death Balls he created, to a maximum number equal to caster level, each individually powered. At this point, the caster may, at the rate of 1/round, pick them up and throw them, whereupon they will begin to bounce like a rubber ball, bouncing off of walls, ceilings, and down corridors. The caster must set each of them moving at the rate of 1/round, for any round which is not spent sending one off immediately dispels the remaining untouched balls. These balls will continue to randomly bounce around until one of two things occurs: first, the duration of 1 day/level expires. Second, each ball will explode upon contact with a living being as a Zith’s Death Explosion. Interestingly, this spell has no maximum range beyond the original creation (which is touch)—the balls can bounce as far from the caster as is possible, or even be on a different plane, and they will still function. This is a great way to trap an area, and is also useful in conjunction with a Contingency-type spell, so long as the caster teleports away RAPIDLY, for the spell’s explosions WILL affect him. Interestingly, this spell will not affect Halaster any more than Zith’s Genocide, nor will he set off the balls.





Halaster’s Genocide


Level: 9


Range: special


Components: V, S


Duration: Instantaneous


Casting Time: 1 day


Area of Effect: special


Saving Throw: none


This spell, created by Halaster as a “gift” for his old friend Elminster, has never been cast, and hopefully never will be. Unlike the other Zith spells, this spell does NOT require a sacrifice of vitality on the part of the caster. Instead, it requires the sacrifice of the lives of the willing (or mentally dominated). For each creature so sacrificed, the spell gains 1 hit point of damage/Hit Die or level, and the sacrifice is completely destroyed. At the end of the day of casting, the caster releases the spell, and a ring of crackling death energy expands from the caster like Zith’s Genocide. Unlike that spell, however, there is no known way of stopping the spell’s expansion, short of direct intervention by a god or contact with the wall of a crystal sphere (but Mystra will certainly step in and end the spell before it can be completed should Halaster ever attempt it in the Realms). Contact with a god, should there happen to be one within the spell’s influence, will also stop the spell, as will contact with planar boundaries (if cast outside the Prime Material). Upon reaching its limit, the spell will rebound upon the caster, doing TWICE as much damage to him as was dealt out to all others within its influence. This spell could be the greatest threat to the Realms ever known, but could never successfully be cast there under the influence of the current incarnation of Mystra, and the near-certainty of the caster’s death, unless undead, make this a hazardous spell to cast regardless of circumstances.


