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liggandes i ettt hirn upps vid jattens axel. Ingen har hirt honom ropa pgq allt
oviasen som uppstod nde de hill pa att reparera. Irﬁppmn Frar ings mérken sfter
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Fér nidjes skull. Om nagon av dessa mimics bliv upph R i1l =mista
trdflisan! De kan inte tala ook har dir+fde ingen mn111mhm* att fhrhandla.

M nédr Plna undersibkse pls ary F i dadet Hr oden skyldigs fdevillands 1ik sn
vanliag planka' Den andrse mimicen bidar sin tid i en annan del av jétten
vantan pa byvbe. ..

=]

b

g i

Avslutningen pa detta
= ssboal 1 ‘J“F dvi ‘l’“l]-—lr'l' =
NLL en broder har gatht hEdan.

Nir FOna har snokat f3cdigt & det dags o
Blir ubtmdrkt jamnfirt med premiscrhoppel.
Anda en inspektionsrunda, och uppbichkar 3
Oocksa han 1 ubrymmet 1 j8ttens awel 5 A icla som " Dwirgarna
bonfronterar Flna med kBlagomal om hoe de Gmte" problemet sist dettba hédnde.
Medan partyt undersiker situationsn {(om de nu gidr del sl A den andre mimioen
£ill mobt ettt intet ont anande offer, vilket de uppticker vid sin rundbor (eller
som nagon uppbicker pd egen handl .

ot

Mar partyt dr klart med sina efterforskningar, ger
hopp. Denna gangen brister ettt rep 1 vanster ben oo
buklandrning som medfir att sambliga resendrer skakas om ordentligt och som leder
till omfattande reparabtionsr av farkostern tar en halvbimma 1 ansprak.
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Om de sistnidmnds tva tillats di sa & det fdr lite folk Fdr abtt hoppa, endast
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Dvirgarna kan under inga som helst omstédndigheter tinka sig att f0lja med ner
bland molnen, men de gar att dvertalas att binda ihop diver: po b1l osht E0OOT
langt och fira ned det fran plattan ovanfidr halet. Alla and p1~++Fnrm4r
sitter pa §Fdr hig hiid Fir att repen ska ricka.
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Read Magic (Divination) Reversible

Level: 1 Components: V, S, M
Range: 0 Casting Time: 1 round
Duration: 2 rounds/level Saving Throw: None
Area of Effect: Special

Explanation/Description: By means of o read magic spell, the magic-user
is able to read magical inscriptions on objects — books, scrolls, weapons
and the like — which would otherwise be totally unintelligible to him or
her. (The personal books of the magic-user, and works already magically
read, are intelligible.) This deciphering does not normally invoke the
magic contained in the writing, although it may do so in the case of a curse
scroll. Furthermore, once the spell is cast and the magic-user has read the
magical inscription, he or she is thereafter able to read that particular
writing without recourse to the use of the read magic spell. The duration of
the spell is 2 rounds per lavel of experience of the spell caster. The
material component for the spell is a clear crystal or mineral prism. Note
that the material is not expended by use. The reverse of the spelil,
unreadable magic, makes such writing completely unreadable to any
creature, even with the aid of a read magic, until the spell wears off or the
magic is dispelled. The material components for the reverse spell are o
pinch of dirt and a drop of water.

Unseen Servant (Conjuration/Summoning)

Level: ] Components: V, S, M
Range: 0 Casting Time: | segment
Duration: 6 turns + 1 turn/level Saving Throw: None
Area of Effect: 3" radius of spell

caster

explanation/Description: The unseen servant is o non-visible valet, a
sutler to step and fetch, open doors and hold chairs, as well as 1o clean
and mend. The spell creates a force which is not strong, but which obeys
'he command of the magic-user. It can carry only light-weight items — a
maximum of 200 gold pieces weight suspended, twice that amount
moving across a relatively friction-free surface such as a smooth stone or
wood floor. It can only open normal doors, drawers, lids, etc. The unseen
servant cannot fight, nor can it be killed, as it is a force rather than a
creature. It can be magically dispelled, or eliminated after taking 6 hit
points of magical damage. The material components of the spell are a
piece of string and a bit of wood.

Sleep (Enchantment/Charm)
Components: V, SSM

Casting Time: 1 segment
Saving Throw: None

Level: 1

Range: 3" + 1"/level
Duration: 5 rounds/level
Area of Effect: Special

Explanation/Description: When a magic-user casts a sleep spell, he or she
will usually cause a comatose slumber to c:me upon one or-{:::ﬁe
reatures [other than undead and certain other creatures speci y
:!Cluded [(see ADVANCED DUNGEONS & DRAGONS, MONSTER
MANUAL) from the spell’s effects]. All creatures to be affected by the
sleep spell must be within a 3” diameter circle. The number of creatures
which can be affected is a function of their life energy levels, expressed as
hit dice and hit points:

Creatures Number Affected
Hit Dice By Sleep Speil
uptol 416 (4d4)
141102 28 (2d4)
2+1103 1-4 (1d4)
3+1t04 1-2 ("4d4, round off)
44110444 0-1 (d4, 3 or 4)

The area of effect is determined by the range and area center decided
upon by the spell caster. Slapping or wounding will awaken affected
creatures, but noise will not do so. Awakening requires | complete melee
round. Note that sleeping creatures can be slain automatically ota rate of
1 per slayer per melee round. The material component for this speil is a
pinch of fine sand, rose petals, or a live cricket.

Darkness, 15' Radius (Alteration)

Level: 2 Components: V, M
Casting Time: 2 segments
Saving Throw: None

Range: 1" level
Duration: 1 turn + 1 round./level
Area of Effect: 114" radius globe

Explanation/Descrintion: This speil causes total, impenetrable darkness in
the area of its effect. Infravision or ultravision are useless. Neither normal
nor magical light will work uniess a light or continual light spell is used. In
the former event, the darkness soell is negated by the light spell and vice
versa. The material components of this spell are a bit of bat fur and either
a drop of pitch or a piece of coal.

Knock (Alteration)

Level: 2 Components: V
Range: 6" Casting Time: | segment
Duration: Special Saving Throw: None
Area of Effect: 10 square

feet/level

Explanation/Description: The knock spell will open stuck or held or wizard-
locked doors. It will also open barred or otherwise locked doors. It causes
secret doors to open. The knock spell will also open locked or frick-
opening boxes or chests. It will loose shackles or chains as well. If it is used
to open a wizard-locked door, the knock does not remove the former spell,
but it simply suspends its functioning for 1 turn. In all other cases, the knock
will permanently open locks or welds — although the former could be
closed and locked again thereafter. It will not raise bars or similor
impediments (such as a portcullis). The spell will perform two functions,
but if a door is locked, barred, and held, opening it will require two knock
spells.

Scare (Enchantment/Charm)

Level: 2 Components: V, S, M
Range: 1" Casting Time: 2 segments
Duration: 3-12 rounds Saving Throw: Neg.

Area of Effect: One creature

Explanation/Description: When this speil is directed at any creature with
fewer than 6 levels of experience/hit dice, it must save versus magic or
fall into a fit of trembling and shaking. The frightened creature will not
drop any items held unless it is encumbered. If cornered, the spell
recipient will fight, but at -1 on “1o hit” and damage dice rolls and all
saving throws as well. Note that this spell does not have any effect on
elves, half-elves, the undead (skeletons, zombies, ghouls, shadows,
ghasts, wights, wraiths), larvae, lemures, manes, or clerics of any sort. The
material component used for this spell is a bit of bone from an undead
skeleton, zombie, ghoul, ghast or mummy.

Lightning Bolt (Evocation)

Leve!: 3 Components: V, S, M
Range: 4" = 1"level Casting Time: 3 segments
Duration: Instantaneous Saving Throw: /3

Area of Effect: Special

Explanation/Description: Upon casting this spell, the magic user releases o
powerful stroke of electrical energy which causes damage equal to 1 six-
sided die (dé) for each level of experience of the spell caster to creatures
within its area of effect, or 50% of such domage to such creatures which
successfully save versus the attack form. The range of the bolt is the
location of the commencement of the stroke, i.e. if shot to 6, the bolt
would extend from this point to n inches further distance. The lightning
bolt will set fire to combustibles, sunder wooden doors, splinter up to 1
thickness of stone, and melt metals with a low melting point (lead, gold,
copper, silver, bronze). Saving throws must be made for objects which
withstand the full force of a stroke (cf. fireball). The area of the lightning
bolt's effect is determined by the spell caster, just as its distance is. The
stroke can be either o forking bolt 1" wide ond 4’ long, or a single bolt 12"
wide and 8" long. If a 12th level magic-user cast the spell at its maximum
range, 16" in this case, the stroke would begin at 16" and flash outward
from there, os a forked bolt ending ot 20" or a single one ending a1 24" If
the full length of the stroke is not possible due to the interposition of a non-
conducting barrier (such as o stone wall), the lightning bolt will double
and rebound towards its caster, its length being the normal total from
beginning to end of stroke, damage caused to interposing barriers
notwithstanding. Example: An 8" stroke is begun at a range of 4", but the
possible space in the desired direction is only 3'2""; so the bolt begins at
the 32" maximum, and it rebounds 8’ in the direction of its creator. The
material components of the spell are o bit of fur and an amber, crystal or
glass rod.

ILLUSIONIST SPELLS

Change Self (lliusion/Phantasm)

Components: V.S
Casting Time: 1 segment
Saving Throw: None

level: 1
Range: 0
Duration: 2-12 rounds + 2

rounds/level
Area of Effect: The illusionist

Explanation/Description: This spell enables the illusionist ‘to alter the
appearance of his or her form — including clothing and equipment — to
appear 1’ shorter or 1aller; thin, fat, or in between; human, hur"\onold, or
any other generally man-shaped bipedal creature. The duration of the
spell is 2 to 12 (2d6) rounds base plus 2 additional rounds per level of

experience of the spell caster.



Dancing Lights (Alteration)

Level: 1 Components: V.S M
Range: 4" + 1'"/level Casting Time: 1 segment
Duration: 2 rounds/level Saving Throw: None
Area of Effect: Special

Explanation/Description: When a dancing lights spell is cast, the magic-
user creates, at his or her option, from 1 to 4 lights which resemble either
A) torches and/or lanterns (and cast that amount of light), B) glowing
spheres of light (such as evidenced by will-o-wisps), or C) one faintly
glowing, vaguely man-like shape, somewhat similar to that of a creature
from the Elemental Plane of Fire. The dancing lights move as the spell
caster desires, forward or back, straight or turning corners, without
concentration upon such movement by the magic-user. The spell will wink
out if the range or duration is exceeded. Range is a base of 4 plus 1" for
each level of the magic-user who cast the spell. Duration is 2 melee rounds
per level of the spell caster. The material component of this spell is either a
bit of phosphorus or wytchwood or a glowworm.

Phantasmal Force (lllusion/Phantasm)

Level: 1 Components: V,S.M
Range: 6" + 1"/ievel Casting Time: 1 segment
Duration: Special Saving Throw: Special
Area of Effect: 4 square” + 1"

square/level

Explanation/Description: When this spell is cast, the magic-user creates a
visual illusion which will affect all believing creatures which view the
phantasmal force, even to the extent of suffering damoge from
phantasmal missiles or from falling into an illusory pit full of sharp spikes.
Note that audial illusion is not a component of the spel. The illusion lasts
until struck by an opponent — unless the spell caster causes the illusion to
react appropriately — or until the magic-user ceases concentration upon
the spell (due to desire, moving, or successful atrack which causes
damage). Creatures which disbelieve the phantasmal force gain a saving
throw versus the spell, and if they succeed, they see it for what it is and
add +4 to associates’ saving throws if this knowledge can be
communicated effectively. Creatures not observing the spell effect are
immune until they view it. The spell can create the illusion of any obiject,
or creature, or force, as long as it is within the bounoaries of the spell’s
area of effect. This area can move within the limis of the range. The
material component of the spell is a bit of fleece.

Color Spray (Aheration)

Level: 1 Components: V,5,M
Range: 1"'/level Casting Time: 1 segment
Duration: 1 segment Saving Throw: Speciol
Area of Effect: %" X 2" > 27

wedge

Explanation/Description: Upon casting this spell, the illusionist causes a
vivid fan-shaped spray of clashing colors to spring forth from his or her
hand. From 1 to 6 creatures within the area of effect can be aoffected. The
spell caster is able to affect 1 level or hit die of creatures for each of his or
her levels of experience. Affected creatures are struck unconscious for 2 to
8 rounds if their level is less than or equoal to that of the spell caster; they
are blinded for 1 to 4 rounds if their level or number of hit dice is 1 or 2
greater than the illusionist; and they are stunned (cf. power word, stun,
seventh level magic-user spell) for 2 to 8 segments if their level or number
of hit dice is 3 or more greater than the spell caster. All creotures above the
level of the spell caster and all creatures of 6th level or 6 hit dice are
entitled to a saving throw versus the color sproy spell.

Wall Of Fog (Alteration)

Level: 1 Components: V.S M

Range: 3" Casting Time: 1 segment

Duration: 2-8 rounds + 1 Saving Throw: None
round/level

Areo of Effect: Speciol

Explanation/Description: By casting this spell, the illusionist creates a wall
of misty vapors in whatever area within the spell range he or she desires.
The wall of fog obscures ali sight, normal and/or infravisual, beyond 2'.
The area of effect is a cube of 2’ per side per level of experience of the
spell coster. The misty vopors persist for 3 or more rounds unless blown
away by a strong breeze (cf. gust of wind). The material component is o
pinch of split dried peas.

Spectral Force (lllusion/Phantasm)

Level: 3 Components: V,5,M
Range: 6" + 17 level Casting Time: 3 segments
Duration: Speciaf Saving Throw: Special
Area of Effect: 4 square’” + 1

square/level

Explanation/Description: The spectral force spell creates an illusion in
~hich sound, smell and thermal illusions are included. It is otherwise
similar to the second 'evel improved phantasmal force spell (q.v.). The
spell will last for 3 rounds after concentration.

Audible Glamer (lllusion/Phantasm)

Level: 1 Components: V,S

Range: 6" + 1'/level Casting Time: 5 segments
Duration: 3 rounds/level Saving Throw: Special
Area of Effect: Hearing range

Explanation/Description: When the audible glamer spell is cast, the magic-
user causes a volume of sound to arise, at whatever distance he or she
desires (within range), and seeming to recede, close, or rémain in a fixed
place as desirad. The volume of sound caused, however, is directly related
to the level of the spell caster. The relative noise is based upon the lowest
level at which the spell can be cast, 3rd level. The noise of the audible
glomer at this level is that of 4 men, maximum. Each additional experience
level adds a like volume, so at 4th level the magic-user can have the spell
cause sound equal to that of 8 men, maximum. Thus, talking, singing, or
shouting, and/or walking, marching or running sounds can be caused. The
auditory illusion created by an oudible giomer spell can be virtually any
type of sound, but the relative volume must be commensurate with the
level of the magic-user casting the spell. A horde of rats running and
squeaking is about the same volume as 8 men running and shouting. A
roaring lion is equal to the noise volume of 16 men, while a roaring
dragon is equal to the noise volume of no fewer than 24 men. If a
character states that he or she does not believe the sound, a saving throw
is made, and if it succeeds, the character then hears nothing, or possibly
just a faint sound. Note that this spell is particularly effective when cast in
conjunction with phantosmal force (see below). The material component
of the spell is a bit of wool or a small lump of wax.

Magic Mouth (Alteration)

Level: 2 Components: V,.5M
Range: Special Casting Time: 2 segments
Duration: Speciol Saving Throw: None
Area of Effect: One object

Explanation/Description: When this spell is cast, the magic-user empowers
the chosen object with an enchanted mouth which suddenly appears and
speaks the message which the spell caster imparted upon the occurrence
of a specified event. The magic mouth can speak any message of 25 words
or less in a language known by the spell caster, over a 1 turn period from
start 1o finish. It cannot speak magic spells. The mouth moves to the words
articulated, so if it is placed upon a statue, for example, the mouth of the
statue would actually move and appear to speak. Of course, the magic
mouth can be placed upon a tree, rock, door or any other object excluding
intelligent members of the animal or vegetable kingdoms. The spell will
function upon specific occurrence according to the command of the spell
caster, i.e. speak fo the first creature that touches you — or to the first
creature that passes within 30°. Command can be as general or specific
and detailed as desired, such as the following: “Speak only when an
octogenerian female human carrying a sack of groat clusters sits cross-
legged within 1°.”” Command range is ‘2" per level of the magic-user, so a
4th level magic-user can command the magic mouth to speak at a
maximum encounter range of 3", i.e. “Speak when a winged creature
comes within 3" Until the speak command can be fulfilled, the magic
mouth will remain in effect, thus spell duration is variable. A magic mouth
cannot distinguish invisible creatures, alignments, level or hit dice, nor
class, except by external garb. The material component of this spell is a
small bit of honeycomb.

Mirror Image (Illusion/Phantasm)

Level: 2 Components: V,S

Range: 0 Casting Time: 2 segments
Duration: 3 rounds/level Saving Throw: None
Area of Effect: 6’ radius of spell coster

Explanation/Description: When a mirror image spell is invoked, the spell
caster causes from | to 4 exact duplicates of himself or herself to come into
being around his or her person. These images do exactly what the magic-
user does, and as the spell causes a blurring and slight distortion when it is
effected, it is impossible for opponents to be certain which are the
phantasms and which is the actual magic-user. When an image is struck by
a weapon, magical or otherwise, it disappears, but any other existing
images remain intact until struck. The images seem to shift from round to
round, so that if the actual magic-user is struck during one round, he or she
cannot be picked out from amongst his or her images the next.

there are 2-5 (d4 + 1) mirror images created
Improved Phantasmal Force (lllusion/Phantosm)

Level: 2 Components: V,S M
Range: 6" + 1'/level Casting Time: 2 segments
Duration: Special Saving Throw: Special
Areo of Effect: 4 square’” + 1"

square/level

Explanation/Description: Except as noted above, ond as detailed
hereafter, this spell is the same as the third level magic-user phantasmol
force spell (q.v.). The spell caster can maintain the illusion with minimal
concentration, i.e. he or she can move at half normal speed (but not cast
other spells). Some minor sounds are included in the effects of the spell,
but not understandable speech. Also, by concentration on the form of the
phantasm, the improved phantasmal force will continue for 2 rounds after
the illusionist ceases to concentrate upon the spell.



CLERIC SPELLS

Cure Light Wounds (Necromaniic) Reversible

level: 1 Components: V, §
Range: Touch Casting Time: 5 segments
Duration: Permanent Saving Throw: None
Area of Effect: Character touched

Explanation/Description: Upon laying his or her hand upon a creature, the
cleric causes from 1 1o 8 hit points of wound or other injury damage to the
creature’s body to be healed. This healing will not affect creatures without
corporeal bodies, nor will it cure wounds of creatures not living or those
which can be harmed only by iron, silver, and/or magical weapons. Its
reverse, cause light wounds, operates in the same manner; and if a person
is avoiding this touch, a melee combat ““to hit”” die is rolled to determine if
the cleric’s hand strikes the opponént and causes such a wound. Note that
cured wounds are permanent only insofar as the creature does not sustain
further damage, and that caused wounds will heal or can be cured
just as any normal injury will. Caused light wounds are 1 to 8 hit points of
damage.

Light (Alterotion) Reversible

level: 1 Components: V, S
Ronge\: 127 Casting Time: 4 segments
Duration: é turns + 1turn/level Saving Throw: None
Area of Effect: 2" radius globe

Explanation/Description: This spell causes excitation of molecules so as to
make them brighily luminous. The light thus caused is equal to torch light
in brightness, but its sphere is limited to 4 in diameter. It lasts for the
duration indicated (7 turns at Ist experience level, 8 at 2nd, 9 ot 3rd, elc.)
or until the caster utters o word to extinguish the light. The light spell is
reversible, cousing darkness in the same area and under the same
conditions, except the blackness persists for only one-half the duration that
light would last. If this spell is cast upon a creature, the applicable magic
resistance and saving throw dice rolls must be made. Success indicates
that the spell affects the area immediately behind the creature, rather than
the creature itself. In oll other cases, the spell 1akes effect where the caster
directs as long as he or she has a line of sight or unobstructed path for the
spell; light can spring from air, rock, metal, woqd, or almost any similar
substance.

Hold Person (Enchantment/Charm)

level: 2 Components: V, 5, M
Range: 6" Casting Time: 5 segments
Duration: 4 rounds + 1 Saving Throw: Neg.
round/level
Area of Effect: One to three
creatures

Explanation/Description: This spell holds immobile, and freezes in places,
from 1-3 humans or humanoid creatures (see below) for 5 or more melee
rounds. The level of the cleric casting the hold person spell dictates the
length of time the effect will last. The basic duration Is 5 melee rounds at

Silence, 15' Radius (Alteration)

level: 2 Components: V, S
Range: 12" Casting Time: 5 segments
Duration: 2 rounds/level Saving Throw: None
Area of Effect: 30’ diameter sphere

Explanation/Description: Upon casting this spell, complete silence prevails
in the area of its effect. All sound is stopped, so all conversation is
impossible, spells cannot be cast, and no noise whatsoever issues forth.
The spell can be cast into the air or upon an object. The spell of silence
lusts for 2 rounds for each level of experience of the cleric, i.e. 2 rounds at
1st level, 4 at 2nd, 6 at 3rd, 8 a1 4th and so forth. The spell can be cast upon
a crealure, and the effect will then radiate from the creature and move as
it moves. If the creature is unwilling, it saves against the spell, and if the
saving throw is made, the spell effect locates about one foot behind the
target creature.

Cure Blindness (Abjuration) Reversible

Level: 3 Components: V, §
Range: Touch Casting Time: 1 round
Duration: Permanent Saving Throw: None
Area of Effect: Creature touched

Explanation/Description: By touching the creature afflicted, the cleric
employing the spell can permanently cure most forms of blindness. Its
reverse, cause blindness, requires a successful touch upon the victim, and
if the victim then makes the saving throw, the effect is negated.

Slow Polson (Necromantic)

Level: 2 Components: V, S, M
Range: Touch Casting Time: 1 segment
Duration: 1 hour/level Saving Throw: None
Area of Effect: Creature touched

F:g:;g?,:?’}./();:;:f'io?: When this spell is placed upon a poisoned
y slows the effects of any venom, even causing o
supposedly dead individual to have life restored if it is cast upon the victim
within a number of turns less than or equal 1o the level of experience of
the cleric after the poisoning was suffered, i.e. a victim poisoned up to 10
turns previously could be temporarily saved by a 10th or higher level cleric
who cast slow poison upon the victim. While this spell does not neutralize
the venom, it does prevent it from substantially harming the individual for
the duration of its magic, but each turn the poisoned creature will lose 1 hit
point from the effect of the venom (although the victim will never go
below 1 hit point while the slow poison spell’s duration lasts). Thus, in the
example above, the victim poisoned 10 turns previously has only 10 hit
points, so when the 10th level cleric casts the spell, the victim remains with
1 hit point until the spell duration expires, and hopefully during that perlod
a full cure can be accomplished. The material components of this spell are
the cleric’s holy/unholy symbol and a bud of garlic which must be crushed
and smeored on the victim’s bare feet.

MAGIC-USER SPELLS
Detect Magic (Divination)

Level: 1 Components: V, S
Range: 0 Casting Time: | segment
Duration: 2 rounds. level Saving Throw: None
Area of Effect: 1" path, 6" long

Explanation/Description: The only differences between this spell and the
first level cleric detect magic spell are noted above (duration, area of
effect, and no material component).

Enlarge (Alteration) Reversible

Level: ] Components: V, S, M
Range: 14"/ level Casting Time: | segment
Duration: 1 turn/level Saving Throw: Neg.
Area of Effect: Special

Explanation/Description: This spell causes instant growth of a creature or
object. Enlargement causes increase in both size and weight. It can be cast
upon only a single creature or object. Spell range is /2" for each level of
experience of the magic-user, and its duration is 1 turn per level of
experience of the spell caster. The effect of the enlargement spell is to
increase the size of a living creature (or a symbiotic or community entity)
by 20% per level of experience of the magic-user, with @ maximum
additional growth of 200%. The effect on obijects is one-half that of
creatures, i.e. 10% per level to a 100% maximum additional enlargement.
The creature or object must be seen in order to effect the spell. The
maximum volume of living material which can be initially affected is 10
cubic feet — for non-living matter, 5 cubic feet — per level of the magic-
user. While magical properties are not increcsed by this spell — a huge
+1 sword is still only +1, a staff-sized wand is still only copable of its
normal functions, a giant-sized potion merelv requires a greater fluid
intake to make its magical effects operate, etc. — weight, mass and
strength are. Thus, a table blocking a door would be heavier and more
effective: a hurled stone would have more mass (and be more hurtful
providing enlargement took place just prior ‘o impact); chains would be
more massive: doors thicker; a thin line turned to a sizable, longer rope;
and so on. Likewise, a person 12’ tall would be as an ogre, while an 18" 1all
person would actually be a giant for the duration of the spell. The reverse
spell, reduce, will negate the effects or actuaily make creatures or objects
smaller in the same ratios as the reguiar spell application functions.
Unwilling victims of the spell, or its reverse, are entitled to a saving throw,
which, if successful, indicates the magic dees not function, and the spell is
wasted. The material component of this spell is a pinch of powdered iron.

Shield (Evocation)

Level: ! Components: V, S
Range: 0 Costing Time: 1 segment
Duration: 5 rounds/level Saving Throw: None
Area of Effect: Special

Explanation/Description: When this spell is cast, an invisible barrier before
the front of the magic-user comes into being. This shield will totally negate
magic missile attacks. It provides the equivalent protection of armor class 2
against hand hurled missiles (axes, darts, jovelins, spears, etc.), armor
class 3 against small device-propelled missiles (arrows, bolts, bullets.
manticore spikes, sling stones, etc.), and armor closs 4 against alt other
forms of attack. The shield also adds +1 to the magic-user’s saving mrow
dice vs. attacks which are basically frontal. Note that all benefits of the
spell accrue only to attacks originating from the front facing the magic-
user, where the shield can move to interpose itself properly.



COMBAT (COMBAT TABLES)

I.LA. ATTACK MATRIX FOR CLERICS, DRUIDS AND MONKS 1.C. ATTACK MATRIX FOR MAGIC-USERS AND ILLUSIONISTS
Opponent Opponent
Armor 20-sided Die Score to Hit by Level of Attacker Armor 20-sided Die Score to Hit by Level of Attacker
Class 1-3 4-6 7-9 10-12 13-15 16-18 19+ Class 1-5 6-10 11-15 16-20 21+
-10 25 23 21 20 20 20 19 -10 26 24 21 20 20
-9 24 22 20 20 20 19 18 -9 25 23 20 20 20
-8 23 2 20 20 20 18 17 -8 24 22 20 20 19
-7 22 20 20 20 19 17 16 -7 23 21 20 20 18
-6 21 20 20 20 18 16 15 -6 22 20 20 19 17
-5 20 20 20 19 17 15 14 -5 Al 20 20 18 16
-4 20 20 2 18 16 14 13 -4 20 20 20 17 15
-3 20 20 19 17 15 13 12 -3 20 20 19 16 14
-2 20 20 18 16 14 12 n -2 20 20 18 15 13
-1 20 19 17 15 13 1B 10 -1 .20 20 17 14 12
0 20 18 16 14 12 10 9 0 20 19 16 13 n
1 19 17 15 13 1 9 8 1 20 18 15 12 10
2 18 16 14 12 10 8 7 2 19 17 14 1" 9
3 17 15 13 " 9 7 [ 3 18 16 13 10 8
4 16 14 12 10 8 6 5 4 17 15 12 9 7
5 15 13 1 Q 7 5 4 5 16 14 n 8 6
6 14 12 10 [ 4 3 6 15 13 10 7 5
7 13 1 9 7 5 3 2 7 14 12 9 6 4
8 12 10 8 6 4 2 1 8 13 n 8 5 3
9 n 9 7 5 3 1 0 9 12 10 7 4 2
10 10 8 [ 4 2 o] -1 10 n 9 -] 3 1

Missiles:* -5 at long range, -2 ot medium range.

*Normal, not magical.

e

I.B. ATTACK MATRIX FOR FIGHTERS, PALADINS, RANGERS,
BARDS, AND 0 LEVEL HALFLINGS AND HUMANS*

Opponent
Armor 20-sided Die Score to Hit by Level of Attocker
Class 0 12 34 56 7-8 9-10 11-1213-1415-16 17+
-10 26 25 23 21 20 20 20 18 16 14
-9 25 24 22 20 20 20 9 17 15 13
-8 24 23 21 20 20 20 18 16 14 12 1.D.1. ATTACK MATRIX FOR THIEVES AND ASSASSINS
-7 23 22 20 20 20 19 17 15 13 1
-6 22 21 20 20 20 18 16 14 12 10 Opponent
-5 21 20 20 20 9 17 15 13 1 9 Armor 20-sided Die Score to Hit by Level of Attacker
-4 20 20 20 20 18 16 14 12 10 8 Class 1-4° 5-8 9-12¢ 13-16¢ 17-20¢ 214
-3 20 20 20 19 17 5 13 N 9 7 -10 26 24 7 20 20 20
-2 20 20 20 18 16 14 12 10 8 ] -9 25 23 20 20 20 19
-1 20 20 19 17 15 13 n 9 7 5 -8 24 22 20 20 20 18
0 20 20 18 16. 14 12 10 8 (] 4 -7 23 il 20 20 19 17
1 20 19 17 15 13 n 9 7 5 3 -6 22 20 20 20 18 16
2 19 18 16 14 12 10 8 6 4 2 -5 21 20 20 19 17 15
3 1 17 15 13 N 9 7 5 3 1 -4 20 20 20 18 16 14
4 17 16 14 12 10 8 6 4 2 0 -3 20 20 19 17 15 13
5 16 15 13 11 9 7 5 3 1 -1 -2 20 20 18 16 14 12
6 15 14 12 10 8 6 4 2 0 -2 -1 20 20 17 15 13 1
7 14 13 1 9 7 5 3 1 -1 -3 0 20 19 16 14 12 10
8 13 12 10 8 6 4 2 o -2 -4 1 20 18 15 13 n 9
9 12 N Q 7 5 3 1 -1 -3 -5 2 19 17 14 12 10 8
10 1 10 8 6 4 2 0 -2 -4 -6 3 18 16 13 n 9 7
4 17 15 12 10 8 é
Missiles: -5 at long range, -2 ot medium range. 5 16 14 n 9 7 5
6 15 13 10 8 6 4
*Note: Half-elves use the attack matrix as elves do, while non-player 7 14 12 9 7 5 3
character half-orcs use the attack matrix for monsters. Dwarves, 8 13 n 8 6 4 2
elves and gnomes are never lower than 1st level (unlike halflings 9 12 10 7 5 3 1
and humans, which may be of 0 level). Bards fight at their highest 10 1" [} 6 4 2 0

level of fighter experience. '
Missiles: -5 ot long range, -2 ot medium range.

Special Note Regarding Fighters' Progression: This table is designed to
allow fighters to advance by 5% per level of experience attained, rather
than 10% every 2 levels, if you believe that such will be helpful in your
particular campaign. 1f you opt for a per level advancement in combat
ability, simply use the table but give o +1 “to hit”” bonus to fighters who
attain the second level of experience shown in each group of 2 levels, i.e.
1-2, 3-4, etc. You may, of course, elect not to allow per level combat ad-
vancement. ¢ Thieves and assassins quintuple damage from a surprise back stab.

Thieves and assassins double damage from a surprise back stab.
Thieves and assassins triple damage from a surprise back stab.

Thieves and assassins quadruple damage from a surprise back stab.



Il. ATTACK MATRIX FOR MONSTERS (Including Goblins, Hobgoblins, Kobolds, and Ores)

Opponent
Armor 20-sided Die Score to Hit by Monster's Hit Dice Number
Class upto 1-1 1-1 1 1+ 2-3+ 4-5+ 6-7+ 8-9+ 10-11+ 12-13+4 14-154+ 164
-10 26 25 24 23 21 20 20 20 20 19 18 17
-9 25 24 23 22 20 20 20 20 19 18 17 16
-8 24 23 22 2] 20 20 20 20 18 17 16 15
-7 23 22 21 20 20 20 20 19 17 16 15 14
-6 22 21 20 20 20 20 19 18 16 15 14 13
-5 21 20 20 20 20 20 18 17 15 14 13 12
-4 20 20 20 20 20 19 17 16 14 13 12 1"
-3 20 20 20 20 19 18 16 15 13 12 1 10
-2 20 20 20 20 18 17 15 14 12 n 10 9
-1 20 20 20 19 17 16 14 13 " 10 9 8
0 20 20 19 18 16 15 13 12 10 9 8 7
1 20 19 18 17 15 14 12 n 9 8 7 6
2 19 18 17 16 14 13 n 10 8 7 6 5
3 18 17 16 15 13 12 10 Q 7 6 5 4
4 17 16 15 14 12 n Q 8 [} 5 4 3
5 16 15 14 13 1 10 8 7 5 4 3 2
6 15 14 13 12 10 9 7 6 4 3 2 !
7 14 13 12 11 9 8 [ 5 3 2 1 0
8 13 12 1 10 8 7 5 4 2 1 0 -1
Q 12 11 10 9 7 [} 4 3 1 0 -1 -2
10 1" 10 9 8 6 5 3 2 0 -1 -2 -3
Note: Any plus above + 3 equals another hit die, i.e. 6+ 6 equals 7 hit dice.
Missiles: -5 at long range, -2 at medium range.
1. SAVING THROW MATRIX FOR CHARACTERS AND HUMAN TYPES
Baralyzatian, Attack to be Saved Against
Character Class and Poison or Petrification Rod, Staff Breath
Experience Level Death Magic or Polymorph* or Wand Weapon** Spell***
;t:lerics- 1-3 10 13 14 16 15
! 4-6 9 12 13 15 14
7.9 7 10 n 13 12
10-12 6 9 10 12 n
13-15 5 8 9 1 10
16-18 4 7 8 10 9
194 2 5 6 8 7
‘Fighters® 0 16 17 18 20 19
) 1-2 14 15 16 17 17
; 3-4 13 14 15 16 16
5-6 n 12 13 13 14
7-8 10 11 12 12 13
9-10 8 9 10 9 1
11-12 7 8 9 8 10
13-14 5 6 7 5 8
15-16 4 5 6 4 7
174 3 4 5 4 <]
‘Magic-Users* 1-5 14 13 n 15 12
H 6-10 13 n 9 13 10
i 11-15 1 9 7 1 8
16-20 10 7 5 9 6
21+ 8 5 3 7 4
[Thievest 1-4 13 12 14 16 15
} 5-8 12 n 12 15 13
! 9-12 n 10 10 14 1"
13-16 10 9 8 13 9
17-20 9 8 6 12 7
21+ 8 7 4 11 5

MAGIC ITEMS

Gauntlets of Dexterity: A pair of these gloves appears to be nothing more
than light leather handwear of the everyday sort. Naturally, they radiate
magic if so detected. They size themselves magically to fit any hand, from
that of a huge human to that of a small halfling, when drawn on. A pair of
gauntlets of dexterity increase overall dexterity by 4 points if at 6 or less,
by 2 points if at 7-13, and by 1 point if dexterity is 14 or higher. Further-
more, wearing these gloves enables non-thief characters to pick pockets or
open locks as if he or she were a 4th level thief; if worn by a thief they
increase these abilities by adding 10% to the normal percentage chance
for the character’s level.

Wand of Magic Missiles: The missiles wand discharges magic missiles
which are similar to those of the first level magic-user spell, magic missile.
The device fires a magic missile which causes 2-5 hit points of damage. It
operates as the spell of the same name, always hitting its target when
wielded by a maogic-user, otherwise requiring a "o hit" die roll. Each
missile takes 3 segments to discharge, and costs 1 charge. A maximum of 2
may be expended in 1 round. The wand may be recharged.

Longevity: The longevity potion reduces the character’s game age by from
1-12 years when it is imbibed, but each time one is drunk there is o 1%
cumulative chance thot it will have the effect of reversing all age removal
from previously consumed longevity potions. The potion otherwise
restores youth and vigor. It is also useful to counter magical or monster-
based aging attacks. The entire potion must be consumed to achieve the
results.
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