Acid Rain (Sor/Wiz 5)
School: Evocation [Acid]        Components: V, S, M 

Casting Time: 1 action        Range: Long (400 ft. + 40 ft./level) 

Area/Effect/Target: Cylinder (20 ft. radius, 40 ft. high)        Duration: Instantaneous 

Saving Throw: None        Spell Resistance: Yes 

Acid rain causes a sudden downpour of acid, damaging objects and creatures in its area.  This acid is potent against organic material, but mostly ineffective against inorganic materials, such as iron and rock.  It is harmful to living organic creatures and plants and also damages wooden objects.  The acid deals 3d6 points of acid damage to whatever the acid comes in contact.  For every three caster levels (maximum 18), the acid, unless neutralized, lasts for an additional round, dealing another 3d6 points of damage for that round.  At 7th-8th level, the acid lasts for 3 rounds; at 9th-11th level, the acid lasts for 4 rounds; and so on to a maximum of 7 rounds at 18th level.
     Material Component: A snake's stomach and a few drops of water.

Acid Spray (Sor/Wiz 2)
School: Transmutation [Acid]        Components: V,S 

Casting Time: 1 Action        Range: 10 ft. 

Area/Effect/Target: Semicircular spray of acid 10ft. long, centered on your hands        Duration: Instantaneous 

Saving Throw: Reflex half        Spell Resistance: Yes 

Acid bursts forth from the casters hand in a semicircular spray. All within range take 1d4 per level of caster(maximum 5d4) acid damage. A reflex save will half the damage taken. Any characters with metal armor or weapons must clean them or 2d4 rounds later the metal will start to corrode. For every round after corrosion starts, a permanent -1 will be added to damage/AC of that item. If it gets to 0 than that item is useless. Magic weapons/armor negate all corrosion for that item. It takes 1 action to clean each item hit by the acid.

Air Punch (Sor/Wiz 2)
School: Evocation [Force]        Components: V,S,M 

Casting Time: 1 action        Range: Close (30 ft. + 5 ft. / 2 levels) 

Area/Effect/Target: 1 creature        Duration: instantaneous 

Saving Throw: 1/2 & negates prone        Spell Resistance: yes

A hard fist of air issues from caster dealing 1d6 / 2 lvl, (max 5d6) knocking opponents of medium size or smaller prone unless they make a successful reflex save. Large creatures get a +4 bonus to save, bigger than large creatures are not affected by this and small to fine creatures get a –4 . This pulse of air may also blow up to a total of 10 lbs of small to tiny objects around in a haphazard manner. The material component is a dandelion tuft.
Arctic Blast (Sor/Wiz 7, Drd 7)
School: Evocation [Cold]        Components: V,S,DF 

Casting Time: 1 action        Range: Close (25 ft. + 5 ft./2 levels) 

Area/Effect/Target: Cone        Duration: Instantaneous 

Saving Throw: Reflex partial        Spell Resistance: Yes

A cone of extreme cold originates at your hand and extends outward in a heat-sapping cone. Creatures in the area suffer 1d6 cold damage per caster level (maximum 20d6). Creatures you hit also take 1 point of temporary Strength and Dexterity damage, each, for every three caster levels. Creatures you hit have their speed reduced to ½ and can’t run. A successful Reflex save reduces the cold damage and ability damage by half. Ability damage from this spell returns at a rate of 1 point, each, per hour.

Blood Spike (Sor/Wiz 2)
School: Necromancy        Components: V,S,F 

Casting Time: 1 action        Range: Close (25 ft. + 5 ft./2 levels) 

Area/Effect/Target: Ray        Duration: Instantaneous 

Saving Throw: Fort half (see text)        Spell Resistance: Yes

Blood Spike turns your life force into negative energy and channels the negative energy into your target. Choose a number of hit points no more than your current total. You suffer this much damage, or half (DC 12) if you succeed at a Fortitude Save. Then, make a ranged touch attack. If you hit, your opponent suffers the amount of damage that you chose (not necessarily the amount you lost). Your opponent may then make a Fortitude save for half damage. Focus: A dagger.

Caustic Spray (Sor/Wiz 4)
School: Evocation [Acid]        Components: V, S 

Casting Time: 1 action        Range: Close (25 ft. + 5 ft./2 levels) 

Area/Effect/Target: Cone        Duration: Instantaneous 

Saving Throw: Reflex partial        Spell Resistance: Yes
Sizzling acid sprays from your outstretched hands, burning and blinding your enemies. Creatures in the area of affect take 1d6 damage per odd caster level (max 8d6 at 15th level), and take half as many dice of damage on the following round. The creatures are also blinded for one round per odd caster level. Creatures that make their saving throw only take half the initial damage, no secondary damage, and are only blinded for one round.
     A blinded creature may use a full-round action to remove the acid from his eyes, effectively ending the blindness.
Concussion Bolt (Sor/Wiz 2)
School: Evocation        Components: V, S, M 

Casting Time: 1 action        Range: Close (25 ft. + 5 ft./2 levels) 

Area/Effect/Target: Ray        Duration: Instantaneous 

Saving Throw: Reflex half        Spell Resistance: Yes

The concussion bolt, when released, looks like a powerful ripple in the air that travels towards the target at high speed. You must succeed at a ranged touch attack with the ray to deal damage to the target. The ray deals 1d4 points of bludgeoning damage +1 point per 2 caster levels (up to +5). Additionally, the target takes 1d6 points of bludgeoning, subdual damage per 2 caster levels, up to a maximum of 5d6.
Arcane Material Component: An empty glass vial and a single humanoid hair.
Corrosive Touch (Sor/Wiz 6, Rgr 4, Drd 6)
School: Transmutation [Acid]        Components: S, M 

Casting Time: 1 action        Range: Touch 

Area/Effect/Target: See text        Duration: Instantaneous 

Saving Throw: Reflex (see text)        Spell Resistance: Yes

This spell grants the ability to corrode and rust any type of metallic item or surface.  Upon activation the caster must succeed at a melee touch attack in order to ruin any target metal.  The caster may elect to either destroy equipment, armor, or a surface of metal with an area of 5ft.(+1ft./level) and a thickness 1ft./4 levels.  Normal armor and equipment is rendered useless, and surfaces are left weakened or completely inadequate; there is no saving throw for these types of objects.  Magical armor, equipment and surfaces are allowed a reflex saving throw (DC 15 + casters Wisdom modifier).  A successful saving throw means the object is dealt 2d8+4 points of acid damage.  A failed saving throw causes the object or surface to completely deteriorate.
Material Component:A handful of rusted iron filings.

Counter Regeneration (Sor/Wiz 3, Clr 3, Drd 4)
School: Necromancy        Components: V, S 

Casting Time: 1 action        Range: Touch 

Area/Effect/Target: One creature with the ability to regenerate        Duration: 1 minute per two caster levels 

Saving Throw: Fortitude negates (harmless)        Spell Resistance: Yes

 Upon successfully touching an opponent with the ability to regenerate, the caster may designate one energy type or damage type that will affect the creature normally. The caster chooses either fire, cold, acid, electricity, or sonic energy that will injure the creature normally for the duration of the spell. Alternately the caster may choose bludgeoning, slashing, piercing, or crushing damage, which will affect the creature normally. 
      This spell does not negate the creature's regenerative capability, but allows for a single new type of damage that will affect said creature. This spell does not negate natural immunities of the creature. (EX: a caster could use this spell on a troll, then select sonic as the type of energy damage which will affect the troll normally)

Cowing Facade (Sor/Wiz 1)
School: Illusion (Glamer) [Fear, Mind-Affecting]        Components: V, S 

Casting Time: 1 action        
Range: You 

Area/Effect/Target: Personal        Duration: 5 rounds/level 

Saving Throw: Will negates     
   Spell Resistance: No

A hideously frightening illusion covers your face, inciting terror into anyone who beholds your visage. The exact details of your appearance are up to you and are decided at the time of casting. You gain a gaze attack that causes anyone meeting your eyes to become shaken for three rounds per caster level if they fail a Will save. A shaken creature suffers a -2 penalty on attack rolls, weapon damage rolls, and saving throws. A creature that is makes its Will save is immune to the effects of this spell for the duration.

Empower Staff (Sor/Wiz 3)
 
School: Transmutation 

Components: V, S, M
Casting Time: 15 minutes 
Range: Touch
Targets: Component 

Duration: 2 hours/ caster lvl
With this spell, you embue a staff or rod with a residual magical essence. The rod becomes an extension of the wizard. You may then focus your magic through it.
First, the you may make touch attack without suffering an a attack of oppertunity. Second, with a staff your reach is extended to 10'. Second, the staff concentrates magical power. Spells delivered through the rod, either by touch or aimed, gain +1 to the DC to resist them. This spell also penetrates Spell resistance, adding a +1 to the level checks to do so. Third, if the spellcaster must make a to hit roll for a spell, the wizard using an empowered staff makes these attacks at +1. Finally, it channels destructive energy, adding 1 point of damage per a die of damage if it is a area damage or single projectile spell. If it is a spell that can have more than one projectile (e. g. magic missle) that damage is increased by 1 per missle.
The material component of this spell is a gem worth at least 800 gp. The gem is not consumed in the casting.
 Lesser Animation (Wiz/Sor 1)
 School: Necromancy    

    Components: V, S , M
Casting Time: 1 round    
   Range: Touch
Targets: 1 Creature            
Duration: 1 minute +1 minute per level
Spell Resistance: No 
Lesser Animation was created by an upstart necromancer known only as Hjymer. This spell is the bare essential for its creator and is often put to use as it is extremely useful. Lesser Animation is used to cause one freshly killed enemy to turn into a totally mindless and loyal undead minion. The spell causes the corpse to rise as a zombie equal to that of a medium zombie regardless of size or level of the corpse. If the necromancer animates a large creature it still fights as though it was a zombie of medium size. If the necromancer raises a creature smaller than medium size by means of this spell it will fight as though it were a skeleton of that size. The animation process occurs instantly and the affected corpse is able to act on the next round of combat. The zombie's initiative count is always one less then the controlling necromancer's. The material components for this spell are the corpse in question and a small drop of the necromancer's own blood.

Skeletal hide (Wiz/ Sor 2)
 School:  Necromancy

Components: V, S , M
Casting Time: 1 action

Range: Personal
Targets: Self


Duration: 4 rounds/ +1 per lvl

Though Hjymer wasn't much for melee combat he did like to be protected from such attacks, and he devised a way to do this and further enhace his demonic appearance. This spell causes the necromancers own skin to morph into to tough white bone. When this spell is in effect it grants the caster a +5 to his armor class as well taking half damage from slashing and piercing weapons; bludgeoning weapons still deal normal damage. If the caster already has a natural armor class better than +5 he may still add a +1 to his AC. Though this spell has numerous benefits it also has its disadvantages. When using this spell the caster charisma is effectively 3 points lower because the necromancer looks as though he is one of his own undead creations. The material components for this spell are a branch from a tree that grew in a cemetary.
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Shadow Missile  

   Necromancy

Level: Sor/Wiz 1

Components: V,S

Casting Time: 1 action

Range: Medium

Target: Up to 5 creatures, no two of which can be more that 15 feet apart
Duration: Instantaneous


Saving Throw: Fortitude partial
Spell Resistance: Yes  

 A missile of negative energy infused with shadow stuff darts forth from your fingertip and shoots toward its target.  The missile deals 1d3 points of damage and possibly also 1 point of temporary Strength damage.  (A successful Fortitude saving throw negates the Strength damage.)

  You must suceed at a ranged touch attack to strike your target.  Inanimate objects (locks, etc) cannot be damaged by the spell.

  For every two levels of experience past 1st, you gain an additional missile.  You have two at 3rd level, three at 5th level, four at 7th level, and the maximum of five missiles at 9th level or higher.  If you shoot multiple missiles, you can have them strike a single creature or several creatures.  A single missile can strike only one creature.  You must designate targets before you roll for SR or roll damage.

This spell does not affect undead.

Improved Magic Missile  

  Evocation

Level: Sor/Wiz 3

Components: V,S

Casting Time: 1 action

Range: Medium

Target: Up to 5 creatures, no two of which can be more that 15 feet apart

Duration: Instantaneous
Save: None

Spell Resistance: Yes  

    As the first-level spell magic missile, except that each missile deals 1d6+1 points of damage and objects can be targeted.

Greater Magic Missile  

   Evocation

Level: Sor/Wiz 5

Components: V,S

Casting Time: 1 action

Range: Medium

Target: Up to 5 creatures, no two of which can be more that 15 feet apart

Duration: Instantaneous
Save: Fortitude partial

Spell Resistance: Yes  

    As the third-level spell improved magic missile, except that each missile deals 1d8+1 points of damage.  A greater magic missile that strikes a shield spell destroys it, thus any additional additional missiles directed at the same creature strike normally.  Additionally, when a greater magic missile strikes a creature, that creature must make a Fortitude saving throw or be dazzled (see DMG) for one round.  The saving throw for each missile striking the same creature is handled separately and the dazzle effect is culmulative for multiple failed saving throws.

Superior Magic Missile  

   Evocation

Level: Sor/Wiz 7

Components: V,S

Casting Time: 1 action

Range: Medium

Target: Up to 5 creatures, no two of which can be more that 15 feet apart

Duration: Instantaneous
Save: Fortitude partial

Spell Resistance: Yes  

    As the fifth-level spell greater magic missile, except that each missile deals 2d6+2 points of damage and opponents that fail their saving throw are dazed instead of dazzled.

Perfect Magic Missile  

 Evocation

Level: Sor/Wiz 9

Components: V,S

Casting Time: 1 action

Range: Medium

Target: Up to 5 creatures, no two of which can be more that 15 feet apart

Duration: Instantaneous
Save: Fortitude partial

Spell Resistance: Yes  

     As the seventh-level spell superior magic missile, except that each missile deals 2d8+2 points of damage and opponents that fail their saving throw are stunned instead of dazed.  Additionally, even opponents who save successfully are dazzled for one round per missile striking them.

Shadow Guard  

 Conjuration

Level: Sor/Wiz 4

Components: V,S,M

Casting Time: 1 action

Range: Personal

Target: You

Duration: 1 rd/level

Saving Throw: see below
Spell Resistance: Yes  

 This spell wreathes you in shadow stuff and causes damage to each creature who attacks you in melee.  The shadow stuff also protects you from heat- or fire-based attacks.

Any creature striking you with its body or handheld weapons deals normal damage, but at the same time the attacker takes 1d4 points of damage +1 point of damage per  caster level (max +10).  Additionally, if the attacker fails a Fortitude saving throw 1 point of Strength damage is inflicted for every four caster levels (maximum 5 points).  The attacker's Strength score cannot drop below 1.

The shadow stuff is cool to the touch.  You take only half damage from any heat- or fire-based attacks.  If that attack also allows a Reflex save for half damage, you take no damage on a successful save.

Arcane material component: a drop of black ink.

Ice Bolt 

Evocation [Cold]



Level: Sor/Wiz 3

Range: Medium (100 ft. + 10 ft. per caster level)
Components: V, S, M

Duration: Instantaneous


Casting Time: 1 action

Line of Effect: 10 ft. wide and 40 ft. + 5 ft. per caster level long (bolt)

Saving Throw: Reflex half


Spell Resistance: Yes

    Ice bolt is similar to the well known lightning bolt spell. When cast, the caster releases a powerful 'bolt' of cold energy that inflicts 1d4+1 points of damage (add an additional 1d4+1 for each level of the caster, with a maximum of 10d4+10). 

    Ice bolts are 10 ft. wide, 5 ft. top-to-bottom, and travel a maximum of 75 ft. If an ice bolt reaches an unyielding barrier before it has traveled its full distance, it dissolves harmlessly upon impact. 

    Though the ice bolt is uncomfortably cold, the damage is caused by magical energy and is subject to spell resistance. Creatures immune to natural cold effects will still take damage from an ice bolt spell.

    The arcane spell components are a bit of wool and a bolt-shaped crystal.

Ice Floe 

Transmutation [Cold] 


Level: Sor/Wiz 2

Range: Close (25 ft. + 5 ft. per caster level)
Components: V, S, M

Duration: Special (see text)

Casting Time: 10 minutes

Area of Effect: 5ft. radius

Saving Throw: None (harmless)

Spell Resistance: No (harmless)

    This spell is generally used to enable the transportation of people or goods across rivers and lakes. When cast upon a body of water, a barge 3 ft. thick in the center and up 10 ft. in diameter is created from the surrounding water.

    The barge can safely hold six people (Medium-size humanoids) evenly spaced and relatively still; however, the surface is somewhat slippery, and any rapid movement (such as combat) should be avoided. Those attempting combat or other hasty, violent movement must make a Balance check (DC 19) each round or fall. Any who fail the first Balance check and fall must make another check on the following round (also DC 19) or they slide off the barge and into the water. (Attempting to stand only requires a DC 15 Balance check.)

    The barge floats with the current of the water unless propelled by some other means.

    The duration various according to the temperature in the water beneath the barge. In very cold water (less than 40°F) the barge will last an entire day. In warmer water (up to 60°F) the barge lasts for half a day. In very warm to hot water (more than 60°F) the barge will only last for about two hours.

    The arcane spell component for this spell is a piece of driftwood that is cast into the water.

Frozen Ground 

Transmutation [Cold]

Level: Sor/Wiz 2

Range: Personal

Components: V, S, M

Duration: 1 minute per caster level

Casting Time: 1 action

Area of Effect: 10 ft. radius emanation, centered on caster, mobile

Saving Throw: None (harmless)
Spell Resistance: No (harmless)

    When frozen ground is cast, the area within 10 ft. of the caster is instantly frozen solid enough to prevent tracks from being made in the area of effect. The caster must concentrate to maintain the spell. spell effects remain centered on the caster no matter where she moves, and the ground remains frozen until it thaws naturally.

    The arcane component of this spell is a handful of dirt, which is cast upon the ground.

Deep Freeze 

Transmutation [Cold]

Level: Sor/Wiz 2

Range: Touch

Components: V, S

Duration: Permanent (D)

Casting Time: 1 action

Area of Effect: 1 object

Saving Throw: None (object)
Spell Resistance: No (object)

    Deep freeze is usually cast on inanimate objects to preserve or protect them for a long period of time. When cast, the target object is instantly frozen and remains so until deep freeze is dispelled. It is impossible to physically manipulate objects that have been frozen with this spell. For example, a spell book could be frozen shut or a lock frozen closed. The most common use of this spell is to protect rations, meats, and other supplies from decay and rodents. Deep freeze does not affect living targets.

Snowman 

Evocation [Cold]

Level: Sor/Wiz 3


Range: Close (25 ft. + 5 ft. per caster level)

Components: V, S, M


Duration: Special (2d4 rounds, or 2 rounds)

Casting Time: 1 round


Area of Effect: 1 creature

Saving Throw: Fortitude negates

Spell Resistance: Yes

    When this spell is cast, a large amount of snow and ice crystals appear above a target creature's head and fall directly upon him. The caster must indicate a target within her casting range. If the target moves out of range, the spell takes effect over empty space. Though the ice and snow inflict no damage, the magical cold paralyzes the target if it fails the Fortitude save. The paralysis lasts for 2d4 rounds, or until the creature is dragged out from under the snow. If the target makes the Fortitude save, it suffers a -4 circumstance penalty to initiative, any checks involving the target's Dexterity, and all attack rolls for 2 rounds.

    The snow and ice created by this spell dissolve into the air and cannot be used consumed or used as water.

    The arcane component is a handful of down

Sound Bubble 

Abjuration (Evocation)

Level: Sor/Wiz 1


Range: Personal

Components: V, S, M


Duration: 1 minute per caster level

Casting Time: 1 action


Area of Effect: Special (10 feet or 5 feet per caster level, see text)

Saving Throw: Will negates or none (object)
Spell Resistance: Yes or no (object)

    When this spell is cast, an invisible bubble springs into existence. It can either be centered on and mobile with the caster, or cast on an area. The mobile bubble has a radius of 10 feet, while the area bubble has a radius of 5 feet per caster level. The bubble has only one effect: sound can't pass through it. Thus, sound generated within the bubble can't be heard by those outside, and vice versa.

    Sound bubble is also useful in many of the same situations in which silence is used.

    The arcane component of the spell is a blown eggshell or a soap bubble.

