The Magnificent Misto’s Spell Book





BREATH OF LIFE


(7th Level)


Range:  Sight of Caster			The Breath of Life requires much preparation before the 


Components:  V,S,M			adventure begins.  First the mage must prepare an air tight vial


Duration:  Instantaneous			with a few drops of Holy Water.  The mage then must 


Casting Time: 4				conjure an air elemental.  Once the air elemental has been


Area of Effect:  One Individual		conjured, the mage must cast “enchant elemental” with a


Saving Throw:  None			heal spell.  Then the mage will seal the elemental inside


					the vial.  To use the spell, the mage will free the elemental


					say the character’s name and softly blow in the direction


					of the unconscious character.  The elemental will touch 


					the character and pass the heal spell to them.  If the air


					elemental does not reach the character by the end of the


					second round the caster must roll for control of the air


					elemental (movement rate 10’).  Once the air elemental


					touches the character it flees back to the Elemental Plane


					of Air.  If the caster loses control of the air elemental it


					will immediately turn and attack the caster.








BREATH OF AIR


(7th Level)


Range:  Sight of Caster			The Breath of Air requires much preparation before the 


Components:  V,S,M			adventure begins.  First one must prepare an air tight vial


Duration:  Instantaneous			with a few drops of Holy Water.  The mage then must 


Casting Time: 4				conjure an air elemental.  Once the air elemental has been


Area of Effect:  One Individual		conjured, the mage must cast “enchant elemental” with a


Saving Throw:  Special			control weather spell.  Then the mage will seal the 


					elemental inside the vial.  To use the spell, the mage will 						free the elemental say the victim’s direction and softly 						blow in the direction of the victim.  The elemental will 						rush towards the victim and attempt to be inhaled.  If 


					the elemental manages to be inhaled it will go into the 


					victim’s lung and cast control weather, effectively killing


					the victim.  The victim is permitted a saving throw, if 


					successful only takes half damage and is stunned for 1d4


					rounds to “catch his breath.”  Damage is 6d6.  A victim


					failing his saving throw dies.








DOUBLE DAGGER


(5th Level)


Range:  60’				Double dagger requires the caster to prepare a special


Components:  V,S,M			dagger (300gp).  Once this dagger has been properly 


Duration:  One round			enchanted, the mage must throw it at the intended victim


Casting Time: 4				(required hit is necessary, but no penalties) and score a


Area of Effect:  One Individual		hit.  The spell gets it name because once the dagger is 


Saving Throw:  Half Damage		thrown by the mage, it doubles each dagger per foot to a 


					maximum of 32(doubling 5).  Each dagger inflicts 1d4 in 						damage.  If the mage has a strength bonus it can be added 						(once) to the total damage received by the victim.  The 						amount of daggers which appear is dependant on the level 						of the mage.  A dagger will duplicate once for every five 						levels the mage possesses (i.e. a 15th level mage would 


					make the daggers double three times totalling 8 daggers.  						Successful MR roll, only the original dagger will hit the victim 					(with a successful roll).


					


CONE OF DEBRIS


(5th Level)


Range:  0				The Cone of Debris was developed as a means to combat 


Components:  V,S,M			Stone Skins.  Much like the Scatter Spray which has a 


Duration:  Instant  			similar effect, the Cone of Debris uses what ever material


Casting Time: 4				is on the ground nearby.  Once a mage casts Cone of 


Area of Effect:  Special			Debris all loose material within 40’ of the caster is 


Saving Throw:  Half Damage		directed by a violent wind towards the victim(s).  The  


					victim will be hit by 1d100 pieces of debris.  Each two hits 						causes one point of damage.  If the victim has stone skins						subtract the amount of stone skins the victim has from						the total of hits he received.  Should the victim run out of 						stone skins before the number of hits, he will take damage 						for the remainder, plus one point of damage for each level 


					of the caster (i.e. Mac casts Cone of Debris at Helmut							(who has 14 stones skins), Mac rolls a 1d100 and rolls a						 34.  Helmut would take 25 points of damage from the 						cone (34-14(stone skins)20, 20 x.5=10+15(Mac’s level)=25).  						Since this spell uses all available debris in the area of the 						mage, it may only be cast once in an area (or the mage may 						move up to the previous location of the last victim).  							There is always a 20% chance that the casting mage may 						be caught up in his own spell, however a successful Dex 						check will spare the mage.  He may also save for half 						damage.  Magic resistance does not apply to this spell 						(area effect).








HIT POINT POOL


(3rd Level)


Range:  Touch				Developed from arcane magic books, this spell allows a


Components:  V,S,M			mage to combine hip points from a group of persons and


Duration:  One hr/lvl			permit them the “share” a group total.  There is no way to


Casting Time: 4 Turns			determine if an individual touched will actually be apart


Area of Effect:  Up to 10 PC		of the pool.  Once a mage has cast this spell, he must call


Saving Throw:  Special			out the names of the characters who he wishes to be apart 


					of the pool, then he touches each person (DM will roll 						a 1d100 to determine if they are apart of the combined 						total) if successful (under 75%) then that member is 							apart of the combined pool.  If a member of the pool is						hit and takes damage, the DM will subtract that amount 						from the groups total.  Should a member have an item that 						would add more hit points (i.e. Ring of Vampiric							Regeneration, Contingency (Heal) ) this is amount is 							added back to the group’s total.  However, a heal will only 						add the amount that would have healed that individual 						back to full hit points.  Of course, once the hit point 							pool is gone all pool members are unconscious or dead 						(depending upon the group’s constitution).


				


























	


MISSILES OF DISRUPTION





Range:  	60yds				Missiles of Disruption are a much more advanced form of


Components:  				the Lance of Disruption.  Much like Magic Missiles, the


Duration:  Special			Missiles of Disruption never miss, but  can be directed at a 


Casting Time: 				single or multiple targets.  Each missiles inflicts 2d4 of 


Area of Effect:  				damage, plus one point per 1/2 the level of the caster (i.e. Saving Throw:  Half Damage		a 16th level mage could manifest missiles each causing


					2d4+8 points of damage each.  There are two advantages


					in using this spell.  First, if an individual’s magic 							resistance takes effect, the missile will move to the next 						person standing behind the intended target and so on.  The 						missile will kept attempting to hit a target most opposite 						the caster alignment.  The missile will attempt this until 						dispelled by the caster, hits a target, or until the spells 						duration ends (One round per every three of the casters 						levels).  Should the missile be directed at an individual


					whose alignment is exactly opposite the caster, the missile 						will do double damage.  A mage can manifest one missile 						for every five levels of experience (max of 6).


					





MISSILE OF FORGETFULNESS





Range:  	60yds				Created as a means to disable an opponent (rather than 


Components:  				killing the poor sap), in the most simple of ways, a


Duration:  Special			Missile of Confusion causes the victim to lose all sense of


Casting Time: 				reality.  Once successfully hit the victim is stunned for the


Area of Effect:  				remainder of the round.  One the following rounds the 


Saving Throw:  Negates effect		victim gradually grows confused.  The first round he will


					forget why he is fighting, the second round he will forget 


					who are his enemies, the third round he will forget what 


					class he is, the fourth round he will completely forget who 


					he is, finally on the fifth round, he will be completely 


					oblivious to his entire existence.  At this point a 


					constitution check is made to determine if the victim will 


					go into the fetal position for the remainder of the spell.  


					The victim is allow an initial saving throw with no 


					penalties, however after a successful hit, the victim’s 


					saving throw is at -1 for the first round, -2 at the second round, 


etc.. He is permitted a save each round.  Should he save for the second and third round but fail the first, fourth and fifth, he would only be effected as to the third rounds effects.





