
WIZARD SPELLS

Zusätzliche Magierzauber

Diese Liste ergänzt jene im Spieler-Handbuch; bei Überschneidungen* gilt die Zauberbeschreibung aus dieser Liste.

*) Melf's Acid Arrow/Melfs Säurepfeil (2), Stoneskin/Steinhaut (4), Chain Lightning/Kugelblitz (6), Death 
Spell/Todeszauber (6), Spell Turning/Zauber zurückwerfen (7), Simulacrum/Duplikat (8), Time Stop/Zeitstop (9)

1 Phase (turn) = 10 Runden (rounds)

Level 1

Chromatic Orb (Farbkugel) (Evocation) 
Level: 1
Range: 30 yards 
Duration: special 
Casting Time: 1 
Area of Effect: One creature
Saving Throw: Special 

This spell causes a 1-foot-diameter sphere to appear in the caster's hand.  When thrown, the sphere heads unerringly to 
its target.  The effect the orb has upon the target varies with the level of the mage who casts the spell.  Each orb will do 
damage to the target against which there is no save and an effect against which the target must save vs. spells at +6.  At 
first-level, the sphere inflicts 1-4 damage and blinds the target for one round.  At second-level, the sphere inflicts 1-4 
damage and inflicts pain upon the victim.  At third-level, the sphere deals 1-6 damage and burns the victim.  At fourth-
level, the sphere deals 1-6 damage and blinds the target for 1 turn.  At fifth-level, the sphere deals 1-8 damage and stuns 
the target for 3 rounds.  At sixth-level, the sphere deals 1-8 damage and causes weakness in the victim.  At seventh 
level, the sphere deals 1-10 damage and paralyzes the victim for 2 turns.  At 10th level, the sphere causes 1-12 acid 
damage and turns the victim to stone.  At 12th level, the sphere will inflict 2-16 points of acid damage and instantly kill 
the victim.  NOTE: The victim saves vs spells at +6 against all the effects and gets no save against the damage.

Protection from Petrification (Schutz vor Versteinerung) (Abjuration)
Level: 1
Range: 0
Duration:  5 turns
Casting Time: 1
Area of Effect: Target
Saving Throw: None

This spell grants the recipient immunity to all Petrification attacks. This includes basilisk and medusa gaze, cursed 
scrolls of Petrification, etc.

Level 2

Agannazar's Scorcher (Agannazars Sengender Strahl) (Evocation) 
Level: 2
Range: 20 yards  
Duration:  Instant
Casting Time: 3 
Area of Effect: 2-foot by 60-foot jet. 
Saving Throw: None 

Upon casting this spell a jet of flame appears at the caster's fingertips and bursts out toward one target of the caster's 
choice. That target will be hit by this flame for 3-18 points of damage.  There is no saving throw against this spell, 
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though anti-fire capabilities such as fire resistance will apply and may reduce or eliminate the 
damage.

Melf's Acid Arrow (Melfs Säurepfeil) (Conjuration) 
Level: 2
Range: Visual range of caster 
Duration: Special 
Casting Time: 2 
Area of Effect: 1 target 
Saving Throw: Special 

By means of this spell, the wizard creates a magical arrow that speeds to its target unerringly.  The arrow has no attack 
or damage bonus, but it inflicts 2d4 points of acid damage. (There is no splash damage.) For every three levels that the 
caster has achieved, the acid lasts for another round, unless somehow dispelled, inflicting another 2d4 points of damage 
each round. So at 3rd-5th level, the acid lasts two rounds, at 6th-8th level, the acid lasts for three rounds, etc.

Power Word, Sleep (Wort der Macht: Schlaf) (Conjuration/Summoning) 
Level: 2
Range: 30 yards 
Duration: 5 rounds
Casting Time: 1 
Area of Effect: 1 creature 
Saving Throw: None

When a wizard calls upon a Power Word, Sleep spell, he causes a comatose slumber to come upon one creature (other 
than undead and certain other creatures specifically excluded from the spell's effects).  The creature targeted must have 
less than 20 hit points and gets no saving throw.   Magically sleeping opponents can be attacked with substantial 
bonuses.  The sleep effect will last for 5 rounds. This spell has no effect on creatures with more than 20 hit points.

Resist Fear  (Furch widerstehen) (Abjuration)
Level: 2
Range: 10 yards 
Duration: 1 hour
Casting Time: 1 
Area of Effect: 30' radius
Saving Throw: Special 

The wizard instills courage in the spell recipients, raising their morale to its highest.  The recipients' morale will 
gradually reset to normal as the duration runs out.  If the recipients are affected by magical fear, they will regain their 
composure.

Vocalize (Aussprechen) (Alteration) 
Level: 2
Range: 0
Duration: 5 rounds
Casting Time: 2 
Area of Effect: Caster
Saving Throw: None 

The recipient of this spell can cast spells with a verbal component without having to make any noise. Effectively, this 
spell cancels the effect of silence and makes the recipient immune to it for the spell's duration.  This spell has no effect 
on other noises or speech - it simply removes a spell's verbal component. 
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Level 3

Detect Illusion (Illusionen entdecken) (Divination)
Level: 3
Range: 0
Duration: Instant
Casting Time:3
Area of Effect: 20' radius
Saving Throw: None 

When cast at a point designated by the wizard this spell will cancel all illusion/phantasm spells of 3rd level and lower in 
the area.  The spells that are affected by this are Invisibility, Mirror Image, and Non-detection.  It is important to note 
that the caster can control just who this spell affects.  Therefor, it will affect only creatures that are not in the caster's 
party.  The area of effect is roughly a 20' radius around the target.  The target's magic resistance, if any, does not come 
into effect with this spell.

Ghost Armor (Geisterhafte Rüstung) (Conjuration/Summoning)
Level: 3
Range:  0
Duration: 5 turns
Casting Time: 1 
Area of Effect: The caster
Saving Throw: None 

By means of this spell, the wizard creates a magical field of force that serves as if it were field plate armor (AC 2). It is 
cumulative with Dexterity and, in the case of fighter/mages, with the shield bonus. The armor spell does not hinder 
movement, adds no weight or encumbrance, nor does it prevent spellcasting. It lasts until successfully dispelled or until 
the duration runs out.

Minor Spell Deflection (Geringere Zauberabwehr) (Abjuration) 
Level: 3
Range: 0 
Duration: 3 rounds/level
Casting Time: 3
Area of Effect: The caster 
Saving Throw: None 

This spell is similar to the 6th-level Spell Deflection, which causes the spells cast against the wizard to be absorbed and 
consumed.  This affects a total of 4 spell levels.  This includes spells cast from scrolls and innate spell-like abilities, but 
excludes the following: area effects that are not centered directly upon the wizard as well as area effects that are 
stationary such as cloud kill and stinking cloud. As long as the spell is cast directly at the wizard it will be absorbed. 
This spell will only affect up to 7th level spells, but if it tries to absorb a spell that goes over its limit, the spell will fail 
and the spell deflection will be cancelled.  For example if there is only 1 level left and a 3rd-level spell is cast at the 
wizard, the spell will be absorbed while canceling the spell deflection.

Protection From Cold (Schutz vor Kälte) (Abjuration) 
Level: 3
Range: Touch 
Duration: 1 turn/level 
Casting Time: 3
Area of Effect: Creature touched 
Saving Throw: None 

The spell lasts no longer than one turn per caster level.  When the spell is cast it confers complete invulnerability to 
normal cold attacks, and partial protection from exposure to magical cold such as Icy dragon breath, spells such as Cone 
of cold, Wand of Frost, etc., absorbing 50% of all the damage dealt by such magical sources.
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Protection From Fire (Schutz vor Feuer) (Abjuration) 
Level: 3
Range: Touch 
Duration: 1 turn/level
Casting Time: 3
Area of Effect: Creature touched 
Saving Throw: None 

The spell lasts no longer than one turn per caster level.  When the spell is cast, it confers complete invulnerability to 
normal fires (torches, bonfires, oil fires, and the like) and partial protection from exposure to magical fires such as fiery 
dragon breath, spells such as burning hands, fireball, fire seeds, fire storm, flame strike, meteor swarm, hell hound or 
pyrohydra breath, etc., absorbing 50% of all the damage dealt by such magical sources.  

Remove Magic (Magie entfernen) (Abjuration) 
Level: 3
Range: Visual range of caster
Duration: Special
Casting Time: 3 
Area of Effect: 30-foot cube 
Saving Throw: Special

This is the combat version of dispel magic, it will only affect opponents.  A remove magic dispels the magical effects 
upon any enemies within the area.  This includes effects given from spells, potions and certain magical items such as 
wands.  It does not, however, affect enchanted magical items.  The chance of the dispel succeeding is determined by the 
level of the caster and the level of the magic being dispelled. The base chance of successfully dispelling is 50%.  For 
every level that the caster of the dispel magic is above the original caster, his chance of success increases by 5%.  For 
every level that the caster of dispel magic is below the original caster, his chance of success decreases by 10%. 
However, despite the difference in levels, there is always at least a 1% chance of success or failure. Thus, if a caster is 
10 levels higher than the magic he is trying to dispel, there is only a 1% chance of failure.  Similarly if the caster is 4 
levels lower than the magic he is trying to dispel, there is only a 10% chance of success.  Intuitively, this spell is almost 
useless if the target is 5 or more levels higher than the caster. Note:  while this spell dispels the individual effects of 
grease, web, stinking cloud and other such spells, it does not dispel the area of effect.  
NOTE: this spell will ONLY affect ENEMIES.

Skull Trap (Schwebender Schädel) (Necromantic)
Level: 3
Range: 20 yards 
Duration:  Until triggered
Casting Time: 3 
Area of Effect: 30 foot radius 
Saving Throw: 1/2

Upon casting this spell, a skull is thrown by the caster at the target area.  The skull floats in the area until a creature 
comes within 20 feet of it.  When this happens the skull is triggered and explodes, damaging everyone within a 30 foot 
radius.  The damage inflicted is equal to 1d6 hit points per level of the caster, or half with a successful save vs. spell. 
When casting this spell it is wise to set it far away from the party, lest they set it off accidentally.

Spell Thrust (Zauberstoß) (Abjuration) 
Level: 3
Range: Visual sight of caster
Duration: Instant
Casting Time: 3
Area of Effect: Target creature
Saving Throw: None

When this spell is cast at a target creature it will dispel all of the spell protections of 5th level and lower. This includes 
the following spells: Minor Spell Deflection, Minor Globe of Invulnerability, Spell Immunity, and Minor Spell Turning. 
The target's magic resistance, if any, does not affect this spell.
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Level 4

Greater Malison (Größeres Unbehagen) (Enchantment/Charm) 
Level: 4
Range: Visual range of the caster
Duration: 2 rounds/level 
Casting Time: 4 
Area of Effect: Up to 60-foot cube 
Saving Throw: None

The spell allows the caster to adversely affect all the saving throws of his enemies.  The effect is applied to all hostile 
creatures within the area of effect.  Opponents under the influence of this spell make all saving throws at a penalty of -4.

Minor Sequencer (Geringerer Kettenzauber) (Invocation/Evocation) 
Level: 4
Range: 0
Duration: Permanent
Casting Time: 1 round 
Area of Effect: Special 
Saving Throw: None 

This spell allows a mage to store spells. This sequencer can store two spells to be released simultaneously,  both of 
which must be of 2nd level or lower. A mage can only have one minor sequencer active at a time.

Secret Word (Geheimes Wort) (Abjuration) 
Level: 4
Range: Visual sight of caster
Duration: Instant
Casting Time: 4 
Area of Effect: Target creature
Saving Throw: None 

When this spell is cast at a target creature it will dispel one spell protection of 8th level or lower.  The spells that are 
affected by this are: Minor Spell Turning, Minor Globe Of Invulnerability, Spell Immunity, Spell Deflection, Spell 
Turning, and Spell Shield.  The target's magic resistance, if any, does not affect this spell.

Spirit Armor (Geisterrüstung) (Necromancy)
Level: 4
Range:  Touch
Duration: 10 turns
Casting Time: 3 
Area of Effect: 1 creature 
Saving Throw: None

This spell is very similar to the 3rd level spell Ghost Armor in that it creates a corporeal barrier around the targets body 
for the duration of the spell.  This spell taps the target's life force in order to create the barrier.  The armor itself is 
weightless, and does not hinder movement or spellcasting at all.
The spirit armor does not work cumulatively with any other armor, however dexterity bonus' still apply as well as magic 
rings and a shield.  While in effect the AC (armor class) of the recipient will be 1, as if he was wearing full plate.  Also, 
due to the magical nature of the spell, he will also receive a +3 bonus to save vs. magical attacks.
There is a danger however, as when the spell runs out the external portion of the spirit is temporarily lost, inflicting 2d4 
points of damage upon the target, unless the creature makes a saving throw vs. spell.

5



Stoneskin (Steinhaut) (Alteration) 
Level: 4
Range: 0
Duration: 12 hours
Casting Time: 1
Area of Effect: Caster
Saving Throw: None 

When a wizard casts this powerful spell upon himself, an outer skin of stone will move up from the ground completely 
covering him.  This skin is of course magical and will hinder the wizard in no way.  The effect of this is to protect the 
wizard from physical attacks such as melee weapons and projectiles.  For every 2 levels of the caster an additional skin 
is gained upon casting, for example a 10th level wizard would receive 5 skins while a 20th level wizard would receive 
10.  For each skin the wizard possesses the spell will stop one attack, so a 10th level wizard would be protected from 
the first 5 attacks made against him, but the sixth would affect him normally.  The skins will remain on the wizard until 
he is affected by a dispel magic, all of the skins are removed due to physical attacks, or the spell duration expires.  It is 
important to note that this will not protect the wizard from any magical attacks such as fireball, however it will protect 
him from physical magical attacks such as magic missile.

Level 5

Breach (Bresche) (Abjuration) 
Level: 5
Range: Visual sight of caster 
Duration: Instant
Casting Time: 5
Area of Effect: Target Creature
Saving Throw: None

When this spell is cast at a creature, it breaches and dispels all of the specific and combat protections on the target 
creature.  Here is a complete list of all the specific protection spells that are dispelled by breach:  Shield, Protection 
Circle, Resist Fear, Protection From Fire/Cold, Fireshield, Protection From Acid, Protection From Electricity, 
Protection From Magic Energy, Protection From The Elements, and Protection From Energy.   The combat protection 
spells dispelled by this spell are: Protection From Normal Missiles, Protection From Normal Weapons, Protection From 
Magic Weapons, Stoneskin, Armor, Ghost Armor, Spirit Armor, Absolute Immunity, Mantle, and Improved Mantle. 
The target's magic resistance, if he has any, does not affect this spell.

Lower Resistance (Resistenz senken) (Abjuration,Alteration) 
Level: 5
Range: Visual sight of caster 
Duration: 1 round/level
Casting Time: 5
Area of Effect: Target creature
Saving Throw: None

When cast upon a target creature this spell will lower the magic resistance of this creature by 10% + 1% per level of the 
caster.  There is no saving throw vs. this spell and magic resistance is ignored.  For example if a creature has 60% 
magic resistance and this spell is cast on it by a 15th level mage then its magic resistance would be lowered by 25% 
automatically.  This effect is cumulative for each casting of this spell.  If this spell was cast upon this same creature 
again the creatures magic resistance would be 60% - 25% (initial casting) - 25% (current casting) which would leave the 
creature with 10% magic resistance after both spells have been cast.  This spell will last until the spell duration expires. 
Something to note is that this spell is not affected by dispel magic.  Once it has been cast there is no way to cancel the 
effects until the spell expires.

Minor Spell Turning (Geringere Zauber zurückwerfen) (Abjuration) 
Level: 5
Range: 0
Duration: 3 rounds/level
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Casting Time: 5
Area of Effect: The caster 
Saving Throw: None 

This spell is similar to the 7th-level Spell Turning, which causes the spells cast against the wizard to rebound upon the 
original caster.  This affects a total of 4 spell levels.  This includes spells cast from scrolls and innate spell-like abilities, 
but excludes the following: area effects that are not centered directly upon the wizard as well as area effects that are 
stationary such as cloud kill and stinking cloud.  As long as the spell is cast directly at the wizard it will be reflected 
back upon the caster.  This spell will only affect up to 4th level spells, but as long as there are levels remaining then the 
spell will be reflected.  For example if there is only 1 level left and a 3rd-level spell is cast at the wizard, the spell will 
be reflected while canceling the spell turning.  This spell will not protect the caster from dispel magic.  However, it will 
not be affected by dispel magic either.

Oracle (Orakel) (Divination) 
Level: 5
Range: 0
Duration: Instant
Casting Time: 5
Area of Effect: 60' radius
Saving Throw: None

When cast by the wizard this spell will cancel all illusion/phantasm spells of 5th level and lower in the area.  The spells 
that are affected by this are Invisibility, Mirror Image, Non-detection, Improved Invisibility, and Shadow Door.  It is 
important to note that the caster can control just who this spell affects.  Therefore, it will affect only creatures that are 
not in the caster's party.  The area of effect is roughly a 60' radius around the caster.

Protection From Acid (Schutz vor Säure) (Abjuration) 
Level: 5
Range: Touch 
Duration: 1 turn/level
Casting Time: 6
Area of Effect: Creature touched 
Saving Throw: None 

When the spell is cast it confers complete invulnerability to all acid based attacks whether magical or non-magical such 
as acid arrow or creature special attacks.  This effect lasts for the duration of the spell or until dispelled.

Protection From Electricity (Schutz vor Elektrizität) (Abjuration) 
Level: 5
Range: Touch 
Duration: 1 turn /level
Casting Time: 5
Area of Effect: Creature touched 
Saving Throw: None 

When the spell is cast it confers complete invulnerability to all electrical based attacks whether magical or non-magical 
such as lightning bolt or breath weapons.  This effect lasts for the duration of the spell or until dispelled.

Protection from Normal Weapons (Schutz vor normalen Waffen) (Abjuration) 
Level: 5
Range: Self 
Duration: 1 round/level
Casting Time: 2
Area of Effect: Self 
Saving Throw: None 

When the spell is cast it confers complete invulnerability to all non-magical weapons.  This does not include weapons 
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that are blessed or enchanted. This spell may not be cast on someone who is protected from magical weapons.  This 
effect lasts for the duration of the spell or until dispelled.

Spell Immunity (Immunität gegen Zauber) (Abjuration) 
Level: 5
Range: 0
Duration: 1 round / level
Casting Time: 5
Area of Effect: Special
Saving Throw: None 

Casting this spell grants the wizard protection from one spell school of her choice.  After the spell is cast, the wizard 
must choose the school she wishes to be protected from.  All spells of this school will not be able to harm or aid the 
caster for the duration of this spell.  This includes all spells from this school, including any priest spells that might 
benefit the caster.

Spell Shield (Zauberschild) (Abjuration) 
Level: 5
Range: 0
Duration: 3 rounds/level
Casting Time: 8
Area of Effect: The caster 
Saving Throw: None 

When this spell is cast the wizard is protected from the next magical attack against him.  The spells that this protects the 
wizard from are: Spell Thrust, Secret Word, Breach, Lower Resistance, Pierce Magic, Ruby Ray, Warding Whip, Pierce 
Shield, and Spellstrike.  If one of these spells is cast at the wizard this spell activates and absorbs the attack.  However, 
this only works once as this spell is consumed in the process.  Otherwise, it will last for the duration.

Sunfire (Sonnenfeuer) (Evocation) 
Level: 5
Range: Caster 
Duration: Instantaneous 
Casting Time: 3 
Area of Effect: 30-foot radius 
Saving Throw: 1/2 

A sunfire is like a fireball -- an explosive burst of flame, which detonates with a low roar and delivers damage 
proportional to the level of the wizard who cast it - 1d6 points of damage for each level of experience of the spellcaster 
(up to a maximum of 15d6). The wizard gestures with his hand and the entire area around him erupts in flames, striking 
all except for the caster.  Creatures failing their saving throws each suffer full damage from the blast. Those who roll 
successful saving throws manage to dodge, fall flat, or roll aside, each receiving half.
[A bigger and badder version of Fireball which is pointless to use under Level 11 (Fireball will do just the same 
damage) but after that then you may want to replace Fireball because this will enable you to free up Lvl 3 spell slots 
(Lvl 3 has a lot of good spells for its Level - see above).  At Lvl 15 you could do up to 90 damage but just watch where 
you aim it.]

Level 6

Chain Lightning (Kugelblitz) (Invocation/Evocation) 
Level: 6
Range: Visual range of caster
Duration: Instant
Casting Time: 5
Area of Effect: Special 
Saving Throw: Half 
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When the wizard casts chain lightning, arcs of electrical energy burst from his fingertips.  These brilliant arcs of 
lightning leap at all enemies near the caster, burning them with electrical damage.  The lightning causes 1d6 points of 
damage for every two levels of the caster. If the target of the lightning saves against spells only half damage is inflicted. 
Thus, a 12th level wizard will cause 6d6 damage to a victim (3d6 if the victim makes his saving throw vs. spells).

Death Spell (Todeszauber) (Necromancy) 
Level: 6
Range: Visual sight of caster 
Duration: Instant
Casting Time: 6
Area of Effect: 30' radius
Saving Throw: None

When a death spell is cast, it snuffs out the life forces of creatures in the area of effect instantly and irrevocably. Such 
creatures cannot be raised or resurrected, but an individual slain in this manner might be brought back via a wish. 
Creatures with more than 8 hit dice are immune to this spell, with the exception of summoned creatures, which are slain 
automatically.  Only enemies are affected by this spell.

Improved Haste (Verbesserte Hast) (Alteration) 
Level: 6
Range: Visual range of caster
Duration: 3 rounds + 1 round/level 
Casting Time: 3 
Area of Effect: Target Creature
Saving Throw: None 

Each affected creature functions at double its normal movement and attack rates. A hasted creature gains a - 2 initiative 
bonus. Thus, a creature moving at 6 and attacking once per round would move at 12 and attack twice per round. 
Spellcasting and spell effects are not sped up.  There are three major differences between the third level wizard spell 
haste and this spell.  The first major difference is that there is no aging following the expiration of the spell.  The second 
major difference is that this spell will only affect one creature.  Third and finally, this haste spell actually doubles the 
number of attacks for the hasted creature.  Note that this spell negates the effects of a slow spell.  This spell is not 
cumulative with itself or with other similar magic.  This spell lasts for the duration or until dispelled.

Pierce Magic (Magie durchdringen) (Abjuration) 
Level: 6
Range: Visual sight of caster 
Duration: Special
Casting Time: 6
Area of Effect: Target Creature 
Saving Throw: Special

When this spell is cast upon a target creature there will be two major effects.  The first is that the creatures magic 
resistance will be lowered by 1% per level of the caster.  The second is that it will cancel one spell protection of 8th 
level or lower on the creature.  For example if this spell was cast by a 15th level wizard the target creature would lose 
15% magic resistance from his current total reducing it to 0 if less than that remains, as well as cancelling one 8th level 
or lower spell protection.  The list of spells that this includes is: Minor Spell Deflection, Minor Spell Turning, Spell 
Deflection, Spell Turning, Minor Globe Of Invulnerability, Spell Immunity, and Globe Of Invulnerability.  Magic 
resistance does not effect this spell, nor do any of the spell protections.  The resistance remains lowered for 1 round per 
level of the caster.

Power Word, Silence (Wort der Macht: Stille) (conjuration/summoning) 
Level: 6
Range: 30 yards 
Duration: 7 rounds
Casting Time: 1 
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Area of Effect: 1 creature 
Saving Throw: None

In using this spell the wizard points at an individual and utters the power word.  For the next seven rounds, that creature 
cannot make any sound.  This silence completely foils any spells that require verbal components.  The only counter to 
this spell is a dispel magic and vocalize.  There is no saving throw.

Protection From Magic Energy (Schutz vor magischer Energie) (Abjuration) 
Level: 6
Range: Touch 
Duration: 1 turn /level
Casting Time: 6
Area of Effect: Creature touched 
Saving Throw: None 

When the spell is cast it confers 100% invulnerability to all magic based attacks such as magic missile or Abi Dalzim's 
Horrid Wilting.  This effect lasts for the duration of the spell or until dispelled.

Protection from Magical Weapons (Schutz vor magischen Waffen) (Abjuration) 
Level: 6
Range: Self 
Duration: 4 rounds
Casting Time: 1
Area of Effect: Self
Saving Throw: None 

When the spell is cast it confers complete invulnerability to all magical weapons.  This includes weapons that are 
blessed or enchanted. The attacks of powerful monsters are also considered magical weapons.  This spell cannot be cast 
on anyone who is protected from normal weapons as well as anyone protected by mantle, improved mantle, or absolute 
immunity.  Due to the nature of this spell with the short speed factor and duration it is mainly used to buy the wizard a 
few rounds in the thick of combat.  This effect lasts for the duration of the spell or until dispelled.

Spell Deflection (Zauberabwehr) (Abjuration) 
Level: 6
Range: 0 
Duration: 3 rounds/level
Casting Time: 6
Area of Effect: The caster 
Saving Throw: None 

This powerful abjuration spell causes any spells cast against the wizard to be absorbed and consumed.  This affects a 
total of 10 spell levels.  This includes spells cast from scrolls and innate spell-like abilities, but excludes the following: 
area effects that are not centered directly upon the wizard as well as area effects that are stationary such as cloud kill 
and stinking cloud.  As long as the spell is cast directly at the wizard it will be absorbed.  Something to note is that as 
long as there are levels remaining then the spell will be absorbed.  For example if there is only 1 level left and a 3rd-
level spell is cast at the wizard, the spell will be absorbed while canceling the spell deflection.  It is not affected by a 
dispel magic.

Level 7

Khelben's Warding Whip (Khelbens Parierende Peitsche) (Abjuration) 
Level: 7
Range: 10 yards 
Duration: 3 rounds
Casting Time: 7
Area of Effect: Special
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Saving Throw: None 

When this spell is cast on the target creature it will dispel one spell protection of up to 8th level in strength.  Every 
round thereafter, till the duration of the spell expires, another spell protection will be removed from the target.  The 
spells that are affected by this are: Minor Spell Turning, Minor Globe Of Invulnerability, Spell Immunity, Globe Of 
Invulnerability, Minor Spell Deflection, Spell Turning, Spell Deflection, Spell Shield, and Spell Invulnerability.  The 
target's magic resistance, if any, does not affect this spell.  This will always dispel the highest level of spell protection 
on the target, and if there are two protecting a mage that are the same level the choice is random.

Mantle (Schutzmantel) (Abjuration) 
Level: 7
Range: 0
Duration: 4 rounds
Casting Time: 1
Area of Effect: Caster
Saving Throw: None 

When the spell is cast it confers complete invulnerability to all weapons except for those of +3 or better enchantment. 
This spell is incredibly powerful yet has a very short duration, and this combined with the very short casting time makes 
this spell useful only in the thick of intense combat.  It is also important to note that this spell will not work in 
conjuction with protection from magic weapons.  This effect lasts for the duration of the spell or until dispelled.

Protection from the Elements (Schutz vor den Elementen) (Abjuration) 
Level: 7
Range: Touch 
Duration: 1 round /level
Casting Time: 7
Area of Effect: Creature touched 
Saving Throw: None 

The effect of a protection from the Elements spell lasts no longer than one round per caster level.  When the spell is cast 
it confers 75% immunity all elemental attacks such as fire, cold and electricity whether magical or non magical such as 
spells, weapons, wands, breath weapons, etc.  This effect lasts for the duration of the spell or until dispelled.

Ruby Ray of Reversal (Rubinroter Strahl der Aufhebung) (Alteration) 
Level: 7
Range: Visual sight of caster 
Duration: Instantaneous
Casting Time: 5
Area of Effect: Target creature
Saving Throw: None 

When this spell is cast on the target creature it will dispel one spell protection of any level.  The spells that are affected 
by this are: Minor Spell Turning, Minor Globe Of Invulnerability, Spell Immunity, Globe Of Invulnerability, Minor 
Spell Deflection, Spell Turning, Spell Shield, Spell Deflection, and Spell Trap.  The target's magic resistance, if any, 
does not affect this spell.  This will always dispel the highest level of spell protection on the target, and if there are two 
protecting a mage that are the same level the choice is random.

Spell Sequencer (Kettenzauber) (Invocation/Evocation) 
Level: 7
Range: 0 
Duration: Permanent
Casting Time: 1 round
Area of Effect: Special
Saving Throw: None 

This spell allows a mage to store spells. This sequencer can store three spells to be released simultaneously, all of which 
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must be of 4th level or lower. A mage can only have one spell sequencer active at a time.

Spell Turning (Zauber zurückwerfen) (Abjuration) 
Level: 7
Range: 0
Duration: 3 rounds/level
Casting Time: 7
Area of Effect: The caster 
Saving Throw: None 

This powerful abjuration spell causes the spells cast against the wizard to rebound upon the original caster.  This effects 
a total of 12 spell levels, for example 4 3rd-level, or 1 6th and 1 7th-level, etc..  This includes spells cast from scrolls 
and innate spell-like abilities, but excludes the following: area effects that are not centered directly upon the wizard as 
well as area effects that are stationary such as cloud kill and stinking cloud.  As long as the spell is cast directly at the 
wizard it will be reflected back upon the caster.  Something to note is that as long as there are levels remaining then the 
spell will be reflected.  For example if there is only 1 level left and a 3rd-level spell is cast at the wizard, the spell will 
be reflected while canceling the spell turning.  This spell will not protect the caster from dispel magic.  However it will 
not be affected by dispel magic either.

Level 8

Abi-Dalzim's Horrid Wilting (Abi Dalzims Abscheuliche Austrocknung) (Necromancy) 
Level: 8
Range: Visual sight of caster 
Duration: Instantaneous
Casting Time: 8
Area of Effect: 30-ft. cube
Saving Throw: Half

This spell evaporates moisture from the bodies of every living creature within the area of effect, inflicting 1d8 damage 
per level of the caster.  Affected creatures are allowed a saving throw vs. spell for half damage.  This spell is especially 
devastating to water elementals and plant creatures, who receive a penalty of -2 to their saving throws.  This spell will 
not harm party members.

Improved Mantle (Verbesserter Schutzmantel) (Abjuration) 
Level: 8
Range: 0
Duration: 4 rounds
Casting Time: 1
Area of Effect: Caster
Saving Throw: None 

When the spell is cast it confers complete invulnerability to all weapons except for those of +4 or better enchantment. 
This spell is incredibly powerful hence the duration is so short.  However, the casting time is also very short making 
this spell incredibly useful in the thick of combat where buying a few seconds can mean the difference between life or 
death.  It is important to note that this spell does not work in combination with protection from magic weapons.  This 
spell lasts for the duration or until dispelled.

Incendiary Cloud (Flammende Wolke) (Evocation) 
Level: 8
Range: Visual Sight of Caster
Duration: 1 turn 
Casting Time: 8
Area of Effect: 30' radius cloud 
Saving Throw: 1/2
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This spell creates a billowing cloud of roaring flame.  Any in the area of the spell must leave the cloud immediately, or 
suffer 1-4 points of fire damage per level of the caster each round while in the area of effect with a save vs. spells for 
half.

Pierce Shield (Zauberschutz durchdringen) (Abjuration) 
Level: 8
Range: Visual sight of caster
Duration: Instantaneous
Casting Time: 8
Area of Effect: Special
Saving Throw: None 

When this spell is cast it launches a massive attack on an enemy wizard's spell defenses.  The target's magic resistance 
will be lowered by 10% + 1% per level of the caster.  Next pierce shield will cancel one spell protection of any level. 
For example if this spell was cast by a 15th level wizard the target creature would lose 25% magic resistance from his 
current total reducing it to 0 if less than that remains as well as cancelling one  spell protection if the mage currently has 
one.  The list of spells that this includes is: Minor Spell Deflection, Minor Spell Turning, Spell Deflection, Minor Globe 
of Invulnerability, Spell Immunity, Globe Of Invulnerability, Spell Turning, Spell Shield, and Spell Trap.  Magic 
resistance does not effect this spell, nor do any of the spell protections.  The resistance remains lowered for 1 round per 
level of the caster.  It cannot be dispelled.

Protection From Energy (Schutz vor Energie) (Abjuration) 
Level: 8
Range: Touch 
Duration: 1 round /level
Casting Time: 8
Area of Effect: Creature touched 
Saving Throw: None 

When the spell is cast it confers 75% immunity against all energy attacks such as fire, cold, acid, magic and electricity 
whether magical or non-magical such as spells, weapons, wands, breath weapons, etc.  This excludes any physical 
attacks and spell-created weapons, such as Enchanted weapon and Spiritual Hammer.  In other words, any physical 
damage such as piercing, blunt or slashing will get through.  This effect lasts for the duration of the spell or until 
dispelled.

Simulacrum (Duplikat) (Illusion/Phantasm) 
Level: 8
Range: 0
Duration: 1 round/level
Casting Time: 9
Area of Effect: Special
Saving Throw: None 

A duplicate of the caster is created when this spell is cast.  The duplicate is almost identical to the caster, making the 
duplicate a very powerful ally.  The simulacrum is created at 60% of the level at which the caster is currently on.  It has 
all the spells and abilities that the caster would have at that level.  It also has 60% of the hit points of the caster.  The 
simulacrum is fully under the control of the caster.
Summary - A good spell. One major tip, if you can, use it with Spell Immunity: Divination, so it cannot be dispelled.  

Spell Trigger (Zauberauslöser) (Invocation/Evocation) 
Level: 8
Range: 0 
Duration: Permanent
Casting Time: 1 round
Area of Effect: The caster 
Saving Throw: None 
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This spell allows a mage to store spells. This sequencer/trigger can store three spells to be released simultaneously, all 
of which must be of 6th level or lower.  A mage can only have one spell trigger active at a time.

Level 9

Absolute Immunity (Absolute Immunität) (Abjuration) 
Level: 9
Range: 0
Duration: 4 rounds
Casting Time: 1
Area of Effect: Caster
Saving Throw: None 

When the spell is cast, it confers complete invulnerability to all weapons except for those of greater than +5 
enchantment.  This spell is incredibly powerful, hence the short duration.  However the casting time is also very short 
making this spell incredibly useful in the thick of combat where buying a few seconds can mean the difference between 
life or death.  It is important to note that this spell does not work in combination with protection from magic weapons. 
This spell lasts for the duration or until dispelled.

Chain Contingency (Kombinierter Notfall) (Evocation) 
Level: 9
Range: 0
Duration: Special
Casting Time: 1 turn
Area of Effect: The Caster
Saving Throw: None 

Chain contingency channels some of the magical energy of the mage and releases it only under certain circumstances. 
Basically, the mage chooses three spells, which will be released under certain conditions such as being hit by an enemy. 
When this condition occurs all three spells are cast immediately.  Spells of 8th level or lower may be used in the 
contingency.

Spell Trap (Zauberfalle) (Abjuration) 
Level: 9
Range: 0
Duration: 18 rounds
Casting Time: 9
Area of Effect: The caster 
Saving Throw: None 

This powerful spell creates a barrier of magical protection around the spellcaster.  Every spell that hits the barrier is 
absorbed by the power of the spell trap -- making the caster recall a previously cast spell.  For example, a wizard shields 
himself with spell trap and is then hit by a Flame Arrow (3rd level spell).  He gets three spell levels back -- he will 
regain one spell, up to 3rd level in power.The spell trap protects against 30 levels of protection (i.e., ten flame arrows or 
five finger's of death).  The spell trap can absorb any level of spell, from one to nine.

Spellstrike (Zauberschlag) (Abjuration, Alteration) 
Level: 9
Range: Visual sight of caster
Duration: Instantaneous
Casting Time: 5
Area of Effect: Target Creature
Saving Throw: None 

When this spell is cast at a target creature, it will dispel all of the magical protections that surround that creature.  This 
includes: Minor Spell Turning, Minor Globe Of Invulnerability, Spell Immunity, Globe Of Invulnerability, Minor Spell 
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Deflection, Spell Turning, Spell Shield, Spell Defection, Spell Invulnerability, and Spell Trap.  The target's magic 
resistance, if any, does not affect this spell.

Time Stop (Zeitstop) (Alteration) 
Level: 9
Range: 0
Duration: Special
Casting Time: 9
Area of Effect: Special
Saving Throw: None 

Upon casting a time stop spell, the wizard causes the flow of time to stop for one round in the area of effect.  Inside the 
sphere, the caster is free to act for three rounds of apparent time. The wizard can move and act freely within the area 
where time is stopped, but all other creatures are frozen in their actions, for they are literally between ticks of the time 
clock. (The spell duration is subjective to the caster.) Nothing can enter the area of effect without being stopped in time 
also.  When the spell duration ceases, the wizard is again operating in normal time.  Note that all spells cast during the 
timestop will take effect immediately after time returns to normal.

Wail of the Banshee (Schrei der Todesfee) (Necromancy) 
Level: 9
Range: 0 
Duration: Instantaneous
Casting Time: 9
Area of Effect: 30-ft. radius
Saving Throw: Neg.

At the culmination of this dreadful spell, the wizard screams like a banshee (groaning spirit).  Everyone in the area of 
effect hears the awful cry.  Those who fail a saving throw vs. death magic die instantly.  The caster and companions are 
immune to the effects of the wail.
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