Player’s Handbook Supplement for the World of Damiano (Rev.1)
Section 6: Magic


Section 6: Magic

Rules Modifications, Clarifications, and Additions

Spells/PHB2 pg.81

The Spell Component Optional Rule is in use.  The Verbal Component Substitute Optional Rule is in use for Bards (see BdHB pg.74).  The Spell Disruption Rule is in use (see below).

Wizards and priests do not memorized specific spells each morning, instead, they must study or pray for the spells they have available in their spell book(s) or prayer book.  If they are not able to this or are interrupted, they are not able to cast spells until they can finish their studying or praying.  This allows them to cast any of their spells, as needed, as often as desired within the limit of the allowed number of spells per level.  Wizards must collect their spells normally while priests have access to all spells at each level.
If a spell caster is slept or is otherwise knocked unconscious, he loses his spells and must study to regain them.

Cast spells (excl. innate) takes a great deal of mental and physical energy which takes a toll on the caster both mentally and physically.  If a spell caster casts all the spells that he is able to in a single day, he will suffer from extreme fatigue.  The character must make a System Shock check.  If successful, the character suffers a four penalty to attack rolls, damage, AC, ability score checks, and saving throws.  If unsuccessful, the character is rendered unconscious.

See FRA, WHB, NeHB (Ltd), RHB, PaHB, BdHB, NjHB, DrHB, CBE, and Section 6 Appendix I: Wizard Spells and Appendix II: Priest Spells for additional spells.

Starting Spell Books/DM Addition
A 1st level wizard’s starting spell book contains seven spells which includes an “Apprentice Set” (read magic, detect magic, cantrip, and write) and a “Graduation Set” (1 defensive, 1 offensive, and 1 miscellaneous spell from their school).  LUK checks may be used to obtained more spells up to the maximum allowed or until the spell book is filled (DM’s discretion).

Higher level wizard’s 1st level spell book contains the Graduation and Apprentice Sets, plus a number of randomly determined spells (see Table S6-3: Wizard Random Spell Generator) that equal the number of 1st level spells the caster is able to cast.  Their higher level spell book(s) contain a number of randomly determined spells that equal the number of spells the caster is able to cast for each level.  LUK checks may be used to obtained more spells (DM’s discretion) up to the maximum allowed per level or until each spell book is filled.

Intelligence: Wizard Bonus Spells/PHB2 pg.16

 An INT score of 13 or higher grants the wizard a number of bonus spells.  Compare the "Bonus Spells" column below to the wizard's INT score to obtain the number of bonus spells available per spell level.  This bonus is in addition to the Specialist bonus spells.



Bonus Spells


INT
1st
2nd 
3rd
4th
5th
6th
7th
8th



≤12
--
--
--
--
--
--
--
--


13
1
--
--
--
--
--
--
-- 


14
2
--
--
--
--
--
--
--


15
2
1
--
--
--
--
--
--


16
2
2
--
--
--
--
--
--


17
2
2
1
--
--
--
--
--


18
2
2
1
1
--
--
--
--


19
3
2
2
1
--
--
--
-- 

 
20
3
3
2
2
--
--
--
--


21
3
3
3
2
1
--
--
--


22
3
3
3
3
1
1
--
--


23
3
3
3
3
2
1
1
--


24
3
3
3
3
2
2
1
1

Intelligence: Wizard Spell Failure/PHB2 pg.16

 
An INT score of 12 or less penalizes a wizard with a chance for a spell failure any time he casts a spell (excl. innate spells).  Compare the "Failure" column below to the wizard's INT score to obtain percentage chance of a spell failing.  This is in addition to other possible causes of spell failure.  This does not include spells cast by magic items or from scrolls.


INT
Failure
INT
Failure
INT
Failure
INT
Failure


1
80%
5
40%
8
25%
11
10%


2
60%
6
35%
9
20%
12
5%


3
50%
7
30%
10 
15%
≥13
0%


4
45%


Musical Instrument Components/BdHB pg.74

    
Most bards are skilled at some form of musical expression and so, instead of speaking arcane words to cast a spell, the bard sings a song, recites poetry, or plays a tune.  A bard performs some form of music in place of a spell's verbal component.  Once this option is chose he can no longer speak words to cast spells requiring verbal components.  He must always resort to singing, poetry, or music.  Only one of the three musical mediums (singing, poetry, or instrumental) works for any particular bard (until 10th level).  Demi-bards have different options available to them.  The musical options for bards and demi-bards are given in Table 18: Verbal Component Substitutes (BdHB pg.74).

Bards that play a musical instrument to cast their spells may gain up to two other advantages.  In addition to replacing the Verbal component, the instrument also replaces the Material component.  This is due to either the complexity of the instrument or music, or the need for uninterrupted play while casting.  In some cases, the type of instrument played may aid the spell being cast.  The instrument and the method of playing are the principle factors in determining the aid an instrument will give to the spell caster.  The table below lists those instruments that affect casting.

If the instrument chosen is listed below it grants the bard Strengths (bonuses) in some schools of magic at a cost of Weaknesses (penalties) in other schools.

Strengths:

· -2 penalty to saving throws, if any.

· Cast as though the bard were one level higher for duration and range only.

Weaknesses:

· +2 bonus to saving throws, if any.

· Cast as though cast by a bard one level lower.

Some specific instruments are better suited for a particular spell or spell affect then others and grant additional bonuses, or Specialties.  Yet others are poorly suited for some spells and may have severe limitation, or may not be used to cast those spells.
Specialties: Unless otherwise noted, specialty spells may be cast as though by a bard 2 levels, plus 1 level for every additional NWP slot spent on that instrument, higher.

Exclusions: Unless otherwise noted, excluded spells may not be cast by the bard when using this instrument.

Musical Instrument Types

Keyboard (excl. Organ): Strengths- Conjuration/Summoning, Enchantment/Charm; Weaknesses- Invocation/Evocation; Specialties- Any “monster summoning” spells; Exclusions- None.

Percussion (excl. Xylophone): Strengths- Elementalism, Invocation/Evocation; Weaknesses- Abjuration, Alteration, Apportation, Divination; Specialties- Elemental (Earth only), Any spell that causes direct physical damage; Exclusions: Enchantment/ Charm.

Musical Instrument Groups

Keyboard

Organ: Strengths- Conjuration/Summoning, Necromancy; Weaknesses- Illusion/Phantasm, Enchantment/Charm; Specialties- Any “animate,” “control,” “hold,” “summon,” or other spell that directly affects an undead’s actions; Exclusions- Apportation.

Percussion

Xylophone: Strengths- Elementalism; Weaknesses- Abjuration, Alteration, Divination; Specialties- Elementalism (Ice only), Any spell with a direct or indirect blunt impact-like affect; Exclusions- Any spells which cause direct physical damage (other then mentioned in above)  is cast as though from a bard one level lower (this is in addition to the schools listed in Weaknesses).

Stringed

Dilcimers: Strengths- Conjuration/Summoning; Weaknesses- Alteration, Invocation/Evocation; Specialties- Any conjure spell; Exclusions- Any destruction (“destroy”) spell, including the reverse of the “conjure” spells.

Fiddle/Rebec: Strengths- Alteration, Elementalism (Air and Water only); Weaknesses- Alteration, Divination (Greater only); Specialties- Control Weather; Exclusions- None.

Guitar: Strengths- Alteration, Apportation, Divination (Greater only); Weaknesses- Invocation/Evocation; Specialties- All “teleport” spells; Exclusions- Any spell that causes physical damage is cast as though from a bard one level lower (this is in addition to the schools listed in Weaknesses).

Harp: Strengths- Apportation, Enchantment/Charm; Weaknesses- Invocation/Evocation, Alteration; Specialties- Bloodbridge, Empathic Wound Transfer; Exclusions: Any spell that causes physical damage is cast as though from a bard two levels lower (this is in addition to the schools listed in Weaknesses).

Hurdy Gurdy: Strengths- Illusion/Phantasm; Weaknesses- Divination; Specialties- Change Self, Fool’s Gold, Mirror Image, Misdirection, Project Image; Exclusions- Any detect or locate spell.

Violins (incl. Viol): Strengths- Apportation, Elementalism (Air only); Weaknesses: Alteration, Divination; Specialties- Gust of Wind, Haste, Speed; Exclusions: Gate.

Zither: Strengths- Enchantment/Charm; Weaknesses- Alteration, Invocation/Evocation; Specialties- Any “charm” spell; Exclusions- None.

Wind

Bagpipes: Strengths- Divination; Weaknesses- Illusion/Phantasm; Specialties- Any “locate” spell; Exclusions- Elementalism (Earth only).

Clarinets/Oboes: Strengths- Apportation, Enchantment/Charm; Weaknesses- Alteration, Conjuration/Summoning, Elementalism (Air and Water only); Specialties- Bloodbridge, Empathic Wound Transfer; Exclusions- Non-healing (non-necromantic) Apportation spells are cast as though from a bard one level lower.

Flutes/Mouth Organs: Strengths- Alteration, Elementalism; Weaknesses- Alteration, Conjuration/Summoning; Specialties- Elementalism (Air and Water only); Exclusions- Any electricity, shock, or “lightning” producing spells, earthquake.

Horns/Trumpets/Trombones: Strengths- Alteration, Invocation/ Evocation; Weaknesses- Apportation, Enchantment/Charm; Specialties- Any spell that causes direct damage with a cone-shaped area of affect, Any “transmute” spells; Exclusions- Any spell that must cover an “area of affect” not in a cone in front of the instrument's bell are cast as though from a bard one level lower (this is in addition to the schools listed in Weaknesses), Any “teleport” spells.
Specific Musical Instruments

Other

Jew’s Harp/Kazoo: Strengths- Abjuration, Illusion; Weaknesses- Alteration, invocation/Evocation, Necromancy; Specialties- Any “protection from” spell; Exclusions- None.

Nightingale: Strengths- Abjuration, Enchantment/Charm; Weaknesses- invocation/Evocation, Necromancy; Specialties- Waterbreathing; Exclusions- Elementalism (Fire only).

Sansa: Strengths- Abjuration Conjuration/Summoning; Weaknesses- Alteration, Invocation/Evocation; Specialties- None; Exclusions- None.

Stringed

Tromba Marina: Strengths- Abjuration, Alteration; Weaknesses-  Divination, Invocation/Evocation; Specialties- None; Exclusions- Any spells which cause direct physical damage is cast as though from a bard one level lower.

	Roleplaying Note: Casting Spells


Instead of flatly stating that your character is casting read magic, cast it.  To add roleplaying to spell casting, flesh out the components and the casting ritual.  Below are a few examples created using Calandian (not a magical language per se, but it serves the purpose).

Corvar Avenun (read magic)

Components:

· Material: clear crystal (or mineral prism)

· Semantic: Hold crystal in your right hand; while passing left hand over the crystal; then lifting the crystal to your eye and look through

· Verbal: Far ib prahnen na ib oprie ma brin corvar  (By the power of the crystal I will read)

Casting:

1. Hold crystal in your right hand and repeat the words: Far ib prahnen na ib oprie ...

2. ... while passing left hand over the crystal, repeat the words: Ma brin corvar. 

3. ... lift the crystal to your eye and look through.

Sheo Avenun (detect magic)

Components:

· Material: None

· Semantic: Place your hands on your forehead; then extend arms foreword palms down.

· Verbal: Sheo, sheo, sheo is ib avenun?  (Where, where, where is the magic?)

Casting:

1. Place your hands on your forehead and repeat the words: Sheo, sheo, sheo is ib avenun ...

2. ... extend arms foreword palms down.

Avenun Ore (magic missile)

Components:

· Material: None

· Semantic: Hold your hands high in the air; while bringing hands down, make a fist with right hand, index finger pointing foreword and thumb pointing up; grip fight hand with the left, raise hands and point index finger at the target.

· Verbal: Ruger, Uhlis, Eshnail lee Wesson byaln ama ib prahnan na ib Magnum kor blast ama del’peri (Ruger, Colt, Smith and Wesson give me the might of the Magnum to blast me enemies).

Casting:

1. Hold your hands high in the air and repeat the words: Ruger, Uhlis, Eshnail lee Wesson ...

2. ... while bringing hands down, make a fist with right hand, index finger pointing foreword and thumb pointing up and repeat the words: byaln ama ib prahnan na ib Magnum ...

3. ... grip fight hand with the left, raise hands and point index finger at the target and repeat the words: kor blast ama del’peri

Ruvian (identify)

Components:

· Material: A pearl (of at least 100 gp value) and an owl feather steeped in wine.

· Semantic: Crush, mix, and drink components, then place hands on object.

· Verbal: Iloz hor svan, dhierr kor suz byaln ama ib ruvian, ma nesbar this praidan. (Pearl to swine, dark to light, give me the knowledge, I beg this sight).

Casting:

1. Crush, mix, and drink components, then place hands on object and repeat the words: Iloz hor svan, dhierr kor suz byaln ama ib ruvian, ma nesbar this praidan.

Phantasmal Prahnan (phantasmal force)

Components:

· Material: Fleece

· Semantic: Hold the fleece between your hands; while rubbing the fleece between your hands until warm; throw the flaming fleece into the air, then swirl your hands, direct the action, point and command with flowing gestures of intricate motions.

· Verbal: Paramount, Warner Eimori lee Tri Bahn byaln ama suxi, camera lee action (Paramount, Warner Brothers and Tri Star give me lights, camera, and action).

Casting:

1. Hold the fleece between your hands and repeat the words: Paramount, Warner Eimori lee Tri Bahn ...

2. ... while rubbing the fleece between your hands until warm and repeat the words: byaln ama suxi, camera lee action ...

3. ... throw the flaming fleece into the air, then swirl your hands, direct the action, point and command with flowing gestures of intricate motions.

Ushain (shield)

Components:

· Material: None

· Semantic: Trace the outline of a shield with your middle fingers.

· Verbal: Travelers covers, Abrau Cross rundani, Abrau Ushain kesvani (Travelers covers, Blue Cross heals, Blue Shield protects).

1. Trace the outline of a shield with your middle fingers and repeat the words: Travelers covers, Abrau Cross rundani, Abrau Ushain kesvani.


New Familiars for the Find Familiar Spell/DM Addition
The find familiar spell in the PHB2 (pg.134) limits familiars to six small creatures.  Other numerous small animals can serve equally well as familiars.  This section includes new tables of familiars for common wizards, humanoid wizards, underground-dwelling wizards, and sea-dwelling wizards.

Each familiar is linked to its mage, as noted in the spell description, but this link includes sensory sharing – the wizard CAN see what the familiar’s eyes, hear what the familiar hears, feel what the familiar feels, and unfortunately tastes what the familiar tastes.  This takes concentration on the wizard’s part.

Whenever a is available (on a roll of 1-15), roll 1d100 on the proper table to find the type available.  Unless otherwise noted, the statistics of most of creatures listed here are described in the MM2.  Some familiar’s listed have the standard statistics described in the spell (see notes).

Table 1: Familiars


Roll
Result [1]
Benefits/Common Traits  (Source)

Amphibians and reptiles


1
Bullfrog [2]
wide-angle vision; aggressive, hungry, cannot



tolerate extreme heat or cold, must be kept moist


2
Chameleon [2]
independent eye movement; slow, torpid, prehensile




tail, camouflage coloring, long muscular tongue


3
Compsognathus
acute vision; alert, active, distracted by small prey




(MC3, “Dinosaur”)


4
Euparkeria
acute vision; active, constantly hunting for small prey




(MC3, “Dinosaur”)


5
Iguana [2]
acute sense of smell; torpid, vegetarian, cannot 




tolerate extreme heat or cold


6
Snake, garter [2]
acute sense of smell; silent, shy, hunts for small prey


7
Toad [2]
wide-angle vision; lazy, slow, must stay moist,



cannot tolerate extreme heat or cold

Birds


8-12
Crow/Raven
acute vision; very literal minded, can be trained to



 
talk, distracted by shiny objects, hates owls


13-15
Hawk
acute long-distance vision; alert, fierce, aggressive,




distracted by small ground animals


16-18
Falcon
acute long-distance vision; very alert, easily trained, 




swift flier, fierce in defense, distracted by small




rodents and birds


19-21
Owl
acute night vision, acute hearing; silent flier,


nocturnal, wise and calm, fierce in defense


22-23
Parrot [2]
acute vision; intelligent, friendly, can be trained to




talk, very dexterous claws, vegetarian


24-25
Rhea
acute vision; timid, vegetarian, flightless, prefers to




live in groups

Mammals


26-27
Armadillo [2]
acute sense of smell; insectivore, burrower,




constantly searching for food, prefers to evade




danger


28-30
Badger
acute vision and sense of smell; carnivorous, 




burrower, aggressive, quick tempered, courageous




(MC2)


31-33
Bat, common
(brown, pipistrel, fruit, fishing)echolocation “radar”




allows it to navigate in total darkness (wizard must




whistle softly to do the same); social, nocturnal,




insectivore, elusive


34-40
Cat, domestic
acute night vision, hearing, and sense of smell;




playful, silent, curious, languorous, fierce when




cornered, distracted by tiny moving creatures,




friendly, easily trained


41-42
Cat, wild
(margay, ocelot, bobcat, lynx) acute night vision,




hearing, and sense of smell; as for domestic cat, but




much more wary and less social


43-44
Deer, mouse [2]
acute hearing, vision, and sense of smell; timid,



swift, shy, wary, lives in the tropics


45-50
Dog, wild
(bushdog, coyote, dingo, dhole): acute hearing and




sense of smell; very social, loyal, easily trained, very




alert, prone to bark at danger


51-55
Ferret
acute hearing and sense of smell; intensely curious,




constantly moving, distracted easily, tires easily


56-58
Fox
(red, gray, kit, silver, arctic) acute hearing and sense 




of smell; cautious, sly, silent, opportunistic


59-60
Jackal
acute hearing and sense of smell; cautious, timid,




opportunistic, loyal, not as cowardly as is commonly




thought


61-65
Monkey
(capuchin, spider, rhesus, howler): acute hearing; 




curious, playful, greedy, prone to tantrums,



intelligent, easily trained, dexterous paws, some



have prehensile tails, arboreal


66-70
Opossum [2]
acute sense of smell, nocturnal, torpid by day,




omnivorous, arboreal, hunts poisonous snakes
71-75
Otter
acute hearing and vision; very playful, social,



aquatic, carnivore very easily distracted


76-80
Rabbit
acute hearing and vision; timid, swift, alert, prolific,




some are social, some burrow


81-85
Raccoon
acute hearing and sense of smell adaptable,




opportunistic, dexterous paws, very playful, curious,


social, easy to train


86-90
Rat, wood
acute hearing and sense of smell; curious, very 




active, collects shiny objects, nocturnal


91-95
Skunk
acute sense of smell; confident, calm, peaceful, 




plodding, clean when not spraying enemies


96-00
Squirrel
acute hearing and vision; very active, quarrelsome,




noisy, arboreal, curious

NOTES: [1] – unless otherwise noted statistics are described in the MM2; [2] –standard statistics (AC 7; 2-4 hp + 1 hp/level of caster; DMG nil).

Table 2: Familiars for Humanoid Wizard


Roll
Result [1]
Benefits/Common Traits  (Source)


01-10
Bat, vampire
echolocation radar to navigate in total darkness




(mage must whistle softly to do the same); feeds on




blood, disease carrier


11-20
Bloodhawk
acute long-distance vision, aggressive, not easily




trained, rapacious


21-30
Centipede, huge
silent movement, 90% ability; mindless, hungry,




poisonous, likes the dark


31-40
Rat, common
acute hearing and sense of smell; adaptable,




opportunistic, omnivorous, disease carrier,



aggressive


41-50
Rat, giant
acute hearing and sense of smell; as for the common




rat, but far more aggressive


51-60
Scorpion, large
silent movement, 90% ability; mindless and




aggressive hunter, poisonous


61-70
Spider, large
silent movement, 90% ability; cunning, poisonous,




aggressive


71-80
Stirge
acute infravision and sense of smell; very aggressive, 




feeds on blood, disease carrier


81-90
Vulture
acute long distance vision, opportunistic, cautious,




carrion feeder, ugly


91-00
Weasel
acute hearing and sense of smell; aggressive, bad 




tempered, irritable, smelly, vicious, very active,




voracious killer

NOTES: [1] – unless otherwise noted statistics are described in the MM2.
Table 3: Familiars for Underground-Dwelling Wizards


Roll
Result [1]
Benefits/Common Traits  (Source)


01-20
Bat, common
(brown, pipistrel, fruit, fishing): echolocation “radar”




allows it to navigate in total darkness (wizard must




 whistle softly to do the same); social, nocturnal,




insectivore, elusive


21-30
Beetle, fire
acute sense of smell; aggressive, nocturnal


31-40
Burbur
acute night vision; docile, quiet  (MC3)


41-50
Centipede, huge
silent movement, 90% ability; mindless, hungry,




poisonous, likes the dark


51-60
Lizard, small [2]
can climb walls with 90% ability; prone to sit still



 
with sudden bursts of speed, eats bugs and grubs,



solitary


61-70
Myconid
(1 HD) acute sense of smell; passive, nonviolent,



silent


71-80
Rat, giant
acute hearing and sense of smell; as per the



 
common rat, but far more aggressive


81-90
Spider, large
silent movement, 90% ability; cunning, poisonous,



aggressive


91-00
Stirge
acute infravision and sense of smell; very aggressive,



feeds on blood, disease carrier

NOTES: [1] – unless otherwise noted statistics are described in the MM2; [2] – standard statistics (AC 7; 2-4 hp + 1 hp/level of caster; DMG nil);

Table 4: Familiars for Sea-Dwelling Wizards


Roll
Result [1]
Benefits/Common Traits  (Source)


01-15
Barracuda
(1 HD) acute, wide-angle vision; fast, aggressive,



vicious


16-30
Eel, weed
wide-angle vision; poisonous, torpid, prefers to lie




camouflaged


31-50
Fish, small [1]
(parrotfish, cod, mackerel, etc.) wide-angle vision;




cautious, curious, prone to flee


51-65
Lobster [1]
wide-angle vision; alert, fast backward motion, can 




hold small objects with pincers


66-80
Octopus, small [1]
wide-angle vision; relatively intelligent, dexterous




arms, carnivorous, shoots ink cloud


81-90
Sea horse
wide-angle vision; alert, shy, agile, clever


91-00
Stingray
wide-angle vision; torpid, poisonous, irritable

NOTES: [1] – unless otherwise noted statistics are described in the MM2; [2] – standard statistics (AC 7; 2-4 hp + 1 hp/level of caster; DMG nil).
Advanced Spell Effects

Spells with Attack Rolls/DM Addition

A number of spells require the caster to make an attack roll to deliver the effects.  A number of spells do not require the caster to breach the victim’s armor to discharge the spell’s effects; they use attack rolls but ignore the victim’s armor affecting an armored or unarmored person equally well.

· Spells that directly affect the subject’s life force include most of the necromantic touch spells (chill touch, vampiric touch, energy drain, etc.) and the various reversals of healing spells (cause wound, poison, slay living, destruction, etc.).

· Spells that somehow change or alter the victim’s status (imprisonment, plane shift, dispel evil, etc.).

· Spells that produce energy or forces against which armor is useless (shocking grasp, chromatic orb, watery double, produce flame, fire seeds, crystalbrittle, etc.).

Spells of these types ignore the portion of the victim’s AC that is derived from wearing armor.  Only DEX‑based and magic-based adjustments help a character’s AC against these attacks.  See table below for examples of these spells.

Wizard Spells
Priest Spells

Chill touch (1st)
Cause light wounds (1st)

Chromatic orb (1st) [1]
Produce flame (2nd)

Shocking grasp (1st)
Cause blindness or deafness (3rd)

Ghoul touch (2nd) [1]
Cause disease (3rd)

Pain touch (3rd) [1]
Curse/Bestow Minor Curse (3rd)

Vampiric touch (3rd)
Cause serious wounds (4th)

Watery double (3rd) [2]
Chaotic sleep (4th) [2]

Fire aura (4th) [1]
Poison (4th)

Mummy rot (5th) [1]
Cause critical wounds (5th)

Malec‑Keth’s flame fist (7th) [2]
Dispel evil (5th)

Otto’s irresistible dance (8th)
Plane shift (5th)

Crystalbrittle (9th)
Slay living (5th)

Energy drain (9th)
Fire seeds (6th)I

imprisonment (9th)
Harm (6th)


Seclusion (6th) [2]


Sol’s searing orb (6th) [2]


Destruction (7th)

NOTES: [1] – WHB; [2] – TOM 


Spells that create physical attacks, emulate the effects of weapons (ice knife, hovering skull, Mordenkainen’s sword, spiritual hammer, etc.), manifest as tangible weapons, and/or are wielded in the same way as a normal weapon allow the full benefit of armor using normal attack rolls.  See table below for examples of these spells.

Wizard Spells
Priest Spells

Fist of stone (1st) [2]
Magical stone (1st)

Ice knife (2nd) [1]
Shillelagh (1st)

Melf’s acid arrow (2nd)
Flame blade (2nd)

Bone club (3rd) [1]
Spiritual hammer (2nd)

Hovering skull (3rd) [1]


Melf’s minute meteors (3rd)

Snapping teeth (3rd) [1]
Turn pebble to boulder (4th) [2]
Claws of the umber hulk (6th) [2]

Tentacles (6th) [1]

Mordenkainen’s sword (7th)

Shadow form (8th) [1]

NOTES: [1] – WHB; [2] – TOM

If a spell uses a normal attack roll, the attacker may choose to use a called shot as per the Called Shot rule in Section 7: Combat.  If successful, the strike automatically affects the location the attacker was aiming for.  Spells that do not use attack rolls do not permit the caster to attempt a called shot.

Spells and Knockdown/DM Addition

Some spells cause knockdowns by their nature instead of by their normal effects.  The table below lists spells that can actually cause a knockdown by force of impact.  Targets get a save vs. paralysis with a -1 penalty per level of the spell to avoid being knocked down.  Spells that simulate weapons (Mordenkainen’s sword, Spiritual hammer, etc.) may cause a knockdown as a weapon – if total damage in one hit is ≥1/4 the target’s total hit points, the target makes a save vs. paralysis with a +1 bonus per level to avoid being knocked down.

Spell
Spell


Abi‑Dalzim’s horrid wilting [2]
Flame strike

Bigby’s forceful hand
Gust of wind

Bigby’s crushing hand
Harm


Bigby’s grasping hand
Holy word

Bigby’s clenched fist
Ice knife [1,4]

Blade barrier
Ice storm (hailstorms)

Bone club [1,4]
Lightning bolt

Call lightning
Magic missile

Cause serious wounds
Magical stone [4]

Cause light wounds
Melf’s acid arrow

Cause critical wounds
Meteor swarm

Chain lightning
Mordenkainen’s faithful hound

Chromatic orb [1]
Mordenkainen’s sword [4]

Claws of the umber hulk [2]
Otiluke’s freezing sphere

Cone of cold
Prismatic spray


Delayed blast fireball
Repulsion

Dust devil
Shocking grasp


Explosive runes
Shout

Fire seeds (missile)
Spiritual hammer [4]

Fire trap
Tentacles [1]

Fire storm
Throbbing bones [1]

Fireball
Thunder staff [2]

Fist of stone [2]
Turn pebble to boulder [2,4]

Flame arrow [3]
Vortex [2]

NOTES: [1] – WHB; [2] – TOM; [3] – as arrow or spell; [4] – as weapon


Spells that stun, daze, sleep, confuse, charm, hold, trip, fumble, or tangle the opponent do not cause a knockdown.

Spell Critical Strikes/DM Addition
Sometimes, a spell or a special attack strikes with such devastating effect that even the toughest opponent can be crippled or killed by a single blow, critical strikes reflect this.  Critical strikes can also represent special attack forms common among monsters.  Creatures that spit acid, breathe fire, or exhale poison gas are just as likely to kill a hero as a creature that rends him limb from limb with fang and claw.

The critical strike system is an expansion of the Advanced Critical Hit System.  For a spell or an attack to have the potential for a critical strike, it must do physical damage.  Critical strikes occur when the target rolls a natural 5 or less on his saving throw, depending on the casters level or creatures hit dice.  If the spell in question does not allow a saving throw, the target still checks for a critical strike by rolling a saving throw versus the attack; this special saving throw has no other purpose than determining whether or not the character suffers a critical strike.


High‑level casters or monsters are more likely to cause critical strikes, as shown on the table below.  Monsters with special attacks that may entail critical strikes use the table below as well, substituting their Hit Dice for caster level.


Caster
Critical Strike
Caster
Critical Strike
Caster
Critical Strike

Level/HD
Occurs on a
Level/HD
Occurs on a
Level/HD
Occurs on a

1–5
Natural 1
10–12
Natural 3
15+
Natural 5

6–9
Natural 2
13–14
Natural 4

Magic items with special attacks that may entail critical strikes use the table below.


Magic
Critical Strike
Magic
Critical Strike
Magic
Critical Strike

Item
Occurs on a
Item
Occurs on a
Item
Occurs on a

Potions
Natural 1
Scrolls
Natural 2 [1]
Miscellaneous
Natural 3

Wands 
Natural 2
Rings
Natural 2
Armor
Natural 3

Staves
Natural 2
Rods
Natural 2
Weapons
Natural 3
NOTES: [1] – Scrolls are scribed at the 6th level, or one level higher than the minimum level required casting the spell, whichever is higher, see Table A2-4

Spell Disruption/DM Addition


Spell disruption is the involuntary preemption of a spell during casting.  Spell disruption can occur any time a spell caster is interrupted while in the act of casting.

A spell caster can be interrupted by an act as mundane as a tap on the shoulder or by being bumped into or by an act as serious as taking damage (attack or spell) during combat.  If the caster is interrupted the is spell is disrupted.  The affect of a disrupted spell can range from mere spell loss to injury to the caster and his companions.  A character with the concentration NWP may make a proficiency check to avoid having his spell fail (those without the NWP may “Wing It”).  In order to determine if a spell is interrupted during combat, the normal initiative system applies (PHB2 Pgs.93-96).  For determination of simultaneous initiative, spells always active last.

If the spell has been interrupted, the player firsts rolls to determine the magnitude of the failure: malign effect, spell loss, neutral effect, or benign effect.  Then he rolls for severity: minor, medium, or major.  And finally for the actual effect of the spell failure.
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