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Illusionist Spells  

5Illusionists

In addition to the normal six classes of magic, there is another type of magic altogether.  This is Illusionary Magic, a separate type all to itself that can only be used by a limited number of magic users, called Illusionists.

The spells of an Illusionist are mainly mental spells by their nature, with higher level spells involving some bending of light and other related phenomena.  An Illusionist is limited by his very nature, since he cannot affect some types of beings at all (most Undead, for example), but this is made up for by the fact that an Illusionist is very powerful against other intelligent beings.

Many of the spells of an Illusionist only affect the victim if the victim thinks that whatever illusion is being cast are real.  This is determined by the same Saving Throw as is used for the belief in magical Illusions and Phantasms: the Belief Saving Throw.  Some of the Illusionist’s spells adjust this saving throw against the target, requiring the target to save by rolling 10 or 20 lower than his normal belief number.

The main weakness of Illusionists is their near-inability to use normal magic.  Most normal spells are barred to them, and it is much more difficult for them to use a wand or staff or to read a magical scroll.  Thus, Activate Wand is a 3rd level Illusionist spell, and Read Magic a 4th, compared to first level for normal magic users on both.

In the Illusionist spell descriptions, whenever there are no details, assume that the spell works exactly like the Magic User spell of the same name.  Use as much common sense as necessary in interpreting the descriptions, since the whole point of most Illusionary magic is that the uses are widely varied.

First Level Illusionist Spells

Spell Name
Spell Points
Duration
Range
Size and Shape

Alter Scent
3
Dispel
3
Individual

Alter Taste
3
Dispel
3
Individual

Alter Touch
3
Dispel
3
Individual

Blending In Place
3
1 Turn/L
0
Self

Create Noise
2 + 1/turn
Maintained
6
Individual

Create Smell
2 + 1/turn
Maintained
6
Individual

Create Taste
2 + 1/turn
Maintained
6
Individual

Darkness
3 + 1/turn
Maintained
0
3” Circle

Detect Illusion
1
1 Magic phase
1 per L, max. 24
Individual

Disguise Object
3
Dispel, broken
3
1 Object

Disguise Self
3
Dispel, broken
0
Self

Foxfire
2
6 Turns
1
1/36” ball

Hide Object
2
1 Phase/L
1
1” Cube

Hypnotism
3
Dispel, broken
9 (24)
Individual

Illusion
4 + 1/turn
Maintained
24
L/2” Ball

Individual Silence
2
Dispel, broken
3
Individual

Itch
2
1-4 Phases
12
Individual

Light
2 + 1/turn
Maintained
0
3”  Circle

Magic Aura
2
Dispel
3
Individual

Minor Change
2
Dispel
3
Individual

Mirror
2
1 Turn
6
1/6” Square

Numbness
2
1-6 Turns
12
Individual

Read Illusionist Magic
1
1 Reading
½
Individual

Read Languages
1
1 Reading
1
Individual

Silence, 1” Radius
2
6 Turns
12
1” Circle

Sleight of Hand
3
1 Turn
0
Self

Ventriloquism
2
1 Turn
0 (6)
Self

Wall of Fog
3
3 Turns
12
½ × 6 × 2 Wall

Second Level Illusionist Spells

Spell Name
Spell Points
Duration
Range
Size and Shape

Area Itching
5
1-4 Turns
12
3 × 3 × 1 Area

Area Numbness
4
1-6 Turns
12
3 × 3 × 1 Area

Blinding Light
2 + 1/turn
Maintained (1-6 T)
0 (1)
24” Radius

Blindness
3
1-6 Turns
12
Individual

Change Self
5
Dispel
0
Self

Conceal Tracks
5
Dispel
0
6 or 12 Circle *

Continual Light
4
Dispel
12
12” Circle

Create Flavor
3
3 Turns
6
Individual

Create Scent
3
3 Turns
6
Individual

Create Sound
3
1 Turn
6
Individual

Detect Magic
2
1 Magic phase
1
Individual

Disguise Others
4
Dispel, broken
3
Individual

Displacement
2 + 1/turn
Maintained
1
Self

Distant Weather
3 + 1/turn
Maintained
24
Any area within 24”

Flash
3
1 Phase (1 Turn) *
6 (24)
Point

Fog
3
3 Turns
0
3” Circle

Hallucination
3
1 Turn
12
Individual

Hypnotic Pattern
4
*
12 max
6 × 6 × 2 Area

Invisibility
3
Dispel, broken
24
Individual

Lightwall
3 + 1/turn
Maintained
6
½ × 6 × 2 Wall

Misdetection
3
3 Turns
0
Self

Phantasm
3
Until touched
24
Sight

Pyrotechnics
3
1 Turn
24
Sight

Shadow Missile
3 + 1/missile
1 Dex count/missile
15
Individual

Shapechange
4
Dispel
12
Individual

Silence, 3” Radius
3
6 Turns
12
3” Circle

Smoke Cloud
4
3 Turns
0
3” Circle

Stench
2 + 1/turn
Maintained
*
*

True Sight
3
3 Turns
0 (24)
Self

White Noise
2 + 1/turn
Maintained
*
*

Third Level Illusionist Spells

Spell Name
Spell Points
Duration
Range
Size and Shape

Activate Wand
2
1 Dex count
0
Individual

Change Landscape
5
Dispel
0 (12)
12” Radius

Change Object
5
Dispel
3
Individual

Change Others
6
Dispel
3
Individual

Color Spray
5
1 Dex count *
0
12 × 6 Cone

Concealment
5
3 Turns
0
Self

Continual Darkness
5
Dispel
0 (12)
12” Radius

Deafness
3
1-6 Turns
12
Individual

Dispel Illusion
4
1 Dex count
6
1 Illusion

Fear
6
1 Dex count *
0
6 × 3 Cone

Hallucinatory Terrain
7
Dispel, broken
24
Sight

Hide Spellcasting
4
3 Turns
0
Self

Hypnotic Pattern  + 10%
5
*
12 max
6 × 6 × 2 Area

Hypnotic Picture
6 + 2/turn
Maintained
3 (24)
6 × 6 × 2 Area

Illusionary Script
3
*
3
6 sq. in.

Invisibility, 3” Radius
4
Dispel, broken
0
3” Radius

Magic Mouth
3
Till activated
3
Individual

Micro-Itching
3
1-4 phases
12
Individual

Micro-Phantasm
4
1 Dex count
24
Individual

Micro-Shadow Missile
3 + 3/missile
1 Magic phase
15
Individual

Mirror Image
5 + 1/turn
Maintained
6
1-4 Images

Moveable Darkness
4 + 1/turn
Maintained
0 (1)
1” Radius

Pastorale
6
Dispel
0
12” Radius

Phantasm  +  10%
4
1 Dex count
24
Sight

Shadow Missile  +  10%
4 + 2/missile
1 Dex count
15
Individual

Size Change
5
Dispel
12
Individual

Sleep
5
Dispel, broken
24
6 × 6 × 2 Area

Suggestion
5
Dispel, broken
9 (24)
Individual

Wizard Light
3 + 1/turn
Maintained
0 (24)
24” Radius

Fourth Level Illusionist Spells

Spell Name
Spell Points
Duration
Range
Size and Shape

Area Blinding Light
6 + 2/turn
Maintained
12
3” Radius

Area Darkness
5
6 + L Turns
24
6” Radius

Area Stench
6 + 2/turn
Maintained
12
3” Radius

Confusion
5 + 1/turn
Maintained
12 max
6 × 6 × 2 Area

Controlled Illusion
5 + 2/phase
Maintained
24
6” Radius

Delusion
6 + 1/turn
Maintained
12
Individual

Illusionary Bands
6
Dispel
12
1” Cube

Immobilization
5 + 1/turn
Maintained
12
Individual

Mass Invisibility
10 + radius
Dispel, broken
0
Variable radius

Massmorph
7
Dispel
0 (24)
24” Radius

Micro-Phantasm  +  10%
5
1 Dex count
24
Individual

Micro-Shadow Missile  + 10%
4 + 4/missile
1 Magic phase
15
Individual

Mind Blank Self
6
6 + L
0
Self

One-Way Darkness
6 + 2/turn
Maintained
6
½ × 6 × 2 Wall

Percentile Illusion Negation
6
1 Magic phase
24
Individual

Phantom
6 + 1/turn
Maintained
6
1 Phantom

Picture Window
6
Dispel
6
2 × 2 window

Read Magic
2
1 Reading
½
Individual

Scene
6
Dispel
24
12 × 12 × 2 Area

Shadow Wall
4 + 2/turn
Maintained
6
½ × 6 × 2 Wall

Spellbind
7
Dispel
12
6 × 6 × 2 Area *

Sustained Phantasm
6 + 3/phase
Maintained
24
Sight

Vertigo
5
2-12 Turns
24
Individual

Fifth Level Illusionist Spells

Spell Name
Spell Points
Duration
Range
Size and Shape

Befuddlement
9 + 3/turn
Maintained
0 (3)
3” Radius

Broadfield Hallucination
12
Dispel
24 max
24” Radius

Chaos
8 + 2/turn
Maintained
24
1” Cube / L

Combine Illusions
6
Up to 3 turns
*
*

Detection Jamming
5/type
6 Turns
0
Self

Dreamland
8
3 Turns
24
3” Cube

Extend Illusion
4 + 1/level
x 2
*
*

Feeblemind
8
Dispel
24
Individual

Hypnotic Image
10
*
12
6 × 6 × 2 Area

Illusionary Prison
8 + 2/turn
Maintained
18
2” Radius

Light of Truth
7
1 Magic phase
0 (6)
6” Radius

Mass Suggestion
10
Dispel
12
6 × 6 × 2 Area

Maze
12
6 Turns
12
6 × 6 × 2 Area

Phantasm  +  20%
8
1 Dex count
24
Sight

Programmed Illusion
7 + 3/turn
Maintained
24
3” Cube, moveable

Projected Image
7 + 1/turn
Maintained
24
1 Image

Shadow Missile  +  20%
5 + 3/missile
1 Magic phase
15
Individual

Super-Invisibility
9
Dispel, broken
12
Individual

Sustained Phantasm  +  10%
7 + 3/phase
Maintained
24
Sight

Ultra-Invisibility
9
Dispel, broken
12
Individual

Sixth Level Illusionist Spells

Spell Name
Spell Points
Duration
Range
Size and Shape

Amnesia
10
Dispel
3
Individual

Anti-Illusion Shell
8
12
0
Self

Five Sense Illusion
12 + 2/turn
Maintained
24
Sight

Five-Sense Weather
9 + 3/turn
Maintained
24
Sight

Indetectability
10
3
0
Self

Micro-Feeblemind
11
Dispel
24
Individual

Micro-Phantasm  +  20%
10
1 Dex count
24
Individual

Micro-Shadow Missile  +  20%
6 + 5/missile
1 Magic phase
15
Individual

Mirrorwall
9 + 2/turn
Maintained
12
0 × 6 × 2 Wall

Prismatic Illusion Spray
12
1 Dex count
12
Sight

Prismatic Illusion Wall
15 + 5/turn
Maintained
12
0 × 6 × 2 Wall

Reflect Detect By Implements
10
1 Day
3
Individual

Reflect Illusion
12
3 Turns
0
Self

Simulacrum
10 + 4/turn
Maintained
24
1 Image

Terror
15
*
0
12 × 12 Cone *

First Level Illusions

Alter Scent: Enables the caster to alter the apparent scent of an existent object, animate or inanimate.  The spell does not hide a scent’s existence, and cannot be used to create a scent on a scentless object or in a space that has no scent.  Thus, it cannot be used to give a scent to an illusion.  Also, the scent’s alteration cannot physically harm any being smelling it, and will not be strong enough to cause physical aversion (i.e., skunk scent).  Range:  3”.  Duration:  until dispelled.  Cost:  3 SP.

Alter Taste:  This spell functions similarly to Alter Scent (1I), but affects the apparent taste of the target object.  Range:  3”.  Duration:  until dispelled.  Cost:  3 SP.

Alter Touch:  This spell functions similarly to Alter Scent (1I), but affects the apparent surface texture of the target object.  Range:  3”.  Duration:  until dispelled.  Cost:  3 SP.

Blending In Place:  This spell permits the caster to remain unobserved (but not truly invisible), with the following restrictions:  in order to remain unseen, the caster must not move while in direct line of sight of hostile beings.  Sudden changes in light may change the caster’s shadow, which is not disguised.  The blending is only visual, and will not fool other senses or various magical detect spells.  Range:  caster only.  Duration:  1 turn per level of the caster.  Cost:  3 SP.

Create Noise:  This spell creates small, indistinct sounds at the location chosen by the caster.  These noises are low-level, non-damaging, and are used primarily as a distraction.  Duration:  as maintained.  Range:  6”.  Cost:  2 SP + 1/turn.

Create Smell:  As Create Noise (1I) but creates smells.  Range:  6”.  Duration:  as maintained.  Cost:  2 SP + 1/turn.

Create Taste:  As Create Noise (1I) but creates tastes.  Range:  6”.  Duration:  as maintained. Cost:  2 SP + 1 turn.

Darkness:  The exact reverse of Light (1I) in altering light.  This spell creates a 3” radius circle of darkness around the caster.  This darkness is less dark than moonless night, but sufficient for hiding objects and creatures in.  Duration:  as maintained.  Cost:  3 SP + 1/turn maintenance.

Detect Illusion:  Allows the caster to detect the casting or the ongoing presence of an illusionary spell or other simple form of illusion.  This spell will  not detect forms of direct mind control that cause the victim to mis-perceive their surroundings.  Range:  1” per level of the caster, up to 24” maximum.  Cost:  1 SP.

Disguise Object:  Changes the appearance of an object, although the overall shape must remain similar.  Range:  3” from caster at time spell is cast.  Duration:  Until dispelled or until touched by any sentient being other than the caster.  Cost:  3 SP.

Disguise Self:  Changes the appearance of the caster, with the limitation that the new appearance must have the same basic physical shape as the original.  Does not give caster any special powers or abilities associated with the new appearance (i.e., Disguise Self to a medusa will not turn viewers to stone).  Duration:  until dispelled or touched by a sentient being other than the caster.  Cost:  3 SP.

Foxfire:  Creates small globe of light that moves at the volition of the caster.  The globe must remain within 1” of the caster, and is only bright enough to equal 1 normal candle in illumination.  Range:  1’’.  Duration:  6 turns.  Cost:  2 SP.

Hide Object:  Specialized invisibility spell, used mostly for pocketing small items.  Causes target item, no more than 1 cubic foot, to be invisible for 1 phase per level of the caster.  Range:  1”.  Cost:  2 SP.

Hypnotism:  Allows the caster to gain control of another being of similar species by visual hypnosis.  Limited as Charm Person (1M), but caster must be able to look victim directly in the eye at time of the casting.  This spell applies to all two-legged, generally mammalian figures near to or less than man-size, excluding all ‘Undead’ monsters but including such things as orcs and goblins.  If the spell is successful it will cause the charmed entity to obey any spoken and understood command of the charmer until such time as the hypnosis is dispelled.  See the general Charm rules for other restrictions and effects.  Duration:  Until dispelled or removed by the caster of the spell or the caster loses control by going unconscious, dying, or moving outside range.  Range:  9” at the time of the casting, 24” thereafter to maintain control.  Cost:  3 SP.

Illusion:  Basic controlled illusion that requires the direct attention of the caster.  Cannot touch or harm any being, and is disbelieved by viewers as soon as contacted or entered by any being other than the caster.  Purely visual, no other senses affected.  Duration:  as maintained.  Range:  24”.  The size of the illusion is limited to 1” diameter/level of the caster.  Cost:  4 SP + 1/turn.

Individual Silence:  Allows the recipient to move silently until the spell is broken, or dispelled.  Duration:  until dispelled or the invisible person attempts to attack.  Range:  3” at time of casting.  Cost:  2 SP.

Itch:  Creates a strong itching sensation in the targeted being or creature.  If the creature fails to make a saving throw vs. Pain, the itch will be so distracting that it will interrupt most actions for 1-4 phases in order to scratch.  If the target is in melee or other life-threatening situation, he will not stop to scratch, but will fight at -4 levels (both attack and defense), and fire spells or archery at -20% accuracy.  Range:  12”.  Cost:  2 SP.

Light:  This spell creates a 3” radius circle of light around the caster.  This light is less bright than daylight, but sufficient for reading and examining objects.  Duration:  as maintained.  Cost:  2 SP + 1/turn maintenance.

Magic Aura:  Enchants the targeted item, creature or being so that a magical or thievish “Detect Magic” spell or ability will respond to the target with a “Yes” response, even if the target has no magical properties.  Clerical Detect Magic will not be fooled, because God knows the truth. Range:  3” at time of casting.  Duration:  until dispelled.  Cost:  2 SP.

Minor Change:  Permits the caster to create minor illusions that affect the appearance of a being, creature or object.  These illusions, 1 per casting of the spell, must be very minor in nature, not changing the shape or basic appearance.  (i.e.  create or hide a wart, change color of 1 eye, hide wormhole in an apple).  Range:  3” at time of casting.  Duration:  until dispelled.  Cost:  2 SP.

Mirror:  Creates the visual effect of a 1 square foot mirror.  Not solid, and will affect only light, and will reflect light and images as if solid.  May face any direction, but must be placed visible to the caster.  Range:  6”.  Duration:  1 turn.  Cost:  2 SP.

Numbness:  The target, upon failing a saving throw vs. magic, will be unable to perceive any information by sense of touch for 1-6 turns.  This will make detailed physical actions difficult or impossible, depending upon the action involved, at referee discretion.  Range:  12”.  Duration:  1-6 turns or until dispelled.  Cost:  2 SP.

Read Illusionist Magic:  Counterpart to Read Magic (1M), but used for those rare bits of written illusionist magic.  The means by which illusionist incantations on a scroll or other item are read.  Without such a spell or similar device magic is unintelligible to even an illusionist.  Note that this spell may be used to read a spell from a scroll during the same magic phase that the scroll spell is cast.  Range:  adjacent to the object to be read.  Duration:  one reading.  Cost:  1 SP.

Read Languages:  This spell allows the reading of unknown languages on maps and other inscriptions.  Range:  adjacent to object to be read.  Duration:  one reading.  Cost:  1 SP.

Silence, 1” Radius:  This spell forms a 1” circle of total silence around the target.  No sound can be heard inside the circle and no sound can escape from it.  Range:  12”.  Duration:  6 turns.  Cost:  2 SP.

Sleight Of Hand:  Enables the caster to do basic legerdemain without chance of being detected by non-magical means.  Duration:  1 turn.  Cost:  3 SP.

Ventriloquism:  Allows caster to throw his voice to any point within 6” of the caster.  It does not allow the making of any noise that the caster could not make unaided.  Duration:  1 turn.  Cost:  2 SP.

Wall Of Fog:  Creates an opaque but intangible wall of ½” thickness, up to 6” in length, up to 2” in height, either as a flat or circular wall.  Projectiles and spells may be cast through it, but since it limits vision, spells requiring eye contact or visual sighting will be blocked.  Range:  12” from caster at time of casting.  Duration:  3 turns or until dispelled.  Note that, since the fog is Illusionary, it is  not dispelled by wind or air control spells.  Cost:  3 SP.

Second Level Illusions

Area Itching:  As Itching (1I), but affects all beings within a 3” by 3” area targeted by the caster.  Creates a strong itching sensation in the targeted beings or creatures.  If a target fails to make a saving throw vs. Pain, the itch will be so distracting that it will interrupt most actions for 1-4 phases in order to scratch.  If the target is in melee or other life-threatening situation, they will not stop to scratch, but will fight at -4 levels (both attack and defense), and fire spells or archery at -20% accuracy.  Range:  12”.  Cost:  5 SP.

Area Numbness:  As Numbness (1I), but affects all beings within a 3” by 3” area targeted by the caster.  The targets, upon failing a saving throw vs. magic, will be unable to perceive any information by sense of touch for 1-6 turns.  This will make detailed physical actions difficult or impossible, depending upon the action involved, at referee discretion.  Range:  12”.  Duration:  1-6 turns or until dispelled.  Cost:  4 SP.

Blinding Light:  This spell creates a bright light directly above the head of the caster.  Anyone who attempts to look directly at the caster while the spell is in effect must save vs. Pain in order to do so.  Anyone other than the caster within 1” of the light must save vs. Magic or be blinded for 1-6 turns.  Note that this light is a point source, and so anyone who can shade his or her eyes from it can still look near the caster.  Cost:  2+1/turn.

Blindness:  This spell causes one individual target being to save vs. Magic or be unable to use any form of visual sense for 1-6 turns.  Range:  12”.  Cost:  3 SP.

Change Self:  This spell allows the caster to change his own physical appearance, as in Disguise Self (1I), with the advantage that the illusion is not dispelled by the touch of another intelligent being.  Changes the appearance of the caster, with the limitation that the new appearance must have the same basic physical shape as the original.  Does not give caster any special powers or abilities associated with the new appearance (i.e., Change Self to a medusa will not turn viewers to stone).  Duration:  until dispelled.  Cost:  5 SP.

Conceal Tracks:  This spell creates a small durable illusion that causes tracks to resemble their surroundings.  For example, tracks in snow will still be holes, but the tracks will be the same color and shade as the snow, and thus not be visible to normal vision.  A single casting will be sufficient to cover a single being’s tracks for 12” in all directions from caster, or all tracks in a 6” radius.  This spell will  not conceal tracks from senses other than normal vision (i.e., trackers may still smell the path, and touch traces of the tracks).  Detect Illusion will reveal the existence of this spell, and True Sight will see through it.  Duration:  until dispelled.  Cost:  5 SP.

Continual Light:  This spell creates a 12” circle of illumination emanating from a point within 12” of the caster.  The light is bright enough to use for clear vision (including reading), but is not as bright as full sunlight, and will not damage beings or creatures that can be harmed by full daylight.  Duration:  until dispelled.  Cost:  4 SP.

Create Flavor:  As Create Taste (1I), but can be used to create a specific flavor, good or bad.  This can cause good food to taste bad, or drugged or poisoned food to have a pleasant taste, etc., but the flavor itself cannot do damage.  For example, if the caster made himself taste like garlic, a vampire might not take a second bite, but would suffer no actual damage.  Duration:  3 turns.  Cost:  3 SP.

Create Scent:  As Create Smell (1I), but can be used to create a specific scent.  This spell can create the scent of a harmful substance, but will not cause the damage of that substance; i.e., the smell of chlorine gas is unpleasant, but the illusion of it would not corrode anyone’s lungs.  Duration:  3 turns.  Cost:  3 SP.

Create Sound:  This spell creates sounds of moderate intensity at any point within 6” of the caster.  The sound cannot do damage, and cannot be of a complex nature (such as speech).  Duration:  1 turn.  Cost:  3 SP.

 Detect Magic:  This spell will determine if there has been some enchantment laid on a single person, place or thing.  It will detect any spell or enchantment that is currently in existence, but will  not detect an already-dispelled spell.  Range:  1”.  Duration:  single casting.  Cost:  2 SP.

Disguise Others:  As Disguise Self (1I), except it may be cast on another being or creature.  Changes the appearance of the caster, with the limitation that the new appearance must have the same basic physical shape as the original.  Does not give caster any special powers or abilities associated with the new appearance (i.e., Disguise Others to a medusa will not turn viewers to stone).  Range to target:  3” from caster.  Duration:  until an intelligent being other than the caster touches target.  Cost:  4 SP.

Displacement:  This spell causes the caster to have a blurred visual aura, and makes it harder for others to see the caster.  As a result, if attacked, the caster has a defense bonus of +2 levels.  In addition, he is 10% harder to hit with archery, and has a 10% Saving Throw bonus against individual-target spells, due to being harder to hit accurately.  At the discretion of the referee, this last bonus may be taken against an opposing caster’s accuracy roll to hit with a targeted spell that is aimed other than at the displaced target that where the caster is trying to include the displaced target to be near the edge of the spell.  For example, a Lightning Bolt is not a single-target spell, but a Lightning Bolt aimed at a Displaced target would be 10% less likely to hit accurately because the area affected is a narrow bolt.  Similarly, trying to include a displaced target in the edge of a cone or other area spell may give a 10% Saving Throw bonus to the target.  Duration:  as maintained.  Cost: 2+1/turn.

Distant Weather:  This spell creates a two-sense illusion of the effects of weather at a distance from the observer.  For example, the flash of lightning and sound of thunder, or sound and smell of rain would be possible, but the direct touch of raindrops would not.  Effects must emanate from a point no more than 24” from the caster, but, if used through an opening or from behind a wall or a tree, may  seem to come from farther away. Duration:  as maintained.  Cost:  3+1/turn.

Flash:  Creates a small blinding flash of light at the point designated by the caster.  Anyone looking at the point of the flash must save vs. Magic or be blinded for 1 turn.  Unlike the Magical spell of the same name, this spell involves only light, not fire, and will thus not ignite objects.  Range:  flash may be anywhere within 6” of the caster.  Duration:  1 magic phase.  Cost:  3 SP.

Fog:  This spell creates an opaque but intangible cloud that spreads out in a 3” radius from the caster, but is stopped by any walls that intervene.  Duration:  3 turns.  Cost:  3 SP.

Hallucination:  A spell that causes the target to have vivid visual hallucinations whose content is controlled by the caster.  Duration:  1 turn.  Range:  12”.  Cost:  3 SP.

Hypnotic Pattern:  This spell entrances and immobilizes victims with a visually attractive pattern as follows:  the caster’s level times 25 = hypnosis points.  Each being who fails a saving throw vs.  Magic will use up its Hit Dice squared in hypnosis points.  (i.e., a 6 HD monster will use up 6 times 6 = 36 points.).  Victims will remain entranced for a period of time based on the hypnosis points used up.  If available victims use up all the points, the hypnosis will last only 1 turn.  If victims use up a smaller number of points, divide the total number of hypnosis points by the number used up.  The resulting number is the number of turns.  (example:  a level illusionist (250 hp) affects four 5 HD monsters (4 times 25 = 100 points used).  250/100 = 2.5.  The monsters will be entranced for 2.5 turns.  In order to be affected by this spell, a potential victim must have been looking in the general direction of the caster at the time the spell is cast, and within a 6” by 6” area determined by the caster.  Range:  12” from caster to farthest point in affected area.  Cost:  4 SP.

Invisibility:  Makes invisible to normal vision the person or thing upon which it is cast.  Beings able to sense enchantments at a range or able to see through concealment or illusions will not be fooled by this spell, and may be able to see or detect the target.  (Remember, the invisible is not intangible, and can be sensed by other means, if it still has a scent or makes a sound.)  A person, being or object made invisible will have its invisibility dispelled if it strikes or attacks any living being or solid object with sufficient force to cause damage to either side of the impact.  Duration:  until dispelled.  Range:  24” from caster at time of casting.  Cost:  3 SP.

Lightwall:  Causes a wall of light to be formed, with dimensions as those in Wall of Fog (1I).  This wall may be of a color (or combination of colors) of the caster’s choosing.  It will not stop spells or physical objects from passing through, but will interfere with line-of-sight for aiming ranged weapons or spells.  It may deter light-sensitive beings from passing through, but will not do actual damage to anything that is harmed by sunlight or other very bright lights.  Range:  6”.  Duration:  as maintained.  Cost:  3+1/turn.

Misdetection:  This spell gives the caster a Saving Throw vs. any magical detection spells, which would otherwise automatically detect him in some way.  This Saving Throw is vs. Magic or Implement, depending on the source of the Detection spell.  Duration:  3 turns.  Cost:  3 SP.

Phantasm:  This spell allows the caster to cast illusions that have an instantaneous ‘shock’ effect on one or more targets.  This shock effect can do damage, up to the level of the caster in dice, or it may be designed to alter or stop the actions of a target without doing damage.  Unlike the Magical Phantasm spell (2M), this spell is  not limited to imitating single magical spells.  With this spell and enough time to plan, an illusionist can use this spell to create a barrage of Illusionary Fire Balls, a breathing dragon, a storm of fire from the sky, or anything his little Illusionary heart desires.  Any living being in the effect that is  not aware that the effect is illusionary must make a Belief saving throw or be affected by any damage as if the effect or spell was real.  Range:  24”.  Duration:  instantaneous (visual effects may linger for a full phase if they do not touch any living being).  Cost:  3 SP.

Pyrotechnics:  This spell allows the caster to present the illusion of spectacular fireworks (bright flashes, sparks cascading down, etc.) Duration:  1 turn.  Range:  24”.  Cost:  3 SP.

Shadow Missile:  This spell creates Illusionary missiles, up to 1 per 3 levels of the caster (rounded off to nearest 3 levels).  If the caster hits a target, and the target fails a Belief saving throw about the reality of the missiles, each missile does 2 dice + 2 of damage (4-14).  The target must be able to perceive the missiles visually.  Unlike Magic Missile (2M), the accuracy of this spell is determined as a Spell, not as archery.  Range:  15”.  Duration:  all missiles must be fired at the same target, same magic phase, 1 dexterity count apart.  Each missile takes 1 dexterity count to travel to the target.  Cost:  3 SP +1/missile fired.

Shapechange:  This spell makes any target that fails a Saving Throw vs. magic to  think it has been changed into an animal or creature of the caster’s choosing.  Duration:  until dispelled.  Range:  12”.  Cost:  4 SP.

Silence, 3” Radius:  As Silence, 1” Radius (1I), but with a wider range of effect.  Cost:  3 SP.

Smoke Cloud:  As Fog (2I), but appears to be a cloud of smoke coming from an unseen fire.  The color of the smoke is at the option of the caster.  Cost:  4 SP.

Stench:  As Blinding Light (2I), but affects the sense of smell instead of vision.  In addition, all within 1” circle around caster must save vs.  Pain or flee from horrible smell.  Cost:  2 SP + 1/turn.

True Sight:  This spell allows the caster to be able to see the reality behind any illusions or similar effects caused by normal or Illusionary magical spells of Fourth level or less, or their equivalents.  Duration:  3 turns.  Range:  illusions must be within 24” of caster to be exposed.  Cost:  3 SP.

White Noise:  As Blinding Light (2I), but affects the sense of hearing instead of vision.  All within 1” of caster are completely unable to distinguish one sound from another or understand them, including spoken or shouted voices.  Cost:  2 SP +1/turn.

Third Level Illusions

Activate Wand:  This spell causes a wand being held by the Illusionist casting the spell to activate.  If the wand has charges, a charge is used.  This is the only way for an Illusionist to use magical wands, except for those Detection wands of an “always active” nature.  Duration:  instantaneous.  Cost:  2 SP.

Change Landscape:  This spell allows the caster to change details in outdoor terrain, by disguising real features of the landscape and terrain.  Thus, a rock could be disguised as a bush, or a small swamp as dry land.  It is limited to a single change per spell (i.e. a garden could  all consist of purple roses, but not a variety of plants).  The spell can affect a radius of 12” from the caster at the time of casting.  Duration:  until dispelled.  Cost:  5 SP.

Change Object:  This spell allows the caster to change the appearance of any non-living object.  This illusion is similar to Disguise Object (1I), but is not dispelled by touch.  Range:  3” from caster at time spell is cast.  Duration:  until dispelled.  Cost:  5 SP.

Change Others:  This spell allows the caster to change the appearance of any living being.  The spell is similar to Disguise Others (2I), but is not dispelled by touch.  Duration:  until dispelled.  Range:  3” from caster when spell is cast.  Cost:  6 SP.

Color Spray:  This spell creates a 12” cone of bright, multicolored rainbow ribbons of light.  The light does no damage, at least directly, but all that are caught in it must save vs. Magic or be surprised.  This will interrupt complex actions, including the casting of spells, and anyone so affected has a 1/4 chance of dropping anything they are carrying, including weapons being wielded.  In addition, non-intelligent creatures that fail their Saving Throw vs. Magic will stop in place if they were advancing toward the caster, and creatures sensitive to light will run away as directly as possible.  Cost:  5 SP.

Concealment:  This spell allows the caster to move in total silence, giving the caster a 90% chance of hiding in shadows or other concealment.  If combined with Invisibility (spell or implement), makes the caster unable to be seen even to beings with the See Invisible spell or its equivalent in items or natural abilities.  However, other forms of detection, including Detect Illusion (1I) can still detect an Invisible, Concealed person.  Duration:  3 turns.  Cost:  5 SP.

Continual Darkness:  The exact reverse of a Continual Light spell (2I), this spell creates a 12” radius volume of darkness, centered on the caster.  Duration:  until dispelled.  Cost:  5 SP.

Deafness:  This spell causes the victim to save vs. Magic or be completely deafened for 1-6 turns.  Range:  12”.  Cost:  3 SP.

Dispel Illusion:  This spell allows the caster to dispel Illusionary spells a percentage of the time equal to the caster’s level divided by the level of the original spell’s caster.  Thus, a 6th level illusionist would have a 60% chance of dispelling an illusion cast by a 10th level illusionist (6/10 = 60%).  Range:  6”.  Cost:  4 SP.

Fear:  Creates a standard 6” long cone that causes all within it to be afraid.  All intelligent beings must save vs. Fear or flee.  All sub-intelligent living creatures must save vs. Magic or flee.  Fleeing creatures may attempt to recover their wits each turn by rolling another saving throw on the appropriate table.  Duration:  cone lasts 1 magic phase.  Range:  cone emanates from fingertips of caster.  Cost:  6 SP.

Hallucinatory Terrain:  This spell can be used to conceal or create terrain features visible from a distance.  Thus, a small forest could be created, or a small swamp hidden.  This spell is dispelled by the touch of any intelligent being other than the caster.  Duration:  until dispelled.  Range:  all parts of the illusion must be within 24” of the caster at the time of casting.  Cost:  7 SP.

Hide Spellcasting:  This spell  has the effect of maintaining the illusion that the caster is  not casting a spell or making any other obvious gestures for 3 turns.  Unlike most spells, this one requires no visible gestures, and creates a simple illusion of normalcy, making it possible for the caster to cast other spells, escape from ropes or traps, or do other tasks without apparent motion, for the duration of the spell.  Duration:  3 turns.  Cost: 4 SP.

Hypnotic Pattern + 10%:  This spell is like Hypnotic Pattern (2I), but adjusts the saving throws of all victims by 10% in favor of the caster.  Cost:  5 SP.

Hypnotic Picture:  This spell places an Illusionary image on a wall or surface that, if viewed, will perform as a Hypnotic Pattern at the level of the caster.  The image will remain visible for as many turns as the caster maintains it, or until 1 turn after the caster leaves a 24” maintenance range.  Anyone who looks at the picture will be affected as if looking at a Hypnotic Pattern.  Range:  3” from caster at time of casting, 24” to maintain.  Cost:  6 SP + 2/turn.

Illusionary Script:  This spell allows the caster to create Illusionary letters, symbols and other drawn devices in mid-air or on surfaces.  If drawn on any solid surface, the writing lasts for 10 turns per level of the caster, or until dispelled.  If drawn on a liquid surface, the duration is 5 turns per level of the caster.  If drawn in mid-air or comparable non-surface, the duration is 1 turn per level of the caster.  Range:  1” from caster at time of writing.  Cost:  3 SP.

Invisibility, 3” Radius:  As Invisibility (2I), but affects all desired items and beings within a 3” radius of caster at the time of casting.  Each item and being is separately invisible, and dispelling one does not make  all visible.  Cost:  4 SP.

Magic Mouth:  This spell allows the caster to enchant an inanimate object so that it will speak a short phrase to whom ever the caster has specified (anyone, a class of persons (i.e.  any magician, any elf), whoever touches the item, etc.).  Once the message has been delivered, the spell expires.

Micro-Itching:  This spell works like Itch (1I), but may be cast once per magic phase.  Cost:  3 SP.

Micro-Phantasm:  This spell works like Phantasm (2I), but maybe cast once per phase at a  single target.  This target may be changed each phase if desired, and can only damage any one target as long as that target fails Belief saving throws, one attempt per time hit.  Any intelligent being that realizes the illusionary nature of the spell may tell his companions, preventing them from being damaged by the same spell.  Cost:  4 SP.

Micro-Shadow Missile:  As Shadow Missile (2I), but may be cast every magic phase.  It only affects any single target until that target successfully makes a Belief saving throw.  Cost:  3 SP +3/missile.

Mirror Image:  This spell produces 1-4 exact Illusionary duplicates of the caster (Note:  unlike the Magical spell, the caster  chooses the number, rather than rolling a 4-sided die).These images may move anywhere within 6” of the caster, at the will of the caster.  Individual images will disappear when touched by any intelligent being, enchanted (including non-living) being or animated object, or living being that is attacking the image.  Thus, it would be dispelled by a Golem, but not by a passing microbe.  Duration:  as maintained.  Cost:  5 SP + 1/turn.

 Moveable Darkness, 1” Radius:  Unlike the Darkness spell (1I), this spell creates a 1” radius of  total darkness, impenetrable to all forms of enhanced vision, and not penetrable by any form of magical or natural light.  This volume of darkness is centered on the caster, and will move with the caster as long as maintained.  Duration:  as long as maintained.  Cost:  4 SP+1/turn.

Pastorale:  A simple area illusion, capable of making a 12” radius area appear to be peaceful and uninhabited from outside the area.  This illusion may contain small moving items, but no complex motions.  Thus, a small running brook is possible, or blowing leaves, but a ring of dancing fairies is not.  Duration: until dispelled, although anyone entering the illusion will see that it is an illusion, and will see the reality as well as the illusionary scene.  Range:  caster must be at the center of the area.  Cost:  6 SP.

Phantasm + 10%:  As Phantasm (2I), but the Belief saving throw of any target is adjusted by 10% in favor of the caster.  Cost:  4 SP.

Shadow Missile + 10%:  As Shadow Missile (2I), but the target’s Belief saving throw is adjust 10% in favor of the caster.  Cost:  4 SP + 2/missile.

Size Change:  This spell creates the illusion that an object or being is larger or smaller than it really is, without changing its actual size or mass.  Any object can be changed in size in each dimension by a ratio of 1/12 smaller, or 12:1 larger, or anywhere in between.  Duration:  until dispelled, although careful examination will reveal the existence of the illusion.  Range:  12” at the time of the casting.  Cost:  5 SP.

 Sleep:  A mild hypnotic spell that can put living beings to sleep until dispelled or until the caster dies or goes out of range of the victims.  Affects 1-6 beings of the caster’s own level, or 1 being of no more than twice the level of the caster.  For beings of  lower level than the caster, the spell can affect an additional 1-6 for  each level lower than the caster.  Thus, if the caster is 6th level, he can affect 1-6 6th level creatures, 1 7th level creature, or 2-12 5th level creatures.

Suggestion:  This spell is similar to Hypnotism (1I), but the victim does not need to be looking directly into the eyes of the caster, but merely must be in range and in clear view of the caster.  Range:  9” at casting, 24” to maintain control.  Cost:  5 SP.

Wizard Light:  This spell creates a 24” radius sphere of light that centers on the caster, and moves with the caster as long as maintained or until dispelled.  The light is bright enough for clear vision, including reading, and will discourage creatures and beings that prefer darkness, but is not full daylight, and will not damage vampires or other creatures harmed by sunlight.  Cost:  3 SP + 1/turn.

Fourth Level Illusions

Area Blinding Light:  As Blinding Light (2I), but affects a 3” radius circle, positioned by the caster.  Duration:  as maintained.  Range:  12” from caster.  Cost:  6 SP + 2/turn.

Area Darkness:  This spell creates a 6” radius sphere of darkness that may be placed at the will of the caster, within 24"of the caster at the time of casting.  Duration:  6 + level of caster turns.  Cost:  5 SP.

Area Stench:  As Stench (2I), but affects a 3” radius circle, positioned by the caster.  Duration:  as maintained.  Range:  12"from caster.  Cost:  6 SP + 2/turn.

Confusion:  This spell creates a 6” by 6” area, 2” in height, in which creatures subject to an Illusionary confusing of the senses, mixing friend and foe.  The caster may affect 2-12  plus 1 per level of the caster victims.  Each victim gets a separate saving throw vs. Magic.  Any who fail must check their actions as follows:  1/3 chance of being able to attack their true opponents, 1/3 chance of attacking friends by mistake, and 1/3 chance of being too confused to take any action at all.  Each being or creature that enters the area, up to the maximum the caster can affect, must also save, as long as the spell is maintained.  If the spell is maintained for more than 1 turn, each creature or being in the area rolls a new saving throw, and affected ones check again to see what they are doing.  Range:  12” from caster to farthest edge of area.  Duration:  as maintained.  Cost:  5 SP +1/turn.

Controlled Illusion:  This spell creates a complex illusion that can be manipulated by the caster to appear to perform multiple actions, complicated motions, etc.  It is the easiest single spell that can be used to create illusions ranging from simple moving lights to the illusion of a creature walking a guard post.  Only the illusionist’s imagination and attention to detail limit it.  Duration:  as maintained.  Range:  24”.Cost:  5 SP + 2/phase.

Delusion:  This spell causes the victim to save vs. Magic or suffer from delusions, based on his own desires and any suggestions made by the caster, about his immediate surroundings, abilities and possessions.  For example, the victim might be convinced that he could fly, or that an ordinary shield provided total immunity from the breath of a dragon.  These delusionary beliefs can place the victim in danger, or be designed as harmless pranks, at the will of the caster.  Duration:  as maintained.  Range:  12” from caster.  Cost:  6 SP + 1/turn.

Illusionary Bands:  This spell creates the illusion of unbreakable bands that wrap and immobilize all beings and creatures in a 1” cube.  All failing a Belief saving throw are unable to move, fight, cast magic, etc.  Duration:  until dispelled.  Range:  12”.  Cost:  6 SP.

Illusionary Weather:  This spell creates the illusion of any form of weather within 12” of the caster.  While this illusion may include strong winds, lightning flashes, etc., the weather itself will not cause any actual damage, even to those believing it to be real.  It  will, however, cause those caught in it to react as if the weather is real.  Duration:  as maintained.  Cost:  6 SP + 2/turn.

Immobilization:  This spell causes the victim to save vs. Magic (10% bonus in favor of the caster) or be unable to voluntarily move.  He can still be picked up and carried, or knocked to the ground by force, but cannot walk, talk, etc., even if otherwise magically compelled to do so.  Duration:  as maintained.  Range:  12” from caster.  Cost:  5 SP + 1/turn.

Mass Invisibility:  As Invisibility, 3” Radius, but with a variable radius determined by the caster.  Cost:  10 SP + 1/1"radius.

Massmorph:  This spell will disguise living beings as plants, in a size and shapes appropriate to the beings.  Thus, a single person might be disguised as a small tree, a mule as a clump of bushes, or a family of tortoises as a ring of mushrooms.  The spell can disguise up to 10 creatures per level of the caster, within a radius of 24” from the caster at the time the illusion is cast.  Of course, if the creatures move around too much, the illusion will not be very convincing, but anyone who can keep basically still will not be detected as a “fake plant” except by ways that will detect or see through the illusion.  Duration:  until dispelled.  Cost:  7 SP.

Micro-Phantasm + 10%:  This spell is like Micro-Phantasm (3I), but adjusts the target’s Belief saving throw 10% in favor of the caster.  Range:  24”.  Cost:  5 SP.

Micro-Shadow Missile + 10%:  This spell is like Micro-Shadow Missile (3I), but adjusts the target’s Belief saving throw 10% in favor of the caster.  Range:  15”.  Cost:  4 SP + 4/missile.

Mind Blank Self:  This spell prevents the caster’s mind from being read, and also protects him from the effects of any spell (levels 1-4) that depend on the detection of the mental emanations of the caster, or upon the reception of mental compulsion or commands sent to the mind-blanked Illusionist.  Duration:  6 turns + 1 turn/level of caster.  Cost:  6 SP.

One-Way Darkness:  A wall of darkness, shaped as Wall of Fog (1I), that can be seen through from one side, as determined by the caster.  (This can be used to keep an opponent from seeing the caster and companions, or to keep the caster and friends from seeing something harmful (the eyes of a Medusa, for example).  From the clear side, the wall is not visible, and the wall does not stop projectiles or magic from traveling in either direction.  Duration:  as maintained.  Range:  6” from caster to center of wall.  Cost:  6 SP + 2/turn.

Percentile Illusion Negation:  This spell, when cast at the same dexterity count or in advance of an opponent’s Illusionary spell, will negate from 1-100% of that spell, causing it to partially or totally fail to have an effect.  If the spell was one that would cause damage, the negation reduces the damage appropriately.  Any charming or hypnotic spell that is negated more than 50% will fail totally, and lesser reductions will adjust the victim’s saving throw by the percentage rolled.  Of course, other illusionary spells that are partially negated may not have their intended effect, at the discretion of the referee.  Range:  24”.  Cost:  6 SP.

Phantom:  This spell creates an illusionary creature that is acts as if it is the same level as the caster (for attack and defense level purposes), and takes 1 hit point per level of the caster.  This creature may move around within range of the caster, and may make physical attacks on anyone of the caster’s choosing.  The victim must make a Belief saving throw or take real damage from any subsequent attacks by the phantom creature.  Please note that the creature may be appear to be any type of creature, but does not gain any magical or special forms of attack.  Thus, a phantom dragon would be able to use claws and teeth, but not a breath weapon.  Duration:  as maintained, or until dispelled or destroyed. Range:  6” from caster.  Cost:  6 SP + 1/turn.

Picture Window:  This illusion enables the caster to create an illusion as seen through a window or other portal.  This illusion can contain simple moving objects (clouds in the sky, birds and insects passing, leaves blowing in the wind), but not complex actions (battle scenes, etc.).  This illusion can be cast on an actual door or window, or on a blank wall (the old fake window trick...).  Duration:  until dispelled.  Range:  6” from caster at time of casting.  Cost:  6 SP.

Read Magic:  This spell enables the caster to read magical scrolls or other magical writing requiring the spell to read.  Please note that while it is  possible for an Illusionist to read and use some Magician-type spell scrolls in order to cast Magic spells, it is also possible to use a fish for a tennis racket, and about as appropriate.  Duration:  1 reading.  Cost:  2 SP.

Scene:  This spell allows the caster to create the illusion of all the contents of an area, up to 12” by 12", 2” in height.  These contents may include illusionary furnishings of a room, or miscellaneous objects outdoors.  It can be used to disguise the actual nature of real objects, create fake objects, or hide objects entirely.  Anyone touching objects that do not match what is seen may make a Belief saving throw to realize that they are in an Illusion, but making such a saving throw will not alter what they  see.  Duration:  until dispelled.  Range:  24” from caster at the time spell is cast.  Cost:  6 SP.

Shadow Wall:  This spell creates the illusion of fire or ice (at the option of the caster) of the size of Wall of Fog (1I).  Beings attempting to pass through the wall must make a Belief saving throw or suffer damage as if the wall were real.  (i.e., weak or low-level creatures will not make the attempt, and those that do will suffer 1-6 points of damage, 2-12 if especially susceptible to the substance of the wall.  (The major purpose of this spell is to discourage, not damage.) Duration:  as maintained.  Range:  6” to center of wall.  Cost:  4 SP + 2/turn.

 Spellbind:  This spell can entrance either a single monster of no more than human intelligence, or 1-4 intelligent beings of the same basic species as the caster.  (i.e., a human Illusionist could affect 1-4 elves, but only 1 giant frog.) If the spell is focused on a  single intelligent target, there is a saving throw adjustment of 10% in favor of the caster.  Duration:  until dispelled.  Range:  12” from caster.  Cost:  7 SP.

Sustained Phantasm:  As Phantasm (2I), but may be used to create effects that continue (rings of blazing fire, breathing dragons, etc.) as long as maintained or until touched  All those who touch it in the same phase are subject to damage.  Duration:  as maintained.  Range:  24”.  Cost:  6 SP + 3/phase.

Vertigo:  This spell causes a strong feeling of dizziness in the target unless the victim saves vs.  Magic.  It affects the target’s equilibrium to the extent that he cannot ride, fly, aim weapons or spells at any range.  The target can melee, but at normal levels  minus 10 attack and defense levels.  Duration:  2-12 turns.  Range:  24” from caster.  Cost:  5 SP.

Fifth Level Illusions

Befuddlement:  This spell creates a sphere of 3” radius, centering on the caster.  Any living being within this volume at the time of the spellcasting, or that enters the volume during its duration, must save vs.  Magic or be unable to take  any action.  If the caster moves, the volume moves with the caster.  Duration:  as maintained.  Cost:  9 SP + 3/turn.

Broadfield Hallucination:  Creates a sustained illusion at the discretion of the caster, of a maximum size of 24” radius centered on the caster.  The illusion may be cast smaller than that size, and if smaller, does not need to include the caster or be centered on the caster.  Similar to Illusion (1I), but no maintenance is required, and no Belief saving throw is required.  Unless the illusion area is entered by someone would encounter physical discrepancies between the appearance of the illusion and the evidence of other senses (for instance, a tree disguised as an ice sculpture would not be cold).  Duration:  until dispelled.  Range:  24” from caster to farthest point of illusion at time of casting.  Cost:  12 SP.

Chaos:  This spell creates a volume 1” × 1” × 1” (in scale) for each level of the caster, shaped at the caster’s will.  Any living beings, or any non-living beings that perceive by physical senses, must save vs.  Magic or be unable to perceive their surroundings due to an uncontrolled 5-sense illusion of moving objects within the volume.  Those making their saving throw will be able to perceive their surroundings, but their perceptions and abilities will be interfered with by the illusion, reducing them by 2 attack and 2 defense levels, and 10% subtraction from all aimed actions.  NOTE:  Even the caster would be affected if he or she were stupid or desperate enough to enter the Chaos volume.  Duration:  as maintained.  Range:  24” from caster to farthest edge.  Cost:  8 SP + 2/turn.

Combine Illusions:  This unusual spell allows the caster to “stack” spells in combination to create greater effects.  It works as follows:  on the first turn, the illusionist casts Combine Illusions.  Each time the illusionist is able to cast another spell (normally 6 phases), he casts a spell to be put into the “stack” of spells.  He can cast no more than 3 spells in this stack, not including Combine Illusions.  NONE of these spells have any effect until the last spell of the stack is cast, and ALL take effect at that time.  The spell has two beneficial effects:  the first is that none of the spells begin their duration until the whole group is stacked, sometimes saving maintenance costs.  The second is that the combined illusion can be more convincing.  For instance, a visual illusion of a hideous monster could be combined with a spell creating an appropriate sound for it to make, along with a fear spell.  It’s good for clearing crowds, and a lot of fun at parties.  Limitations:   any spell the illusionist casts gets put into the stack until he releases it (immediately after the first, second or third spell is cast).  This can be embarrassing if the caster is interrupted part way through a plan.  Duration:  3 turns (or until the stack is released, whichever is sooner).  Range:  based on spells stacked.  Cost:  6 SP.

Detection Jamming:  Allows the caster to prevent others from detecting his presence by magical means.  Unlike the Magical spell of Detection Jamming (5M) a single casting of the spell can affect more than one Detection spell at a time, but the Detection type to be blocked must be specified, and the cost for  each blocked detection must be paid.  Thus, for a cost of 10 SP, a caster could block Detect Invisible and Detect Life, but he would still be vulnerable to Detect Enemies or other Detection spells.  Duration:  6 turns.  Cost:  5 SP per Detection blocked.

Dreamland:  This spell creates a 3” × 3” × 3” volume in which all living beings must make a saving throw vs. magic or  think that all they perceive is Illusionary, even real dangers.  Range:  24” to the far edge.  Duration:  3 turns.  Cost:  8 SP.

Extend Illusion:  This spell has the effect of doubling the duration of non-maintained spells.  Unlike most spells, this spell  must be cast simultaneously with another spell, and it is this simultaneous spell that is extended.  Range:  as spell cast.  Cost:  4 SP + 1/level of the spell being extended.

Feeblemind:  This spell has the effect of reducing its victim (saving throw vs.  Magic) to the intelligence of an overripe avocado until dispelled.  Needless to say, this is devastating to magicians, and at least a minor handicap even to a dwarf.  Any victim who fails the saving throw is unable to take any intelligent action, and any victim that is a magician, illusionist or other form of non-clerical spell-caster has its saving throw adjusted 20% in favor of the caster.  Range:  24”.  Duration:  until dispelled.  Cost:  8 SP.

Hypnotic Image:  As Hypnotic Pattern (2I), but creates a vivid 3-dimensional moving image designed to attract attention (subject matter of the caster’s choosing).  This image has 50 Hypnosis Points per level of the caster, and number affected is figured as Hypnotic Pattern, as is duration.  Range:  12”.  Cost:  10 SP.

Illusionary Prison:  This spell can affect all beings within a 2” radius circle.  All affected beings failing to make a Belief saving throw (adjusted 10% in favor of the caster) cannot leave the circle, since the Illusionary prison is to them quite real.  Range:  18”.  Duration:  as maintained.  Cost:  8 SP + 2/turn.

Light of Truth:  This spell automatically dispels all illusions created by magical or illusionary spells of 4th level or less within a 6” radius of the caster.  It also works as if a Dispel Image (3I) against 5th level or higher spells, again out to a 6” radius.  Duration:  1 magic phase (which means spells cast during that same magic phase will be exposed, even if cast  after the Light of Truth) Cost:  7 SP.

Mass Suggestion:  This spell is similar to Suggestion (3I), but affects either 2-12 beings with a normal saving throw, or a single being with its saving throw adjusted by 20% in favor of the caster (thus making it  very hard to save against the spell).  When controlling more than one being, the caster must be very careful not to give confusing or conflicting orders to those controlled, since this will result in total inaction on the parts of the controlled beings.  Duration:  until dispelled.  Range:  12”.  Cost:  10 SP.

Maze:  This spell fills a 6” × 6” by 2” high area with a maze of shifting Illusionary walls, constantly moving and changing.  Any victim who fails a Belief saving throw is completely unable to find his way out of the maze.  Each victim gets a new Belief saving throw each turn (6 phases).  Anyone entering the maze must also make a Belief saving throw or be affected.  Range:  12”.  Duration:  6 turns.  Cost:  12 SP.

Phantasm + 20%:  This spell is the same as Phantasm (2I), but the Belief saving throws of any victims are adjusted by 20% in favor of the caster.  Range:  24”.  Cost:  8 SP.

Programmed Illusion:  This spell allows the illusionist to cause an illusion or Illusionary being to perform simple actions and/or disappear without further attention from the illusionist, although it continues to drain his spell points as long as it continues to function.  Thus, he could create the illusion of an ogre walking back and forth in front of a doorway for three turns, while the illusionist is engaged in other actions, but the illusion would drain a total of 13 spell points (7 + 3 for each extra turn).  During the three turns, the illusionist could cast other spells.  The death of the caster or the total exhaustion of the caster’s spell points would instantly terminate the illusion.  Any being attempting to touch this form of illusion will find it intangible, but the illusion will not be dispelled by touch.  It takes one complete phase to program an illusion of this type, and so this spell cannot be cast if the illusionist is under attack in melee.  Duration:  as maintained.  Range:  24” from caster.  Cost:  7 SP + 3/turn.

Projected Image:  This spell allows the caster to project an image of himself no more than 24” away.  While this spell is in effect, all further spells cast by the illusionist will emanate from the location of the Projected Image, and their ranges are measured from the image (but such spells may not exceed a distance of 24” from the caster).  The image can be destroyed by spells that will dispel a spell or illusion, or by destructive magic or physical damage. Examples:  destructive magic must do damage dice equal to the level of the illusionist, and magical physical damage must do damage equal to the  hit points of the illusionist.  If the caster cast a spell from his own location, rather than from the image, unlike the Magical spell Projected Image (6M), the image does not cease to exist, but appears to cast a spell of its own.  Duration:  as maintained.  Range:  24”.  Cost:  7 SP + 1/turn.

Shadow Missile + 20%:  As Shadow Missile (2I), but with the Belief saving throw of the target adjusted 20% in favor of the caster.  Range:  15”.  Cost:  5 + 3/missile.

Super-Invisibility:  This is a special form of invisibility that is not broken by casting other Illusionary spells unless they affect another being who  successfully rolls a saving throw vs.  the effect of the spell.  In other words, if everyone who gets caught in the spell fails a saving throw, the caster is still invisible.  The spell is otherwise as Invisibility (2I).  Duration:  until broken or dispelled.  Range:  12” at time of casting.  Cost:  9 SP.

Sustained Phantasm + 10%:  This spell is like Sustained Phantasm (4I), but allows the caster to create illusions that are  not instantaneous, and do  not vanish upon being touched.  Thus, the caster could cast an illusion of a Wall of Fire that would stay in place as long as maintained, and causes damage once per phase to any being touching it.  Duration:  as maintained.  Range:  24”.  Cost:  7 SP + 3/phase.

Ultra-Invisibility:  This spell is a special form of invisibility that is only  partially broken by each offensive action.  Each time the Ultra-Invisible being takes an offensive action against any living being, or non-living being with senses, the UI being rolls a saving throw vs.  magic.  If the saving throw is successful, he becomes fully visible to whomever he attacked, but remains otherwise invisible.  If he fails the saving throw, he becomes fully visible to everyone.  Duration:  until broken or dispelled.  Range:  12” at time of casting.  Cost:  9 SP.

Sixth Level Illusions

Amnesia:  This spell allows the caster to cloud the memory of a victim who fails a Magic saving throw.  The clouding effect covers any memories the caster wishes to suppress that occurred no more than one turn previously per level of the caster.  The memory erasure is not permanent, and can be dispelled, but if the caster is clever, the victim will have no memory of being bespelled, and thus have no reason to seek a dispelling.  Range:  3”.  Duration:  until dispelled.  Cost:  10 SP.

Anti-Illusion Shell:  This spell creates a skin-tight shell around the caster that prevents the caster from being affected by any form of illusionary magic, from any source.  While it is in effect, the caster may not cast any form of illusionary magic himself, by finger or implement.  Duration:  12 turns.  Cost:  8 SP.
Five-Sense Illusion:  This spell creates an illusion that is real to the senses as long as maintained.  If the apparent reality of the illusion would in any way harm another living being, it gets a Belief saving throw (adjusted 20% in favor of the caster) and thus has at least a small chance of realizing that the danger is Illusionary.  If the illusion is merely observed in passing, the observer automatically believes it to be real.  Thus, an illusionary wall would be automatically believed, but an illusionary avalanche would have to survive the Belief saving throws of anyone in its path.  Duration:  as maintained.  Range:  24” from caster at all times.  Cost:  12 SP + 2/turn.

Five-Sense Weather:  As Illusionary Weather (4I), but creates full five-sense illusions of weather and its effects.  Duration:  as maintained.  Range:  24”.  Cost:  9 SP + 3/turn.
Indetectibility:  This spell allows the caster to render himself invisible to all forms of Detection spell except for the Detect Life (1M) spell.  Duration:  3 turns.  Cost:  10 SP.

Micro-Feeblemind:  This spell is like Feeblemind (5I), but can be cast at a different target each phase (at full cost per casting, of course).  Cost:  11 SP.

Micro-Phantasm + 20%:  This spell is like Micro-Phantasm (3I), but adjusts the victim’s Belief saving throw by 20% in favor of the caster.  Cost:  10 SP.

Micro-Shadow Missile + 20%:  This spell is like Micro-Shadow Missile (3I), but adjusts each victim’s Belief saving throw by 20% in favor of the caster.  Cost:  6 SP + 5/missile.

Mirror Wall:  This spell creates an Illusionary reflective wall in the shape of Wall of Fog (1I).  This wall will reflect light and energy, and will seem solid to living beings, but non‑ living physical objects will travel through it unhindered.  Range:  12”.  Duration:  as maintained.  Cost:  9 SP + 2/turn.

Prismatic Illusion Spray:  This spell affects from 1-4 living targets, and causes them to believe that they are being affected by an extremely and powerful form of destructive magic that they can’t possibly survive.  They see a bright spray of multicolored sparks emanate from the caster’s fingers.  Each affected being must make a Saving Throw vs.  magic (adjusted 10% in favor of the caster).  Any who fail this adjusted saving throw will collapse into a catatonic state, believing they have just died.  Anyone not in the area of effect will not see the spell.  Duration:  1 magic phase.  Range:  12”.  Cost:  12 SP.

Prismatic Illusion Wall:  This spell creates a wall similar to Mirror wall (6I), but the mirror will shimmer and ripple with all the colors of the visible spectrum.  Anyone attempting to pass through this wall and failing a Saving Throw vs.  magic will be rendered catatonic state, believing an overwhelming magical force has just killed him or her.  Duration:  as maintained.  Range:  12”.  Cost:  15 SP + 5/turn.

Reflect Detection by Implements:  This spell prevents the recipient from being detected by magical Detection spells cast from an implement or magic item of any kind for its duration.  It will have no effect on Detection spells cast directly by a spell caster of any kind.  Duration:  1 day or until dispelled.  Range:  3” at time of casting.  Cost:  10 SP.

Reflect Illusion:  This spell creates an imperceptible shield around the caster that directly reflects any Illusionary magic, from any source, directly back toward its caster (in a straight line, and passing through anyone in between, if that is possible).  Duration:  3 turns.  Cost:  12 SP.

Simulacrum:  This spell creates an apparently solid image, otherwise similar to Projected Image (5I).  If the caster is not otherwise disturbed, he may control this image well enough that it can melee other beings, and will cause real damage to any opponent who fails a Belief saving throw.  Also, as with Projected Image, the caster may use the Simulacrum to cast spells.  Duration:  as maintained.  Range:  24” from caster, and any spells cast from Simulacrum must also remain within 24” of the real caster.  Cost:  10 SP + 4/turn.

Terror:  This spell creates images and a fear effect.  Those facing the caster and within the area of effect must save vs.  Magic or be driven temporarily insane by what they perceive.  ½ of those who fail their saving throw will wander aimlessly or run away (at the caster’s choosing), and the others will cower in place, fighting anything or anyone that touches them, but taking no offensive action.  Any victim rolling 95 or higher on the saving throw must make another saving throw vs.  Pain or suffer a heart attack (fatal unless healing of (level of caster) hit points is done within 3 turns.  Duration:  victims get a new saving throw every period of time equal to (18 phases - 1 phase per point of Intelligence of victim).  Range:  spell forms an area of effect shaped as a standard Wide Cone, but with a 12” range from caster to the farthest (curved) edge.  Cost:  15 SP.
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