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Spellsinger Spells  

6Spellsingers
The Spellsinger character class is designed to represent the various bards, skalds, and other fantasy characters whose magic is based on music.  The primary thing to remember is that these magic, which will be called “Bardic” magic, are not blow-em-up destructive magic, in general. Bardic magic is designed to affect the mind, the spirit, and the soul more than the body.  As such, some of the spells have no equivalent in the other classes of magic, but have similarities to clerical spells, some Class III spells, and even a few Illusionist spells.  The prospective Spellsinger player should remember that this character type would not always have the perfect spell for destroying a troll, but that creative use of the spell list will make a good and useful character for most expedition situations.

Spellsingers have a chance of correctly identifying musical magical items.  The base chance is (Intelligence + Wisdom + Level)%. This can be adjusted by referee discretion for unusually common or unusually uncommon instruments.

In addition, Spellsingers should have an enhanced ability to use musical magic items.  As a guideline for referees, a simple musical magic item should work better in the hands of a Spellsinger to the extent of a 5% improvement per level of the Spellsinger.  This improvement can be in any one facet of the item (area affected, number of uses per day, etc., as determined by the referee who generates the item).  It is suggested that referees occasionally generate items that will only function properly in the hands of a Spellsinger, in which case no adjustment is necessary.  Also, artifact-level musical magic items need not use the 5% rule (the Dreadful Bagpipes of Doom, for instance).

General spell descriptions:  Many of the spells below affect an area for a time of one turn or longer, as long as the Spellsinger continues to sing and pays any maintenance cost.  For these cases, the Spellsinger may move about, allowing the spell to affect new targets and stop affecting old ones.  If the spell requires a Saving Throw, then anyone finding himself in the area of effect must make one once a turn.

Detect and Measure spells for a Spellsinger function by resonance and echo perception and will not detect anything shielded by a Silence spell.  They will, however, detect the existence and location of the silence as a sonic dead spot.

First Through Sixth Level Spellsong Tables

FIRST LEVEL SPELLSONGS

Spell Name
Spell Points
Duration
Range
Size and Shape

Activate Instrument
1
1 Dex count
0
Individual

Anxiety
4
3 Turns
0 (6)
6” Radius

Call Person
3
1 Turn
3/L
Individual

Charm Animal (Single Type)
2
Dispel
12
Individual

Charm (Animal Class)
3
Dispel
12
Individual

Charm (Specific Intelligent Species)
4
Dispel
12
Individual

Charm Person
3
Dispel
12
Individual

Create Sound
2
1 Turn
6
Audible

Dancing Spasm
1
1 Phase
3
Individual

Detect (Complex)
2
1 Dex count
1/L, 12 max
**

Detect (Simple)
1
1 Dex count
1/L, 12 max
**

Entertainment
2 / Skill Level
3 Turns × Level
0
Self

Hearing
1
1 Day
0
Individual

Lore
3 + 2/Turn
Maintained
0
Self

Muffle Sound
2
6 Turns
3”
Individual

Peaceful Walking
2
6 Turns
0
Self

Projected Individual Silence
2
Dispel, broken
3”
Individual

Silver Tongue
3
3 Turns
0
Self

Sing Magic
1
1 Dex count
0
Individual

Sleep
3
Dispel, broken
24
6 × 6 × 2 Area

Sound Amplification
2
6 Turns
0
Self

Speak Languages
3
3 Turns
0
Self

Ventriloquism
2
6 Turns
0 (6)
Self

SECOND LEVEL SPELLSONGS

Spell Name
Spell Points
Duration
Range
Size and Shape

Activate Specific Wand
2
1 Dex count
0
Wand in hand

Awaken
3
1 Dex count
24
6 × 6 × 2 Area

Battle
5
6 Turns
0 (6)
6” Radius

Call Animals
4
1 Turn
0 (12+1/L)
12+1/L Radius

Calm Animals
3
6 Turns
0 (6)
6” Radius *

Charm Animal (General)
4
Dispel, broken
12
Individual

Confidence
5
*
0 (3)
3” Radius

Dance
6+3/Turn
Maintained
0 (6)
6” Radius, front arc

Deafness
12
1-6 turns
12
Individual

Detect (Concealed)
2
1 Dex count
1/L, 12 max.
**

Echo
2
???
0
Self

Enlist Aid
4
L Turns
Audible
Audible

Hallucination
3
1 Turn
12
Individual

Hypnotic Song
5
1 Turn
12
6 × 6 × 2 Area

Marching
2+1/10 Turns
Maintained
0 (???)
??? Radius

Measure (Complex)
3
1 Dex count
1/L, 12 max.
**

Measure (Simple)
2
1 Dex count
1/L, 12 max.
**

Melodius Voice
5
1-10 Turns
3?
Individual?

Peace
6+3/Turn
Maintained
0 (6)
6” Radius, front arc

Phonographic Memory
6
Permanent
Hearing
Self

Protection From Insects
3
2-12 Turns
1
Individual

Reduce Fear
3
3 Turns
3
Individual

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

Song of Grace
5+1/Turn
Maintained
0
6” Radius

Speak With Animals
2
6 Turns
0
Self

Turn Undead
4
1 Dex count
Audible
Audible

Unfasten
4
1 Turn max
0 (3)
3” Radius

White Noise
2+1/Turn
Maintained
12
3 × 3 × 2 Area

THIRD LEVEL SPELLSONGS

Spell Name
Spell Points
Duration
Range
Size and Shape

Analyze Sound Magic
5
1 Phase
1
Individuak

Call Monster
6
1 Turn
2/L
Individual

Calm Monster
6
1 Turn
1/L
Individual

Clairaudience
2??? + 1/Turn
Maintained
0 (6)
Self

Coagulate Blood
3 + 2/Turn
Maintained
1
Individual

Control Animals
6
Dispel
2/L
6 × 6 × 2 Area

Courage
6
3 Turns
0 (12)
12” Radius

Dance + 10%
7 + 4/Turn
Maintained
0 (6)
6” Radius, front arc

Dispel Animation
7
1 Dex count
0 (6+1/L)
6+1/L Radius

Dispel Control
4
1 Dex count
6
Individual

Dispel Sound
5
1 Dex count
 *
*

Entrancement
7
*
24
6 × 6 × 2 Area

Fear
6
Recovers
0
6 × 3 Cone

Golden Tongue
5
???
0
Self

Headache
4
1-6 Turns
12
Individual

Hold Person
5
6+L Turns
12
6 × 6 × 2 Area

Lasting Peace
???
Until ST is made
0 (6)
6” Radius, front arc

Magic Mouth
3+1/Turn
Maintained
24
Individual

Measure (Concealed)
3
1 Dex count
1/l, 12 max
**

Mini-Wide Sonic Boom 
5
1 Dex count
0
1 ½ × 3 Cone

Personalized Deafness
3
12 Turns
3
Individual

Projected Hearing
4
???
1
Individual

Protection, 1” Radius
4
12 Turns
0 (1)
1” Radius

Rage
6
1 Turn
0 (6)
6” Radius, front arc

Read Magic
2
1 Phase
Adjacent
1 Spell

Shout
5
1 Phase
0 (6)
6” Radius

Sickness
5 + 2/Turn
Maintained
0 (6)
6” Rad., includes Singer

Sonar
2 + 1/Turn
Maintained
0 (24 + Level?)
180º in front???

Sonic Boom
5
1 Dex count
0
6 × 3 Cone

True Shape
6
3 Turns
0
Self

Vertigo
5
L turns???
24
Individual

Voice Impersonation
4
Dispelled
0
Self

Wind
3
1 Turn
12”
2” × 6” × 2” Area

FOURTH LEVEL SPELLSONGS

Spell Name
Spell Points
Duration
Range
Size and Shape

Area White Noise
6+2/Turn
Maintained
12
6 × 6 × 3 Area

Charm Monster
6
Dispel, broken
12
12” Radius

Charm Undead
12
Dispel, broken
12
Individual

Confusion
5+1/Turn
Maintained
12
6 × 6 × 2 Area

Control Plants
5
6 Turns
12
1” Cube

Delusion
6+1/Turn
Maintained
12
Individual

Freedom
5
1 Magic phase
12
Individual

Greater Confidence
7
1-6 Turns
0 (3)
3” Radius

Greater Dance
9+5/Turn
Maintained
0 (12)
12” Radius

Greater Peace
9+5/Turn
Maintained
0 (12)
12” Radius

Immobilization
5+1/Turn
Maintained
12
Individual

Immobilize
7
Dispel
12
Individual

Insanity
8
1 Turn
0 (6)
6” Radius, front arc

Mass Animal Charm
9
Dispel, broken
12 (24)
6 × 6 × 2 Area

Megasleep
10
20-(target L) turns
24
6 × 6 × 2 Area

Percentile Sound Negation
6
1 Magic phase
24
Individual

Personal Missle Resistance
5 + 1/Turn
Maintained
0
Self

Song of Glory
9 + 2/Turn
Maintained
0 (12)
12” Radius

Speak with Plants
9
6 Turns
3
Individual Plant

Spellbinding
7
Dispel, broken
12
6 × 6 × 2 Area

Teleport Voice
5
3 Turns
Infinite
Self

Trueshape
6
1 Magic phase
12
Individual

FIFTH LEVEL SPELLSONGS

Spell Name
Spell Points
Duration
Range
Size and Shape

Amplified Clairaudience
6 + 1/Turn
Maintained
0 (36) or Sight
36” Rad. or Individual

Area Coagulate
9 + 3/Turn
Maintained
0 (3)
3” Radius

Area Dancing Spasm
10
1 Phase
12 Max???
6 × 6 × 2 Area

Area Muffle Sounds
4
6 Turns
0 (2)
2” Radius

Chaos
8+2/Turn
Maintained
24
1”Cube per L

Control Dragon
9
Dispel, broken
12
6 × 6 × 2 Area

Control Giant
9
Dispel, broken
12
6 × 6 × 2 Area

Control Human
9
6+L Turns
12
6 × 6 × 2 Area

Control Undead
9
Dispel
12
6 × 6 × 2 Area

Dispel Magic
8
1 Dex count
0 (3)
3” Rad. or Individual

Dreamland
8
3 Turns
12
3” Cube

Feeblemind
8
Dispel
24
Individual

Great Fear
10
Recovers
0
12 × 6 Cone

Hold Monster
7
6+L Turns
12
6 × 6 × 2 Area

Imprisonment
8+2/Turn
Maintained
12
1 × 1 per L

Macrosleep
12
Dispel
24
6 × 6 × 2 Area

Mass Suggestion
10
Dispel
12
6 × 6 × 2 Area

Missle Resistance Wall
8 + 3/Turn
Maintained
12
6” Wall

Projected Clairaudience
7 + 1/Turn
Maintained
24
Range of hearing

Projected Voice
6 + 1/Turn
Maintained
24
Point

Rain Dance
10 + 5/Turn
Maintained
???
???

Remove Curse
9
1 Dex count
0
3” Radius

Repel Undead
7 + 2/Turn
Maintained
0
1” Radius

Rock-To-Mud
6
Dispel
12???
1” Cube

Shatter Object
7
1 Dex count
6
Individual

Sonic Boom, 12”
12
1 Dex count
12
12 × 6 Cone

Speak with Dead
7
Level dependant
Adjacent
Individual

Summon Sound
7 + 1/Turn
Maintained
Infinite
Self

Telekinesis
7 + 1/Turn
Maintained
12
1 Object

Wall of Silence
7 + 2/Turn
Maintained
12
6” Wall

Weakness
8
Dispel
12
Individual

SIXTH LEVEL SPELLSONGS

Spell Name
Spell Points
Duration
Range
Size and Shape

Amnesia
10
Dispel
12
Individual

Anti-Sound Field
9 + 3/Turn
Maintained
0 (6)
6” Rad., front arc

Anti-Sound Shell
9
L Turns or dropped
0
Self

Area Shatter Object
12
1 Magic phase
0 (6)
6” Radius

Area True Shape
12
1 Magic phase
18 max
6 × 6 × 2 Area

Control Daemon
12
Dispel
24
Individual

Control Monster
11
Dispel
12
6 × 6 × 2 Area

Control Monstrous Plant
9
Dispel
12
6 × 6 × 2 Area

Mega-Sonic Boom
20
1 Dex count
0 (12)
12 × 12 Cone

Micro-Scream
8
1 Dex count
12
Individual

Negate Sound
10
1 Magic phase *
24
Individual

Repel Evil
???
Maintained
0 (1)
1” Radius

Stone to Flesh
8
Reversed
3
Individual

Summon Object
20
1 Dex count
Infinite
1 Object

Taunting
12
Dispelled
6
Individual

Ultrasleep
15
Dispel
24
6 × 6 × 1 Area

SEVENTH LEVEL SPELLSONGS

Spell Name
Spell Points
Duration
Range
Size and Shape

Activate Magic
12
1 Dex count
12
1 Item

Channeling
12 + 1/Pip
Maintained
Touch
Individual

Force Field of Song
8 + 2/Turn
Maintained
0
Self

Greater Shatter Wall???
18
Permanent
3
4” Rad. × 4” hole 

Hear Past
10
Level minutes
Level hours
24” Radius

Mind Static
12
1 Day or Dispelled
6
Individual

Power Word
12
See Description
0 (6)
6 ×  3 Cone

Pressor Cone
12
1 Phase???
12
12 × 6 Cone

Shatter Wall
9
Permanent
3
1” Rad. × 1” hole

Speak with Inanimate
20
6 Turns
3
1 Object

Stereo Spells
20
Varies
0
Caster

First Level Spellsongs

Activate Instrument:  This song enables the caster to activate any magical musical instrument needing specific activation by a Spellsinger.  Similar to the Activate Wand magical spell (1M).  Range:  contact.  Cost:  1 SP

Anxiety: Those hearing the song that are not of your alignment, and blow their Saving Throw, lose 1 attack and defense level and subtract 2 from morale.  Duration: 3 Turns.  Range: 6” radius.  Cost: 4 SP

Call Person:  This song, when directed at any person known to or visible to the Spellsinger, will attract the attention of the target to the direction and location of the singer.  It does not force the target to take any specific action, and does not require a saving throw.  Range:  3” per level of the Spellsinger. Cost:  3 SP.

Charm (Animal Class):  As the magical spell (1M) except that the species must be able to perceive sound in some manner.  This is the format for an unlimited number of spells, each designed to affect one class of animal.  Examples of common classes include mammals, reptiles, birds, fish, crustaceans, and insects.  For purposes of this and other spells containing the word “animal”, an animal is a normal, non-intelligent creature that is not monstrous, fantastical, or enchanted.  Thus, neither griffins nor giant capybaras are animals.  Range:  12”.  Cost:  3 SP.

Charm Animal (single type):  As the magical spell (1M) except that the species must be able to perceive sound in some manner.  This is the format for an unlimited number of spells, each designed to affect only one specific normal animal species. Note that this type of spell would not work on magical or enchanted beings, or on intelligent beings of any kind, but only on normal animals. Thus, while Charm Horse would work on horses of any variety, it would not work on either a camel or a hippogriff.  Range: 12”.  Duration:  Until dispelled or removed by the caster of the spell or the caster loses control by going unconscious, dying, or moving outside range.  Cost:  2 SP.

Charm Person:  As the magical spell (1M) except that the species must be able to perceive sound in some manner.  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 charm is dispelled.  See the general Charm rules for other restrictions and effects.  Range:  12”.  Duration:  Until dispelled or removed by the caster of the spell or the caster loses control by going unconscious, dying, or moving outside range.  Cost:  4 SP.

Charm (Specific Intelligent Species):  As the magical spell (1M) except that the species must be able to perceive sound in some manner.  This is the format for an unlimited number of spells, each designed to work on specific intelligent or semi-intelligent species. The primary limitation of this type of spell is that it could be cast only upon a species similar to that of the caster, and therefore would only be researched as such. Thus, a human being could research a spell of this type for an intelligent humanoid species, given an example to experiment upon, but might have trouble researching such a Charm spell for an intelligent starfish.  Range:  12”. Cost:  4 SP.

Create Sound:  This song creates sounds of moderate intensity at any point within 6” of the caster.  Sounds so created are not harmful and may not be of a complex nature (such as speech).  This spellsong is created by voice only, and requires no instruments or motions other than the ability to sing.  Duration:  1 turn.  Cost:  2 SP.

Dancing Spasm:  Similar to the spell Muscle Spasm (1M), this spell causes the victim to dance and twitch to the Spellsinger's music for a single phase.  If the victim fails to make a saving throw vs. Magic, any spells or archery aimed by the victim are automatic misses with triple scattering, and any melee blows taken are automatically treated as “wild blow” fumbles.  Range:  3”.  Cost:  3 SP.

Detect (Complex):  As the magical spell (1M). Example:  Doors.  Range:  1” per level of the caster to a maximum of 12”.  Duration:  instantaneous.  Cost:  2 SP.

Detect (Simple):  As the magical spell (1M).  Examples:  Bronze, Copper, Sloping Passages, and Wall.  Range:  1” per level of the caster to a maximum of 12”.  Duration:  instantaneous.  Cost:  1 SP.

Entertainment:  Similar to Thief skill.  The Spell Singer adds his (Charisma × 2; × 3; or × 4) to the chances of being successful.  For every three levels of experience the Spell Singer may choose one form of entertainment or raise a known “skill” to a more impressive level.  Any “skill” has 3 levels: Amateur, professional, expert.  Duration: one performance set of up to 3 Turns × Level of caster.  Cost: 2 SP per skill level.

Hearing:  Cast on an individual it corrects the Special Characteristic of “-1 hearing” and gives normal people hearing +1, similar to elves.  Duration: 1 day. Cost: 1 SP.

Lore:  This song echoes off the item or location and the Spell Singer “hears” the story of it’s past.  It allows the caster to pick up only basic lore of an item or location in the first turn but with the option of adding additional details by maintaining the spell succeeding turns.  Specific areas of knowledge may be enhanced by a study of relevant Lore by the Spellsinger.  Duration: 1 Turn plus as long as the spell is maintained.  Cost: 3 + 2/T.

Muffle Sound:  This spell adds 20% to the Saving Throw vs. sound effects on a single recipient.  If the recipient is already under the effect of some sound the recipient gets a normal Saving Throw vs. that sound immediately and breaks free of the effect if successful.  Range:  3”.  Duration: 6 Turns.  Cost: 2 SP.

Peaceful Walking:  As the clerical spell Walk Peacefully (0C).  This spell permits the caster to be in the presence of any non-intelligent creature not intrinsically hostile to the caster without frightening or disturbing the creature.  Duration:  6 turns.  Cost:  2 SP.

Projected Individual Silence:  As the Magical (1M) spell.  Allows the recipient to move silently until the spell is broken or dispelled.  Range: 3”.  Cost: 2 SP.

Silver Tongue:  Acts like Fast Talking (Thief skill) but using magical enhancements.  Allows the Spell Singer to talk his way out of tight spots.  The Spell Singer adds his (Wisdom + Charisma) to the chances of being successful.  Duration: 3 Turns.  Cost: 3 SP.

Sing Magic:  This is the counterpart to Read Magic (1M). It enables the Spellsinger to read unfamiliar music at a glance and sing unknown spellsongs from scrolls.  Cost:  1 SP plus any cost for Spellsongs sung from the scroll.

 Sleep:  As the magical spell (1M).  A Sleep spell affects 2-16 one hit die beings, 2-12 two hit die beings, 1-8 three hit die beings, or 1-6 four hit die beings, in an area of 6” by 6”.  Of the beings affected any failing to make their Saving Throws immediately fall asleep.  This sleep lasts until the spell is dispelled, until the Spellsinger dies, or until the Spellsinger is more than 24” from the sleepers (checked individually).  If the target area contains more than the number of beings rolled, determine randomly which are affected.  This spell is ineffective against those who do not naturally sleep.  Range:  24”.  Cost:  3 SP.

Sound Amplification:  Causes the user to hear sounds better by a factor of 10.  This will enable the user to better hear sounds through doors, walls, or when the sounds are very quiet (such as a thief moving silently).   Duration: 6 Turns.  Cost: 2 SP.

Speak Languages:  Via this spell, the user can speak and understand any language or dialect that can be normally spoken.  Duration: 3 Turns.  Cost: 3 SP.

Ventriloquism:  This is similar to the magical spell (1M), the major difference being that the Spellsinger may throw his own singing voice as well as spoken words.  One turn or more after casting the Ventriloquism, spellsongs of 1st and 2nd level may be cast in this manner, disguising the actual source.  Any spellsongs cast in this manner are measured for range from the actual position of the caster, not the apparent voice source.  Also, any being affected by a spellsong cast in this manner gets an immediate Belief Saving Throw to determine the true source of the spellsong unless the singer is hidden or camouflaged in some way.  Duration:  6 turns.  Range:  6” from singer.  Cost:  2 SP.

Second Level Spellsongs
Activate Specific Wand:  As the (1M) spell except the song only works on one specific type of wand.  Cost: 2 SP.

Awaken:  Similar to the magical spell (2M).  A song to awaken from sleep all beings within an area of 6” by 6”.  This song will cancel the effects of all types of spells of sleeping, as well as drugged sleeps.  Affected creatures do not roll Saving Throws.  Cost:  3 SP.  Range:  24”.

Battle:  Similar to the clerical Blessing spell (2C), this song encourages listeners to battle, adding 1 attack level and a 16% morale bonus to hirelings, followers and NPCs.  Does  not stack with the clerical spell.  Cost:  5 SP.  Range:  6” radius at time of song.  Recipients may then separate from Spellsinger by any distance without breaking effect.  Duration:  6 turns.

Call Animals:  Can be used to attract the attention of any single animal within range, or to attract the attention of all animals within range.  The animals are not controlled or compelled in any way, but unless there is some more compelling motive, it or they will approach the Spellsinger as a result of this Song.  Cost:  4 SP.  Range:  12” + 1” per level of Spellsinger, up to 24”.

Calm Animals:  Same as the clerical spell (1C).  A spell that calms one normal animal per level of the caster, negating non-magical fear of surroundings or events.  Duration:  6 turns.  Range 6” radius from caster.  Cost:  3 SP.

Charm Animal (General):  This is a more general version of the spellsong (1S).  This version will affect any single normal animal of any type.  It will not affect things defined as “monsters” or “beings”.  A monster is defined as any non-human living being of an animal (not plant) nature, other than common animals, and is of less than human intelligence.  A being is all creatures of human-level intelligence, excluding all ‘Undead’ monsters but including such things as orcs and goblins.  Duration:  Until dispelled or removed by the caster of the spell or the caster loses control by going unconscious, dying, or moving outside range.  Cost:  4 SP.  Range:  12”.

Confidence:  Affects all within a 3” radius of caster.  Adds 10% to any characteristic-based saving throws for 1 turn for each phase the song is sung, up to 6 turns for a full 1-turn song.  Cost:  5 SP.  Duration:  6 turns.

Dance:  All within 6” of the Spellsinger in a 180º arc to his front must save vs. magic.  Those failing will begin dancing.  Those affected may voluntarily move 1” in any direction the next Phase.  If this takes them out of the spell area they are free of the spell and free to move normally the next phase.  If they remain in the spell area they may do whatever else they choose, but their feet must continue to dance within 1” of their initial position as long as the song is maintained.  (The 1” limit does not prevent the victim from moving further via a flying spell, of being picked up and carried away, but he might look a little silly in these cases).  If the Spellsinger moves, so does the area of effect.  For those subject to the spell, Attack & Defense levels are reduced by 4 and any archery or spells are done at -20% accuracy.  The magic accuracy role for the Spellsinger is as much for timing of spell (so maximum no. are well in the spell area) as it is for the direction of the spell.  If the song is stopped, or if the victim is no longer in the area of effect at the start of a magic phase, the victim is freed.  Cost:  6 SP + 3/turn maintenance.

Deafness:  Works like the Illusionist spell Blindness (3I).  Will not affect a target protected by a silence or similar effect directly in line with the Spellsinger.  Cost:  3 SP.  Range:  12”.

Detect (Concealed):  As the magical spell (2M).  Examples: Unseen - a spell to detect anything which is either invisible, camouflaged, or otherwise visually concealed. Shifting Walls - allows the user to detect the presence of all walls within range that are able to shift, rise, or slide because of hinges, sliding panels, hollows, and so on. Secret Doors or Traps - detects the named thing. Range: 1” per level of the caster to a maximum of 12”. Duration: instantaneous. Cost: 2 SP.

Echo:  Allows movement in darkness (as Echo Walk for Thieves); by using minimal sound feedback.  Echo walk allows a thief to walk in total darkness or blindfolded at a speed of 3” per phase, with the listed percentage chance of success. Unless specific traps have been set, the thief will be able to move with whatever level of silence his other abilities allow. The thief, using this ability, is maneuvering by hearing, touch, sense of smell, etc. This ability may not be used to travel through a melee in progress.  How do we figure the percentages for a Spell Singer???  Cost: 2 SP.

Enlist Aid:  Same as the clerical spell (1C).  This spell adds 2-12 points to the effective Charisma of the caster for the specific purpose of swaying listeners of the caster’s alignment to give the caster direct aid.  Duration:  one turn per level of the caster.  Cost:  4 SP.

Hallucination:  Same as the Illusionist spell (2I).  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 Song:  This song entrances those who fail their saving throw vs. magic, as follows:  the number affected is level‑dependent, calculated as Super Sleep (2M). The spell will affect any number of creatures grouped within a 6” by 6” area, within the following limits: If the caster is level M, the spell contains 25 × M sleep points.  A creature that has L hit dice requires L × L (L squared) sleep points to be affected.  Creatures over 20 hit dice can not be affected.  If the creatures in the spell area collectively require more sleep points than the spell contains, then only a portion of them determined randomly (or none at all) will be affected.  Those affected roll Saving Throws, those failing falling asleep.  Then, the number of turns they stay asleep is determined by dividing the total sleep points by the number of points required by the sleeping creatures alone.  Those affected stand entranced in place unless the Spellsinger moves; if the Spellsinger moves  and continues to sing, the entranced victims will follow, maintaining the distance at the time of the casting, for up to 1 turn.  Maximum range: 24”.  Cost:  5 SP.

Marching:  Adds 1 speed class to all listening (for movement only, does not add to blows or dex.).  Duration: As longs as maintained.  Does not stack with Speed or Haste (Why not???  It works via a different mechanism than Speed or Haste.).  Cost: 2 + 1/10 Turns.

Measure (Complex):  As the magical spell (2M). This is a format of spell like Detect (Complex) (1M), but giving a response more detailed than just a yes/no answer.  Examples:  Gems - allows the user to detect the presence, number, and sizes (but not the quality) of gems within range; Volume - allows the user to measure a volume to within 5%.  Range:  1” per level of the caster to a maximum of 12”???.  Duration:  instantaneous.  Duration:  instantaneous.  Cost:  3 SP.

Measure (Simple):  As the magical spell (2M).  This is a format of spell like Detect (Simple) (1M), but giving a response more detailed than just a yes/no answer.  Examples: Altitude - allows the user to determine his altitude above or below ground to within 5%.  Distance - allows the user to measure the distance of any point he can see to within 5%.  Metals - allows the caster to detect and identity the type of any metal within range.  Orientation - allows the caster to detect his orientation (North, East, etc.) as though with an infallible compass.  Range:  1” per level of the caster to a maximum of 12”???.  Duration:  instantaneous.  Cost:  2 SP.

Melodious Voice:  Increases Charisma of the target by 2-12 points.  As Mini-Strength (2M) except it can be projected.  Range: 3”.  Should be for caster only.  How can his voice make others more Chatismatic??? Duration: 1-10 Turns. Cost: 5 SP.

Peace:  Those in front (180º arc) of the Spellsinger and within 6” must save vs. magic or be unable to initiate any form of conflict.  Those affected will move slowly (1”/Phase) in direction they were headed when peace descended.  They have no motivation to move out of effected area but may do so because of above momentum.  Of course the Spellsinger can move to try to keep them in the area of effect.  Defense and direct retaliation are not impaired.  If attacked will first seek own safety if it is possible to avoid any more damage, before retaliating.  Effects end with end of song.  Cost:  6 SP + 3/Turn maintenance.

Phonographic Memory:  This spell allows the Spellsinger to memorize exactly the area around him.  As Photographic Memory (1M) but using the audio qualities of an area.  This spell allows a Spellsinger to memorize exactly the sounds of the area around him.  Range:  Limited to what can be heard by the Spellsinger.  Duration:  Instantaneous.  Cost: 6 SP.

Protection from Insects:  As the Magical spell (2M).  This spell protects the recipient from being attacked or stung by normal insects for 2-12 turns (rolled).  Range: recipient must be no more than 1” from caster at the time of casting.  Cost:  3 SP.

Reduce Fear:  As the Clerical spell (1C).  This spell adds 20% to the saving throw vs. Fear of a single recipient for three turns.  If the recipient is already in a state of induced Fear, the recipient gets a normal Fear saving throw immediately, and breaks free of the effect if successful.  Range:  3”.  Cost:  3 SP.

Silence, 3” Radius:  As the Illusionist spell (2I).  This spell forms a 3” 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:  3 SP.

Song of Grace:  +1 vs Evil (attack, defense, & +5% Saving Throw) to all of same alignment in 6” radius.  Does not stack with Protection/Evil.  As long as maintained. Cost: 5 + 1/Turn.

Speak With Animals:  As the magical spell (2M).  This spell allows the Spellsinger to speak with any form of normal (not monster) animal life, and to understand anything that is said in reply.  If the Mage or companions have not already attacked the animal, there is a 10% chance per level of the Mage that the animal(s) in question will not attack.  The is a further 5% chance per level of the Mage that any basically friendly animals spoken to in this manner will assist the Mage within their physical and mental limits (i.e., a rabbit cannot be sent to count a hidden group of enemy, or to assault a guard post).  This spell will not cause animals to cooperate with the speaker unless it is in the direct best interests of the animal to do so, within the limits of its own understanding and intelligence.  Duration:  6 turns.  Cost:  2 SP.

Turn Undead:  As the Clerical spell (0C), but will not destroy or de-animate Undead.  This spell is used to turn Undead, per the Clerics vs. Undead table on page 1 in the Cleric section.  The number turned is dependent upon the level of the Spellsinger less the level of the Undead, and the type of Undead.  It can be used only once by any one Spellsinger against any one group of Undead.  Range:  18”.  Cost:  4 SP.

Unfasten:  Similar to Knock (2M), but with the added effect that knots or other forms of fastening can be affected, if aimed selectively by the Spellsinger.  Rather than a sharp, sudden effect, like Knock, this can be used more subtly, in cases that require sequential unfastening or other delicacy.  If the Spellsinger is in a particularly odd mood, the song can have a radius effect instead.  Anything that is unfastened will stay that way unless something is trying to refasten it, such as a hold portal spell, or a latching spring.  Cost:  4 SP.  Range:  3”.  Duration:  1 turn or until Spellsinger stops singing, whichever comes first.

White Noise:  This song is similar to the spell (2I), making victims in the target area unable to converse, communicate verbally, or perceive audible input coherently.  Affects a 3” by 3” area, 2” in height.  Those making saving throw vs. magic will still not be able to hear well or perceive details, but will be able to make out shouts and simple sounds.  Cost:  2 SP + 1/turn maintenance.  Range:  12”.

Third Level Spellsongs
Analyze Sound Magic: Gives basic information on magical musical instruments and the control words for magic carpets, brooms or similar items.  Potentially can give more information than Magic Analysis (3M). Range: adjacent to item being examined.  Range: 1”.  Duration: 1 Phase.  Cost: 5 SP

Call Monster:  This spellsong works as Call Person  or Call Animals, but will affect one creature of the “monster” type.  The individual name of the creature can be used to focus the call, or the common name of the type of creature,  or the name of the creature in a language of its own understanding (for semi‑intelligent creatures).  If the generic name of the species is used in the song, you may get the wrong creature, but at least it will be the right kind.  Cost:  6 SP.  Range:  2” per level of Spellsinger, to 24” maximum.

Calm Monster:  This spellsong will cause a single monster that is still deciding whether or not to eat the Spellsinger and companions (or simply rend and tear for fun) to relax and allow the Spellsinger to go on, unmolested.  A successful saving throw on the part of the monster means that it enjoyed the music, but not enough to change the course of action.  It does  not mean that the monster automatically attacks, it just means the song didn't make any difference in the decision.  Cost:  6 SP.  Range:  1” per level of the Spellsinger.

Clairaudience: This spell allows the caster to place his point of hearing at a distance and hence hear things when he could not do so by normal means. It can penetrate solid rock up to about 3” in thickness, but a thin coating of lead will prevent its penetration.  This spell may be used to listen in on the voices of creatures seen through a crystal ball although the spell itself is not transmitted through the crystal ball.  Range: 24”.  Duration: Maintained.  Cost:  2??? + 1/Turn.

Coagulate Blood: Thrown on an individual it will hopefully reduce normal bleeding rate by reducing the number of rolled dice by three.  This spell can not reduce the original bleeding dice by more than ½.  Range: 1”.  Duration: Maintained.  Cost: 3 + 2/T.

Control Animals:  This spell allows the caster to control up to 3-18 1st level animals, up to 2-12 2nd level animals, and up to 1-6 3rd level animals.  Duration:  Until dispeled, or until removed by the caster of the spell, or the caster loses control by going unconscious, dying, or moving outside of range.  Cost:  6 SP.  Range:  2” per level of the caster, 24” maximum.

Courage:  This spell adds 20% to the saving throw vs. Fear of a single recipient for three turns, as Reduce Fear (1C), but with an area effect, a 6” radius surrounding the caster, affecting all of the same ethical standing as the Spellsinger (good vs. evil).  If the recipient is already in a state of induced Fear, the recipient gets a normal Fear saving throw immediately, and breaks free of the effect if successful.  This spell may be directed at an individual to break an induced Fear effect, in which case the recipient adds 5 × the level of the Spellsinger to his immediate Fear saving throw (one time only). Range:  3” if directed, else 6” radius around caster.  Note:  this spell will benefit larger numbers of fearful beings by improving their saving throws for recovery checks.  The effects do not stack with the clerical spell Benison of Courage (3C).  Cost:  6 SP.  Range:  12” radius.

Dance + 10%: Aa with Dance (2S), all within 6” of the Spellsinger in a 180º arc to his front must save vs. magic.  Those failing will begin dancing.  Those affected may voluntarily move 1” in any direction the next Phase.  If this takes them out of the spell area they are free of the spell and free to move normally the next phase.  If they remain in the spell area they may do whatever else they choose, but their feet must continue to dance within 1” of their initial position as long as the song is maintained.  (The 1” limit does not prevent the victim from moving further via a flying spell, of being picked up and carried away, but he might look a little silly in these cases).  If the Spellsinger moves, so does the area of effect.  For those subject to the spell, Attack & Defense levels are reduced by 4 and any archery or spells are done at -20% accuracy.  The magic accuracy role for the Spellsinger is as much for timing of spell (so maximum no. are well in the spell area) as it is for the direction of the spell.  If the song is stopped, or if the victim is no longer in the area of effect at the start of a magic phase, the victim is freed.  The Saving Throw of any target is adjusted by 10% in favor of the caster.  Range:  6” arc, in front of caster.  Duration: Maintained.  Cost: 7 + 4/T.

Dispel Animation:  This spell specifically de-animates animated Undead in a 6” × 6” × 4” square??? with one side centered on the caster.  The number of Undead affected is limited to (level of the caster × 50) divided by (level of the Undead squared). Note that this spell is sometimes less effective than a normal Turn Undead spell (0C) when used against very high level animated Undead.  Cost:  7 SP.  Range:  6” + 1” per level of the Spellsinger, up to 24” maximum.

Dispel Control: Under normal conditions, this spell will be effective in dispelling holds and charms (from magical or natural sources) on a specific recipient. This is modified by the following formula: the success of a Dispel Magic spell is a ratio of the level of the dispeller over the level of the original spell caster.  See Dispel Magic (3M).  Range: 6”  Duration: 1 Dexterity count.. Cost: 4 SP.  Shouldn’t this be like Freedom (3C) or Disell Control (5C)???

Dispel sound:  Works like Dispel Magic (3M), but affects all forms of magical sound, created by Magical, Illusionary or Spellsinger means.  Under normal conditions, this spell will be effective in dispelling enchantments of a temporary nature (i.e., any spell with a time limit, maintenance cost, or that lasts until dispelled).  This is modified by the following formula.  The success of a Dispel Magic spell is a ratio of the level of the dispeller over the level of the original spell caster.  Thus, if a 5th level Spellsinger attempts to dispel the spell of a 10th level Spellsinger, there is a 50% chance of success.  Duration:  instantaneous.  Can be aimed at a specific target or cast generally around the caster in a 6” radius sphere.  Cost:  5 SP.

Entrancement:  Affects a 6” by 6” area, and all in it up to a limit as Maxi-Sleep (3M).  Those making a saving throw vs. magic are not affected.  Those affected simply stand in place, hearing ethereal music for the duration of the effect.  Cost:  7 SP.  Range:  24”.

Fear:  Affects a standard 6” cone directly in front of the Spellsinger, affecting all beings that can hear.  All in the affected area must save vs. magic or run directly away from the Spellsinger by the route that is safest on the first phase of running.  Cost:  6 SP.  Range:  cone starts at Spellsinger.  Those failing saving throw get to try again each turn until they save.

Golden Tongue: Acts like Fast Talking (thief skill) but using magical enhancements.  Allows the Spell Singer to not only talk his way out of tight spots but also convince others of the truth of his statements.  The Spell Singer adds 2 × (Wisdom + Charisma) to his chances of being successful.  Duration: ???  Range: Sound of voice???  Cost: 5 SP.

Headache: Gives an individual target a severe headache so he is limited in performing any tasks that involve intelligence or seeing clearly at a distance greater than 3” - such as spell casting, archery, and running at top speed.  Target gets Pain Saving Throw + 10% (in favor of caster).  Magic-Users who blow to this spell can not throw their highest level spells.  Targets lose both their dexterity and level adjustments.  What is a “dexterity adjustment” and what is a “level adjustment”?  How about ½ of their archery adjustment, dexterity, and attack/defense levels?  Cure Disease will get rid of it.  Range: 12”.   Duration: 1-6 Turns.  Cost: 4 SP.

Hold Person:  A spell similar to Charm Person (1S), but which is of more limited duration and greater effect.  It affects either from 1-4 persons (rolled on a 4-sided die) normally, or can be concentrated on 1 target, in which case the target suffers a 10% penalty to the Saving Throw roll.  This spell has the further effect of making the caster’s commands understood by the person taken over, even if the wrong language is used.  Duration:  6 + level of caster (in turns).  Range 12”.  Cost:  5 SP.

Lasting Peace: As Peace (2S) but once a person who was under the spell of Peace is out of the spell area they continues to be peaceful until a Saving Throw is made (rolled once per Turn).  Those in front (180º arc) of the Spellsinger and within 6” must save vs. magic or be unable to initiate any form of conflict.  Those affected will move slowly (1”/Phase) in direction they were headed when peace descended.  They have no motivation to move out of effected area but may do so because of above momentum.  Of course the Spellsinger can move to try to keep them in the area of effect.  Defense and direct retaliation are not impaired.  If attacked will first seek own safety if it is possible to avoid any more damage, before retaliating.  Effects end with end of song.  Not a maintained spell.  Cost: ???

Magic Mouth:  Works as the magical spell (3M), but can transmit messages in rhyme and song as well as simply spoken.  This spell allows a Spellsinger to enchant an inanimate object so that it will speak a short phrase to whomever he has specified (anyone, a particular person or class of persons, whoever touches the item, etc.).  Once the message has been delivered, the spell expires unless the Spellsinger is within 24” of the object and expends the spell points required to maintain the spell.  This method is used to transmit a longer message or to cause the message to be given more than once.  Cost:  3 SP +1/turn for maintenance.  Range:  24” maximum.

Measure (Concealed):  As the magical spell (3M).  Example: Shifting Walls & Rooms - the singer can not only detect all walls and rooms that can shift, rise, sink, expand, or otherwise change in size or position, but also the directions in which they can move.  Range: 1” per level of the caster to a maximum of 12”.  Duration:  instantaneous.  Cost:  3 SP.

Mini-Wide Sonic Boom: A slight misnomer, since the affected area is a 1 ½ × 3” cone directly in front of the Spellsinger, as Mini-Wide Cold Cone (3M).  All in that area takes impact damage, 1 die/level of the Spellsinger, or ½ die per level if a saving throw vs. magic is made.  Unlike magical cone spells, this Spellsong  does bounce off solid objects, air walls and various sound-reflective spells. Thus, it is a  very bad idea to use it in a small room where it might get someone in your party.  Cost: 5 SP.

Personalized Deafness: Recipient will not hear any sounds from caster.  This spell can be used to allow a member of one’s party to enter an area affected by another sound spell from the caster.  Range: 3”.  Duration: 12 Turns.  Cost: 3 SP.

Projected Hearing Thrown on a person within 1” who can then move away and what the subject hears the Spellsinger can also hear.  Range: 24”.  Duration: Caster’s Level in Turns.  Cost: 4 SP.

Protection, 1” Radius:  Works as the magical spell (3M).  A Protection spell (1M) which extends to include a circle around the Spellsinger, and which lasts for 12 turns, affecting all beings beneficially as long as they remain within 1” of the caster.  (Note:  beings that are particularly resistant to magic will have to roll their Saving Throws to see if they are affected beneficially.  This is one of the few instances when a Spellsinger might want an enemy to successfully save against a spell.)  Cost:  4 SP.

Rage:  The reverse of Peace (2S), this spellsong enrages all within 6” and in front of the Spellsinger, if they fail their saving throw vs. magic.  All enraged will attack  whoever is nearest and easiest.  This means direct, straightforward berserkerism.  Of course, this may include the Spellsinger, but that's his problem.  The effect will last for 1 turn.  Cost:  6 SP.

Read Magic: The means by which incantations on a scroll or other item are read.  Without such a spell magic text is unintelligible to even a Spellsinger.  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:   2 SP.

Shout:  Those within 6” of the caster  in all directions must save vs. magic or be affected as follows:  any spells in progress(by Dex count) are interrupted; anyone handling or moving physical objects (weapons, implements, archery equipment, etc.)must make a Physical saving throw or drop them; anyone involved in sensitive physical actions (tightrope walking, lock picking) is automatically disrupted from broken concentration.  Cost:  5 SP.  Duration of effect:  1 phase, but any side effects of the interruption may take longer to correct.

Sickness: Causes all beings within a 6” radius of the Spellsinger to make a Pain +10% Saving Throw (adjusted in favor of the caster).  If they fail they experience severe intestinal cramps.  The net result is that movement is ¼ normal and attack, defense, dexterity, and agility are halved.  It takes 1-6 Phases to recover after music stops.  The Spellsinger is included but calculated at + 4 Constitution.  If the Spellsinger fails he must make a non-adjusted Pain Saving Throw or be forced to stop the spell.  Cost: 5 + 2/T.

Sonar: Like See Invisible (2M) but using sonar with its benefits & limitations.  Similar to Detect (Concealed) Invisible (2M) except the being or object becomes visible to the Spellsinger, but cannot be sensed if hidden by position.  Range: 24” + Level.  Duration: as long as maintained.  Cost: 2 + 1/Turn SP.

Sonic Boom:  A slight misnomer, since the affected area is a 6” cone directly in front of the Spellsinger, as Cold Cone (3M).  All in that area takes impact damage, 1 die/level of the Spellsinger, or ½ die per level if a saving throw vs. magic is made.  Unlike magical cone spells, this Spellsong  does bounce off solid objects, air walls and various sound-reflective spells. Thus, it is a  very bad idea to use it in a small room.  Cost:  5 SP.

True Sight:  Works like the clerical spell (3C).  Based on the bouncing of sound off his surroundings, this spell will not benefit the Spellsinger in an area of silences, but will point out the location of the silenced areas.  Cost:  6 SP.

Vertigo:  Works like the magical spell (4M).  Only affects creatures that can hear at the time they are affected.  This spell causes a strong feeling of vertigo (dizziness) in the target.  It affects the target’s equilibrium to the point that he cannot ride anything, and cannot aim a weapon or spell accurately.  (He finds it difficult to defend himself as well.)  No aimed spells may be thrown, and subtract 10 attack and defense levels from the target.  Range:  24”.  Cost:  5 SP.  Duration:  1 turn per level of the Spellsinger.???

Voice Impersonation: Allows you to duplicate any one voice you hear.  Cost: 4 SP. Duration: Until dispelled.

Wind: This spell produces a wind of sufficient intensity to blow out torches.  The caster of the spell controls wind direction.  Duration:  1 turn.  Range:  12”.  Cost:  3 SP.

Fourth Level Spellsongs
Area White Noise:  As White Noise (2S), but the effect covers a 6” × 6” area, 3” in height.  This song is similar to the spell (2I), making victims in the target area unable to converse, communicate verbally, or perceive audible input coherently.  Those making saving throw vs. magic will still not be able to hear well or perceive details, but will be able to make out shouts and simple sounds.  Duration:  as maintained.  Range:  12”.  Cost:  6 SP + 2/Turn.

Charm Monster:  Similar to the magical spell (4M).  If it is used to charm normal animals of less than 4HD, it can affect a number of animals equal to the caster's level  divided by the level of the animals, in six-sided dice.  Thus, a 9th level Spellsinger, singing at 3 HD animals, could control (9/3 = 3, thus 3 six-sided dice) 3-18 animals, each of which would get a separate saving throw vs. magic.  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:  12”.  Cost:  6 SP.

Charm Undead:  This spell can entrance a single Undead as if it were a living being affected by Charm Person (1M).  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 charm 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:  12”.  Cost:  7 SP.

Confusion:  Similar to the Illusionist spell (4I).  This spell creates a 6” × 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.  Each victim gets a 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.  Cost:  5 SP +1/Turn.

Control plants:  This spell enables the singer to control from 1-6 large plants (up to trees) or all of the small plants in a 1” × 1” area.  These plants can make minor motions at the command of the singer, but cannot do such things as uproot themselves and move around, or stretch limbs beyond their normal reach, or grow at unusual speed.  (In other words, a tree could be commanded to drop its fruit, but not to grow a new crop instantly.) Duration:  6 turns.  Range:  12”.  Cost:  5 SP.

Delusion:  Similar to the Illusionist spell (4I).  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.

Freedom:  Dispels charm and control spells and effects as follows:  Dispels  all sound or music-based charms.  Dispels any magical or clerical charm, control, entrancement or hypnotic spells of levels 1 or 2 from any source of no higher level than the caster, with a reduced chance of 10% per level that the original source was above the Singer.  In addition, if the target has been affected by a natural, magical or clerical effect not described above, hearing the Freedom song gives the target a new Saving Throw vs. the original enchantment.  Duration:  1 magic phase.  Range:  12”.  Cost:  5 SP.

Greater Confidence:  Affects all within a 3” radius of caster.  Adds 15% to any characteristic-based saving throws for 1 turn for each phase the song is sung, up to 6 turns for a full 1-turn song.  Cost: 7 SP.

Greater Dance:  As Dance (2S), but with a 12” radius effect.  All within 12” of the Spellsinger in a 180º arc to his front must save vs. magic.  Those failing will begin dancing.  Those affected may voluntarily move 1” in any direction the next Phase.  If this takes them out of the spell area they are free of the spell and free to move normally the next phase.  If they remain in the spell area they may do whatever else they choose, but their feet must continue to dance within 1” of their initial position as long as the song is maintained.  (The 1” limit does not prevent the victim from moving further via a flying spell, of being picked up and carried away, but he might look a little silly in these cases).  If the Spellsinger moves, so does the area of effect.  For those subject to the spell, Attack & Defense levels are reduced by 4 and any archery or spells are done at -20% accuracy.  The magic accuracy role for the Spellsinger is as much for timing of spell (so maximum no. are well in the spell area) as it is for the direction of the spell.  If the song is stopped, or if the victim is no longer in the area of effect at the start of a magic phase, the victim is freed.  Cost:  9 SP + 5/turn.

Greater peace:  As Peace (2S), but with a 12” radius effect.  Those in front (180º arc) of the Spellsinger and within 12” must save vs. magic or be unable to initiate any form of conflict.  Those affected will move slowly (1”/Phase) in direction they were headed when peace descended.  They have no motivation to move out of effected area but may do so because of above momentum.  Of course the Spellsinger can move to try to keep them in the area of effect.  Defense and direct retaliation are not impaired.  If attacked will first seek own safety if it is possible to avoid any more damage, before retaliating.  Effects end with end of song.  Cost:  9 SP + 5/turn.

Immobilization:  As the Illusionist spell (4I).  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”.  Cost:  5 SP + 1/turn.

Immobilize:  This spellsong causes the target creature or being to roll an immediate saving throw vs. Magic.  If it fails, it may not make any voluntary motions from that dexterity count onward, until the spell is dispelled.  It is still affected by external forces and the laws of physics, however, so if it was flapping its wings to stay in flight, or in some other unbalanced position, it will fall rather than stay frozen in space. Duration:  until dispelled.  Range:  12”.  Cost:  7 SP.

Insanity:  Similar to the Rage spell (3S) but a Charm III Saving Throw is used. The reverse of Peace (2S), this spellsong drives insane all within 6” and in front of the Spellsinger, if they fail their saving throw vs. magic.  All enraged will attack  whoever is nearest and easiest  Those affected have ¼ chance of attacking themselves (using their normal attack and defense level and skills).  This means direct, straightforward berserkerism.  Of course, this may include the Spellsinger, but that's his problem.  The effect will last for 1 turn.  Cost:   8 SP.

Mass Animal Charm:  This spellsong affects 1-6 non‑intelligent normal animals per level of the caster.  All failing a Saving Throw vs. magic will obey simple commands, as a group.  If the Spellsinger gives no other commands, the animals will simply follow the singer, to the best of their ability to do so.  Like other Charm spells, it is broken by a distance of more than 24” from the singer, the death of the singer, or various forms of dispelling.  Range:  12” at time of casting, 24” after.  Cost:  9 SP.

Mega-Sleep:  As the magical spell (4M).  Will affect only creatures capable of perceiving sound.  A Mega-Sleep spell affects 2-12 creatures of 1-20 hit dice, in an area of 6” × 6”.  Of the creatures affected, any failing to make their Saving Throws immediately fall asleep.  This sleep lasts until the spell is dispelled, or for (20 - L) turns, where L is the level of the individual creature.  If the target area contains more than the number of creatures rolled, determine randomly which are affected.  This spell is ineffective against those who do not naturally sleep.  Duration:  (20 – L) Turns for each creature affected.  Range:  24”.  Cost:  10 SP.

Percentile Sound Negation:  As Percentile Negation (4M), but affects all Spellsongs and sound-based magical or natural effects.  When cast before or at the same dexterity count as another spell or effect being thrown that magic phase at or to include the negator, will negate from 1 - 100% of that incoming spell, rolled randomly. If the spell causes damage, the percentage negated is applied to the rolled damage.  If the spell has an all-or-nothing effect and at least 51% was negated, the spell fails.  This spell works against individual or area spells. Duration:  1 magic phase, or one spell, whichever comes first. Range:  24”.  Cost:  6 SP.

Personal Missile Resistance:  Forms a sound barrier around the caster that resists missile penetration and thus gives -10% chance of being hit and –1 per die damage.  Duration: as long as maintained.  Cost: 5 + 1/Turn.

Song Of Glory:  Adds +2 vs Evil (att., def. & +10% sav. thr.) to all of same alignment within 12” of caster.  Must be maintained.  Cost: 9 + 2/T.

Speak with Plants:  Similar to Speak with Plants (4C).  The Spellsinger can have a dialogue with plants (limited by their “intelligence”).  This spell is the same as Speak with Animals (2C) except that plants are communicated with instead of animals.  Note that a Spellsinger may not ask a plant to do anything outside of its normal limits.  He may ask a vine to part for him to pass through, but a tree cannot be commanded to pull up its roots and walk around.  Duration:  6 turns.  Range:  3”.  Cost: 9 SP.

Spellbinding:  This spellsong can be used to Charm from 1-4 living creatures of any kind of no higher level than the Singer, or of 1 creature or being of higher level than the Singer. Duration:  until dispelled or broken.  Range:  12”.  Cost:  7 SP.

Teleport Voice:  Your voice is heard where you wish (assuming successful accuracy role) for 3 minutes.  Like Teleport (5M) the caster must be firmly familiar with the intended destination.  This spell allows the caster to Teleport his or her voice instantly from one location to another, with the following restrictions:  The caster must be firmly familiar with the intended destination (either the magical spell Photographic Memory (2M) or the thievish Eidetic Memory, Visual ability will assure this, as will a period of one hour spent memorizing the specific location at any time within the recent past).  The caster must be fully conscious and in control of his or her actions (being knocked unconscious just as the spell is going off makes you lose some of your control not to mention your voice).  The caster may not Teleport either into or out of consecrated ground, or into a structure protected by Castle Protection (7M), if that spell was not of his or her own casting.  The caster may not Teleport into any area in which magic is currently not functional, such as an area covered by Magic Damping Field (8M).  If the caster accidentally or deliberately violates one or more of these restrictions, the Teleport spell malfunctions as follows:  the caster must make a Saving Throw vs. magic.  If this is successful, the voice will simply fail to Teleport at all, and will remain in the caster’s initial location.  If the caster fails this initial Saving Throw and was trying to Teleport to an unmemorized location or while losing control, does Teleport, another Saving Throw vs. magic must be rolled to determine the location, if any.  If the caster failed to make the first Saving Throw, but succeeded the second time, the voice arrives at a location from 1-100” (rolled) in each of the three dimensions from the intended location (i.e., 37” North, 12” East, and 84” Up is one possible result).  If the caster failed both the first and second Saving Throw attempt, but succeeded on the third attempt, the voice would arrive at a destination from 1-1000” (rolled) from the destination in each dimension.  If he failed to make this third and final Saving Throw, the voice would simply vanish, having Teleported to a point unknown or nonexistent.  Cost: 5 SP.

Trueshape:  This spell song causes any single target that is polymorphed, otherwise enchanted or naturally changed from its natural form to revert to its natural form.  Thus, a man who has been changed into a pig, or a werewolf in wolf form, would be affected.  If the target wishes to resist, a Saving Throw vs. Magic is needed.  Range:  12”.  Cost:  6 SP.

Fifth Level Spellsongs

Amplified Clairaudience:  Can listen in on any one spot within 36” or a movable location that is in line of sight (such as a group of beings walking at some distance from you).  Duration: as long as maintained.  Cost: 6 + 1/T SP.

Area Coagulate:  As Coagulate Blood (3S) but with a 3” radius.  Creatures within it will hopefully reduce normal bleeding rate by reducing the number of rolled dice by three.  This spell can not reduce the original bleeding dice by more than ½.  Duration: Maintained.  Cost: 9 + 3/T.

Area Dancing Spasm:  As Dancing Spasm (1S), but affects all living beings within a 6” × 6” area, 2” in height. This spell causes victims to dance and twitch to the Spellsinger's music for a single phase.  If victims fail to make a saving throw vs. Magic, any spells or archery aimed by the victims that failed are automatic misses with triple scattering, and any melee blows taken are automatically treated as “wild blow” fumbles.  Range:  3”???.  Cost:  10 SP.

Area Muffle Sound:  same as Muffle Sound (1S), but affects a 2” radius around caster.  This spell adds 20% to the Saving Throw vs. sound effects on a single recipient.  If the recipient is already under the effect of some sound the recipient gets a normal Saving Throw vs. that sound immediately and breaks free of the effect if successful.  Duration: 6 Turns.  Cost: 4 SP.

Chaos:  As the Illusionist spell (5I), but only creatures able to hear can be affected. Unlike the Illusionist spell, this Spellsong works by directly triggering the senses of the victims, rather than by creating sensual illusions. Thus, to anyone outside the area of effect, there is nothing visible or audible going on.  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 hearing, 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.

Control Dragon:  As the Magical spell Dragon Control (5M).  This spell applies to all dragons, this spell will affect from 1-3 dragons.  If the spell is successful it will cause the controlled dragon(s) to obey any spoken command of the charmer until such time as the control is dispelled.  See the general Charm rules for other restrictions and effects.  Range:  12”.  Duration:  Until dispelled or removed by the caster of the spell or the caster loses control by going unconscious, dying, or moving outside range.  Cost:  9 SP.

Control Giant:  As the Magical spell Giant Control (5M).  This spell applies to all giants, this spell will affect from 1-4 giants.  If the spell is successful it will cause the controlled giant(s) to obey any spoken command of the charmer until such time as the control is dispelled.  See the general Charm rules for other restrictions and effects.  Range:  12”.  Duration:  Until dispelled or removed by the caster of the spell or the caster loses control by going unconscious, dying, or moving outside range.  Cost:  9 SP.

Control Human:  As the Magical spell Human Control (5M).  A spell similar to Charm Person (1M) and Hold Person (3M), but which is of more limited duration and greater effect.  It affects either 2-12 persons with 3 or fewer hit dice, 2-8 persons with 4-6 hit dice, 1-4 persons with 7-9 hit dice, or 1 person having 10 or more hit dice (rolled on a 4-sided die) normally, or can be concentrated on 1 target, in which case the target suffers a 10% penalty to the Saving Throw roll.  This spell has the further effect of making the caster’s commands understood by the person(s) taken over, even if the wrong language is used.  Duration:  6 + level of caster (in turns).  Range 12”.  Cost:  9 SP.

Control Undead:  As the Magical spell Undead Control (5M), with the added feature that animated or ectoplasmic Undead can be laid to their final rest if the caster so wills before the spell is dispelled or broken. This feature does not affect Vampires, Liches, or other fully sentient, voluntary Undead.  This spell applies to all Undead and but affects 2-8 Undead under 4 hit dice and 1-4 Undead having 4 or more hit dice.  If the spell is successful it will cause the controlled Undead to obey any spoken command of the charmer until such time as the control 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: 12”.  Cost:  9 SP.

Dispel Magic:  same as Dispel Magic (3M).  Under normal conditions, this spell will be effective in dispelling enchantments of a temporary nature (i.e., any spell with a time limit, maintenance cost, or that lasts until dispelled).  This is modified by the following formula.  The success of a Dispel Magic spell is a ratio of the level of the dispeller over the level of the original spell caster.  Thus, if a 5th level Spellsinger attempts to dispel the spell of a 10th level Spellsinger (or other mage type), there is a 50% chance of success.  Duration:  instantaneous.  Range:  3”.  Can be aimed at a specific target or cast generally around the caster in a 3” radius sphere.  Cost: 8 SP.

Dreamland:  As the Illusionist spell (5I). 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.

Feeblemind:  As the Magical spell (5M). A spell used primarily against magic users, it causes the target to lose all effective intelligence.  Target retains only the most primitive instinctive mental responses (balance, aversion to pain, and the like).  Because of its specialized nature, the Feeblemind spell worsens the Saving Throw of any magic-using target by 20%. Range:  24”.  Duration: until dispelled.  Cost:  8 SP.

Great Fear:  As Fear (3S), but the size of the cone is 12” in length instead of 6”. Affects a standard 12” cone directly in front of the Spellsinger, affecting all beings that can hear.  All in the affected area must save vs. magic or run directly away from the Spellsinger by the route that is safest on the first phase of running.  Range:  Cone starts at Spellsinger.  Those failing saving throw get to try again each turn until they save.  Cost:  10 SP.

Hold Monster:  As the Magical spell (5M).  A spell similar to Charm Person (1M), but which is of more limited duration and greater effect.  It affects either from 1-4 monsters of less than human intelligence (rolled on a 4-sided die) normally, or can be concentrated on 1 target, in which case the target suffers a 10% penalty to the Saving Throw roll.  This spell has the further effect of making the caster’s commands understood by the monster(s) taken over.  Duration:  6 + level of caster (in turns).  Range 12”.  Cost:  7 SP.

Imprisonment:  Similar to Illusionary Prison (5I). Victims who fail their Saving Throw vs. Magic will be unable to cross the boundaries as defined by the Spellsinger. No one will  see any boundaries, but they will be real to the victims. Unlike Illusionary Prison, the size and shape of the boundary area are up to the Spellsinger, but must be a simple polygon no more than 1 square inch in area per level of the caster.  This spell can affect all beings within that area.  All affected beings failing to make a Belief saving throw (adjusted 10% in favor of the caster) cannot leave the area, since the Illusionary prison is to them quite real.  Range:  12”. Duration:  as maintained. Cost:  8 SP + 2/turn.

Macro-Sleep:  As the Magical spell (5M). This spell operates like a Sleep spell (1M) on any creature less than 21st level. 2-12 such creatures may be affected by the spell in an area of 6” × 6”.  Of the beings affected, any failing to make their Saving Throws immediately fall asleep.  This sleep lasts until the spell is dispelled, until the Spellsinger dies, or until the Spellsinger is more than 24” from the sleepers (checked individually).  If the target area contains more than the number of beings rolled, determine randomly which are affected.  This spell is ineffective against those who do not naturally sleep or can’t hear the spellsong.  Range:  24”.  Cost:  12 SP.

Mass Suggestion:  Allows the caster to gain control of another being of similar species by auditory hypnosis.  As the Illusionist spell (5I). 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.  It 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.    If the spell is successful it will cause the charmed entity/entities to obey any spoken and understood command of the charmer until such time as the charm 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:  12” at casting, 24” to maintain control.  Cost:  10 SP.

Missile Resistance Wall:  A song that creates a sound wall which causes any missile that passes through it to be resisted.  What do you mean by “resisted”???  Do you get a Saving Throw???  Area: 6” wall. Range: 12”.  Duration: as long as maintained.  Cost: 8 + 3/T.

Projected Clairaudience:  Same as Clairaudience (3S) except that other persons within 1” of the caster may listen in.  This spell allows the caster to place his point of hearing at a distance and hence hear things when he could not do so by normal means. It can penetrate solid rock up to about 3” in thickness, but a thin coating of lead will prevent its penetration.  This spell may be used to listen in on the voices of creatures seen through a crystal ball although the spell itself is not transmitted through the crystal ball.  Range: 24”.  Cost: 7 + 1/T SP.

Projected Voice:  The Spellsinger’s voice originates up to 24” away from the Spellsinger.  Spells can be cast through it but can’t affect beyond 24” from the Spellsinger and cause it to move about.  Has same limits as Projected Image (6M).  While this spell is in effect, all further spellsongs thrown by the caster are fired from the point of projection and measured as such.  This allows the caster to hide around corners, though this may degrade his aim.  Any spell thrown by the image may not go more than 24” from the caster unless the spell has a longer range.  The projected voice is destroyed by a Dispel Magic (3M), by being hit by destructive magic equal in dice of damage to the level of the caster (total, if two or more destructive spells) or by magical weapons doing damage as if vs. the caster (i.e., it has as many hits as the caster).  If the caster throws any spell other than through the projected voice while the image is being used, this automatically dispels the projected voice.  Duration:  as long as maintained.  Cost:  Cost: 6 + 1/T SP.

Rain Dance:  Level + Intelligence of Caster = % chance of being successful each Turn.  There must be clouds present to use this spell.  Chances may increase or decrease depending on the amount of clouds present.  Cost: 10 + 5 per Turn until rain begins.  Over what size and shape of an area???  How long before it rains???  What is the intensity of the rain???  This is too vague a description!!!

Remove Curse:  As the clerical spell (3C) but effects all within 3” of the caster.  A spell to remove any one curse, Geas (6M), or Quest (4C).  Using this spell in the case of someone holding a cursed magical item would remove the effect of the item’s curse on that person, but would not affect the item permanently.  (Beings under the influence of a Geas or a Quest may not use this spell.) The chance of the curse being neutralized is the (caster’s level divided by the curse’s level) × 100%. Any one Spellsinger may attempt to remove a given curse only once.  The same rule applies to any item that removes a curse, i.e., only one try per curse.  Range:  3” radius.  Cost: 9 SP.

Repel Undead:  Acts like Undead protection scroll but goes at level of caster.  Undead may not enter a 1” radius circle around the Spellsinger unless it makes a percentile roll successfully.  As follows: The being has a 50% chance of being able to enter.  Adjust up 5% per level that the being is above 12th level.  Adjust down 5% per level that the being is below 12th level. Thus, a 13th level Undead would have a 55% chance of entering the circle. Duration: while singing.  Range: 1” radius.  Cost: 7 + 2/T SP.

Rock-To-Mud:  Similar to magical spell Transmute Rock-Mud (5M) except it can not be used to make mud into rock.   Allows the user to change all of the rock in a 1” cube to mud.  Will not work on magical rock, and living rock gets a Saving Throw.  Duration:  change is permanent unless reversed by similar spell.  Range: 12”???. Cost: 6 SP.

Shatter Object:  This spell causes the shattering of any single solid non-magical object of the Spellsinger's choosing. If a magical object is unusually fragile, at the discretion of the referee this Spellsong may shatter it. (i.e., a magical wineglass might be susceptible, a magical sword would not be.) If the object is being held by a living being, that being's Saving Throw vs. Magic applies. If the item is magical, it gets a breakage saving throw. Otherwise, it just breaks. Duration:  1 Dexterity count. Range:  6”. Cost:  7 SP.

Sonic Boom, 12”:  A slight misnomer, since the affected area is a 12 × 6 Cone directly in front of the Spellsinger, as Cold Cone, 12” (5M).  All in that area takes impact damage, 1 die/level of the Spellsinger, or ½ die per level if a saving throw vs. magic is made.  Unlike magical cone spells, this Spellsong  does bounce off solid objects, air walls and various sound-reflective spells. Thus, it is a  very bad idea to use it in a small room.  Cost: 12 SP.

Speak with Dead:  As the magical spell (5M).  A spell that allows the user to converse with a dead body, the magic user being able to ask three questions.  Note that the length of time the creature has been dead will be a limiting factor.  Spellsingers of 8th level or less (using scrolls or implements with the spell) can only speak with recent dead (no more than 4 days dead).  9th-17th level Spellsingers can converse with creatures dead up to four months.  Spellsingers 18th level or higher may converse with any intact remains of any age. Note that the Spellsinger must be able to speak the language of the deceased in question.  Range:  adjacent to deceased.  Cost: 7 SP.

Summon Sound:  Infinite Range Clairaudience.  Can listen in on a specific location that the spell singer has memorized.  Duration: as long as maintained.  Cost: 7 + 1/T.

Telekinesis:  As the magical spell (5M).  By means of this spell, an object may be moved from a distance by mental force.  The weight limit is 20 pounds per level of the caster.  Thus a 12th level caster would be able to manipulate a weight of up to 240 pounds.  Duration:  As long as maintained.  Range:  12”.  Cost:  7 SP + 1/turn.

Wall of Silence:  A 6” wall of silence that prevents all sounds from passing through it.  The wall will move with the Singer as he moves, staying its original distance.  Range: 12”. Duration: As long as maintained.  Coast: 7 + 2/T.

Weakness:  As the Magical spell (5M). Causes the target to become weaker at the rate of 1 strength point per phase until a maximum strength loss of 50% of the target’s strength is reached.  Such weakness is reflected in both attack and in damage caused in combat.  Range:  12”.  Duration:  until dispelled.  Cost:  8 SP.

Sixth Level Spellsongs

Amnesia:  Like the Illusionist spell (6I), but at the discretion of the Spellsinger, can cause true amnesia until dispelled, rather than erasing just the immediate past. Of course, the more obvious it is that the memory has been erased, the more likely it is that the victim will seek help, and eventually get his memory back. Duration:  until dispelled. Range:  12”. Cost:  10 SP.
Anti-Sound Field:  Prevents all sounds from existing in an area within 6” of the Spellsinger in a 180 degree arc.  Duration: As long as maintained.  Cost: 9 + 3/T.

Anti-Sound Shell:  As Anti-Magic Shell (6M), but affects all magical and natural sound sources and any effects therefrom. Of course, during the shell's effect, the Spellsinger may not use any Spellsongs or other sources of sound or music. Duration:  1 turn per level of the Spellsinger, and may be dropped at any time after 1 turn by the will of the caster. Cost:  9 SP.

Area Shatter Object:  As Shatter Object (5S), but will shatter  all non-magical objects made of a single chosen material within a 6”  radius of the Spellsinger. (For example, if you specify “glass,” and people all around you are raising glass potion flasks to their lips, there will be a lot of wet and angry people.) Duration:  1 magic phase. Cost:  12 SP.

Area True Shape:  As True Shape (4S), but affects a 6” × 6” area, 2” in height. Range:  18” to the farthest point in the area affected. Cost:  12 SP.

Control Daemon:  As the Magical spell Daemon Control (6M). Cost:  12 SP.

Control Monster:  As the Magical spell Monster Control (6M). Cost:  11 SP.

Control Monstrous Plant:  As the Magical spell Monstrous Plant Control (6M). Cost:  9 SP.

Mega-Sonic Boom:  12 × 12 cone.  Requires the use of a magical musical instrument to amplify the sound.  Cost: 20 SP.

Micro-Scream:  Sonic damage directed at individual target.  Usable once per Phase.  Range: 12”. Cost: 8 SP.

Negate Sound:  As the Magical spell Negation (6M), but affects all magical or natural forms of sound. Cost:  10 SP.

Repel Evil:  Acts like Repel Undead (5S) above but protects against any evil being.  Range: 1” radius.  Duration: as long as maintained.

Stone To Flesh:  As magical spell (6M) but may not be reversed to cause Flesh to Turn to Stone.  Range: 3”.  Cost: 8 SP.

Summon Object:  Same as magic-user Summoning spell (6M).  This spell allows the caster to call to him any object that he currently owns and of which he knows the current precise location.  Once ownership changes hands, he may no longer summon the object, even if the change of ownership was against his wishes.  Cost:  20 SP.

Taunting:  Great mental distress and distraction is caused to the targeted individual if he blows a Charm I (I + W) Saving Throw -5%.  The recipient then constantly hears the Spellsinger’s voice repeating a command until the command is carried out.  He may do other things than commanded but his effective natural level is halved (except for magic Saving Throws) and all character based Saving Throws are at -20%.  Duration: Until dispelled or the commanded task completed.  Range: 6”.  Cost: 12 SP.

Ultra-Sleep:  As the Magical spell Ultra-Sleep (6M). Cost:  15 SP.

Seventh Level Spellsongs

Activate Magic:  As magical spell (7M). This spell allows the caster to activate any one magic item that is known and visible to him, whether or not he is touching it at the time.  If another magic caster is attempting to activate the same magic item during the same phase, whoever goes off first, wins.  If both complete their attempted activation at the same dexterity count, the higher level of the two activates the item.  If both are of the same level, the caster of the Activate Magic spell wins.  If both are utilizing the Activate Magic spell, the item is activated, but uncontrolled as to range, direction, or any other variable parameters.  Range:  12” maximum from caster to item being activated.  Cost:  12 SP.

Channeling:  by chanting & going into a trance the spell singer can channel damage (at a rate of 1 pip per Phase) from one person to another.  The recipient must be alive and of the same alignment as the Spellsinger.  The recipient of the damage must be co-operative if conscious.  There is a chance of the caster receiving a pip of damage for each pip transferred.  The damage caster receives is determined by the formula: Pain Saving Throw + Wis. = % chance to avoid damage - rolled for each pip at the end of the channeling.  It takes the Spellsinger 1 Phase to come out of trance unless interrupted; in that case the process take 1-3 Phases.  Range: Touching both parties.  Cost: 13 + 1 per pip transferred.

Force Field of Song:  Similar to Personal Force Field (4M).  This spell has the effect of providing its user with protection equivalent to Plate armor. Duration:  as long as maintained.  Cost: 8 + 2/T SP.

Greater Shatter Wall:  Similar to Shatter Wall (7S), but hole is 4 times bigger.  Like Shatter Object (5S) but affects area similar to Passwall (5M) and effect is permanent.  This spell causes the shattering of part of any single solid non-magical wall of the Spellsinger's choosing. If a magical wall is unusually fragile, at the discretion of the referee this Spellsong may shatter it entirely. (i.e., a wall of glass or ice might be susceptible, a wall of iron would not be.) If the wall is magical, it gets a breakage saving throw. Otherwise, it just shatters such that a tunnel appears or the entire wall shatters. Duration:  1 Dexterity count. Range:  6”. Cost: 18 SP.

Hear Past:  Similar to the View Past (7M) spell, but sounds of the past are heard instead.  This spell allows the caster to observe the events in the immediate past at his present location.  He may listen backward in time an amount of time equal to his own level expressed in hours.  Thus, a 24th level Mage could observe backward in time exactly one day.  The spell allows the observation of a period of time equal to the level of the caster expressed in turns.  Thus, our 24th level Singer could listen a period of time no more than 24 minutes long.  The caster must specify the time to be heard; the spell has no means of scanning for an event that happened at an undetermined time.  The caster hears events as they would have been heard while standing at the location he is in at any point during the playback, and he may move around to change his point of hearing.  But at no time may he move more than 24” from the point at which the spell was cast, or else the playback is terminated.  Cost: 10 SP.

Mind Static:  As magical spell Mind Blank (7M).  This spell causes the recipient’s mind to be protected by a shield that, in effect, prevents thoughts from traveling in or out.  This means that a person wearing this spell cannot have his mind read by ESP or similar spell, and cannot be affected by Telepathy (4M), Charm Person (1M), or similar purely mental spells.  It also means that a person using this spell cannot employ such spells, read the thoughts of others, or project thoughts to anyone else by natural or magical means.  Further, a person wearing this spell could not be detected magically by means that require a spell or item to detect thoughts or intentions, such as Detect (Mental) (2M).  Duration:  1 day or until dispelled.  Range:  the target may be no more than 6” from the caster at the time the spell is cast.  Cost:  12 SP.

Power Word:  As Magic User spell (8M).  This spell produces a standard 6” cone of effect.  The effects are as follows:  any living being within the cone that is no more than 2 times the level of the caster must make a Saving Throw vs. magic.  Creatures whose level is higher than that of the caster but no more than 2 times his level will not be affected if they save, and will be stunned and unable to take action for 2-12 phases if they fail to save.  Creatures whose level is no greater than that of the caster, and no less than one-half that of the caster, will be stunned for 2-12 phases even if they save.  They will be blinded for 2-12 turns (“blinded” means that the use of whatever primary sense they possess will be denied them, be that sense sight, hearing, radar, or what-have-you) if they fail their Saving Throw vs. magic.  Creatures whose level is less than one-half that of the caster will be blinded for 2-12 turns even if they save, and will die if they fail to make their Saving Throw vs. magic.  Cost: 12 SP

Pressor Cone:  As the Magic (7M) spell. This spell creates a cone of force 12” long and 6” across at the base.  It has the effect of pushing any item or being that does not make its magic Saving Throw away from the caster to the end of the cone.  It will affect any quantity of objects within the cone, but no individual object may be affected that weighs more than 20 pounds per level of the caster.  The pressor effect is not violent enough to hurl projectiles against targets or to crush victims against walls, but it will push the objects without doing damage.  It could be used to indirectly cause damage, by such means as pushing a rock off of a cliff, for example.  Duration:  instantaneous.  Cost: 12 SP.

Shatter Wall:  Like Shatter Object (5S) but affects area similar to Passwall (5M) and effect is permanent.  This spell causes the shattering of part of any single solid non-magical wall of the Spellsinger's choosing. If a magical wall is unusually fragile, at the discretion of the referee this Spellsong may shatter it entirely. (i.e., a wall of glass or ice might be susceptible, a wall of iron would not be.) If the wall is magical, it gets a breakage saving throw. Otherwise, it just shatters such that a tunnel appears or the entire wall shatters. Duration:  1 Dexterity count. Range:  6”. Cost: 9 SP.

Speak with Inanimate:  Similar to Speak With Plants (4S), but with rocks & such.  The Spellsinger can have a dialogue with any inanimate object, such as a rock or wall (limited by their “intelligence”).  Note that a Spellsinger may not ask an object to do anything outside of its normal limits.  He may ask a door or gate to open for him to pass through, but a rock cannot be commanded to split or turn into gravel.  Duration:  6 turns.  Range:  3”.  Cost: 20 SP.

Stereo Spells:  Similar to Double Phasing (8M) but you intertwine two spell songs; the dex. counts are added; they both go off simultaneously.  This spell allows the caster to bypass the normal limitations on how often magic may be cast, as follows:  in normal cases, in which only one spell may be thrown every six phases, casting this spell enables the caster to throw spells every three phases instead.  In cases in which a spell could be thrown every phase (such as Micro-Ball, 4M), it would enable the caster to throw two of the same spell at the same target each phase (i.e., two Micro-Balls).  The effect begins immediately, in that two Spellsongs may be sung simultaneously only three phases after the Stereo Spells is cast.  Duration:  3 turns.  Cost: 20 SP.
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