Atomie Spells

Dancing Lights (At WI“)

School evocation [light]; Level bard 0,
sorcerer/wizard O

Casting Time 1 standard action

Components V, S

Range medium (100 ft. + 10 ft./level)

Effect Up to four lights, all within a 10-ft.-radius
area

Duration 1 minute (D)

Saving Throw none; Spell Resistance no

Depending on the version selected, you
create up to four lights that resemble lanterns or
torches (and cast that amount of light), or up to
four glowing spheres of light (which look like will-
0’-wisps), or one faintly glowing, vaguely
humanoid shape. The dancing lights must stay
within a 10-foot-radius area in relation to each
other but otherwise move as you desire (no
concentration required): forward or back, up or
down, straight or turning corners, or the like. The
lights can move up to 100 feet per round. A light
winks out if the distance between you and it
exceeds the spell’s range.

You can only have one dancing lights
spell active at any one time. If you cast this spell
while another casting is still in effect, the
previous casting is dispelled. If you make this
spell permanent, it does not count against this
limit.

Dancing lights can be made permanent
with a permanency spell.

nvisibility (Self only) 3/day
School illusion (glamer); Level bard 2,
sorcerer/wizard 2

Casting Time 1 standard action

Components V, S, M/DF (an eyelash encased
in gum arabic)

Range personal or touch

Target you or a creature or object weighing no
more than 100 Ibs./level

Duration 1 min./level (D)

Saving Throw Will negates (harmless) or Will
negates (harmless, object); Spell Resistance
yes (harmless) or yes (harmless, object)

The creature or object touched becomes
invisible. If the recipient is a creature carrying
gear, that vanishes, too. If you cast the spell on
someone else, neither you nor your allies can
see the subject, unless you can normally see
invisible things or you employ magic to do so.

Items dropped or put down by an
invisible creature become visible; items picked
up disappear if tucked into the clothing or
pouches worn by the creature. Light, however,
never becomes invisible, although a source of
light can become so (thus, the effect is that of a
light with no visible source). Any part of an item
that the subject carries but that extends more
than 10 feet from it becomes visible.

Of course, the subject is not magically
silenced, and certain other conditions can render
the recipient detectable (such as swimming in
water or stepping in a puddle). If a check is
required, a stationary invisible creature has a
+40 bonus on its Stealth checks. This bonus is
reduced to +20 if the creature is moving. The
spell ends if the subject attacks any creature.
For purposes of this spell, an attack includes
any spell targeting a foe or whose area or effect
includes a foe. Exactly who is a foe depends on
the invisible character’s perceptions. Actions
directed at unattended objects do not break the
spell. Causing harm indirectly is not an attack.
Thus, an invisible being can open doors, talk,
eat, climb stairs, summon monsters and have
them attack, cut the ropes holding a rope bridge
while enemies are on the bridge, remotely
trigger traps, open a portcullis to release attack
dogs, and so forth. If the subject attacks directly,
however, it immediately becomes visible along
with all its gear. Spells such as bless that
specifically affect allies but not foes are not
attacks for this purpose, even when they include
foes in their area.

Invisibility can be made permanent (on
objects only) with a permanency spell.

Reduce Person (DC 15) (DC 17)
At Will

School transmutation; Level sorcerer/wizard 1
Casting Time 1 round
Components V, S, M (a pinch of powdered iron)
Range close (25 ft. + 5 ft./2 levels)
Target one humanoid creature
Duration 1 min./level (D)
Saving Throw Fortitude negates; Spell
Resistance yes

This spell causes instant diminution of a
humanoid creature, halving its height, length,
and width and dividing its weight by 8. This
decrease changes the creature’s size category
to the next smaller one. The target gains a +2



size bonus to Dexterity, a —2 size penalty to
Strength (to a minimum of 1), and a +1 bonus on
attack rolls and AC due to its reduced size.

A Small humanoid creature whose size
decreases to Tiny has a space of 2-1/2 feet and
a natural reach of O feet (meaning that it must
enter an opponent’s square to attack). A Large
humanoid creature whose size decreases to
Medium has a space of 5 feet and a natural
reach of 5 feet. This spell doesn’t change the
target’s speed.

All equipment worn or carried by a
creature is similarly reduced by the spell.

Melee and projectile weapons deal less
damage. Other magical properties are not
affected by this spell. Any reduced item that
leaves the reduced creature’s possession
(including a projectile or thrown weapon)
instantly returns to its normal size. This means
that thrown weapons deal their normal damage
(projectiles deal damage based on the size of
the weapon that fired them).

Multiple magical effects that reduce size
do not stack. Reduce person counters and
dispels enlarge person.

Reduce person can be made permanent
with a permanency spell.

shrink item (1/day)

School transmutation; Level sorcerer/wizard 3
Casting Time 1 standard action

Components V, S

Range touch

Target one touched object of up to 2 cu. ft./level
Duration 1 day/level; see text

Saving Throw Will negates (object); Spell
Resistance yes (object)

You are able to shrink one non-magical
item (if it is within the size limit) to 1/16 of its
normal size in each dimension (to about 1/4,000
the original volume and mass). This change
effectively reduces the object’s size by four
categories. Optionally, you can also change its
now shrunken composition to a cloth-like one.
Objects changed by a shrink item spell can be
returned to normal composition and size merely
by tossing them onto any solid surface or by a
word of command from the original caster. Even
a burning fire and its fuel can be shrunk by this
spell. Restoring the shrunken object to its
normal size and composition ends the spell.

Shrink item can be made permanent
with a permanency spell, in which case the
affected object can be shrunk and expanded an
indefinite number of times, but only by the
original caster.

Speak With Animals (Constant)
School divination; Level bard 3, druid 1, ranger
1
Casting Time 1 standard action
Components V, S
Range personal
Target you
Duration 1 min./level

You can ask questions of and receive
answers from animals, but the spell doesn’t
make them any more friendly than normal. Wary
and cunning animals are likely to be terse and
evasive, while the more stupid ones make inane
comments. If an animal is friendly toward you, it
may do some favor or service for you.



Carbuncle Spells

Daze (DC 10 (DC 12) 3/day

School enchantment (compulsion) [mind-
affecting]; Level bard 0, sorcerer/wizard O
Casting Time 1 standard action
Components V, S, M (a pinch of wool or similar
substance)
Range close (25 ft. + 5 ft./2 levels)
Target one humanoid creature of 4 HD or less
Duration 1 round
Saving Throw Will negates; Spell Resistance
yes

This spell clouds the mind of a
humanoid creature with 4 or fewer Hit Dice so
that it takes no actions. Humanoids of 5 or more
HD are not affected. A dazed subject is not
stunned, so attackers get no special advantage
against it. After a creature has been dazed by
this spell, it is immune to the effects of this spell
for 1 minute.

Jump (3/day)

School transmutation; Level druid 1, ranger 1,
sorcerer/wizard 1
Casting Time 1 standard action
Components V, S, M (a grasshopper’s hind leg)
Range touch
Target creature touched
Duration 1 min./level (D)
Saving Throw Will negates (harmless); Spell
Resistance yes

The subject gets a +10 enhancement
bonus on Acrobatics checks made to attempt
high jumps or long jumps. The enhancement
bonus increases to +20 at caster level 5th, and
to +30 (the maximum) at caster level 9th.

Levitate (Self only, up to 10°)
3/day

School transmutation; Level sorcerer/wizard 2

Casting Time 1 standard action

Components V, S, F (a leather loop or golden

wire bent into a cup shape)

Range personal or close (25 ft. + 5 ft./2 levels)

Target you or one willing creature or one object
(total weight up to 100 Ibs./level)

Duration 1 min./level (D)

Saving Throw none; Spell Resistance no

Levitate allows you to move yourself,
another creature, or an object up and down as
you wish. A creature must be willing to be
levitated, and an object must be unattended or
possessed by a willing creature. You can
mentally direct the recipient to move up or down
as much as 20 feet each round; doing so is a
move action. You cannot move the recipient
horizontally, but the recipient could clamber
along the face of a cliff, for example, or push
against a ceiling to move laterally (generally at
half its base land speed).

A levitating creature that attacks with a
melee or ranged weapon finds itself increasingly
unstable; the first attack has a —1 penalty on
attack rolls, the second —2, and so on, to a
maximum penalty of —5. A full round spent
stabilizing allows the creature to begin again at —
1.



