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            WASHU’S STORY Page 1 The players do not have access to the following information. They will have to figure it out or research parts of it through bard’s tales or magical means. This information is for the Game Master only in order to understand and rollplay Washu correctly. The information in the NPC Player’s Sheet is sufficient to hand it to someone, say a player’s girlfriend or wife, who wants to play. (It does happen.) And while this may give other players insight into Washu it won’t blow the mystique or ruin the campaign. Washu: 20 th Level Magic User Superhuman Body: Strength: 18(00) / Dexterity: 18 Constitution: 18 / Charisma: 18 Super genius: Intelligence: 20 / Wisdom 18 Able to use both magic user and illusionist spells. Able to modify magic items. Change self ability allows her to look any age she chooses. +2 or better weapons to hit. Extra dimensional presence makes her AC 0 to attackers. Can command most beings from the elemental plane of air. 
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WASHU’S STORY Page 1
 The players do not have access to the following information. They will have to figure it out or research parts of it through bard’s tales or magical means. This information is for the Game Master only in order
 to understand and rollplay Washu correctly.
 The information in the NPC Player’s Sheet is sufficient to hand it to someone, say a player’s girlfriend or wife, who wants to play. (It does happen.) And while this may give other players insight into Washu it won’t blow the mystique or ruin the campaign.
 Washu: 20th Level Magic User
 Superhuman Body: Strength: 18(00) / Dexterity: 18Constitution: 18 / Charisma: 18
 Super genius: Intelligence: 20 / Wisdom 18
 Able to use both magic user and illusionist spells.
 Able to modify magic items.
 Change self ability allows her to look any age she chooses.
 +2 or better weapons to hit.
 Extra dimensional presence makes her AC 0 to attackers.
 Can command most beings from the elemental plane of air.
 Washu was once the Jennie goddess Washu. Like the Jennie’s who worshipped her she had a bottle and theoretically was subject to the commands of anyone who captured her bottle, up to the granting of three wishes. It didn’t seem likely to happen on the astral plane of Jennie heaven, until a jealous servant named Yume slipped her bottle into the prime material plane and into the hands of a powerful magic user. Yume had been flirting with the god king of the djinn and apparently they had
 reached an understanding. The prime material plane is pretty big but that was 5,000 years ago and no rescue party has ever showed up. Washu is pretty sure they aren’t even looking for her. Yume has certainly taken Washu’s place as the Jennie goddess.
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WASHU’S STORY Page 2
 The group first meets Washu as a Jennie. Mihoshi gets lost in Kagato’s keep and finds Washu’s bottle. Mihoshi uses her first one or two wishes to bring the party to her location and members back to life if necessary. While Washu will only acknowledge that she is Queen of the Djinn, she is a goddess and her wishes are unlimited. She will help Mihoshi with her wishes, fascinated with her thinking processes or lack thereof. As soon as the party is safe they should all agree on Mihoshi’s next wish. As soon as Mihoshi makes the wish she drops Washu’s bottle and it shatters. (As an alternate ending, Mihoshi can wish Washu free with her last wish.)
 Washu is now free to travel back to the astral plane, but without her bottle her magic is limited. She knows how magic works better than any magic user, but now she must find and memorize spells just as a normal magic user does. She could go back to the astral plane of Jennie heaven to get another bottle, but she would be at the mercy of those who sent her here. She may even be made a servant to Yume. Instead she elects to stay in the prime material plane in a material body and go back one day on her own terms.
 Living here as a material girl, Washu elected to be human, not djinn. She has a very enhanced body with excellent physical and extra-dimensional properties and she is really far more than human. She has none of the attributes of the djinni but is free to develop her own talents and abilities. Do not be mistaken, this body is a prime material body not a projection from the astral plane and is mortal. She is not subject to spells that only affect beings from other planes and if killed she is dead, not returned to another plane.
 DJlNNlFREQUENCY: Very rare SPECIAL ATTACKS: See belowNO. APPEARING: 1 SPECIAL DEFENSE: NilARMOR CLASS: 4 MAGIC RESISTANCE: StandardMOVE: 9"/24" INTELLIGENCE: Average-highHIT DICE: 7 + 3 ALIGNMENT: Chaotic goodNO. OF ATTACKS: 1 SIZE: L (10’tall)DAMAGE/ATTACK: 2- 16 PSIONICABILITY: Nil
 Attack/Defense Modes: NilThe djinn are creatures from the aerial plane. Their magical properties enable them to do
 any of the following once per day: create nutritious food for 2-12 persons, create water or wine for 2-12 persons, create soft goods or wooden items (up to about 16 cubic feet of the former, 9 cubic feet of the latter) with permanence, create metal items of short life span (the harder the metal the shorter the time it lasts, i.e. gold has about a 24 hour existence, diinni steel lasts only 1 hour) of up to about 1,000 gold pieces weight, create an illusion with both visual and audio1 components which will last without concentration until magically dispelled or touched, become invisible, assume gaseous form, wind walk, or form a whirlwind. A djinni whirlwind is cone-shaped, 1" across the base, 3" across the top, and up to 7" high (according to the desire of the diinni). It requires one full turn to form the whirlwind and one full turn for it to dissolve. The whirlwind lasts 1 melee round and causes from 2-12 hit points damage to any non-aerial creature it encounters and sweeps away and kills a11 creatures of under two hit dice which it encounters. Djinn subjected to attacks from creatures based on the element of air take -1 on damage caused thusly, and "to hit" dice are also at a -1 penalty.
 Djinn are able to carry up to 6,000 gold pieces weight, afoot or flying without tiring. They can carry double that weight for a short time – three turns afoot, but if flying with that weight the diinni can remain aloft for only one turn (for each 1,000 gold piece weight less than maximum add one turn to walking or flying time). Thereafter it must rest for six turns. The capture and enslavement of djinn is better left to the device of the referee. It is worth noting, however, that a good master will typically encourage a diinni to additional effort and higher performance, while a demanding and cruel master encourages the opposite. A noble diinni (1% chance) is able to grant three wishes to his master, but he will do no other services, and upon granting the third wish he is freed of servitude. Noble diinni are as strong as the efreet, have 10 hit dice, strike for 3-24 points of damage, and their whirlwind causes 3-18 hit points of damage. Djinn can speak their own tongue and that of any person or beast with intelligence they meet through a limited form of telepathy which enables them to speak appropriately.
 Djinn can travel the elemental planes and the astral as well as the material planes. The social structure of Djinn society is based on rule by a Caliph served by various nobles and officials (vizers, beys, emirs, sheiks, sherrifs, and maliks).
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WASHU’S STORY Page 3
 Washu is determined she won’t be granting wishes and bowing and scraping to beings made of dirt and water anymore, but she is also proud of some of her accomplishments here (especially the destructive ones) and she wants to see how history unfolds. She also has had some really bad masters who mistreated her (Kagato and Dr. Clay to name two). She wouldn’t mind helping the group pay them back for her and tie up some loose ends she’s left behind over the centuries. When she gets enough power she’s taking the team back with her to the astral plane to dish out some payback. To do this she will want to be able to use all the teams magic; Tenchi sword, control of Ryoko, Ayeka’s items and abilities and anything the group gains on the way. But first these characters have a lot of levels they need to gain.
 Washu has superhuman intelligence and a lot of raw magical ability. At first she has no spell book (or rather she has a blank spell book) but she actually understands magic and how magic works and how magic items are made. She cannot instantly create them anymore without her bottle, but she will gain the ability to tweak and change magic items, especially those she once made herself. Washu will copy spells as quickly as she finds them and will develop new spells, but that is going to take a lot of experimenting. Her spell book resembles an ethereal laptop, which only she can summon. It has an almost infinite capacity for spells and includes reference notes. It also easily contains all her notes and diagrams for her experiments. She also is familiar with high level technology but it would require too much of an industrial base to make the parts for robots and the like.
 Washu’s greatest accomplishment on this plane was the creation of Ryoko, a cobalt dragon. This creature was so powerful that she had to use her own ovum to fashion it. Because of this Ryoko’s abilities and personality grow and develop. She has free will and has a soul. Washu feels that she is truly Ryoko’s mother and she will protect her creation. When Yosho wished for a sword that would enable him to kill Ryoko, Washu did the minimum she could. When Yosho wished for Ryoko to be human, Washu made her human in form only, allowing her to keep all her dragon abilities and even giving her abilities an extra boost to allow them to be used in human form. When Yosho wished to control Ryoko, she complicated matters with an enchanted gem and a control word.
 Wahsu will mostly keep to herself in order to outfit herself with spells and items that she needs. The first thing she will create as the research begins research will be a floating tree garden with a house & laboratory using Mordenkainen’s Magnificent Mansion and a Permanency spell. She will use this as her lab to create powerful spells and technological devices. Knowing that the food within the mansion is useless she comes out for meals and has food and drink from the normal world stocked inside. The next spell she will develop will be her Animatronic Doll spell. The next spell will be her Energy Sword spell duplicating Ryoko’s sword.
 Washu biggest problem is that she can die in this body. She prefers a supporting role and tends to hang back and help the party from behind the scenes. She keeps up the physical appearance of a 10 year old girl and will act silly and naive at times. This ensures that no one takes her as a
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WASHU’S STORY Page 4
 threat, and helps her cope with the fact that everyone doesn’t obey her, and praise her intellect and divine beauty (if they could see me in my real form, then they would grovel at my feet!). In reality, not being human, she has an evil scientist’s disregard for human life, morality and conventions. She would be very interested in devices that cause planet wide destruction; creating a black hole, or a dimension door between hear and the surface of the sun, or a warrior robot army.
 She does not wish knowledge of her activities or whereabouts to reach anyone on the astral planes so she will avoid contact with high level clerics, temples, and holy sites. She can command all beings from the elemental plane of air unless they have been sent by another divine power and have been commanded not to obey Washu.
 Mordenkainen’s Magnificent Mansion (AlterationlConjuration) (Unearthed Arcana page 62) Level: 7Range: 1”Duration: 1 hour/level
 Area of Effect: 300 sq. ft. per level of caster
 ExplanationlDescription: By means of this spell, the magic-user conjures up an extra-dimensional dwelling, entrance to which can be gained only at a single point of space on the plane from which the spell was cast. From the entry point, those creatures observing the area will see only a faint shimmering in the air, an area of some 4’ in width and 8’ in height. The caster of the spell controls entry to the mansion, and the portal is shut and made invisible behind him when he enters. He may open it again from his own side at will. Once observers have passed beyond the entrance, they will behold a magnificent foyer and numerous chambers beyond.
 The place will be furnished and contain sufficient foodstuffs to serve a nine-course banquet to as many dozens of people as the spell caster has levels of experience. There will be a staff of near-transparent servants, liveried and obedient, there to wait upon all who enter. The atmosphere and temperature will be clean, fresh, and warm. Since the place can be entered only through its special portal, outside conditions do not affect the mansion, nor do conditions inside it pass to the plane beyond.
 Rest and relaxation within the place is normal, but the food is not. It will seem excellent and be quite filling as long as one is within the place. Once outside, however, its effects disappear immediately, and ravenous hunger will strike unless the individuals actually ate normal food. For each imaginary meal eaten inside the mansion, the individual must spend 1 hour sitting and eating normal fare. Failure to do so means that he or she has lost as many points of strength as he or she ate meals when in the mansion-like space. Such strength loss is restorable upon eating as noted, but this must be done within 6 hours or the loss of strength will be permanent.
 The components for this spell are a miniature portal carved from ivory, a small piece of polished marble, and a tiny silver spoon. These are utterly destroyed when the spell is cast.
 (It is worth mentioning that this spell has been used in conjunction with a normal portal, as well as with illusion magic. There is evidence that the design and interior of the space created can be altered to suit the caster’s wishes.)
 Mordenkainen's Sword (Evocation) (Player’s Handbook page 88) Level: 7 Components: V, S, MRange: 3" Casting Time: 7segmentsDuration: 1 round/level Area of Effect: SpecialSaving Throw: None
 Explanation/Description: Upon casting this spell, the magic-user brings into being a shimmering sword-like plane of force. The spell caster is able to mentally wield this weapon (to the exclusion of activities other than movement), causing it to move and strike as if it were being used by a fighter. The basic chance for Mordenkainen's Sword to hit is the same as the chance for a sword wielded by a fighter of one-half the level of the spell caster, i.e. if cast by a 14th level magic-user, the weapon has the same hit probability as a sword wielded by o 7th level fighter. The sword has no magical "to hit" bonuses, but it can hit any sort of opponent, even those normally struck only by +3 weapons or astral, ethereal or out of phase; and it will hit any armor class on a roll of 19 or 20. It inflicts 5-20 hit points on opponents of man-size or smaller, and 5-30 on opponents larger than man-sized. It can be used to subdue. It lasts until the spell duration expires, a dispel magic is used successfully upon it, or its caster no longer desires it.
 The material component is a miniature platinum sword with a grip and pommel of copper and zinc which costs 500 g.p. to construct, and which disappears after the spell's completion.

Page 5
						

WASHU’S STORY Page 5
 Washu’s Animatronic Doll Spell (AlterationlConjuration)Level: 7Range: 0” (must be touching doll when cast)Casting Time: 1 roundDuration: 1 hour / levelArea of Effect: The Caster and a Specially Constructed Doll.Saving Throw: None
 Explanation / Description: By means of this spell, the magic-user animates a doll which will then become to all appearances the magic user himself (or herself). The doll has as many hit points as the magic user. It moves with his or her speed and with his or her dexterity and strength. Items on the magic user’s person inside the extra-dimensional space are not accessible to the doll form so the doll must be equipped with weapons, magic items and spell components prior to the casting of the spell in order to use them, or it can pick up items left for it after the spell is cast. The armor class of the doll is that of the magic user without any armor or magical protection items, unless these items have been transferred to the doll. Spells cast on the magic user prior to the spell do not extend to the doll.
 The magic user can cast spells and perform all functions through the doll body; hearing, seeing and smelling through its ears, eyes and nose; feeling with its hands and even tasting through its mouth. The magic users body is in an extra dimensional space inside the doll, but is unaffected by anything that happens to the doll. The doll may be physically damaged; causing the magic user pain but no loss of hit points, or physically restricted so as to prevent the magic user from moving the arms or legs of the doll. Spells that affect only flesh and blood or living tissue without causing physical damage (such as polymorph, hold, flesh to stone, slow, cloudkill, death, or healing spells and their reverse forms) will not affect the doll or magic user. However the magic user does hear, see, and smell through the doll, so a gaze weapon will work, while gorgon breath will not; a bad smell such as stinking cloud will work, while cloudkill will not; and a power word which the magic user will hear will work while a death, hold or sleep spell which target the doll body will not.
 The spell will expire at the end of the duration, or whenever the magic user chooses, or when the doll body is destroyed by taking accumulated damage equal to the magic user’s total hit points. When the spell expires the magic user appears at a point of his or her choosing up to 10’ away from the doll body and the doll body will revert to its rag doll form. Torture to inflict pain only, or drowning, strangling, exposure to hot or cold environments which do not cause physical damage to the doll, while uncomfortable for the magic user do not count as damage in respect to ending the spell duration, even if characters normally accrue damage or strength loss from these in the game. The magic user could walk all day in the desert sun or lie all night in the cold snow, remain underwater or dangle from a hangman’s noose only feeling the discomfort but not taking damage or loosing strength.
 The components for this spell are a doll constructed so as to be recognizable as the spell caster and 100 gp worth of gold and silver wire. The doll must be at least half the size of the spell caster, although it will appear full sized during the duration of the spell. If the doll is damaged beyond ¼ of the magic user’s hit points it cannot be used again. The wire disappears and must be replaced each time the spell is cast.
 Washu's Energy Sword (Evocation)Level: 8 Components: V, S, M Range: special Casting Time: 1segmentDuration: ½ round/level Area of Effect: SpecialSaving Throw: ½ damage
 Explanation/Description: Upon casting this spell, the magic-user brings into being a red shimmering sword-like plane of force. The spell caster is able to physically wield this weapon, using it to strike and parry as if they were a fighter ½ their level. The basic chance for Washu's Sword to hit is the same as the chance for a sword wielded by a fighter of one-half the level of the spell caster, i.e. if cast by a 14th level magic-user, the weapon has the same hit probability as a sword wielded by a 7th level fighter. The sword has no magical "to hit" bonuses, but it can hit any sort of opponent, even those normally struck only by +3 weapons or astral, ethereal or out of phase; and it will hit any armor class on a roll of 19 or 20. It inflicts 10-60 hit points of fire or electrical damage on both opponents of man-size or smaller, and opponents larger than man-sized. If the creature makes a saving throw only half damage is taken. It cannot be used to subdue. It lasts until the spell duration expires, a dispel magic is used successfully upon it, or its caster no longer desires it. Whether the sword will do fire or electrical damage must be chosen when the spell is memorized.
 The material component is a miniature platinum sword with a grip and pommel of copper and zinc which costs 500 g.p. to construct, and which disappears after the spell's completion.
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WASHU’S STORY Page 6
 Magic Mirror (Enchantment - Divination) (Unearthed Arcana page 57)Level: 4Range: TouchDuration: 1 round/levelArea of Effect: Special
 ExplanationlDescription: By means of this spell, the magic-user changes a normal mirror into a scrying device similar to a crystal ball. The details of the use of such a scrying device are found on p. 141 of the DMG under the description for the crystal ball. The mirror used must be of finely wrought and highly polished silver of a minimum cost of 1,000 gp. This mirror is not harmed by casting of the spell as are the other material components -the eye of a hawk, an eagle, or even a roc, and nitric acid, copper and zinc (cf. 5th-level cleric spell magic font and 2nd-level druid spell reflecting pool). The following spells can be cast through a magic mirror: comprehend languages, read magic, tongues, infravision, and ultravision. The following spells have a 5% chance per level of the caster of operating correctly if cast through the magic mirror: detect magic, detect good/evil, message, and detect illusion. There is a chance of the target realizing he or she is being watched. The base chance for a target to detect any crystal ball-like spell is listed in the crystal ball item description, with the following additions: A cavalier has a base 5% chance of detecting scrying and a barbarian has a base 1% chance.
 Crystal Ball: This is the most common form of scrying device, a crystal sphere of about %’ diameter. A magic-user can use the device to see over virtually any distance or into other planes of existence. The user of a crystal ball must know the subject which is to be viewed. Knowledge can be from personal acquaintance, possession of personal belongings, a likeness of the object, or accumulated information. Knowledge is the key to how successful location will be, not distance:
 Subject is Chance of Locating
 Personally well known 100%
 Personally known slightly 85%
 Pictured 50%
 Part of in possession 50%
 Garment in possession 25%
 Well informed of 25%
 Slightly informed of 20%
 On another plane -25%
 * Unless masked by magic or psionics.
 The chance of locating also dictates how long a magic-user will be able to view the subject, both with respect to length of period and frequency:
 Chances of Locating* Duration Frequency
 100% or more 1 hour, 3 times / day
 99% to 90% ½ hour, 3 times / day
 89% to 75% ½ hour, 2 times /day
 74% to 50% ½ hour, 1 time/day
 49% to 25% ¼ hour, 1 time/day
 24% or less 1/6 hour, 1 time/day
 Washu’s Bannana Phone (Enchantment - Divination)Level: 4 Components: V, S, MRange: special Casting Time: 1 roundDuration: 1 round/level Area of Effect: SpecialSaving Throw: None
 Explanation / Description: By means of this spell, the magic-user opens and auditory channel between themselves and an object belonging to another person allowing them to converse normally through the object over virtually any distance and across other planes of existence. The object chosen must be capable of being held like a telephone receiver. The object will ring and recipient must hold it near their head and speak before the object stops ringing and the channel is fully established. If the person and his items are well known there is base 100% chance the spell reaches the intended object. Releasing the object or replacing it in its normal position ends the spell.
 If the person to be reached is not well known the caster may try to reach the person through the operator by giving the person’s name, location, title. This takes 1 round plus 1-4 rounds to reach the target.
 Subject is Chance of Locating
 Personally well known 100%
 Name, Title and location 75%
 (2) of the above (Name & Title, … etc.) 50%
 Name only, Title only, Location only: 25%
 On another plane -25%
 Chosen item in possession of another -25%
 Failure will result in a wrong number and a similar item belonging to someone else will ring.
 Material component of the spell is a banana.
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WASHU’S STORY Page 7
 Washu’s Hammer (Enchantment - Divination) Comparable to Power Word Stun
 Level: 7 Range: Melee Components: V, S, M Damage: 10-40 points damageDuration: 1 Hit Casting Time: 1/10th segment Effect: Stun creatures with < 90 Hit PointsSaving Throw: None Area of Effect: One creature or object. Hits creatures only affected by +2 weapons
 Explanation Description: By means of this spell, the magic-user brings into existence a large hammer similar in size and shape to a Maul of the Titans (8’ long and 150 lbs.). The hammer will be invisible until it hits and upon striking produces a loud gong like sound. The hammer automatically hits even creatures that can normally be hit by +2 weapons only and does 10-40 hit points of damage. It will stun creatures with 1 - 30 hit points for 4-16 rounds, creatures with 31 to 60 hit points for 2-8 rounds and creatures with 61 to 90 hit points for 1-4 rounds. Stunned opponents are reeling and unable to think coherently or act, and attacks against them are +4 to hit. If the head of the creature cannot be struck then a foot or arm or tail will suffice, causing the creature to grab the affected body part and hop in pain for the number of rounds stunned. It can destroy a 2” thick door 4’ wide by 10’ tall or similar wooden structure.
 Only the arms of the caster must be free to make the swinging motion of hitting with a sledge hammer, the material component is a small 3” silver, gold and platinum hammer worth about 100gp which must be somewhere on the spell casters person and disappears when the spell is cast.
 Power Word, Stun (Conjuration/Summoning)
 Level: 7 Components: VRange: 5"/level Casting Time 1 segmentDuration: Special Area of Effect: One creatureSaving Throw: None Explanation/Description: When o power word, stun is uttered, any creature of the magic-user's choice will be stunned - reeling and unable to think coherently or act - for 2 to 8 (2d4) melee rounds. Of course, the magic user must be facing the creature, and it must be within the spell caster's range of 5" per level of experience. Creatures with 1 to 30 hit points willbe stunned for 4-16 (4d4) rounds, those with 31 to 60 hit points will be stunned for 2 to 8 (2d4) rounds, those with 61 to 90 hit points will be stunned for 1 to 4 (d4) rounds, and creatures with over 90 hit points will not be affected Note that if a creature is weakened due to any cause so that its hit points are below the usual maximum, the current number of hit points possessed will be used.
 Evard’s Black Tentacles (ConjurationlSummoning) (Unearthed Arcana page 56)
 Level: 4 Components: V; S, MRange: 3“ Casting Time: 8 segmentsDuration: 1 round/level Saving Throw: SpecialArea of Effect: 30 sq. ft. per level of caster
 ExplanationlDescription: By means of this spell the caster creates many rubbery, black tentacles in the area of effect of the dweomer. These waving members seem to spring forth from the earth, floor, or whatever surface is underfoot - including water. Each tentacle is 10’ long, AC 4, and takes as many points of damage to destroy as the magic-user who cast the spell has levels of experience. Furthermore, there will be one such tentacle for each of the levels of experience of the spell caster. Any creature within range of the writhing tentacles is subject to attack. If more than one target is within range of a tentacle, the probability of attack on each is determined and the result found by die roll. A victim of a tentacle attack must make a saving throw versus spell. If this succeeds, the victim takes 1-4 hit points of damage from initial contact with the tentacle, and it then is destroyed. Failure to save indicates that the damage inflicted will be 2-8 points, the ebon member is wrapped around its victim, and damage will be 3-12 points on the second and succeeding rounds. Since these tentacles have no intelligence to guide them, there is the possibility that they will entwine any object - tree, post, pillar - or continue to squeeze a dead opponent. Once grasped, a tentacle remains wrapped around its chosen target until the tentacle is destroyed by some form of attack or it disappears due to the expiration of the dweomer’s duration. The component for this spell is a piece of tentacle from a giant octopus or giant squid.
 Washu’s Instant Restraints (Conjuration / Summoning) Comparable to a Portable, Non-Damaging, Long Lasting form of Evard’s Black Tentacles or a very elaborate, portable, long lasting Hold Person.
 Level: 4 Components: V; S, MRange: 3“ Casting Time: 8 segmentsDuration: 1 turn / level Saving Throw: SpecialArea of Effect: 10’ x 10’ / One Creature
 Explanation / Description: By means of this spell the caster creates an invisible 3’ circular disc of null-gravity similar to Tenser's Floating Disc which can move at 12” per round and can carry 2,000 g.p. of weight (200 lbs) per level of the spell caster. Upon command many black, rubbery, rope-like tentacles spring out of the area of effect of the disc. Each tentacle is 10’ long, AC 4, and takes as many points of damage to destroy as the magic-user who cast the spell has levels of experience. Furthermore, there will be one such tentacle for each of the levels of experience of the spell caster. Each Tentacle will attempt to bind the targeted creature who must make a saving throw versus spell for each attacking tentacle. If this succeeds, the victim eludes the tentacle which then disappears in a puff of smoke. Failure to save indicates that the ebon strand is wrapped around its victim. A six sided dice determines where the tentacle wraps around its victim. The appendage so entwined is rendered immobile due to the strength of the tentacles (19 strength, 1000 lbs. to break per tentacle). Once grasped, a tentacle remains wrapped around its chosen target until the tentacle is destroyed by some form of attack or it disappears due to the expiration of the dweomer’s duration. The magic user can cancel the spell or an individual tentacle at any time.
 The component for this spell is a piece of tentacle from a Roper or Strangle Weed.1 - Left Arm2 - Right Arm3 - Left Leg4 - Right Leg5 - Trunk6 - Head
 Clay’s Capturing Cytoplasm (Conjuration / Summoning) Comparable to a Non-Damaging, Long Lasting form of Evard’s Black Tentacles or a very elaborate, long lasting Hold person.
 Level: 4 Components: V; S, MRange: 3“ Casting Time: 1 segmentDuration: 1 turn / level Saving Throw: SpecialArea of Effect: 5’ x 5’ x 5’ / One Creature
 Explanation / Description: By means of this spell the caster forms an enveloping cytoplasmic creature directly beneath the targeted creature which tries to envelope the target creature. The creature’s sudden appearance can surprise the victim on roll of 1-3 on a d6. The creature is never surprised. The blob of cytoplasm can stretch and shoot forth tentacles up to 60’, one tentacle for every 2 levels of the spell caster. Each Tentacle will attempt to bind the targeted creature and requires a roll to hit with the same probability of success as the magic user directing the cytoplasm. If any tentacle successfully hits it sticks to the target and will pull the target into the mass of cytoplasm. No action is possible within the cytoplasm; victims can breathe but not speak. The magic user can direct the cytoplasm to uncover parts of the victim such as the head to allow speech. Under the direction of the magic user the cytoplasm can move objects within itself such as removing a person’s sword from their hand and moving it out to the magic user. However, the creature is not capable of fine motor skills such as untying, opening or unbuckling.
 The creature is AC 4 and has as many hit points as the caster has levels. It is immune to damage from physical blows but is subject to fire, electricity, cold, acid, and magical attacks. All attack damage is taken by the creature which shields the victim. When killed the creature instantly hardens to a brittle solid material which can be shattered.
 The component for this spell is a piece of tentacle from a Giant Portuguese Man-O-War.
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 Chant (Conjuration/Summoning)Level: 2 Components: V, SRange: 0 Duration: Time of chanting Area of Effect: 3" radius Saving Throw: None Explanation/Description: By means of the chant, the cleric brings into being a special favor upon himself or herself and his or her party, and causes harm to his or her enemies. Once the chant spell is completed, all attacks, damage and saving throws made by those in the area of effect who are friendly to the cleric are at + 1, while those of the cleric's enemies are at -1. This bonus/penalty continues as long as the cleric continues to chant the mystic syllables and is stationary. An interruption, however, such as an attack which succeeds and causes damage, grappling the chanter, or a magical silence, will break the spell.
 Cheer (Conjuration/Summoning) Comparable to a Chant Spell
 Level: 3 Components: V, S, MRange: 0 Duration: Time of chanting Area of Effect: 6" radius Saving Throw: None Explanation/Description: By means of the cheer spell, the magic user brings into being a special favor upon himself or herself and his or her party, and causes harm to his or her enemies. Once the cheer spell is completed, all attacks, damage and saving throws made by those in the area of effect who are friendly to the magic user are at + 1, while those of the magic user’s enemies are at -1. This bonus / penalty continues as long as the magic user (and his or her squad) continues to cheer the mystic syllables (rah, rah, rah, sis, boom, bah, or some such) and continues in the prescribed moves. An interruption, however, such as an attack which succeeds and causes damage, grappling the cheerleader, or a magical silence or darkness, will break the spell. Persons cheering are allowed normal saving throws, bonuses and armor class because they can dodge and interact with the audience.
 Cheer Squad: for every 3 levels above 5th (8th, 11th, 14th ,17th ) the caster is able to lead another person in the cheer causing an addition +1 / -1 to die rolls. If any member of the squad is interrupted the whole spell ends.
 All persons cheering must have a positive reaction adjustment (Charisma 13-18) and be of a race with which contact is preferred, tolerated or with which goodwill exists or the spell is reversed into a heckle spell. (A half-orc girl with a Charisma of 6 cheering you on gives you the creeps and gives your enemies something to taunt you with). Exceptions for individuals due to game circumstances may be made by the D.M.
 The material component of the spell is a set of fans or pennants inscribed with a logo, or a set of pom poms. Male magic users can use a sweater with an inscribed logo and makeup or an animal headpiece.
 Elowa’s Enlightened Breeding Etiquette: Copied from Elowa’s spell book.Level: 3rd Components: V, S, MRange: 0” Casting Time: 1 turnDuration: Special Saving Throw: SpecialArea of Effect: One Creature at moment of conception.
 This spells allows the magic user to breed certain traits into creatures, it also allows mating between different species (or even different families and kingdoms) to produce hybrid offspring and gives the magic user a chance to select what attributes of each creature the offspring will have. It is cast upon a male and female prior to breeding and breeding must take place within 1 hour after the spell is cast. (Artificial insemination may be used.) The magic user may try to influence 1 trait for every 2 levels of experience he possesses.
 There is only a 5% chance of failure for each trait such as Male/Female, Strength, Dexterity, Constitution, Intelligence, Wisdom, Charisma, etc. Thus a female magic-user with 18 intelligence could offer her fighter / husband with 18 strength a son which will grow to have 18 Strength and 18 Intelligence with only a small chance of failure 5%(son)+5%(my Intelligence)+5%(your strength) = 15% chance of failure. These traits must be natural and not gained or augmented through magical means.
 There is a 10% chance of spell failure for each natural trait and ability, even if magical in nature, such as a troll’s regeneration or a doppelganger’s ability to change shape or use esp. This allows magic users to create half-breeds and new monsters from standard monsters.
 There is a 15% chance of spell failure for attributes involving body parts, eagle wings on a horse, carrion crawler tentacles on a bat, or even producing an offspring that looks exactly like the father or mother.
 There is a 20% chance of spell failure for permanent magical and physical traits gained by adventuring, such as reading tomes, drinking from a pool, using wishes, etc.
 There is a 25% chance of spell failure for non-permanent magical effects such as spells, potions, and magic items. You can try to produce a vorpal bunny by pouring oil of sharpness on a rabbit and then casting haste on him prior to breeding him, or produce invisible offspring by casting an invisibility spell on one parent, or produce superhuman strength in a child by wearing your girdle of giant strength during the process.
 If the spell fails the magic-user can roll to save vs. spells. If successful the magic-user will know the spell has failed and can cancel the spell. (I insisted on this.)
 If the spell fails and magic user fails their save vs. spells or allows the breeding to proceed anyway the D.M. will pervert the offspring in any way he sees fit contrary to the desires of the spell caster. (The D.M. insisted on this.)
 The material component of this spell is a large bed on which the mating takes place and which falls apart during the mating process.
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 Bowser’s Bountiful Bar: (AlterationlConjuration) Copied from Elowa’s spell book.Level: 4th Components: V, S, MRange: 0” Casting Time: 1 turnDuration: 6 hours Saving Throw: SpecialArea of Effect: 20’ x 20’
 This spell is the collaboration of Elowa, a half-elf Magic-User / Thief, and Bowser, a shadow cat Illusionist /Assassin. It is named for Bowser who lost his life field testing this spell in a dungeon environment (but of course he had nine of them).
 This spell brings into existence a 20’ long bar with bar stools on one side and cabinets full of all varieties of liquor and condiments on the other side as well as tables and chairs set about the area of effect. An unseen servant will mix and serve whatever drink is ordered, or characters can help themselves from behind the bar. The duration is 6 hours or until dispelled, at which time everything vanishes.
 Citing the precedence of Mordenkainen’s Magnificent Mansion, a 7th level spell of much greater power in which the food eaten and all its effects vanish at the end of the spell leaving the players weak and famished, it was expected that the effects of the alcohol would vanish with the spell leaving the players sober. In actual adventuring the effects of the alcohol continued long past the duration of the spell and even after the magic user cast dispel magic on the players. A cleric’s neutralize poison will not remove the effects either.
 A character who willingly enters the spell area must save vs. spell not to drink or to stop drinking.
 EFFECTS OF ALCOHOL AND DRUGS Dungeon Master’s Guide page 82-83
 Approximate Dosage: x weight/200 x Constitution /10
 1 bottle 3 bottles 6 bottles
 Slightly Intoxicated Moderately Intoxicated Greatly Intoxicated *
 Bravery +1 +2 +4
 Morale +5% +10% +15%
 Intelligence -1 -3 -6
 Wisdom -1 -4 -7
 Dexterity 0 -2 -5
 Charisma 0 -1 -4
 Attack Dice 0 -1 -5
 Hit Points 0 +1 per level +3 per level
 * [The D.M. is allowed to tell a player who is greatly intoxicated any distorted version of real events he desires.]
 *Beyond great intoxication persons become comatose and will sleep for 7 to 10 hours.
 The material component of this spell is a shot glass full of distilled spirits which the magic user must drink in one swift motion.
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 Transmute Rock to Mud (Alteration) Reversible
 Level: 5 Components: V, S, MRange: 16" Casting Time: 7segmentsDuration: Special Saving Throw: NoneArea of Effect: 2" cube/level
 Explanation/Description: This spell turns natural rock of any sort into an equal volume of mud. The depth of the mud can never exceed one-half itslength and/or breadth. If it is cast upon a rock, for example, the rock affected will collapse into mud. Creatures unable to levitate, fly, or otherwise free themselves from the mud will sink and suffocate, save for lightweight creatures which could normally pass across such ground. The mud will remain until a dispel magic spell or a reverse of this spell, mud to rock, restores its substance - but not necessarily its form. Evaporation will turn the mud to normal dirt, from 1 to 6 days per cubic 1" being required. The exact time depends on exposure to sun, wind and normal drainage. The mud to rock reverse will harden normal mud into soft stone (sandstone or similar mineral) permanently unless magically changed.
 Clay’s Crystal Confinement (Transmute Air to Crystal) (Alteration) Reversible
 Level: 6 Components: V, S, MRange: 1” / Level Casting Time: 7segmentsDuration: Special Saving Throw: NoneArea of Effect: 45 °cone up to 1/3 ’ high / level
 Explanation/Description: This spell turns normal air into an equal volume of greenish crystal. The crystal must form as a rough 45° cone with its base resting on the ground or floor. The diameter of the base of the cone is twice the height of the cone, such that a 6’ high cone must be 12’ across at the base. It will not affect air in the lungs or air within 6” of the head where the gas is called breath not air. Creatures that do not breathe can ignore this rule. A cone which extends above the victims head and encloses it will suffocate an opponent in 1 turn (the cone must be thicker than 2’ at the head level i.e. a 1’ diameter head + 6” of surrounding breath is a 2’ diameter sphere). The crystal will remain until destroyed or a reverse of this spell, crystal to air, removes it, no other spell will affect it. The crystal can be broken by a blow that delivers 20 points of damage per 1’ of crystal thickness in the direction of the blow. The magic properties of this crystal prevent any magic from passing through it similar to a wall of force.
 An 8’ high cone cast around a 6’ person standing up would be 4’ thick at the 6’ [16’ base x (8’ height of cone - 6’ height of head ) / 8’ height of cone = 16x(8-6)/8 = 4’. So the cone is 4’ across at the 6’ high mark leaving a 2’ diameter sphere around the victim’s head the walls of this sphere are 1 ’ thick. This 1 ’ thin part of the cone surrounding the victim’s head may be shattered by a blow delivering 20 points damage allowing in air.
 The crystal to air reverse spell will evaporate crystalline objects within the area of effect including sand, salt, mineral crystals, gems and glass. Creatures from the elemental plane of earth or those with gems or crystals as part of their physical bodies take 1d6 damage per level of spell caster. Crystal substances evaporated are lost forever due to dispersion in the atmosphere and cannot be reformed except by a wish.
 Volume of a cone = 1/3 π r2 h (assume π = 3) and that r = h for a 45 ° cone so the volume of the crystal = h3 and weight is 100 lbs per cubic foot.
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