





New Magical Spells








--------------------------------------------------------------------------------





Mnemonic Implant


Level 4, Enchantment/Charm








Range: 


 Touch 


 


Components: 


 V, S 


 


Duration: 


 Permanent 


 


Casting Time: 


 4 


 


Area of Effect: 


 One person or creature 


 


Saving Throw: 


 Negates 


 





This spell is similar to the second level forget  spell, except that it allows for the altering of the subject's specific memories.





The first application of this spell allows the mage to extract specific memories from the subject's mind. One minor memory (amount of money in purse, home address, etc.) can be stripped for every two levels of the caster. Major memories (i.e. the subject's name, character class, even full identity) are stronger, and only one can be stripped for every four levels of the caster.





The second application of this spell allows the caster to implant specific memories in the subject's mind. These memories can replace those taken, or even contradict previously existing memories.





The target is allowed an initial saving throw to avoid the effects of this spell. A priest's heal  or restoration  spell, if cast specifically for this purpose, will restore the lost memories and destroy the false memories, as will a limited wish  or wish, or psychic surgery, but no other means will do so.











--------------------------------------------------------------------------------





Object Contingency


Level 7, Evocation








Range: 


 Touch 


 


Components: 


 V, S, M 


 


Duration: 


 Special 


 


Casting Time: 


 1 round 


 


Area of Effect: 


 1' cube/level 


 


Saving Throw: 


 None 


 





This spell is similar to the 6th level mage spell contingency, except that it affects inanimate objects only. The spell is cast upon an object or area not exceeding 1' cube/level of caster, followed by one spell (spell level determined by caster level, as per the 6th level contingency  spell ) which will be triggered when the conditions described in the casting are met.





For instance, object contingency  could be cast upon a wizard locked  door, with the intent to re-wizard lock   the door should the spell be circumvented with a knock  or a dispel magic  spell. Note that the conditions must be specific. Any one object can have only one object contingency  in place at any one time.





Unlike the 6th level contingency  spell, this spell can be cast in conjunction with both attack and defensive spells. This spell lasts until the conditions are met, and the contingency is triggered.





The material component of this spell is a small, scale model (at least one inch tall) of the object or area to be warded, which is consumed in the casting. The model need not be of high quality or expensive materials, but it must be hand crafted by the caster, and be of the same material as the object or area to be warded.











--------------------------------------------------------------------------------





Adder's Mystical Forwarding


Level 8, Alteration








Range: 


 0 


 


Components: 


 V, S, M 


 


Duration: 


 Permanent, until triggered 


 


Casting Time: 


 1 turn 


 


Area of Effect: 


 1 ten foot cube per level 


 


Saving Throw: 


 None 


 





This powerful spell wards a specific area against intrusion from teleporting  individuals. When cast, the spell causes a redirection of magical energies, in such a way that a teleport, dimension door,  or teleport without error  spell is confused as to the destination.





The teleporting mage or creature is sent to one of two possible places (decided at the time of the casting of the forwarding ). First, he can be sent back to his original location (where he was when the teleport was cast). The second probability is much more devious. The intruding mage is instantly teleported to a random location, somewhere on the planet. This can be literally anywhere (in a tree, atop a high mountain, or even deep inside a cave or dungeon. Note that the destination cannot be inside a solid object).





Because the spell operates instantly, no saving throw is possible, except in the case of the teleport without error  spell. This spell allows the mage a saving throw versus spells with a -5 penalty. Failure indicates that the mage is sent to the location decided by the caster of Adder's mystical forwarding, and success indicating that the teleporting mage is sent back to his starting position, regardless of the location determined by the spell.





