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	Mage spells, level 1

	Chromatic Orb  (Evocation)
Hit target with sphere doing 1-16 damage and more.
L10 stones, L12 kills, easily saved. Greater Malison first.
	Identify  (Divination)
Succesfully identifies the item in the inventory.
Good as a supplement to e.g. Glasses of Identification.
	Magic Missile  (Evocation)
Shoots up to five missiles doing 1d4+1 damage each.
Quick casting and no saves. The best level 1 spell.

	Mage spells, level 2

	Detect Invisibility  (Divination)
Reveal everything invisible within a 70’ area.
Might be worth keeping one memorized.
	Invisibility  (Illusion/Phantasm)
Causes the creature touched to become invisible.
Personally I like using thieves or Staff of Magi better.
	Melf’s Acid Arrow  (Conjuration)
Does 2d4 damage, 6-8 level lasts for 3 rounds, etc.
Moderate damage and can be saved. Good against trolls.

	Mirror Image  (Illusion/Phantasm)
Creates 2-8 duplicates of caster, confusing enemies.
Quick casting and sometimes worthwhile.
	Resist Fear  (Abjuration)
Raises morale in 30’ area, to avoid fear.
Lasts for 1 hour. Remember to use it against dragons.
	Strength  (Alteration)
Set target STR to 18-19, regardless of original STR.
Good for weaklings that need to fight melee.

	Vocalize  (Alteration)
Target can cast spells even when silenced.
Rarely used, but brilliant when a mage has been silenced.
	Web  (Evocation)
Holds all in 30’ area, saving -2 penalty for free moving.
Sometimes surprisingly effective in high-level battles.
	

	Mage spells, level 3

	Dispel Magic  (Abjuration)
Removes magical effects in 30’ area.
Slow casting, but good for removing mind control spells.
	Fireball  (Evocation)
1-10d6 damage in 30’ area, but easily saved later.
Not so interesting in later levels, but try with Web spell.
	Flame Arrow  (Conjuration/Summoning)
Shoot bolts each doing 1d6 piercing + 4d6 fire damage.
Up to 90 HP damage at level 15, but can be saved.

	Ghost Armor  (Conjuration/Summoning)
Creates magical field for caster with an AC of 2.
Quick casting and long lasting (5 minutes).
	Haste  (Alteration)
All in 40’ area get -2 weapon speed and 1 extra attack.
Everyone is usually fatigued when the spell expires.
	Invisibility 10’ Radius  (Illusion/Phantasm)
Everyone in 10’ area becomes invisible.
Good when you want to move entire party past enemies.

	Melf’s Minute Meteors  (Evocation/Alteration)
Does 1d4 damage per level, +3 normal +3 fire damage.
May cast up to 5 missiles per round with +5 to attack rolls.
	Skull Trap  (Necromantic)
Throw skull to trigger 30’ fireball area when touched.
More powerful than a fireball  because of pure damage.
	Slow  (Alteration)
All in 40’ area move at half rate at -4 save penalty.
Unlikely that most creatures will make the save.

	Mage spells, level 4

	Greater Malison  (Enchantment/Charm)
All enemy saving throws are -4 in a 60’ area.
Really great before casting other offensive spells.
	Ice Storm  (Evocation)
Does 2d8 damage in 60’ area, repeated for 4 rounds.
The ice answer to fireball, but doesn’t grow in level power.
	Minor Sequencer  (Invocation/Evocation)
Stores 2 level 1-2 spells, used from special ability.
2 Melf’s Acid Arrows or 2 Magic Missiles is great.

	Otiluke’s Resilient Sphere  (Alteration)
Creates a sphere on target, immune to all damage.
Good for setting an enemy or ally aside, but easily saved.
	Spider Spawn  (Conjuration/Summoning)
Summons 1-2 spiders.
At level 12+ a sword spider is summoned. Not too shabby.
	Spirit Armor  (Necromancy)
Target is protected with AC of 1, +3 save vs. magic.
When expired, 2d4 damage may occur. Long duration.

	Stoneskin  (Alteration)
Every 2 levels of caster gains an additional skin.
A level 20 mage has 10 layers. Use it in a Contingency.
	Wizard Eye  (Divination/Alteration)
Use a peeking eye up to 60’ away.
Short duration, but great for scouting. Easily killed in ToB.
	

	Mage spells, level 5

	Animate Dead  (Necromancy)
Summon skeletons, or skeleton warrior at level 15.
Duration is 8 hours. Immune to most mind control spells.
	Breach  (Abjuration)
Breaches a whole range of (often magical) protections.
Very important until later areas of SoA and ToB.
	Cloudkill  (Evocation)
Create toxic cloud in 40’ area doing poison damage.
Use with Web spell – or just close the door (cheese).

	Lower Resistance  (Abjuration/Alteration)
Lower magic resistance 10% + 1% per level.
No saving throws and cannot be dispelled. Cumulative.
	Spell Immunity  (Abjuration)
Pick a spell school to be protected against.
Not always easy to know what to be protected against.
	Sunfire  (Evocation)
Fireball 30’ area 1d6 for each level of caster.
At level 15 it does 90 HP of damage. Only caster is unhurt.

	Mage spells, level 6

	Chain Lightning  (Invocation/Evocation)
Burn enemies near caster with 1d6 for each 2 levels.
A friendly version of Lightning Bolt. L12 does 6d6 damage.
	Contingency  (Evocation)
Store a spell and choose a condition for casting it.

Like use Stoneskin at 50% HP. Always have one ready.
	Death Fog  (Evocation)
Create acidic fog in 30’ area, kill summoned creatures.
Basically just use it to instantly get rid of all summons.

	Death Spell  (Necromancy)
Creatures less than 8 hit dice are killed in a 30’ area.
All summons are also killed. Not too useful in ToB, though.
	Improved Haste  (Alteration)
Doubles movement and attack rate on target.
Genuine doubling, and no fatigue sets in afterwards.
	Invisible Stalker  (Conjuration/Summoning)
Summons a creature immune to mind control spells.
Lasts 9 hours. Great against e.g. mind flayers.

	Pierce Magic  (Abjuration)
Lower magic resistance, zap one level 1-8 protection.
Cast several. Lower Resistance is often a better choice.
	Power Word: Silence  (Conjuration/Summoning)
Silence target for 7 rounds.
Throw two at mage to make him use up his Vocalize spells.
	Protection from Magic Energy  (Abjuration)
100% invulnerability to all magic based attacks.
Effective and has a long duration. On creature touched.

	Protection from Magical Weapons  (Abjuration)
100% invulnerability to magical weapons.
Short duration, but the spell is very important in ToB.
	Summon Nishruu  (Conjuration/Summoning)
It sucks magical charges and spells from a magician.
Short duration but very efficient against powerful mages.
	True Sight  (Divination)
All illusions and invisibility in 70’ area is revealed.
Better make your paladin cast it, his version is much faster.

	Mage spells, level 7

	Finger of Death  (Necromancy)
Does 2d8+1 damage, and if not saved the target dies.

Slow casting, but is a missile attack and is hard to save.
	Khelben’s Warding Whip  (Abjuration)
Dispels level 1-8 spells per round for 3 rounds.
Use with Breach, Greater Malison and Lower Resistance.
	Mass Invisibility  (Illusion/Phantasm)
All in 30’ area are invisible even when attacking.
Even when spotted, you get +4 to saving throws. Not bad.

	Mordenkainen’s Sword  (Evocation)
Wizard gains a sword that may do 5-20 damage per hit.
Acts as a summon, immune to physical/magical attacks.
	Power Word: Stun  (Conjuration/Summoning)
Stun target for a duration that depends on its HP.
Those over 90 HP are unaffected. Not too good in ToB.
	Prismatic Spray  (Conjuration/Summoning)
Create 70’ long cone with various damaging effects.
Quite random what happens, but never damages allies.

	Ruby Ray of Reversal  (Alteration)
Dispel one spell protection of any level on target.
Use Khelben’s Warding Whip until later in ToB.
	Spell Sequencer  (Invocation/Evocation)
Store 3 spells of level 1-4 for later instant casting.
Extremely useful, make sure you always have one ready.
	Spell Turning  (Abjuration)
Reflects most spells back to the original caster.
Especially good against beholders.

	Mage spells, level 8

	Abi-Dalzim’s Horrid Wilting  (Necromancy)
Evaporates moisture in 30’ area, 1d8 damage per level.
Doesn’t harm party, always does damage, and improves.
	Bigby's Clenched Fist  (Evocation)
Giant hand squeeze target for 4d6 or 6d6 damage.

In higher levels of ToB, it is saved more and more often.
	Pierce Shield  (Abjuration)
Attacks magic resistance in several combinations.
Possibly the best spell against magical protections.

	Simulacrum  (Illusion/Phantasm)
Summon a mage twin with 60% of caster’s power.
Especially powerful when you pass level 25.
	Spell Trigger  (Invocation/Evocation)
Store 3 spells of level 1-6 for later instant casting.
You cannot have more than one, but even then it’s a must.
	

	Mage spells, level 9 and 10

	Chain Contingency  (Evocation)
Store 3 spells of level 1-8 and a condition for casting.
Hard to script, but potentially can be very powerful.
	Imprisonment  (Abjuration)
Touched target is suspended forever, no saving throw.
Bypasses magical resistance, but you lose the loot.
	Power Word, Kill  (conjuration,summoning)
Target of (now) no more than 60 HP is killed, no save.
A good finishing spell with a very short casting time.

	Shapechange  (Alteration)
Change into mind flayer, iron golem, elemental or troll.
Also greater werewolf. Has a good duration.
	Spell Trap  (Abjuration)
Each spell that hits the barrier make caster recall one.
30 levels of spell absorbation and has a good duration.
	Time Stop  (Alteration)
Stop time freeing caster to do anything for 3 rounds.
Use with Improved Alacrity to get the best out of it.

	Wish  (Conjuration/Summoning/Invocation/Evocation)
A genie grants a wish, higher WIS gets better wishes.
Must have WIS at 16 or better to get the really juicy ones.
	Comet  (Any)
Huge meteor strikes in 30’ area doing 10d10 damage.
Short casting and doesn’t harm the party.
	Dragon’s Breath  (Any)
Red dragon breath in 30’ area for 20d10 damage.
Even better than Comet and also doesn’t harm the party.

	Energy Blades  (Any)
Throw discs doing 1d4+5 damage + electrical 1d10.
Adds +10 to THAC0. L25 mage could do 325 HP damage.
	Improved Alacrity  (Any)
For 2 rounds, the delay between casting is removed.
Short duration, but the spell has awesome power.
	Summon [Dark] Planetar  (Any)
Summons a [fallen] planetar with many great spells.
Resistant to magic, casts many spells and is a good fighter.


