Paths & Points
A New Approach to Magic for Wizards in the Advanced Dungeons & Dragons Game

This system created by malacoda@lesbois.com. 
Introduction
As much as I enjoy the AD&D game, I never did like its magic system much. It never quite "clicked" for me. While words like "logical" or "realistic" don't really apply to magic, it always struck me as... implausible. It had no color, rather seeming like simply a set of rules with no real reasoning behind it. Why couldn't a wizard choose to forgo memorizing a ninth level spell in favor of a third level spell?

The Paths & Points system is my answer to these problems. It is designed to add color and "atmosphere" to magic, giving wizards more options in their choice of spells at any one time, while still having enough restrictions to keep the Wizard class balanced. It also encourages Wizards to specialize at least a little.

Credit and Copyright

Although I brought everything together into a cohesive whole, I must point out that my system is largely based on two separate systems:

· First, the Paths system is based on the Dragon article (I forget which issue) Paths of Power by Wolfgang Baur.

· Second, the point system is based on the system in Players Options: Spells and Magic, though to a lesser degree than the above. Basically, I just use the spell point charts.

Despite this, these pages contain no copyright material whatsoever. While I do draw upon both, the system has been written from the ground up.

Tried and True?
How well does the Paths & Points system work? Well, I have run it in several campaigns, and have no problems yet. But, none of these campaigns have ever reached beyond 6th level. So I cannot vouch for it past that :)

Intelligence Bonus
The system makes several references to an Intelligence bonus. In my version of AD&D I use the attribute system from D&D, which is based on a single chart for all bonuses. This system does not requires this. Simply use this chart to figure out the character's Intelligence bonus to be used in the system.

Intelligence Bonus

INT
Bonus

PRIVATE
9-12
None

13-15
+1

16-17
+2

18-19
+3

20+
+4

What follows is a new system of magic for AD&D wizards. It dispenses with the normal learning and memorization processes. In their place it introduces the concepts of path magic and spell points. Paths are groups of spells, similar to schools, but of a smaller focus. Each path is made up of spells that are grouped due to similarities, and a mage who wishes to learn the powerful, high-level spells must first start at the bottom of the path. Spell points are a system of determining how many spells a wizard can cast in a day. Each spell level has its own cost in spell points, and a wizard gains more points as he rises in level.

Learning Spells: Path Magic
A path is simply a group of spells that have similar or related effects. The term “path” comes from the manner in which these spells are learned, from level to level. For example, both burning hands and Agannazar’s scorcher allow the caster to expel flame from hands, directing it at an opponent. Thus, both spells could be grouped into one path, along with other similar spells. Each path embodies an area of magical knowledge that a wizard can learn and master.

In this system all spells are grouped into a path, and thus there are many paths. A wizard starts his career with knowledge of a few paths, and through time, and levels, can further his knowledge of a path, as well as learn new paths. A wizard can only cast spells from those paths he knows.

Learning Magic Step By Step

So how does on start down the paths? All spells, of course, have a level. In terms of paths, these levels are termed steps, with each level being the next step on the path. To learn a path a wizard must start with the basics of the path, the knowledge that forms a base for the more advanced spells. For many paths, this first step is a first level spell, though some start with higher level spells. A wizard cannot learn a path until they are capable of casting the lowest level spell in the path. See Maximum Spell Level in the Spell Point section, below.

Learning the basics of a path is simply learning one of the spells that make up the first step of the path. Learning later steps of a path relies on the character understanding the principles behind previous steps. Before a mage can learn a spell from the next step in the path, he must have learned at least one spell from each previous step.

Note that the levels that make up steps in a path are not always contiguous. This means that some levels may be skipped, because there is no spell of a particular level in the path. So, for example, before a mage on the path of Greater Fire Magic can cast a fireflow spell (third level), he must be able to cast at least one of the three second-level spells preceding fireflow on this path: Agannazar's scorcher, burning hands or pyrotechnics.
Continuing on a Path

There are three ways to learn more spells in a path, whether it is advancing to the next step or learning more spells on the same step. First, when a wizard advances a level they gain one spell automatically from any one path they know. Level of the spell is irrelevant. They simply need to be of sufficient level to cast it.

The second way is by having a copy of the spell from which to learn. In these cases the wizard need simply spend one half-day per level of the spell studying, and then make a roll to learn the spell. If he succeeds, he can now cast the spell. If he fails, he must wait until advancing a level to try again.

If the wizard does not have access to the spell, he must work through spell research. This is much easier to do than researching a brand new spell, since the wizard already has a body of knowledge to draw from. This research takes two days and 200 gp per spell level. At the end of this time the mage makes a roll to learn the spell. If he succeeds, he has discovered the spell's formula, and has learned it. Otherwise he must advance a level to try again.

Note that a character try to learn a spell of any step he is capable of casting, even if he has advanced far beyond that step. A wizard who skipped a second level spell in favor of another can always go back and try to learn it later, even if they are now learning ninth level spells.

Starting on a New Path

To start down a new path the wizard must first be able to learn and cast the level of spell that is the path’s first step. He must also have a copy of the spell, or must otherwise engage in full spell research. Learning the first spell takes one day per level in study and a roll to learn. If successful, the wizard can cast the spell and now knows the path, and can continue on it normally.

How Many Paths Can a Mage Follow?

A wizard is capable of learning only so many paths. A starting mage has only a thin grasp on magical theory, and can master the knowledge of a limited number of paths. As they advance, a wizard’s understanding increase, and is able to learn more paths. Chart A shows how many paths a mage can learn for each level. Add to this, the wizard’s Intelligence bonus.

Initial Paths

A first level starting wizard automatically starts with the Wizards Road, which encompasses many of the basic tools of magic. In addition, they start out with one other path, plus a number of paths equal to their Intelligence bonus. So, a starting wizard with an Intelligence of 16 would have access to the Wizards Road path, plus three other paths of his choice (1 additional, plus 2 more because of Intelligence). A starting wizard also has access to a number of cantrips equal to their Intelligence.

Completing a Path

If a wizard learns every spell in a path, the path is said to be completed, and no longer counts against the number of paths he knows. 

Forking Paths

There are some spells that are listed on more than one path. These spells are special, in that they represent intersections between paths, and a wizard that learns one of these spells has several options available to him. First, they can simply continue with the path they already follow. Second, they can choose instead to continue with the other path, forgoing any further advancement in the older path. This essentially allows a wizard to “snake” his way through multiple paths, while still considering it one path. In these cases the wizard cannot go back and learn spells that preceded the step of the intersection. Third, the wizard can choose to follow both. This means the wizard gains a new path that counts against his total, but allows the wizard to go back and learn the preceding spells of the new path.

First level spells are never considered intersections.

Path Masters

It is possible for a wizard to focus on one path, learning its ways and intricacies. Doing so is called mastering a path. There are several benefits to being a caster of a path: spells from that gain a -1 saving throw modifier, a + 1 bonus per die of damage, and the spell point cost is as if the spell was one level lower (though not dropping past first). 

To master a path the wizard must know all spells of the path he is able to learn. The wizard loses mastery if they do not meet this criteria. The exception to this is right after gaining the ability to cast a new level of spells that exists as a step on the path. In these cases they have a discretionary period of time determined by the GM (usually a couple of days) in which to try to learn the new spells. If they learn all the new spells available to them, they retain mastery. Otherwise, they lose it.

A wizard may never be a master of more than a single path at any time. They can change which path they master when they advance a level and meet the criteria for the new path.

Bards and Path Magic

Bards follow all of the above rules, with the following exceptions. It takes a bard twice as long, four days per level, to research a spell they do not know on a path they currently follow. A bard is much more limited in the number of paths they can follow, as indicated on Chart A.
A bard starts out with a spell book containing only the Wizard's Road path, which they cannot use until they reach second level, and some cantrips. At second level they can automatically learn the spell read magic, if they have access to the spell.

They start out with a number of cantrips equal to half their Intelligence, rounded up.

Bards can never master a path.

Cantrips
Cantrips (zero level spells) form the base knowledge a wizard must learn before embarking on the paths of power. Because of this, cantrips are not considered part of any path.

Chart A:

Number of Paths/Level
Char.

LVL
#Paths

Mage
#Paths

Bard

Char.

LVL
#Paths

Mage
#Paths

Bard

Char.

LVL
#Paths

Mage
#Paths

Bard

1
3
0

11
10
4

21
25
8

2
3
1

12
11
5

22
30
8

3
4
2

13
12
5

23
35
9

4
4
2

14
13
5

24
40
9

5
5
2

15
14
6

25
45
10

6
5
3

16
15
6

26
50
10

7
6
3

17
16
6

27
55
11

8
7
3

18
18
7

28
60
11

9
8
4

19
20
7

29
65
12

10
9
4

20
22
7

30
70
13

Casting Spells: Spell Points
Now that the rules for learning mage spells have been laid out, what about casting? How does a wizard use the spells he has mastered? This is where spell points come in. Every mage has a pool of spell points that represent how much magical power he can wield in a day. At first level this pool is small, but rises with every level the wizard advances. Every spell the mage casts costs a number of points, which are subtracted from the pool. When a wizard has no points left he is unable to cast spells until get gets a full night's rest. The cost of a spell is based on its level. First level spells cost fare fewer points than ninth level spells.

The cost in spell points for each level of spell can be found on Chart C, below.

The Point Pool

Chart B below shows how many spell points a wizard has at each level. These are total points, and are not cumulative. Once a character has expended any points, he can only regain them after a full rest, which is usually at least six hours of sleep. If a character gets less than, he only regains half the normal number of points for that day. Small interruptions are considered inconsequential.

For example, the 11th level mage Gothmog beds down for the evening with only 40 spell points, out of a possible 200. After only three hours of sleep he and his group are attacked by bandits. He spends the next hour in combat and fortifying their area, at the end of which he is down to 10 spell points. After getting three more hours of sleep, he awakens so they can continue. Normally, Gothmog would have regained 190 points, from 10 to his max of 200. But since his sleep was disturbed, he only regains half, or 80, bringing him up to 90 points for the day. The next night they rest Gothmog is able to sleep for six hours, with only a minor interruption when the person on guard thinks he hears something. So, he wakes up with 200 points.

Maximum Spell Level

Just as an apprentice wizard is limited in the number of spells he can cast in a day, so is he limited in the power level of his spells. A first level wizard is limited to first level spells. As his level of knowledge rises with his level, he gains the ability to cast higher level spells. When a wizard reaches third level, he can cast second level spells. This progression is shown on Chart B, below.

Maximum Castings of a Spell

When a mage casts a particular spell, he is channeling magical energy through both his mind and body. And, as with the filament in a light bulb, too much energy along the same path can cause damage. Thus, a character is limited in the number of times he can cast any one spell in a day, as shown on Chart B. So, for example, a 10th level wizard can normally cast the spell fireball five times in a day. This is called the Casting Limit.

Sometimes situations can get desperate, though, and a wizard may want to continue to cast the same spell, regardless of the consequences. Each additional casting does damage equal to four times the spell's level. So, a first level spell would do four points of damage, while a ninth level spell would do thirty six!

Cantrips are the exception to this rule. There is no limit to the number of times a mage can cast a cantrip.

Paths and Attunement

As mentioned above, when a character casts a spell they are channeling raw magic through their mind and body, which is a serious undertaking. Although each spell moves along a different course, the spells of each path of magic are channeled in similar ways. Because of this, a person can only attune his mind and body to so many different ways of channeling at any one time, can only attune to so many paths of magic.

A character can attune himself to a number of paths equal to half his level, rounded up, as summarized on Chart B, above. His Intelligence bonus is added to this. A character can only re-attune himself to different paths after a full night's rest, as described above for spell points .e. This takes ten minutes for each path the wizard wishes to switch.

A character does not have to do this if they wish to stay attuned to the same paths as they were the previous day; wizard can stay attuned to a path indefinitely. If a character has mastered a path, as outlined in the first section, that path does not count towards his limit.

For example, Gothmog, as an 11th level wizard with a 16 Intelligence, can attune himself to 8 different paths at any one time (6 for his level, 2 for his Intelligence). For normal adventuring he stays attuned to the same 8 paths at all times. In addition, he has mastered the Path of Deception, so can remain attuned to it without it counting against this limit of 8.

At some point, though, Gothmog and his band find that they need to enter the lair of a red dragon, and they know they may have to face it in combat.

Gothmog knows that one of the paths he is attuned to, Lesser Fire Magiks, will probably be useless against the creature, so on the day they are to enter the caves he awakens fully rested and spends ten minutes switching Lesser Fire for the Shapeshifter's Path.

Bards and Spell Points

Just as bards use the same rules for paths of magic so do they use the same rules for spell points. The exception is that they use Chart D, below, for their number of spell points, paths per day, and so on. They otherwise function as wizards.

Chart B:
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Level
Spell
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Limit
Casting

Level
Paths/
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Mage

Level
Spell

Points
Spell

Limit
Casting

Level
Paths/

Day

1
5
1
1
1

12
260
5
6
6

2
10
2
1
1

13
320
6
6
7

3
15
3
2
2

14
380
6
7
7

4
25
4
2
2

15
450
6
7
8

5
40
4
3
3

16
520
6
8
8

6
55
4
3
3

17
600
6
8
9

7
75
5
4
4

18
700
6
9
9

8
100
5
4
4

19
800
7
9
10

9
130
5
5
5

20
900
7
9
10

10
160
5
5
5

+1
+100
8
9
+1 per

11
210
5
5
6
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Chart C:

Spell Point Costs
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C
1

6
30


1
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40
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9

9
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5
20

+1
+10ea.


Chart D:

Progression for Bards

Bard

Level
Spell

Points
Spell

Limit
Casting

Level
Paths/

Day

Bard

Level
Spell

Points
Spell

Limit
Casting

Level
Paths/

Day

1
2
0
Cantrip
0

12
100
5
6
6

2
3
1
1
1

13
120
6
6
7

3
8
2
1
1

14
140
6
7
7

4
15
3
2
1

15
160
6
7
8

5
25
4
2
2

16
190
6
8
8

6
35
4
2
2

17
220
6
8
9

7
45
5
3
2

18
250
6
9
9

8
55
5
3
3

19
285
7
9
10

9
65
5
3
3

20
320
7
9
10

10
70
5
4
3

+1
+35
7
6
6*

11
85
5
4
4

* Maximum number of paths for a Bard, not including INT Bonus

Specialist Wizards

The rules outlined above apply to wizards in general, mages who have chosen to study a broad range of magic. There are, though, mages whose field of interest is a bit more narrow. Some paths have a common thread running through them, and some wizards focus their time and efforts on these threads. Called Specialist Wizards, these mages enjoy certain benefits for specializing, but suffer some draw backs as well. These advantages and disadvantages are outlined in their descriptions, below.

Note that a specialists must always choose at least one of their initial paths from the list of paths they are specialized in. They are also unable to Master other paths. These specialists are considered kits for the wizard class, though bards can take the Illusionist kit as well. With DM permission it is possible to take one of these kits with another kit.

Mind Mage

When it all comes down to the bottom line, the Mind Mage is one who savors control, both over himself and others. The paths of magic studied by these specialists typically allow the mage to control or alter the minds of others, though there are rare individuals who use their magic in a more positive fashion.

· Requirements: Not surprising, truly mastering the paths of a mind magic requires a strong mind. To be a mind mage requires an Intelligence and Wisdom of 13.

· Specialty Paths: Councilor's Road, Enchanter's Path, Path of Horror, Road of Soul's Release

· Advantages: A Mind Mage can attune himself to one additional path per day, as long as that path is one of their specialty paths. All saving throws versus spells the Mind Mage casts from these paths are at -3, and Mind Mages save versus these spells, as well as all Mind effects, at +3. When casting spells from their paths a Mind Mage is considered three levels higher when calculating effects.

· Disadvantages: Due to their focus on magiks of the mind, Mind Mages have problems mastering other paths. It takes them twice as long, and twice as much gold, to study a new spell not of their paths, and make all learning rolls at -3 to their Intelligence check.

Illusionist

Most common amongst the gnomes, whose wizard's can only be Illusionists, this specialist kit focuses on magic that fools the senses into believing in what is not there. In addition, Illusionist seems to be able to tap into darkness and shadow, controlling them and bringing them to life.

Illusionists are most commonly seen in larger towns and cities, where many make their living as entertainers. Some travel in groups or with theatre troupes, going from town to town. 

· Requirements: There are no additional requirements for becoming an Illusionist, beyond those for being a wizard.

· Specialty Paths: Gray Road, Path of Deception, Path of Shadows, Path of Horror, Twin's Road, Twisting Path, Veiled Path

· Advantages: An Illusionist can attune himself to one additional path per day, as long as that path is one of their specialty paths. All saving throws versus spells the Illusionist casts from these paths are at -2, and Illusionists save versus these spells, as well as all illusions, at +2. When casting spells from their paths an Illusionists considered two levels higher when calculating effects.

· Disadvantages: Due to their focus on illusionary magiks, Illusionists have problems mastering other paths. It takes them twice as long, and twice as much gold, to study a new spell not of their paths, and make all learning rolls at -3 to their Intelligence check.

Necromancer

No other class of wizards has the reputation for evil as the Necromancer. Masters of death, and un-death, many spend their time in research, toying with corpses, or animating them.

Although the title Necromancer instills visions of evil and corruption, there exist those who study death from a more scientific side, trying to learn what it is, and how it can be postponed. Part of the study of death is the study of life and the body, and some Necromancers look for ways to help the living. Such individuals are rare, though.

· Requirements: None, beyond wizard requirements.

· Specialty Paths: Hangman's Road, Bonebinder's Path, Path of Blood, The Reaper's Road, The Path of Scorn, The Scabrous Road, The Spirit Road, Lifeshielder's Road, The Undying Road, Deadbuilder's Path, Deathslayer's Path, Ghost-Seeker's Path

· Advantages: A Necromancer can attune himself to one additional path per day, as long as that path is one of their specialty paths. All saving throws versus spells the Necromancer casts from these paths are at -1, and Necromancers save versus these spells, as well as all necromantic magic, at +1. When casting spells from their paths, a Necromancer is considered one level higher when calculating effects.

· Disadvantages: Due to their focus on necromantic magiks, Necromancers have problems mastering other paths. It takes them twice as long, and twice as much gold, to study a new spell not of their paths, and make all learning rolls at -3 to their Intelligence check.

Elementalists
Amongst some scholarly circles, it has been known for some time the relationship between the Prime Material plane and the Elemental planes, and some wizards have explored how this relationship can be used to affect magic. Known as Elementalists, these wizards focus on the Elemental planes in general, and on plane in particular, studying how tapping these planes can amplify related magiks.

At one time Elementalists were a rare breed on most worlds, but with the rise in worship of the Elemental Powers, this has begun to change.

Each Elementalist must choose one of the four primary elements - earth, air, fire, or water - to focus on, from which they draw their title: Geomancer, Aeromancer, Pyromancer or Aquamancer, respectively. Each element has an element of opposition: fire and water oppose each other, as do air and earth.

· Requirements: None, beyond wizard requirements.

· Specialty Paths: Depends on primary element, as follows…

· Pyromancer: Elemental Road, Greater Fire Magic, Lesser Fire Magic, The Brotherhood's Road, Flame Dancer's Path, Firesight Path, Road of the Efreeti 

· Aeromancer: Elemental Road, Eagle's Road, Misty Road, Wind Mage's Road, Windwielder's Path, The Skyrider's Path, Djinni's Greater Path

· Aquamancer: Elemental Road, Water Road, Sea Children's Road, Corsair's Path, Mistweaver's Path, Road of the Marid

· Geomancer: Elemental Road, Stone Road, Road of Shifting Sands, Glassblower's Path, Sandman's Path, Road of the Dao

· Advantages: An Elementalist can attune himself to one additional path per day, as long as it is one from his specialty paths. All saving throws versus spells the Elementalist casts from these paths are at -2, and the Elementalist saves versus these spells, as well as all attacks relating to their primary element , at +2. When casting spells from their paths an Elementalist considered two levels higher when calculating effects.

· Disadvantages: Due to their focus on elemental magiks, Elementalists have problems mastering other paths. It takes them twice as long, and twice as much gold, to study a new spell not of their paths, and make all learning rolls at -2 to their Intelligence check. They are incapable of learning spells from their opposition element. In addition, they have problems resisting attacks from this element, making all saves versus such attacks at -2.

Wild Mages

When tapping the forces of magic, most wizards pay strict attention to ritual and details, insuring that the spell is properly performed. Recently, though, some wizards have been studying the inherent chaos behind magic, casting their spells in a looser manner, learning to fiddle with the way spells are cast. Known as Wild Mages, these wizards let magic run its course, instead of trying to reign it in. Wild mages explore the chaos inherent in magical energy. Wild Mages are still rare, which makes most people happy.

· Requirements: Understanding the theories behind magical chaos is not easy. Becoming a Wild Mage requires an Intelligence of 14 or more.

· Advantages and Disadvantages: A Wild Mage is always attuned to the Wild Road, a path of spells no other class can use. This attunement does not count towards their total number of paths per day.

· The Wild Mage's primary advantage is also its biggest disadvantage. Whenever a Wild Mage casts a spell, they should roll on the on page 6 of the Tome of Magic. Rolling a d20, cross-reference this with their level, which should give a positive number, a negative number or a zero. This number is added to the Wild Mage's level to determine the effects of the spell. Negative numbers equate a loss of level. 

· Note that no roll is made when casting cantrips.
· If the level adjustment is in bold print, a wild surge has resulted. When this happens the player should roll a d100, add the caster's level, and consult the wild surge chart on page 7 of the Tome of Magic.

· When rolling to learn spells from the Wild Road, a Wild mage gets a bonus of +2, but suffers a -1 when learning any other spell.

· Finally, the study of chaos magic has given the Wild Mage some ability in controlling the outcome of certain magical devices: amulet of the planes, bag of beans, bag of tricks, deck of illusions, deck of many things, wand of wonder and the well of many worlds. Their chance of doing so is %50. In addition, the Wild Mage can actually use the charges of a wand of wonder to power his own spells. The number of charges used is equal to the spell's level.
Path List: For the Paths & Points Magic System
Spells without any annotation are from the Players Handbook. Spells marked with an asterisk (*) are from Tome of Magic. Spells marked with (CW) are from the Complete Wizards Handbook. Spells marked with (PL) are from the Planescape Campaign Setting. Spells marked with (SB) are from the Spellbound Box Set. Spells marked with (SM) are from Players Option: Spells & Magic.
The original Path list written by Malcoda contained spells from various other books and box sets as well. I do not have these box sets or books, only the ones mentioned above, for now. So, if and when I obtain the books she used, I will add the spells she originally listed which I had to remove. I’m sorry if this causes some lists to thin out or dissappear, but I will at least leave the name of the list so that you will know what I am missing.

· Alchemist's Road: metamorphose liquids* (1), Alamir's fundamental breakdown* (3), hatch the stone from the egg* (7), homunculus shield* (8), glorious transmutation* (9)

· Archer's Road: magic missile (1), MeIf's acid arrow (2), Melf's minute meteors (3), acid bolt (4, DU), Mordenkainen’s force missiles (4, SM)

· Archmage's Road: sense shifting* (2), vocalize (2, CW), alacrity* (3), augmentation I* (3), far reaching I* (3), squaring the circle* (3), dilation I* (4), far reaching II* (4), MordenkaInen's celerity* (4), far reaching III* (5), augmentation II* (6), dilation II* (6)

· Artificer's Path: mending (1), Nystul's magical aura (1), duplicate (4, CW), enchant an item (6), permanency (8)

· Bard's Path: alarm (1), ventriloquism (1), deafness (2), magic mouth (2), shout (4), Leomund's lamentable belabourment (5), wail of the banshee* (9)

· Beggar's Path: duplicate (4, CW), minor creation (4), fabricate (5), major creation (5), limited wish (7), wish (9) 

· Bigby's Path: spectral hand (1), Bigby's interposing hand (5), Bigby's forceful hand (6), Bigby's grasping hand (7), Bigby's clenched fist (8), Bigby's crushing hand (9) 

· Black Road: blindness (2), blur (2), darkness 15' radius (2), power word blind (8)

· Breaker's Road: shatter (2), lance of disruption (3, SM), rusting grasp (5, SM), Tenser’s destructive resonance (5, SM), disintegrate (6), crystal brittle (9), sphere of ultimate destruction (9, SM)

· Chromatic Path: color spray (1), chromatic orb (1, CW), hypnotic pattern (2), rainbow pattern (4), prismatic spray (7), seven eyes (7, SM), Gunther's kaleidoscopic strike* (8), prismatic wall (8), prismatic sphere (9)

· Councilor’s Road: hypnotism (1), suggestion (3), dominate (5), mass suggestion (6)

· Dragon's Road: sleep (1), forget (1), ray of enfeeblement (2), strength (2), hold person (3), snapping teeth (3, CW), suggestion (3), hold monster (5), mind fog* (5), dragon scales (6, CW), eyebite (6), steal enchantment* (7)

· Eagle's Road: feather fall (1), Murdock's feathery flyer* (1), ride the wind* (2), fly (3), vortex* (5), Bloodstone's spectral steed (6), airboat* (8)

· Elemental Road: conjure elemental kin (4, SM), conjure elemental (5), elemental aura* (9)

· Enchanter's Path: charm person (1), friends (1), fire charm (4), charm monster (4), domination (5), charm plants (7), mass charm (8)

· Forceful Path: wall of force (5), force-cage (7), imprisonment (9)

· Frozen Road: bind (2), hold person (3), hold undead (3), hold monster (5), statue (7), temporal stasis (9)

· Giant's Path: enlarge (1), plant growth (4), animal growth (5)

· Gray Road, or the Skulking Path: invisibility (2), invisibility 10' radius (3), improved invisibility (4), mislead (6), mass invisibility (7)

· Greater Fire Magic, or the Smoke Road: affect normal fires (1), burning hands (2), pyrotechnics (2), fire lance (3, SB), fireflow* (3), fire aura (4, CW), fire charm (4), fire shield (4), wall of fire (4), Forest's fiery constrictor* (6), Malec-Keth's flame fist* (7), meteor swarm (9)

· Hangman's Road: chill touch (1), feign death (3), vampiric touch (3), enervation (4), death spell (6), reincarnation (6), finger of death (7), energy drain (9)

· Hourglass or Timekeeper's Road: expeditious retreat (1, SM), haste (3), slow (3), extension I (4), extension II(5), extension III (6), time stop (9)

· Joining Path: Bloodstone's frightful joining* (7), 

· King's Road: Tenser's floating disk (1), blink (3), dimension door (4), improved blink (5, SM), teleport (5), Nybor’s joyful voyage (7, SB), teleport without error (7)

· Knight's Road: armor (1), mount (1), shield (1), invisible mail (3, CW), phantom steed (3), spirit armor* (3), stoneskin (4), wall of iron (4), dragon scales (6, CW), iron body (8, SM)

· Lesser Fire Magic: fire burst* (1), flaming sphere (2), fireball (3), delayed blast fireball (7), meteor swarm (9)

· Medusa's Road, or the Road of True Sight: gaze reflection (1), know alignment (2), eyebite (6), glassee (6), true seeing (6), glassteel (8)

· Misty Road: wall of fog (1), stinking cloud (2), fog cloud (2), solid fog (4), cloudkill (5), mind fog* (5), death fog (6), incendiary cloud (8)

· Otiluke's Road: Otiluke's resilient sphere (4), Otiluke's freezing sphere (6), Otiluke's telekinetic sphere (8)

· Path of the Body: strength (2), cat’s grace (2, SM), improved strength (4, SM), trollish fortitude (6 SM)

· Path of Corrosion: MeIf's acid arrow (2), solvent of corrosion (3, SM), vitriolic sphere (4, SM), acid rain (6, SB), acid storm* (7)

· Path of Counterspells: dispel magic (3), Otiluke's dispelling screen (4, CW), remove curse (4), force shapechange (5, CW), repulsion (6), Mordenkainen's disjunction (9)

· Path of Curses: minor malison* (3), watery double* (3), greater malison* (4), lesser geas (4, SM), geas (6), descent into madness (7, SM), uffocate* (7), Abi-Dalzim's horrid wilting* (8)

· Path of Deception: phantasmal force (1), improved phantasmal force (2), spectral force (3), advanced illusion (5), programmed illusion (6)

· Path of the Mind: Detho’s Delerium (1, SB), ESP (2), levitation (2), iron mind (3, CW), psychic protection (4, SM), feeblemind (5), telekinesis (5), disintegrate (6), Rary's telepathic bond (6, CW), decent into madness (7, SM), mind blank (8)

· Path of Shadows: wall of gloom (2, SM), Lorvoleim's creeping shadow* (3), wraithform (3), shadow monsters (4), demi-shadow monsters (5), shadow magic (5), summon shadow (5), demi-shadow magic (6), Lorvoleim’s shadowy transformation * (6), shades (6), shadow walk (7), shadowcat* (7), shadow form (8, CW)

· Path of Horror: spook (1), scare (2), fear (4), phantasmal killer (4), weird (9) 

· Path of the Stars: Spelljammer Box Set spells only.

· Prophet's Path: past life* (2), clairaudience (3), clairvoyance (3), halo of eyes (4, CW), dream (5), vision (7), foresight (9)

· Road of Cups: protection from evil (1), protection from hunger and thirst (1, CW), protection from vermin (1, SM), filter (2, CW), protection from paralysis* (2), protection from poison (2, SB), protection from amorrphs (3, SM), protection from evil 10' radius (3), dispel magic (3), resist energy drain (3, SB), fire shield (4), minor globe of invulnerability (4), minor spell turning* (4), negate magical weapon (4, SB), invulnerability to normal weapons (5, CW), anti-magic shell (6), globe of invulnerability (6), invulnerability to magical weapons (6, CW), spell turning (7), fear ward (8, CW), Serten's spell immunity (8), Mordenkainen's d isjunction (9)

· Road of Pentacles: find familiar (1), choke (2, CW), summon swarm (2), monster summoning I (3), monster summoning II(4), summon lycanthrope* (4), dismissal (5), monster summoning III (5), ensnarement (6), monster summoning IV (6), spiritwrack (6, PL), cacofiend (7, PL), intensify summoning* (7), monster summoning V (7), binding (8), monster summoning VI (8), gate (9)

· Road of Seals and Wardings: hold portal (1), Leomund's trap (2), knock (2), web (2), explosive runes (3), lesser sign of sealing (3, SM), sepia snake sigil (3), trap spellbook (3, SB), firetrap (4), safeguarding* (5), Von Gasik's refusal* (5), greater sign of sealing (6, SM), guards and wards (6), symbol (8)

· Road of Soul's Release: sleep (1), forget (2), emotion (4), chaos (5), programmed amnesia (9, SM)

· Road of Staves: thunder staff* (4), magic staff* (5) [Most of these were Forgotten Realms specific.

· Road of Swords: flame arrow (3), enchanted weapon (4), Tenser's transformation (6), Mordenkainen's sword (7)

· Road of True Names: lower resistance* (5), eyebite (6), spiritwrack (6, PL), power word stun (7), true name (7, PL), binding (8), power word blind (8), trap the soul (8), power word kill (9)

· Sage's or Diviner's Road: comprehend languages (1) ,detect disease (1, CW), detect phase (1, SM), detect secret passages and portals (1, SM), divining rod (1, CW), identify (1), detect magic (1), detect undead (1), detect good/ evil (2), detect invisibility (2), detect life (2, CW), know alignment (2), locate object (2), detect scrying (4), locate creature* (4), magic mirror (4), contact other plane (5), know value (5, CW), legend lore (6), analyze dweomer (8, SM)

· Servant's Path: unseen servant (1), summon swarm (2), phantom steed (3), conjure animals (6), Mordenkainen's faithful hound (5), invisible stalker (6)

· Shapeshifter's Path: change self (1), alter self (2), polymorph self (4), polymorph other (4), fiendform (5, SB), force shapechange (5, CW), claws of the umber hulk* (6), Tenser's transformation (6), tentacles (6, CW), polymorph any object (8), shape change (9)

· Sheltering Path: Leomund's tiny hut (3), Leomund's secure shelter (4), Leomund’s hidden lodge (5, SM), Mordenkainen's private sanctum (5, CW), Mordenkainen's magnificent mansion (7), estate transference* (9)

· Shining Path: dancing lights (1), light (1), continual light (2), darkness 15' radius (2), dazzle (2, SB), Nchaser's glowing globe (3, FA), Presper's moonbow (5, FA), sunburst (8, FA), Elminster's effulgent epuration (9, FA)

· Silver Road: rope trick (2), blink (3), phase trap (4, FA), improved blink (5, SM), Leomund's secret chest (5), passwall (5), dimensional blade (6, SM), etherealness (6, SM), duo-dimension (7), vanish (7), phase door (7), astral spell (9)

· Speaker's Path: comprehend languages (1), fool's speech* (3), tongues (3), sending (5), Drawmij's instant summons (7), demand (8), succor (9)

· Stone Road: fist of stone* (1), Maximillian's earthen grasp* (2), Maximillian's stony grasp* (3), dig (4), stoneskin (4), turn pebble to boulder* (4), wall of stone (5), stone shape (5), move earth (6), sink (8)

· Storm Road: shocking grasp (1), ice knife (2, CW), whispering wind (2), gust of wind (3), lightning bolt (3), wind wall (3), ice storm (4), wall of ice (4), wind breath (4, CW), cone of cold (5), acid rain (6, SB), chain lightning (6), control weather (6), acid storm* (7)

· Trickster's Road: grease (1), jump (1), spider climb (1), taunt (1), cat’s grace (2, SM), fool's gold (2), Tasha’s uncontrollable hideous laughter (2), fool's speech* (3), fumble (4), reverse gravity (7), Otto's irresistible dance (8)

· Twin's Road: change self (1), displace self (2, SM), mirror image (2), alter self (2), duplicate (4, CW), seeming (5), project image (6), simulacrum (7), clone (8)

· Twisting Road: glitterdust (2), misdirection (2), nondetection (3), distance distortion (5), false vision (5), shadow door (5), mirage arcana (6), mislead (6), sequester (7), vanish (7), maze (8)

· Veiled Path: delude (3), hallucinatory terrain (4), vacancy (4), passwall (5), seeming (5), permanent illusion (6), veil (6), sequester (7), screen (8)

· Water Road: lasting breath* (1), water breathing (3), airy water (5), lower water (6), part water (6)

· Wizard's Road: copy (1, CW), dictation (1, SM) detect magic (1), read magic (1), deeppockets (2), wizard lock (2), wizard mark (2), dispel magic (3), illusionary script (3), infravision (3), item (3), secret page(3), wizard sight* (3), divination enhancement' (4), Rary's mnemonic enhancer (4), wizard eye (4), Khazid's procurement* (5), contingency (6), Mordenkainen's lucubration (6), persistance (7, SM), analyze dweomer (8, SM), chain contingency* (9), Mordenkainen's disjunction (9)

· Wild Road, or the Road of Chaos: Hornung's guess* (1), Nahal's reckless dweomer* (1), patternweave* (1), chaos shield* (2), Hornung's baneful deflector* (2), Nahal's nonsensical nullifier* (2), alternate reality* (3), fireflow* (3), fool's speech* (3), confusion (4), there/not there* (4), unluck* (4), chaos (5), vortex* (5), waveform* (5), wildshield* (6), wildstrike* (6), Hornung's surge selector* (7), spell shape* (7), Hornung's random dispatcher* (8), wildzone* (8), stabilize* (9), wildfire* (9), wildwind* (9)

· Path of the Drow, or Lolth's Road, or Spider Road: spider climb (1), darkness 15' radius (2), web (2), infravision (3), ultravision (4, SM), vile venom (5, SM), 

· Snilloc's Path: Forgotten Realms Box Set spells only.

· Simbul's Path: hypnotize (1), forget (2), suggestion (3), steal enchantment* (7)

· The Brotherhood's Road: burning hands (1), flaming sphere (2), pyrotechnics (2), fireball (3), flame arrow (3), Forest's fiery constrictor* (6), delayed blast fireball (7), Malec-Keth's flame fist* (7), incendiary cloud (8), meteor swarm (9)

· Flame Dancer's Path: affect normal fires (1), pyrotechnics (2), fireflow* (3), fire shield (4), fire trap (4), wall of fire (4), proofing against combustion (5, SM), Forest's fiery constrictor* (6), wildfire* (9) 

· Firesight Path: dancing lights (1), dazzle (2, SB), fire charm (4) [Most of these were Arabian Adventure spells]

· Road of the Efreeti: conjure elemental kin (4, SM), conjure elemental (5), elemental aura* (9), estate transference* (9)

· Road of Shifting Sands: Maximillian's earthen grasp* (2), Maximillian's stony grasp* (2), wall of stone (5), move earth (6), sink (8) 

· Glassblower's Path: fist of stone* (1), stoneskin (4), passwall (5), stone shape (5), transmute rock to mud (5), glassee (6), stone to flesh (6), transmute water to dust (6), statue (7), Abi-Dalzim's horrid wilting* (8), glasteel (8), glorious transmutation* (9), crystalbrittle (9)

· Sandman's Path: These were Arabian Adventure spells only.

· Road of the Dao: conjure elemental kin (4, SM), conjure elemental (5), elemental aura* (9), estate transference* (9)

· Sea Children's Road: insatiable thirst* (2), water breathing (3), airy water (5), transmute rock to mud (5), lower water (6), part water (6), transmute water to dust (6)

· Corsair's Path: These were Arabian Adventure spells only.

· Mistweaver's Path: metamorphose liquids* (1), wall of fog (1), fog cloud (2), wall of water (3, SM), ice storm (4), solid fog (4), wall of ice (4), cone of cold (5), waveform* (5)

· Road of the Marid: conjure elemental kin (4, SM), conjure elemental (5), elemental aura* (9), estate transference* (9)

· Wind Mage's Road: lasting breath* (1), invisibility (2), whispering wind (2), gust of wind (3), air breathing (3), airy water (5), control weather (6), neutralize gas (7, SM), wildwind* (9), 

· Windwielder's Path: wall of fog (1), fog cloud (2), solid fog (4), cloudkill (5), death fog (6)

· The Skyrider's Path: feather fall (1), levitate (2), ride the wind* (2), fly (3), airboat* (8)

· The Djinni's Greater Path: conjure elemental kin (4, SM), conjure elemental (5), invisible stalker (6), elemental aura* (9), estate transference* (9)

· Bonebinder's Path: bone club (3,CW), throbbing bones (5, CW), wall of bones (5, CW), blackmantle (6, CW), 

· Path of Blood: Complete Sha'irs Handbook and Forgotten Realms spells only.

· The Reaper's Road: chill touch (1), vampiric touch (3), enervation (4), death spell (6), finger of death (7), defoliate (8, CW), symbol of death (8), power word kill (9), wail of the banshee* (9).

· The Path of Scorn: corpse visage (1, CW), contagion (4), enervation (4), dead man's eyes (6, CW), suffocate* (7), Abi-Dalzim's horrid wilting* (8)

· The Scabrous Road: chill touch (1), choke (2, CW), ghoul touch (2, CW), spectral hand (2), pain touch (3, CW), vampiric touch (3), mummy rot (5, CW), arrow of bone (6, SM), energy drain (9).

· The Spirit Road: spirit armor* (3), feign death (3), hovering skull (3, CW), magic jar (5), Bloodstone's frightful joining* (7), heart of stone (8, SM), homunculus shield* (8)

· Lifeshielder's Road: detect life (2, CW), preservation (2, SB), delay death (3, CW), spirit armor* (3), feign death (3), empathic reincarnation (6), homunculus shield* (8)

· The Undying Road: bone dance (3), hovering skull (3, CW), summon spirit (4), animate dead (5), create chosen one (5, SB), summon shadow (5), wall of bones (5, CW), animate dread warrior (6, SB), Bloodstone's spectral steed* (6), finger of death (7), zombie double (7, CW), Bloodstone's frightful joining* (7), control undead (7), clone (8), shadow form (8, CW), unlife (8, SB)

· Deadbuilder's Path: force shapechange (5, CW) [Forgotten Realms spells mostly]

· Deathslayer's Path: chill touch (1), hold undead (3)

· Ghost-Seeker's Path: detect undead (1), death recall (2, CW), detect life (2, CW), mask of death* (4), contact other plane (5)

· Path of the Sadist: Nybor’s gentle reminder (1, SB), Nybor’s mild admonsihment (3, SB), disfigure (4, SB), Nybor’s stern reproof (7, SB), flensing (8, SB), Nybor’s wrathful castigation (8, SB)
Miracles of Faith
A New Approach to Casting for Clerics in the Advanced Dungeons & Dragons Game

This system created by malacoda@lesbois.com. 
What follows is a new system of magic for AD&D priests. It dispenses with the normal memorization process, instead introducing the concept of spell points. Spell points are a system of determining how many spells a priest can cast in a day. Each spell level has its own cost in spell points, and a priest gains more points as he rises in level.


Casting Spells: Spell Points

Every priest has a pool of spell points that represent how much of his god's power he can channel in a day. At first level this pool is small, but rises with every level the priest advances. Every spell the priest casts costs a number of points, which are subtracted from the pool. When a priest has no points left he is unable to cast spells until get gets a full night's rest. The cost of a spell is based on its level. First level spells cost fare fewer points than seventh level spells.

Chart A below shows how many spell points a priest gets at each level. These are total points, and are not cumulative. The cost in spell points for each level of spell can be found on Chart B.

Once a character has expended any points, he can only regain them after a full rest, which is usually at least six hours of sleep. If a character gets less than, he only regains half the normal number of points for that day. Small interruptions are considered inconsequential.

For example, the 11th level priest Vaeron beds down for the evening with only 40 spell points, out of a possible 200. After only three hours of sleep he and his group are attacked by bandits. He spends the next hour in combat and fortifying their area, at the end of which he is down to 10 spell points. After getting three more hours of sleep, he awakens so they can continue.

Normally, Vaeron would have regained 190 points, from 10 to his max of 200. But since his sleep was disturbed, he only regains half, or 80, bringing him up to 90 points for the day. The next night they rest Vaeron is able to sleep for six hours, with only a minor interruption when the person on guard thinks he hears something. So, he wakes up with 200 points.

Wisdom and Bonus Spell Points

Priests with a wisdom of 13 or more gains additional spell points beyond their normal amount as they rise in level. Cross-reference the priest's level and Wisdom on Chart C to find the total number of bonus points; these numbers are not cumulative.

Maximum Spell Level and Casting Limit

Just as a priest is limited in the number of spells he can cast in a day, so is he limited in the power level of his spells. A first level priest is limited to first level spells. As his god's faith in him rises with his level, he gains the ability to cast higher level spells. When a priest reaches third level, he can cast second level spells. This progression is shown on Chart A, below.

When a priest casts a particular spell, he is channeling divine energy from his god through both his mind and body. And, as with the filament in a light bulb, too much energy along the same path can cause damage. Thus, a character is limited in the number of times he can cast any one spell in a day, called the casting limit, as shown on Chart A. 

So, for example, a 10th level priest can normally cast the spell cure critical wounds seven times in a day. Sometimes situations can get desperate, though, and a priest may want to continue to cast the same spell, regardless of the consequences. Each additional casting does damage equal to four times the spell's level. So, a first level spell would do four points of damage, while a seventh level spell would do twenty-eight!

Spheres
These rules do not alter the spheres a priest has access to, nor does it alter the way major and minor access works; a priest can still only cast spells up to third level from spheres they have minor access to. The point costs is the same, regardless of the level of access.

Chart A:

Progression for Priests
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Chart B:

Spell Point Costs
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1
4

5
22
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6
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3
10
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40
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15
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+10ea


Chart B:

Spell Point Costs

WIS
Priest’s Level



1-2
3-4
5-6
7+


13
4
4
4
4


14
8
8
8
8


15
8
15
15
15


16
8
20
20
20


17
8
20
30
30


18
8
20
30
45


19
12
25
45
60


