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- Demonist
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Extra-Planar Specialist!
by Phil Masters
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Spell Listings SOUL SHIELD (Alteration)

st Level Level: 1
Augury (¢) Range: Touch
Dedication Duration: Special
Protection from Ewil + {g) Areaof Effect: 1 creature
Sanctuary ic Components: YV, 5 M.
Soul Shield Casting Time: 2segmeants

Spirit Command

2rnd Lewvea!
Detect Magic (c]
Detect Spirit -+
Diwinition (cl
Dust Warriors
ldentify (m)
Peatiticn

Plane Source
Ward Elameant

3ra Leve!

Dispel Magic (c)
Protection from Evil, 10°
radius + [g)

Read Magic (m}

Spaak with Dead [c)
Spirit Call +

dih Level!

Cacodemaon {mj)

Call Imps +

Contact Other Plane (m)
Exorcise ()

Spiritwrack {m)
Summons Shadow (i)
Ward Magic

5th Level

Astral Spaill (c)

Beast Summaons
Charm Spirit

Conjure Elemental {m)
Entrapping Pentagram

Gth Level

Call Foe
Communea {c)
Contract

Greal Summaoning
True Seeing (c}

Zth Laval

Dismissal

Gate ()

Legend Lore (m)

Raise Pandemonium

Spirit Trap

Summons Army

Notes: +: reversible. {c): as
cterical spell. (i}: as illusionist

speil. (m): as magic-user spell,

Saving Throw: None

The material compaonantistha
focus. The spell |asts for 2-6
rounds (dd+1) plus 1 round
for each 3 full levels above 2nd
attained by the caster {so a 5th
level demonist gains T extra
round's duration), it gives +2
on all saves vs enchantment/
charm spells and similar
device o creatures powers, ard
against any psionic power
that affects the victim's mind;
it also gives +4 on saves vs
magic far.

SPIRIT COMMAND
(Enchantment/Charm

As clerical command spell, but
it functions anly an the Prime
Matarial Flane against beings
Frorm the Outer ar Elarmental
FPlanes, However, all saves
against the spell are at -2

DETECT SPIRIT (Divination)
Reversible

Level: 2

Range: 8%+ 1%/level
Duration: Special
Areaof Effect: 1creaturaor

uhge::t
Components: V. 5.
Cas Time: 5Sseagmenis
Saving Throw: Nane

Detects the presence of a soul,
spirit or mentality in any body
or object (anchanted swords,
ate), and whether or not the
mind contralling the body is
its ‘native’. Thus it will not
detact charming ar hypnaosis,
but will detect possession.
Oinly the fact of 8 mind is
detactad, not 18 natura, The
reversa, obscure spirit, has a
range of touch and conceals a
single mind or case of posses-
sian from magical or psionic
detection for one round per
level of the caster.
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Range: 3=

Duration: Special
Areaof Effect: 2" x 2" sguare
Components: V', 5, M,
Casting Time: 3 sagments
Saving Throw: Mone

Material componants are tha
focus and a fuli set of teseth
from a man-sized or larger car-
nivare which are cast on an arsa
of earth, rock, raw stone, sand
or gravel as the spell is cast,
3-B skeletons will rise from the
area, the centra of which must
ba in spell range. They will
fight for the caster until they
are turned or destroyed, the
caster i1s slain, rendered
uncanscious or moves aut of
spall range of tha group, or the
magic s dispaifed. However, in
any round when none are fight-
ing, the skeletons are S0% likely
to uncontrollably fight each
other to destruction; in this
case, a single skeleton will
strika blows at itself,

PETITION
[Conjuration/Summaoning)
{u.wul; 2

ange: 0
Duration: Special
Areaof Effect: Special

ents:

Casting Time: 1 round

Saving Throw: Nons

A demonist may strike a bar-
gain with a being of the Quter
Planas, and gain a promisea of
possible suparnatural assis-
tanoe. The baing, if not engaged
elsewhere, may be contacted
by petition when the aid is
needed, It does not ensure that
any promises are honourad.

PLANE Enl..lm.‘-E {Divination)

Lawvel:

Range: 'f .

Duration: Special
1ereatureor

Area of EHect:
item

Components: V 5 M.
ng Time: 2segments
Saving Throw: Special

Reveals the Flane of origin of
any ane creature, nbject or
magical phanomenon in speil
range, or the Plane reachable
by the closest gate or dimen-
sional nexus point, Hostile or
unwilling ereatures save vs
spells to avoid their origins
being divined. Material com-
ponent: caster’s focus,

WARD ELEMENT [Abjuration)

Level: 2

Range: 0

Duration: B rounds/leval

Areaof Effect: 5 radius
sphere

Co : V.S M.
m:

2 segmants
Saving Throw: None

Creates a sphere of defence,
cormparabla with protection
from evif, which cannot be
penetrated by any crealure
from ane Eflemental Plane
specified when casting. Attack
forms related to the elemant
chosen are weakened by the
sphera, 50 thosa inside get a
saving throw as follows:

Fire: +2 on saves vs fire,
and -1 from each damage die.

Water: +2 vs cold attacks;
+3 vs acid attacks; -1 from
acid damaga per die.

Earth: +3 vs petrifaction:;
-2-6damage from falling rocks,
l;'.ﬂ'tiIFLll boulders, atc.

Air: +2 on saves vs lightn-
ing, +1 vs poison gas; -1-4
damage from either.

Magical component: caster's
focus. This will not work on
the Elemental Planas.

SPIRIT CALL (Conjuration/
Summaoning) Reversible
Level: 3
Range: ar
Duration: 3rounds +
1 round/|swval

Area of EMect: Special

ents: V.5, M.

Casting Time: 3 segments
Saving Throw: None

summons 2dé+ 1 incorporaal
antities from the Astral Plana,
to anywhers within spell range
on the Flane of casting. Thase |,
spirits cannot stand full day-
light; the sun drives them back
to their own Plane, and equi-
valent light drives them back to
the shadows. Their own sanse
iz g imited form of ESP. 50 they
nead no illumination 1o 'sea’.
Each spirlt sarves the demon-
st until dispelled, released, or
the reverse, dismiss spirit, i
cast on them = or until spall
duration expires. Each can Iift
up to 20gp in weight and move
with it at a rate of 67, Their
main ability is to tlempora rily
activale Corpses, one per spirt,
as skeletons’zombies, but they
can then be ‘turned’, returning
them to their own Plane.

As "extra-planar’ beings.
th are subject to protection
Is, holy words, etc. Matarial
-:umuurt&nt caster's focus.

CALL IMPS (Conjuration/
Summoning) Reversible
Leval: 4

Range: 2"

Duration: 14 roundievel
Area of Effect: Special
Components: V,5 M.
Casting Time: 4segments
Saving : None

Material components are the
focus and a drop of human,
alven, half-elven, dwarvish or
halfling blood. The spail sum-
mons Pqﬁ+1] minor monsters
o & désired point in spell range.
Normally these are imps or
quasits [MM] but DM's mayl> |
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=allow meghits |FF], dream
demons |WD25], or the like.
The beings will fight until they
are dastrov'ad, spell duration
axpires, the summoner is skain
or rendered unconscious, or
thay are forced back to their
Fiane of origin. These are not
familiars; they will only fight
for the demonist, not perform
mora complex tasks.

The reverse, dismiss imp,
returns one creature of any of
the types summonable to its
Planeof arigin; a saving throw
is allowed, but at -3, This neads
holy waterin place of the
blood. Even familiars can be
dismissed, and none may
return for seven full days.

WARD MAGIC (Abjuration)
Level: 4

Range: 0
Duration: 1 turni/level
Areaof Effect: 5" radius
sphera
V.5, M.

d segmeants
None

Com mts:
Casting Time:
Saving Throw:

A spharical protective rone 15
saf up arpundtha casterwhich
lasts unti| dispelled, the caster
leaves its confines, or its dura-
tion expires. No surmmoned,
conjured or extra-dimeansional
creatura can antar. Undead ara
slowed within it — skeletons
and zombies may even have
thair animating magic dispal-
lad gince the sphere also acis pe
a dispal magicon any spell cast
within or entaring its confinas.
Even instantaneous spells not
normally susceptible 1o dispe/-
ling, like lightning bolt, can be
suppressed. llems with spalls
cast on them (including skale-
tons, zombies, animated
objects, potions, etc) must be
checked on their 15t and alter-
nate subseguant rounds within
the sphera (ie 151, 3rd, 5th, eic)
to see if they are dispelled,
The sphere may be dispelled,
bt its own power may act to
dispeithe dispel magicfirst! If
two sphares intersact, each in-
stantly cancels the other out,
Material component: focus.

BEAST SUMMONS
[Eunludngfﬁummnnlngl
Level: B
Range: &’
Duration: B rounds +
1 roundievel

Areaof Efect: Special
'Ec:sn:lpannﬂli: V.5, M.

ng Time: 5sagments
Saving Throw: Nong

Calls one creature from another
Planein 3 segments, The crea-
ture may be of almost any
stran%th. Conditions availablie
miust Bea suitable forthe mons-
tar; if the dice indicate s watar
waird where thera s nowatar,
oran xornonacloudisliand, a
re-throw is mada.

Die Roll  Monster

01-06  Aerial Servant
07-13 Demon, Type |
14-17  Demon, Typel|
18-19  Damon, Typa ||
20-21 Devil, barbed
22-25 Djinmi
26-28 Elfresti
28-39 Garﬂi::rriﬂ
40-51 Hellhound
h2-58 Invisible stalker
60-61  Night Hag
6.2-66 MNightmare
€7-69 Rakshasa
#0-73  Salamander
74-85  Spidar, Phase
86-88 GreySlaad
89-97 Water Weird
98-00 Xorn
CHARM SPIRIT
{Enchantmant/Charm)
Level: 5
Range: 6"
Duration: Special
Ares of Effect: 1 creature
gumpun#u: V.S, M.
asti me: Ssegments
Elvlr"u:u'l'hrnw: Negates

As an MU's charm monster,
excapt it only affects one crea-
tura not on its own Plane of
origin. The craature will sava at
-3, butif it subsequently returns
toits own Plane, an immaediate
check is made o saa if the
magic is broken. On this and all
subsequent (weekly) checks on
the creature’s own Plane, the
normal chance of the anchant-
mant braaking is doubled,
Material componant: focus.

ENTRAPPING PENTAGRAM
[Alteration,
Enchantmant/Charm)
Level. &

Range: Special
Duration: Spacial
Area of Effect: Special
Components; V.5 M

Casting Time: Special
Saving Throw: Special

This weird, dangerous and
potent spell creates a special
pentagram, some 7' aoross,
within which a8 demaon, devil,
daemon, night hag or eleman-
tél can be trapped and made
haelpless, deprivad of all mag-
cal powers and abilities, evan
including magic resistance and
the ability to travel betwean
Planes. Such beings will feel
nothing but undying hatred for
the one responsible, concaiv-
ably masked by fear after long
domination and restraint,
Thecasting involves scribing
the pentagram with & spacial
ink of mammal blood, holy and
unholy water, ground chalk,
powdered iron and 3,000gp
worthof rare ingredients, One
hour of uninterrupted work and
spall casting is needed. The
surface used must be solid
rock or stona, wilth na other
marka or inscriptions an it
The subject of the spell must

ba forced into the pantagram.
Spelis such as conjure ele-
mental, cacodemaon, great
summaning or gate may be
used to place the subject within
the magic inscription, but it will
then be aware of the attempdt,
and can use magic resistance
and & saving throw vs spells
to avoid entrapment. There is
also a 26% chance that it will
become aware of the identity
of the demonist — often with
garious consequences for the
lattar. More subtle are attempts
to trick the subject into a pent-
agram concealed Dy dust, rugs,
or veqatation, atc, or by usa of
charm spells. Even brute force
mighl wWork,..
noe the victim s within the
pentagram, it activates and
gntraps the victim. This must
be done within four hours per
expearience level of the caster,
glse the magic fades. However,
once the victim is caught, the
only escape is if another being
of at least cat-size enters tha
diagram [neote: no animal is
likety to go anywhere near a
trappad and angry being], if
art of tha diagram is erasad
m outside, or if tha capturad
being is attacked by waapon or
aparllﬁ Bargaining with trappad
beings by offaring freedom is
lausible but usuaily unwise.
ﬂatu rally, intelligent beings
will often try to mislead, cajole
or browbeat their captors.

CALL FOE
{Conjuration/Summoning)
Leveal: i

Range: 57+ 1"/lavel
Duration: Special
Area of Effect: Special

Co nents;: V.5 M.
Casting Time: 1 round
Saving Throw: None

i a demonist knows or Suspects
that some extra-dimensional
manster or group within spall
range has a sworn, innateand
ancient enamy or balancin
force somewhere in the multl-
verse, this spell (material
componant: focus) will cause
that enemy to appear within
1-4 rounds, in sufficient force
to match their cppoments, by
invoking a fundameantal balanc-
ing principlein the multiverse.
Graatar gods are potent anough
to negata that principle and
prevent their natural foes from
appearing. Foas not wishing to
be called rna%y exerl thair magic
resistance. Tha spell has no
effect on tha mundane beings
of the Prime Matarfal Piane.
Cases where enamies axist
are djinni and afreeti, Bahamut
and Tiamat, githyanki and
githzerai |Fiend Folio].

{CONTRACT (AReration)
Lawal: B

Range: Special
Duration: Permanent

Araa of Effect: Two beings
Components: V., 5, M.
Casting Time: Srounds
Saving Throw: None

This creates a binding con-
tract batwesn a mortal (who
may bathe caster) and a super-
natural creature, of at least
low intalligance, of the Outer
or Efemental Planas. Casting
requires the drafting of the full
agregment, using rara inks
and parchments worth Eﬂﬂﬂ(r:
signed in the morial's blood.
contract is consistently
binding, but only to its exact
wording. Evil baings will natur-
ally pervert the spiritwhile hon-
puring tha lettar. Contracts
made under coercion are not
binding. If the supearnatural
being wishes, it may exer
magic rasistance to nullify the
contract at the time of signing,
but any infarmational spall
will reveal this, entirely nul-
lifying the agreement. The
&0 uvenoes of a later breach
of contract by the being are up
to the DM (such breaches are
rare), but Widﬂﬂrgl'ﬂﬂd know-
ledge of the idy, the close
attention of furies and gods of
justice, |oss of power and wor-
shippers, and other such rest-
raints can be appliad. Devia-
tions from the contract by the
meortal cause the loss of one
pointof strength and constitu-
tion every 12 hours until the
divergence is rectified, or the
immediate notification and
appearance of tha suparmatural
being —which has to be agread
when the contract is signed,
Dutright breach of contract
instantly paralyses the monal
for 4-16 turns and immediataly
brings tha suparnatural craa-
ture to the scene. The spell can
anly be broken by three full
wishes, cast simuftaneousiy.

GREAT SUMMONING
{Con umﬁnmm;mmnnhu]

2'

Special
Creature
Summonead
V.5 M.
Special
Spacial

a:
Area of Effect:

Co ents:
c-.l;ﬂﬁﬂﬂm:
Saving Throw:

Essantially a superior cacode-
man spall, this will summaons
any named demon of less than
princely status, any named
devil of less than arch-devil
rank, certain potent entities
from other dimensions pos-
sessing rue names, and even a
few demi-gods with that char-
acteristic. The material com-
ponents in aach case vary
widely, but always include the
focus and 500+ gp worth of
rare and paculiar substances.
The procedurs is as for a
cacodeman; casting tima is

2d4+4 hours, and the saving
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throw is rolled on 2d10. Thea
attitude of the being sum-
moned varies with alignment,
butis never lessthan extreme
irritation. Craatures summaoned
will always have full hit die. A
Spirit trap spell attack may be
employed by some demonists
against the being summoned.

LNFHISEﬂL [Ahiwﬂiunll

I:

Range: 12“

Duration- Special

Area of Effect: 5" radius
sphere

Components:

Casting Time: 3segments

Saving Throw: Special

Any craature summoned by
the demanist must depart
instantl'r with no saving
throw allowed. Similarly, any
creature brought to the area
against its will and by magic
summons may freely choose
1o allow the disrmissal to return
itto its place of origin, regard-
lass of s summoner's dasires.
Any axtra-dimensional crea-
ture arriving by its own powers
orabilities must save vsapells
ar-3 or depart, and in any avant
will be stunned for 1-4 rounds.
Finally, any creature willingly
conjurad or summoned 1o the
scene by another's magic is
automatically paralysed for 2-8
rounds, and for each such,
thelr summoner musi sava vs
spells at -4 or see the creature
depart. The spall effects every
such creaturg withina 5"
radius sphers with its centre
within spell range salected by
tha castar, No creature alsmis-
sed may depart its home
Pilane again for one full year,
unless summaoned or conjured
by the castar of the dismissal,

RAISE PANDEMONIUM
{Conjuration/Summaoning)
Lavel: 7
Range: 10"

1turn +

Duration:

1 round/level
Area of Effect: 4" radiuscircle
Components: V.5 M.
Casting Time: 7segments
Saving Throw: Mone

This hideously dangercus and
chaotic spell surmmons an
uneontrollable crowd of
demons, all of which appearin
an B” diameter circle with its
centre at a point selectad within
spall range. The caster has no
influence ovear the monsters,
which ran‘r&in until the sum-
moning mﬂ%l': I8 dispelled
from each of them, each s
slain, or spell duration expires,
Material component: focus.
The group will comprise: 2-
12 type | demons; 2-7 type |l;
30%: chance of 2-B guasita; 20%
chance of 1-B manes; 80%
chance of 1-4 of typa |ll: and a
B5% chance of a singlatype V.

If no non-demonic beings are
detectable in an area, thereisa
80% chance of an intermittent
fight betwean thosa of type |
and thosea of TFDH . Thera is a
10% chance of this if the only
ptharavailable wictims appear
waeak and non-aggressive.
Otherwise, they will be mostly
Intarested in slﬂu htﬂring
maortals, Ihﬂlﬁ a strongar
and mora intelligant spaci-
mens may seek to dominsate
the othears or hunt down the
richest pickings.

SPIRIT TRAP
(Conjuration/Summaoning)
Laveal: 7
Range: ="
Duration: Permanant
until broken
Area of Effect: 1creature
I:-umpnnmﬂ: V.5, M.
Casting Time: Special +
1 segment
Saving Throw: Negates

As MU's trap the soul spell,
axcept the range 827, it can
only be cast on tha Astral,
Ethereal or Material Planeas,
and the creature to be trapped
must originate on the Owieror
Elemental Planes Tha prison
object, which requires no
further spelis to prepare. s &
spacially made, hand-sized,
gngraved and carved brass
bottla, costing at least B0Ogp.
It must be car -un'.:l as the spal|
takes effect, and sealed with
wax within an hour (else the
I:uﬂsnnar will ascape). Remov-
ng the bung freas the prisonar,

SUMMONS ARMY
{Con ur.ﬂnhfﬁl;mmnning]

Level: )

Range: Special
Duration; Special
Areaof EMect: Special
Components: V.5 M.
Casting Time: Special
None

Saving Throw:

A demonist wishing to summan
a supernatural army must per-
form & long series of tagks to
locata, recruit and Iransport
the forca, Only one such con-
juration |s passible in any
funar month, and in 5% of
cases. noneis. Thus, with g 5%
chance that some unknown
demonist has performed the
magie, there is & 10% chance
that the spell will prove tem-
porarily impossible, even if no
known characier has already
usad it that manth, Tha
demonist must cast an augury
to check this point, a divination
1o asceriain where the magic
must be performed, and a
contact orther plane 1o reveal
the army availabte (roll dice
on table below) and to opan
negotiations with them. Note
that tha Flane to ba contactad
will always be two removed
from the Prime Material,

The place of summoning wifl
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alwws be a w:ld desolate, will serve for one lunar month
deserted ,1-100 milesfrom  or until each has a victim to

the demonist in a random direc-
tion. The demonist must jour-
nay there and begin casti
before the lunar month s oul,
alsa tha chance |5 lost, and
preparations must begin anew.
Dnce thera, four large bon-
fires defining & quadrilataral
big enough to contain the army
to ba summoned must bae built
to burn rare woods, incanseg
and spices to a tolal value of
6,000gp. The fires must be kept
burning throughout the sum-
maning, which will be 1-4 turns
plus the materialization
period of the army (sea1abla),
A deamonist who summons
an army and fails to pay them
immediately can expect seri-
ous trouble. Certainly, no-other
army will ever subsequently
answear his call untess paid well
and in advance afterthe original
army has been paid at lgast
treble its usual rate to chmpen-
sate for delay and disrespect
A sumimons army can only
be dispelled if the entire force
is brought back to the sum-
moning point. However, indi-
vidual mambers can be forced
back to their own Planas by
haly water or dismissal spails.

Die Roll Army Type

(d100) (Turnsto Materialise)
01-16  Army of the Dead (3)
17-27  Army of the Nig htid)
28-33 DemonHordes (2)
34-39 DevilHost(2)

40-45 SwampLegion(3)
d8-51 Insect Swarms (3)
62-65 SlaadiDeath Squad (4)
BB-72 Githyanki War-Party |5
73-84 TreaSpirits{2)

BS5-00 Warriors of Valhalla {5k

Army of the Dead: A demon
lord's amissaries comprising
50-300 skeletons and 5-20
zombias led by a ghast. They
will searve, providing it is to
wreak havoco and destruction,
forone lunar month.

Army of the Night: A night
hag, mountad on a mightmare,
in command of her ratinue of
5-20 huge vampire bats {as
stirges, but have -3 to hit in full
dayiight) asscouts, 4-24 ghouls

39—1 8 shadows as warriors.
Sha will seek evil souls 1o
stezl, serving for up to one
lunar month for such offers.

Demon Hordes: Atype V or
Vi demaon {50% chance of either]
leading 2-8 quasits, 2-16 type L
3-8 type Il and 1-8 type Il
demaons. Seeking chaos and
destruction, they will serve for
up toone lunar month or until
eachy member has consumed
one human or demi-human
corpse — whichevar is less,

Devil Host: A homed devil ar
pit flend (50% chance of aither)
gommanding 1-B fire mephits,
2-16 barbed deviis, 2-9 bans
devils, and 1-8 erinyes. They

carry off to Hedl,

Swamp Legion; Foul crea-
turas from the dismal marshes
of the Lower Planes, led by a
wype |l demon, including 5-30
gﬂ ant frogs, 3-18 killer frogs, 3-

poisonous fmgs, 3-18 giant
toads, 2-12 poisonous toads,
2-B ochre jellies, 3-18 lizard
men and 4-24 fm? folk [Best
af WD Scenarios ll]. The Leg-
ion is chaotic evil in naturs,
and will serva for up to twa
weeks in exchange for blood
and flesh - preferably human
or alvan.

Insact Swarms: Underlings
af an insact-god comprising
5-30 giant wasps, 3-18 giant
fire beetles, 4-32 giant boring
beetles, and 30-120 giant war-
rior ants. They will serve for
up to one week in réturn for
2,000gp worth of grains and
fresh meat, and any crops they
should pass over. The
demonist may also patition
for one insect plague in that
fime.

Slaad) Death Sguad: |FF] A
?rm.r slaad leading 3-18red, 2-
2 blue, and 1-6 green sfaad.

Thay will serva for one lunar
maonth in exchange for one live
hurman slave 1o take back o
limbo for each sguad member.

Githyanki War-Party: |FF] An
8th level knight mourtad on an
old red dragon (which they
summaon during their material-
isation tima) commanding 1 3rd
lewel githyanki{any class), and
2 6th level fightars. They will
serve for one lunar month or
until the knightis slainin retum
for 5,000gp in gems and silver.
There is 8 50% chance they
will attack any mind-flayvars or
githzeral on sight, contrary to
the summaoner's wishes.

Tres Spirits: immaterial
beings of the Astral Plane who
will activete 30-120trees to act
as full-power treants and serv-
ing for one lunar month in
axhange for solemn vows
nevar to wilfully harm forests
or woodland, plus the return
of at least ten square miles of
cultivated land 1o a state of
forestation. Qath-breakers
can expect vengeance from a
force at least three times as
big as that which sarved tham

arriors of Valhalla: 20-120
fightars aquivalant in every
way 1o a group of barsarkers
IMM], save that sach has a
magic resistance of 1094 [leader
typas have 20%), and total
irmmunity to charm and sfeep
magic. Thay serva for battle
glory, plus plunder to the value
of 100gp per head, remaining
for up to three months or undii
at least half thair numbers are
stain and tha slaying has bean
avenged by tha tatal defeat of
the anemy invalved —
whichever 1s less, [
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