Invocations for Symon Myst

Detect Magic

Divination

Level: Ade 0, Brd 0, CIr 0, Drd 0, Sor/Wiz 0
Components: V, S

Casting Time: 1 standard action

Range: 60 ft.

Area: Cone-shaped emanation

Duration: Concentration, up to 1 min./level (D)
Saving Throw: None

Spell Resistance: No

You detect magical auras. The amount of information revealed depends on how long you study a particular area or
subject.

1st Round: Presence or absence of magical auras.

2nd Round: Number of different magical auras and the power of the most potent aura.

3rd Round: The strength and location of each aura. If the items or creatures bearing the auras are in line of sight, you
can make Spellcraft skill checks to determine the school of magic involved in each. (Make one check per aura; DC 15
+ spell level, or 15 + half caster level for a nonspell effect.)

Magical areas, multiple types of magic, or strong local magical emanations may distort or conceal weaker auras.
Aura Strength: An aura's power depends on a spell's functioning spell level or an item's caster level. If an aura falls
into more than one category, detect magic indicates the stronger of the two.

--------- Aura Power ---------
Spell or Object Faint Moderate  Strong Overwhelming
Functioning spell (spell level) 3rd or lower  4th-6th 7th-9th 10th+ (deity-level)
Magic item (caster level) 5thor lower  6th-11th 12th-20th  21st+ (artifact)

Lingering Aura: A magical aura lingers after its original source dissipates (in the case of a spell) or is destroyed (in the
case of a magic item). If detect magic is cast and directed at such a location, the spell indicates an aura strength of dim
(even weaker than a faint aura). How long the aura lingers at this dim level depends on its original power:

Original Strength  Duration of Lingering Aura

Faint 1d6 rounds
Moderate 1d6 minutes
Strong 1d6x10 minutes
Overwhelming 1d6 days

Outsiders and elementals are not magical in themselves, but if they are summoned, the conjuration spell registers.
Each round, you can turn to detect magic in a new area. The spell can penetrate barriers, but 1 foot of stone, 1 inch of
common metal, a thin sheet of lead, or 3 feet of wood or dirt blocks it.

Detect magic can be made permanent with a permanency spell.

---------------- Wrl, level 1 ----------------

Beguiling Influence Invocation
Invocation [Least]
Level: Wrl 2

You can invoke this ability to beguile and bewitch your foes. You gain a +6 bonus on Bluff, Diplomacy, and
Intimidate checks for a period of 24 hours.



Source: Complete Arcane

Breath of the Night Invocation
Invocation [Least]
Level: Wrl 1

A misty cloud of fog spreads in a 20-foot radius around you when you use this invocation, as the spell fog cloud. The
fog does not block line of sight, but all creatures in the fog have concealment. A moderate wind or any fire larger than
a torch immediately disperses the fog. The fog disperses on its own after 1 minute.

Fog Cloud

Conjuration (Creation)

A bank of fog billows out from the point you designate. The fog obscures all sight, including darkvision, beyond 5 feet. A creature within 5 feet has
concealment (attacks have a 20% miss chance). Creatures farther away have total concealment (50% miss chance, and the attacker can't use sight
to locate the target).

A moderate wind (11+ mph) disperses the fog in 4 rounds; a strong wind (21+ mph) disperses the fog in 1 round.
The spell does not function underwater.

Source: Complete Arcane

Dark Arcana
Invocation [Least]
Level: Wrl 1
Spell Level: 2

You invoke this ability to become adept at all things magical. You gain a +6 bonus on Spelicraft, Use Magic Device,
and Concentration checks for a period of 24 hours.

Otherworldly Whispers
Invocation [Least]

Level: Wrl 1

Spell Level: 2

You hear whispers in your ears, revealing secrets of the multiverse. You gain a +6 bonus on Knowledge (arcana),
Knowledge (religion), and Knowledge (the planes) checks for 24 hours.

Source: Complete Mage

See the Unseen Invocation
Invocation [Least]
Level: Wrl 2

When you use this invocation, you can activate great powers of vision, allowing you to see invisible creatures and
objects (as see invisible). You also gain darkvision out to 60 feet for a period of 24 hours.

See Invisibility
Divination
Duration: 10 min./level (D)

You can see any objects or beings that are invisible within your range of vision, as well as any that are ethereal, as if they were normally visible.
Such creatures are visible to you as translucent shapes, allowing you easily to discern the difference between visible, invisible, and ethereal
creatures.

The spell does not reveal the method used to obtain invisibility. It does not reveal illusions or enable you to see through opaque objects. It does
not reveal creatures who are simply hiding, concealed, or otherwise hard to see.



See invisibility can be made permanent with a permanency spell.

Source: Complete Arcane

---------------- Wrl, level 2 ----------------

Voracious Dispelling Invocation
Invocation [Lesser]
Level: Wrl 4

You can use dispel magic as the spell. Any creature with an active spell effect dispelled by this invocation takes 1 point
of damage per level of the spell effect (no save).

Dispel Magic

Abjuration

Range: Medium (100 ft. + 10 ft./level)

Target or Area: One spellcaster, creature, or object; or 20-ft.-radius burst
Duration: Instantaneous

Saving Throw: None

Spell Resistance: No

You can use dispel magic to end ongoing spells that have been cast on a creature or object, to temporarily suppress the
magical abilities of a magic item, to end ongoing spells (or at least their effects) within an area, or to counter another
spellcaster's spell. A dispelled spell ends as if its duration had expired. Some spells, as detailed in their descriptions,
can't be defeated by dispel magic. Dispel magic can dispel (but not counter) spell-like effects just as it does spells.

Note: The effect of a spell with an instantaneous duration can't be dispelled, because the magical effect is already
over before the dispel magic can take effect.

You choose to use dispel magic in one of three ways: a targeted dispel, an area dispel, or a counterspell:

Targeted Dispel: One object, creature, or spell is the target of the dispel magic spell. You make a dispel check
(1d20 + your caster level, maximum +10) against the spell or against each ongoing spell currently in effect on the
object or creature. The DC for this dispel check is 11 + the spell's caster level. If you succeed on a particular check,
that spell is dispelled; if you fail, that spell remains in effect.

If you target an object or creature that is the effect of an ongoing spell (such as a monster summoned by monster
summoning), you make a dispel check to end the spell that conjured the object or creature.

If the object that you target is a magic item, you make a dispel check against the item's caster level. If you succeed,
all the item's magical properties are suppressed for 1d4 rounds, after which the item recovers on its own. A
suppressed item becomes nonmagical for the duration of the effect. An interdimensional interface (such as a bag of
holding) is temporarily closed. A magic item's physical properties are unchanged: A suppressed magic sword is still a
sword (a masterwork sword, in fact). Artifacts and deities are unaffected by mortal magic such as this.

You automatically succeed on your dispel check against any spell that you cast yourself.

Area Dispel: When dispel magic is used in this way, the spell affects everything within a 30-foot radius.

For each creature within the area that is the subject of one or more spells, you make a dispel check against the
spell with the highest caster level. If that check fails, you make dispel checks against progressively weaker spells until
you dispel one spell (which discharges the dispel magic spell so far as that target is concerned) or until you fail all
your checks. The creature's magic items are not affected.

For each object within the area that is the target of one or more spells, you make dispel checks as with creatures.
Magic items are not affected by an area dispel.

For each ongoing area or effect spell whose point of origin is within the area of the dispel magic spell, you can
make a dispel check to dispel the spell.

For each ongoing spell whose area overlaps that of the dispel magic spell, you can make a dispel check to end the
effect, but only within the overlapping area.

If an object or creature that is the effect of an ongoing spell (such as a monster summoned by monster summoning)
is in the area, you can make a dispel check to end the spell that conjured that object or creature (returning it whence it
came) in addition to attempting to dispel spells targeting the creature or object.

You may choose to automatically succeed on dispel checks against any spell that you have cast.



Counterspell: When dispel magic is used in this way, the spell targets a spellcaster and is cast as a counterspell.
Unlike a true counterspell, however, dispel magic may not work; you must make a dispel check to counter the other
spellcaster's spell.

Source: Complete Arcane

Walk Unseen Invocation
Invocation [Lesser]
Level: Wrl 2

You gain the ability to fade from view. You can use invisibility (self only), except the duration is 24 hours.

Invisibility
Illusion (Glamer)

The creature or object touched becomes invisible, vanishing from sight, even from darkvision. If the recipient is a creature carrying gear, that
vanishes, too. If you cast the spell on someone else, neither you nor your allies can see the subject, unless you can normally see invisible things or
you employ magic to do so.

Items dropped or put down by an invisible creature become visible; items picked up disappear if tucked into the clothing or pouches worn by the
creature. Light, however, never becomes invisible, although a source of light can become so (thus, the effect is that of a light with no visible source).
Any part of an item that the subject carries but that extends more than 10 feet from it becomes visible.

Of course, the subject is not magically silenced, and certain other conditions can render the recipient detectable (such as stepping in a puddle).
The spell ends if the subject attacks any creature. For purposes of this spell, an attack includes any spell targeting a foe or whose area or effect
includes a foe. (Exactly who is a foe depends on the invisible character's perceptions.) Actions directed at unattended objects do not break the spell.
Causing harm indirectly is not an attack. Thus, an invisible being can open doors, talk, eat, climb stairs, summon monsters and have them attack,
cut the ropes holding a rope bridge while enemies are on the bridge, remotely trigger traps, open a portcullis to release attack dogs, and so forth. If
the subject attacks directly, however, it immediately becomes visible along with all its gear. Spells such as bless that specifically affect allies but not
foes are not attacks for this purpose, even when they include foes in their area.

Invisibility can be made permanent (on objects only) with a permanency spell.

Source: Complete Arcane

Witchwood Step Invocation

Invocation [Lesser]

Level: Wrl 3

Your footsteps become supernaturally sure and supportive.

Your movement is unaffected by undergrowth or rubble of any kind, and you are immune to being entangled.
You can even walk on water, as the water walk spell.

This invocation lasts for 24 hours.

Source: Complete Mage



