Supplemental Lore (White Box)
Additional Class for
S&W :White Box
Illusionist
Illusionists are a magic-user sub-class who specialize in
magical illusions. An intelligence and dexterity of 15 are
required to qualify for this class. An illusionist's prime
requisite is intelligence. Illusionists may only employ
illusionist scrolls, Crystal Balls, and certain wands (fear,
paralyzation, illusion, and magic detection). Illusionists
possess their own spell list (see Illusionists Spell List)
independent of the magic-user's.
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Illusionist Spell List
As stated above, illusionists possess their own spell list
independent of the magic-user's, although some of the
druidic spells are similar to the cleric's or magic-user's.

Illusionist Class Abilities
Weapon/Armor Restrictions: Like the magic-user,
illusionists may use daggers and staves and may not wear
lany armor.
Spell Casting: The illusionist casts spells in the same
manner as the magic-user and elf. Illusionists possess their
own spell list independent of the magic-user's and elf's.
Saving Throw: Illusionists gain a +2 bonus to save versus
illusions.
XP Bonus for Intelligence: This class bonus is due to a
high intelligence attribute.

Level1

Level 2

1 Phantasmal Force I

1 Phantasmal Force II

2 Light (Dark) I

2 Invisibility I

3 Wall of Fog

3 Fog

4 Change Self

4 Blind

5 Reflection

5 Misdetection

6 Hypnotize

6 Hypnotic Pattern

7 Detect Invisibility

7 Detect Magic

Table 1: Illusionist Advancement

8 Deafness

Level

XP

HD

BHB

ST

1

0

1

+0

15

Level 3

Level 4

2

2,750

1+1

+0

14

1 Invisibility II

1 Invisibility III

3

5,500

2

+0

13

2 Fear

2 Massmorph

4

11,000

2+1

+0

12

3 Phantasmal Force III

3 Shadow Monster I

5

22,500

3

+1

11

4 Light (Dark) II

4 Shadow Magic I

6

47,500

3+1

+1

10

5 Paralyze

5 Creation I

7

92,500

4

+2

9

6 Non-Detection

6 Emotions

8

177,500

4+1

+2

8

7 Hallucinatory Terrain

7 Confusion

9

357,500

5

+3

7

10

715,000

5+1

+3

6

8 1st lvl M-U spells

Level 5
Table 2: Illusionist Spell Advancement
Level

1 2nd lvl M-U spells

Spell Level

2 Project Image

1

2

3

4

5

3 Summon Shadow

1

1

-

-

-

-

4 Creation II

2

2

-

-

-

-

5 Chaos

1
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6 Shadow Monster II

This spell affects a 30 ft X 30 ft area. All those caught within
the affected area will become confused until they leave the
area. Hight level fighting-men and illusionists are not affected
by this spell.

7 Shadow Magic II
8 Create Specter

Spell Descriptions (Illusion)

Confusion

1st Level Magic-User Spells
Spell Level:

I4

Range:

N/A

Duration:

N/A

Range:

N/A

Duration:

N/A

Range:

120 ft

Duration:

2 hours

Create Specter

2nd Level Magic-User Spells
I5

I4, M4

Same as the 4th level magic-user spell of the same name.

Learning this spell allows the illusionist to learn and use all
1st level magic-user spells. He must seek these spells in the
same manner as magic-users.

Spell Level:

Spell Level:

Spell Level:

I5

Range:

Near caster

Duration:

Permanent

This spell is used to raise a deceased person, causing him to
become a specter with HD equal to 1/2 the deceased
character's level (rounded up). The deceased character must
have been at least 2nd level in order to be raised as a
specter. The specter is raised with both its mind and memory
intact. The specter does not come under the control of the
illusionist and retains its independence. In order for this spell
to work, the deceased must be raised within a number of
turns equal to or less than 24 + 6 X illusionist's level.

Learning this spell allows the illusionist to learn and use all
2nd level magic-user spells. He must seek these spells in the
same manner as magic-users.

Blind
Spell Level:

I2

Creation I

Range:

80 ft

Spell Level:

I4

Duration:

Until dispelled or removed by caster.

Range:

Touch

Duration:

4 + illusionist level in days

On a failed save, this spell causes blindness in a victim. The
blindness will remain until it is either dispelled or removed by
the caster.

Creation allows an illusionist to create materials up to a
hardness comparable to wood (much like a Djinn). The total
amount of weight an illusionist may create in a day equals 5
pounds X the level of the illusionist.

Change Self
Spell Level:

I1

Range:

Self

Creation II

Duration:

10 + level + 1d6 turns

Spell Level:

I5

Range:

Touch

Duration:

4 + illusionist level in days

This illusion makes the caster appear to be a different
creature. The illusionary guise must share the same general
size and shape as the illusionist.

Similar to Creation I except the amount of material created in
a day has a maximum weight of 15 pounds X the level of the
illusionist.

Chaos
Spell Level:

I5

Range:

120 ft

Deafness

Duration:

Concentration

Spell Level:

2

I2
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Range:

80 ft

Duration:

Until dispelled or removed by caster.

3d6 third level types, 2d6 4th level, 1d6 5th level types, or
1d6-2 6th level types.

Fog

Identical to the illusionist spell Blind but causes deafness
instead.

Detect Invisibility
Spell Level:

I1, M2

Range:

10 ft/level

Duration:

1 hour

Spell Level:

I2

Range:

Mover 6 ft / minute

Duration:

1 hour

This magical fog acts in a similar manner to a Cloudkill
except it simply obstructs vision as opposed to poisoning its
victems. Fog is affected by winds in the same manner as
Cloudkill is.

Same as the 2nd level magic-user spell of the same name.

Hallucinatory Terrain
Detect Magic
Spell Level:

I1, M1, C1

Range:

60 ft

Duration:

20 minutes

Range:

180 ft

Duration:

Concentration

Battle Lust:

Bravado:

Makes targets fight as Berserkers (+1 to-Hit,
+3 damage, and +5 temporary HP). Battle
Lust may be countered by Fear.

Fear
Range:

180 ft

Duration:

Level + 1d6 turns

Until touched or dispelled

Spell Level:

I2

Range:

120 ft

Duration:

Concentration + 1d6+3 turns

Spell Level:

I1

Range:

120 ft

Duration:

Until dispelled

This spell acts in a similar manner to the arcane spell Charm
Person. Victims must be looking into the illusionist's eyes in
order for this spell to have an effect. Due to the powerful
nature of this spell, victim's suffer a penalty of 2 to their
saving throw when attempting to resist a Hypnotize spell.

Causes immunity to fear.

I3

Duration:

Hypnotize

When used, it's effects are variable (d20 roll).
A result of 1-4 = hate any enemy, 5-8 means
the targets hate each other, 9-14 = hate both
each other and any enemy, 15-16 = hate
themselves (committing suicide), 17-20 = hate
the caster. A person under the influence of
Hate will attack whoever the dice roll
indicates.

Spell Level:

240 ft

Conjures up a magical pattern before the illusionist that will
hypnotize all onlookers (save negates). Those ensorcelled by
the hypnotic pattern will be held motionless. The spell affects
4d6 1st levels victims, 3d6 second level, 2d6 3rd or 4th level
victims, or 1d6 victims of 5th or 6th level.

Deprivation: Causes men to desert Countered by Bravado.
Hate:

Range:

Hypnotic Pattern

Emotions
I4

I3, M4

Same as the 4th level magic-user spell of the same name.

Same as the cleric and magic-user spell of the same name.

Spell Level:

Spell Level:

Invisibility I
Spell Level:

I2, M2

Range:

240 ft

Duration:
Until dispelled or an attack is made
This spell causes creatures who fail their saving throw to flee.
The spell will affect 5d6 first level types, 4d6 second level,
Same as the 2nd level magic-user spell of the same name.
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Non-Detection

Invisibility II
Spell Level:

I3, M3

Range:

240 ft

Duration:

Until dispelled or an attack is made

Invisibility III
I4

Range:

240 ft

Duration:

4 rounds + 1 round/level

I3

Range:

Self

Duration:

2 turns/level

Prevents any detection spells from working on the illusionist.
This spell also negates detection through magic items such
as Crystal Balls.

Same as the 3rd level magic-user spell of the same name.

Spell Level:

Spell Level:

Paralyze

Same as Invisibility II but allows the recipient to attack while
invisible.

Spell Level:

I3

Range:

180 ft

Duration:

Until dispelled or removed by caster

This spell paralyzes its targets. The number of creatures
affected is equal to twice the illusionist's level in HD. A
successful save negates this effect.

Light (Dark) I
Spell Level:

I1, M1, C1

Phantasmal Force I

Range:

60 ft

Spell Level:

I1, M2

Duration:

1 hour + 10 min/level

Range:

240 ft

Duration:

Until negated or dispelled

Same as the magic-user and cleric spell of the same name.

Same as the magic-user spell of the same name.

Light (Dark) II
Spell Level:

I3, M3, C3

Phantasmal Force II

Range:

120 ft

Spell Level:

I2

Duration:

Permanent until dispelled

Range:

240 ft

Duration:

Until negated or dispelled

Same as the magic-user and cleric spell of the same name.

Similar to Phantasmal Force I, this more powerful version of
the spell allows the illusionist to move about while employing
the spell. In addition, the spell remains in effect for 3 turns
after it has been negated.

Massmorph
Spell Level:

I4, M4

Range:

240 ft

Duration:

Until negated or dispelled

Phantasmal Force III

Same as the magic-user spell of the same name.

Misdetection
Spell Level:

I2

Range:

120 ft

Duration:

10 minutes

Spell Level:

I3

Range:

240 ft

Duration:

Until negated or dispelled

Similar to Phantasmal Force II, this more powerful version of
the spell allows the illusionist to include sound, small, and
temperature to his illusion. Unlike the lesser Phantasmal
Forces, this version is not destroyed by touch. In addition, the
spell remains in effect for 5 turns after it has been negated.

This spell causes any detection spells (Detect Invisibility,
Detect Magic, Detect Thoughts) to malfunction.

Project Image
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Spell Level:

I5, M6

Range:

240 ft

Duration:

1 hour

This spell allows the caster to conjure semi-real monsters.
Monsters summoned have 20% the number of HD of the
original (Original HD X 0.2. Any score of less than .4 is
rounded down, and any fraction of .4 or greater is rounded up
to 1 hit point). Shadow monsters have an AC of 9 [10], and
do not possess any of the original monster's special abilities
(unless the victim believes the shadow monster is real). The
illusionist may conjure a number of monsters whose
combined original HD is/are equal to the illusionist's level.
Shadow Monsters take double damage from silver weapons.

Identical to the magic-user's Project Image spell.

Reflection
Spell Level:

I1

Range:

80 ft

Shadow Monster II

Duration:

1 turn

Spell Level:

I5

Range:

30 ft

Duration:

1 round/level

This spell acts as a mirror to counter the Petrifying Gaze of
certain creatures such as Medusas or Basilisks.

Shadow Magic I
Spell Level:

I4

Range:

Same as mimicked spell

Duration:

Same as mimicked spell

Same as Shadow Monster I, but the shadow monsters
summoned are have 40% of the original creatures HD. Also,
their AC is increased to 8 [11]. With this version of the spell
the illusionist may conjure a number of monsters whose
combined original HD is/are equal to the illusionist's level X
1.5.

This spell allows the illusionist to cast semi-real offensive
spells which mimic the following real offensive spells;
Lightning Bolt & Fire Ball

Do 1d6 points of damage for
every 4 illusionist levels.

Wall of Defense I

1d6 - 2 +1/every 4 illusionist
levels.

Death Spell

Affects 1d8 creatures of 1 HD.

Summon Shadow

I5

Range:

Same as mimicked spell

Duration:

Same as mimicked spell

I4
30 ft

Duration:

1 round/level

Near caster

Duration:

Until mission is complete

Spell Level:

I1

Range:

60 ft

Duration:

Concentration

The illusionist creates an opaque wall of fog that blocks
vision. The caster may choose to create the wall in a straight
line running 60 ft in length and 20 ft in hight or a circular wall
with a 15 ft radius, also 20 ft in hight.

Shadow Monster I
Range:

Range:

Wall of Fog

Same as Shadow Magic I but the damage inflicted is
doubled.

Spell Level:

I5

Similar to an Invisible Stalker spell, but summons Shadows
instead. The number of Shadows summoned is equal to 1 +
1 per level over 5.

Shadow Magic II
Spell Level:

Spell Level:
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OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards").
All Rights Reserved.
1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game Content;
(b)"Derivative Material" means copyrighted material including derivative works and translations (including into other computer
languages), potation, modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or other
form in which an existing work may be recast, transformed or adapted; (c) "Distribute" means to reproduce, license, rent,
lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)"Open Game Content" means the game mechanic
and includes the methods, procedures, processes and routines to the extent such content does not embody the Product
Identity and is an enhancement over the prior art and any additional content clearly identified as Open Game Content by the
Contributor, and means any work covered by this License, including translations and derivative works under copyright law,
but specifically excludes Product Identity. (e) "Product Identity" means product and product line names, logos and identifying
marks including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents,
language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic, photographic
and other visual or audio representations; names and descriptions of characters, spells, enchantments, personalities, teams,
personas, likenesses and special abilities; places, locations, environments, creatures, equipment, magical or supernatural
abilities or effects, logos, symbols, or graphic designs; and any other trademark or registered trademark clearly identified as
Product identity by the owner of the Product Identity, and which specifically excludes the Open Game Content; (f)
"Trademark" means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its
products or the associated products contributed to the Open Game License by the Contributor (g) "Use", "Used" or "Using"
means to use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of Open Game
Content. (h) "You" or "Your" means the licensee in terms of this agreement.
2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game
Content may only be Used under and in terms of this License. You must affix such a notice to any Open Game Content that
you Use. No terms may be added to or subtracted from this License except as described by the License itself. No other terms
or conditions may be applied to any Open Game Content distributed using this License.
3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual,
worldwide, royalty-free, non-exclusive license with the exact terms of this License to Use, the Open Game Content.
5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent
that Your Contributions are Your original creation and/or You have sufficient rights to grant the rights conveyed by this
License.
6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of
the COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the title,
the copyright date, and the copyright holder's name to the COPYRIGHT NOTICE of any original Open Game Content you
Distribute.
7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as
expressly licensed in another, independent Agreement with the owner of each element of that Product Identity. You agree not
to indicate compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction with a work containing
Open Game Content except as expressly licensed in another, independent Agreement with the owner of such Trademark or
Registered Trademark. The use of any Product Identity in Open Game Content does not constitute a challenge to the
ownership of that Product Identity. The owner of any Product Identity used in Open Game Content shall retain all rights, title
and interest in and to that Product Identity.
8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are
distributing are Open Game Content.
9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any
authorized version of this License to copy, modify and distribute any Open Game Content originally distributed under any
version of this License.
10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You
Distribute.
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11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor
unless You have written permission from the Contributor to do so.
12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of
the Open Game Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game
Material so affected.
13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such
breach within 30 days of becoming aware of the breach. All sublicenses shall survive the termination of this License.
14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the
extent necessary to make it enforceable.
15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.
System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip
Williams, Rich Baker, Andy Collins, David Noonan, Rich Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid, James
Wyatt, based on original material by E. Gary Gygax and Dave Arneson.
Swords & Wizardry Core Rules, Copyright 2008, Matthew J. Finch
END OF LICENSE
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