Ashardian Spells
Disks of Hadorian – 

Evocation

Level: Sor/Wiz 3rd
Components: S

Casting Time: 1 Action
Range: Close (25 ft. + 5ft./2 levels)

Target: up to 3 creatures no more than 10 feet apart

Duration: Instantaneous

Saving Throw: Reflex negates

Spell Resistance: Yes
Disks of Hadorian conjures up to Three magical disks which flash towards their target. The amount of Damage is 1d6 per caster Level (9d6 maximum). One disk may do no more than 3d6 damage, but other than that, the damage dealt may be split up however the caster desires. As the disks are 5 feet in Diameter each disk may harm only one creature, but more than one disk can target a creature. The damage is half Energy and half slicing damage.
Wildfire – 
Evocation (Fire)

Level: Sor/Wiz 4

Components: V, S

Casting Time: 1 Action

Range: Close (25 ft. + 5 ft./2 levels)

Target: 1 Creature (may spread though)

Duration: 1 Round/ 2 levels

Saving Throw: Will (Primary) Reflex (Secondary)

Spell Resistance: Yes

This spell causes an intial victim to burst into flames if they fail their Will save. A successful save negates the effects of the Spell. Every round the victim takes 3d6 points of damage. Also, on every even round of the Spell the victim's flames spread outwards in a 10 ft. Radius. Anyone failing a Reflex save in the area of affect also catches the Wildfire. The flames are magical, and even if they are put out, they return on the following round. When the Spell ends, all the flames die down.

Lamad’s Ward –
Abjuration (Force)

Level: Sor/Wiz 9
Components: V, S

Casting Time: Full Round

Range: Close (25 ft. + 5ft. /2 levels)

Area: 1 5ft. x 5ft. x 1ft. section/ 4 levels (must be Adjacent)
Duration: 1 minute/ level

Lamad’s Ward creates a “mirror” of magic, in addition to being a magical barrier. Any spell or spell-like effects whose results would pass through the Ward are reflected back by 180 degrees. Thus a Fireball whose center was on the edge of the Ward would create a blast that was in a semicircle, but all those in the semicircle would take double damage (because they’ve been hit by the spell twice). However, any spell so reflected would still give a saving throw. So in the previous example with the Fireball, a person within that semicircle would get two saving throws, one for the actual Fireball and a second for the reflected portion of it. The Ward also slows movement, anyone passing through the Ward moves at most 5 ft. per Round, while Outsiders and Elementals find their movement blocked entirely. The Ward has a DR of twice the Caster’s Level, with a plus equal to one quarter the Caster’s Level. Thus if a level 16 Wizard cast this spell, the DR of the Ward would be 32/+4. Furthermore, the Ward can only be harmed by a bludgeoning weapon, and a Mace of Smiting utterly destroys the section of the Ward at which it’s directed.
Duel Arcane –

Universal

Level: Brd 3, Sor/Wiz 4

Components: V, S

Casting Time: Full Round

Range: 40 ft.

Target: An Arcane Spellcaster

Area: 50 ft. radius sphere centered halfway between you and the target

Duration: Permanent (see Below)

Saving Throw: none (see Below)

Spell Resistance: none (see below)

This spell is used for settling grievous disputes between powerful Wizards and Sorcerers. To initiate a Duel Arcane the caster begins casting the spell. Upon completion of the spell the caster then targets an Arcane Spellcaster within range and issues a challenge. If the target accepts the challenge then the spell takes effect as follows: a Hollow Sphere of Energy with a radius of 50 ft. and centered halfway between the caster and the target is created. Nothing can pass through the sphere in either direction for the duration of the spell and no magical means can circumvent this barrier. The Spell only ends when either the caster or the target has died or been destroyed (in the case of undead).

On the other hand, if the target rejects the challenge, then the target takes 2d6 points of subdual damage while the caster takes 1d6 points of subdual damage.

Teleport Other –

Transmutation [Teleportation]

Level: Sor/Wiz 7
Components: V

Casting Time: 1 Action

Range: Close (25 ft. + 5ft. / 2 levels)

Target: 1 Creature who weighs less then 10 lbs/level

Duration: Instantaneous

Saving Throw: Will negates

Spell Resistance: Yes


Teleport Other instantly relocates the target to the desired location. Other then that it functions exactly like the Teleport Spell. If no Location is specified, a Mishap automatically occurs, and the creature is sent to a random location on the same plane (DM’s Choice).
