Enhanced Spell Components

Despite what the academic mages might tell you, magic is not an exact science. After all, if it were it would not be called magic. Many spells use components to help power and channel the magical energies generated by the spell caster. A few special spell components actually enhance spells, allowing them to perform far greater than the spell otherwise should. 
In some cases these spell components are illegal to possess. Reasons for this vary. Sometimes it is because the substance itself is somehow deadly. Sometimes the spells they alter are evil in nature so no good could come from possessing the substance. Sometimes the substance is taken from a creature that is so good that those who would slay and remove parts from such a creature are considered to be foul and wicked beings. Often it is a combination of the three. Penalties for possession of such components vary from city to city and only the most disreputable of merchants would ever deal in such components. Spell casters who would use such components would be best off harvesting their own or somehow make ties with the local black market.
Some of these spell components are just known and alter wide ranges of spells, perhaps all alteration spells, or all fire-based spells. Some alter specific spells. Alterations range from increases in power to complete changes in spell effects. Of course there are a great number of spell components out there that no one knows about. Most known altered spell components are for wizard spells because wizards tend to experiment most of all spell casters and have therefore discovered more of them. Any type of spell caster could benefit from spell components of some sort, provided they can get their hands on the right spell and component combination. In any case, the spell component must meet a few criteria for it to enhance a spell. 

First and foremost it must have some inherent connection to the spell in question. A fireball could be improved with expensive gunpowder, but it would not be improved in any way by water from the River Styx. 
Second, the spell component must be expensive, rare and/or magical in nature. For spells that already have spell components, an enhanced spell component must be worth at least 10 times the gold cost of the normal spell component, or 100 gold pieces, whichever is higher. Spell components that alter the effects of existing spells need only be worth as much as the spell component unless the alteration somehow increases the power of the spell. Obviously, the rarer and more valuable the component, the greater spell is increased in potency. Below is a list of known spell components, their approximate value and known effects. Unless otherwise noted, the cost is for a single casting worth of the spell component.
	Spell Component
	Cost (gp)
	Known Effects

	Aboleth Slime
	500
	Doubles duration of water breathing spells

	Angel Down
	200
	Abjuration durations doubled

	Bead of Force
	1000 per pouch of 1d4+4
	Each magic missile deals damage in a 10’ radius, and traps the targeted creature in a bubble of force (as per wall of force) for 3d4 rounds if save vs spell fails

	Behir Heart
	100
	Double duration of protection from poison

	Behir Horn
	100
	Increases level cap of lightning spells by 50%

	Behir Talon
	100
	Double area of effect of neutralize poison

	Beholder Eyes
	200
	Double duration and weight limit of levitate

	Dark Naga Pouch
	5000
	Nondetection spells have 50% chance of becoming permanent

	Devil’s Eye
	200
	Increases level of divinations by one

	Diamond Rod
	10,000
	Increases damage die by one, level cap by 50% and decreases saves by -4 for any lightning based spells. Can be enchanted as part of a nonconsumed staff by a 12th level wizard for 10,000 gp

	Displacer Beast Hide
	100
	When cast with armor spells, gain displacement (first hit misses, subsequent hits are at -2)

	Doppelganger Blood
	500
	Doubles the duration of spells that alter one’s appearance and allows the person to assume the exact form of another person (illegal)

	Dragon Hide Loop
	100
	Doubles the amount of weight allowable by lifting spells such as levitate and Tenser’s floating disc

	Dragon Scales
	200-2000
	If blessed and used for armor spells, gives AC of the dragon it was taken from and provides +4 to saves vs that dragon’s breath attack (so fire in the case of red dragons, acid for black and so on). Successful saves deal no damage while failed saves deal only half.

	Dragon’s Tear
	200
	Increases level of fire and mind affecting spells by one

	Ettercap Poison
	1,000
	Death and poison spells allow no save (illegal)

	Exodus Powder
	600
	Allows the priest to move for the duration of the spell. However, the priest cannot interact with anything (a.k.a. attack, open doors, pick up items etc) without ending the spell

	Fairy Button
	200
	Doubles area of effect of illusion spells

	Fairy Dust
	200
	Doubles the duration of alteration spells

	Gargantua Flower Petals
	1000
	All growth spells have quadruple duration and double effects

	Gargantua Insectoid Larva Silk
	1000
	Web spells have double strength, duration and area of effect. Defensive spells increase duration to next time unit (rounds to turns, turns to hours, etc) and provide +2 bonus to AC.

	Gargoyle Horn
	500
	Various glove of invulnerability spells become mobile and increase duration to turns. Flight spells increase movement rate by 50%

	Gem Inlaid Dragon Bones
	10,000
	Chance of success for Augury is 100% (not consumed)

	Giant’s Blood
	500
	Doubles the effect of strength enhancing spells

	Giant Octopus Ink
	1000
	Area effect spells shoot forth a burst of black ink that coats everything in the area and those who fail a save vs. breath weapon are blinded until the ink can be washed away

	Glyptar
	1000
	Spells that affect rock cause the stone to become intelligent and capable of movement if not attached to surrounding rock. Gains all the powers of a Glyptar.

	Golden Desert Honey
	300
	Reduces casting time of summoning spells by 50%

	Gorgon Blood
	1000
	Warding spells completely block out ethereal and astral intruders. Spells that already do that double duration and area of effect. Defensive spells provide immunity to petrification for the duration.

	Grell Cerebral Fluid
	500
	Levitation spells double duration. Lightning spells deal maximum damage.

	Gunpowder
	200
	Doubles damage and area of effect of fire based spells

	Hag Eye
	1000
	Double caster’s level for divination spells

	Hecuva Bone Powder
	500
	Necromantic spells either deal double damage, have double duration, double area of effect or half casting time (multiple doses allow multiple effects, though each one can only be selected once)

	Ice Troll Blood
	300
	Any defensive spell provides immunity to cold for the spell’s duration

	Intellect Devourer 
	500
	No saves for any sort of mind reading or mind control spells, even if the victim is forced to do something they wouldn’t ordinarily do

	Kirin Skin
	25,000
	Duration of creation spells as well as conjured creatures becomes permanent (illegal)

	Leucrotta Skin
	300
	Spells that increase movement have their movement rates increased by 50%, recipient cannot be knocked down for the duration

	Luckstone
	25,000
	Identify reveals all properties of all magical items within a 30’ radius. Reduces casting time to 1 hour. Occasionally reveals history and other special information about the magic items.

	Mantrap Nectar
	500
	Charm spells cause victim to fall in love with the caster for the duration

	Mimic Ichor
	500
	Polymorph spells allow no save

	Mind Flayer Ichor
	500
	No saves for mind reading spells. Can read any thought, not just surface.

	Minotaur Eye
	500
	Locate spells quadruple their range and double their chances of success

	Minotaur Hand
	500
	Doubles the effect of strength enhancing spells

	Minotaur Horn
	500
	Creatures affected by a maze spell must defeat 1d6 minotaurs in addition to the time required to escape the labyrinth. Progress for the escape does not begin until all minotaurs are defeated

	Mummy Dust
	1000
	No save for spells that cause disease. Onset time is halved and those normally immune to disease can be affected on a fail save

	Myconoid Spores
	500
	Any cloud or fog spell causes hallucinations. Those within must make a save vs. poison every round or hallucinate for duration of spell. Roll d20 for reaction. 1-10 = cower and whimper, 11-15 = stare into nothingness, 16-18 = Flee shrieking in a random direction, 19-20 = attack nearest creature

	Naga Eye
	1000
	Substitutes the spell component for Legend Lore

	Naga Tooth
	1000
	Permanently teaches a language 50% of the time when combined with any spell that allows language understanding (must have someone who knows the language within 30’)

	Nymph Hair
	300
	Doubles hit dice affected by sleep spells. Also doubles the hit die limit if any. Charisma based spells double their effects

	Nymph Tear
	1000
	Charm spells have permanent duration and cause victim to fall in love with the caster

	Obliviax Distillation
	300
	Spells that alter or remove memories save at -4

	Obliviax Spores
	500
	Restores any lost memories when combined with any healing spell

	Osquip Tooth
	100
	Spells that dig through or otherwise move earth move double the normal amount of earth

	Pearl
	500
	Does one of the following to Divination spells: double duration, double area of effect, or +25% chance of success

	Phoenix Beak
	10,000
	Reincarnation spells do not lower level or hit dice and the caster may select what form the deceased returns as (illegal)

	Phoenix Eye
	5000
	Caster may immolate any one target within the area effect of a detection spell for 5d8 points of damage (save for half). May do this once a round for the duration. Spell’s duration is doubled. (illegal)

	Phoenix Feather
	800
	Healing spells that have die rolls do maximum healing plus 27 extra points of healing

	Phoenix Talon
	5000
	Spells that specifically harm or otherwise deter evil double their effects and durations. No saves are allowed (illegal)

	Pixie Dust
	500
	All spells that have a duration longer than instant and affect a single target cause invisibility for the spell’s duration

	Possibility Dust
	200
	Doubles duration of creation spells

	Potion of Healing
	400
	Healing spells with die rolls do the maximum amount of healing plus 10

	Primal Essence
	Special
	Can substitute equal value for any standard spell component

	Rakshasa Essence
	2000
	Charm spells affect victims like the spell chaos for the charm spell’s duration

	Remorhaz Thrym 
	100
	Doubles damage for heat metal and similar spells

	Roc Feather
	800
	Air spells double duration and area of effect

	Rotten Wyvern’s Egg
	500
	No save for cloud spells such as stinking cloud and cloudkill

	Ruby, Topaz, and Sapphire Dust
	200 
	Doubles the area of effect of color spray and increases the effective level by 50%

	Salamander Ichor
	300
	Grants immunity to fire for the spell’s duration when combined with any protective spell

	Sandman Sand
	250
	Doubles hit dice affected by sleep spells. Also doubles the hit die limit if any

	Serpents’ Tongue
	200
	Doubles duration of enchantment/charm spells

	Singing Shell
	200
	Doubles area of sound-based spells

	Tabaxi Claw
	100
	Spells that enhance or summon animals (not monsters) give a +1 to hit and +3 to damage to the enhanced or summoned animal

	Tabaxi Skin
	100
	Spells that enhance or summon animals (not monsters) give -3 bonus to the AC of the enhanced or summoned animal

	Treant Bark
	500 
	Increases duration to turns instead of rounds and base ac is 6 plus 1 for every 2 levels

	Troll Blood
	150
	Healing spells with die rolls do the maximum amount of healing plus 10

	Unicorn Horn
	1,500
	Healing spells with die rolls do the maximum amount of healing plus 40. 50% chance of granting permanent immunity to poison (illegal)

	Winged Snake Wing
	300
	Any defensive spell provides immunity to lightning for the spell’s duration

	Wyvern Talon
	200
	+2 to attack and +6 to damage for cause wounds spells

	Wyvern Stinger
	200
	Acid spells use the next higher damage die

	Wyvern Wing
	500
	Telekinesis spells increase their max weight by ten times


