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	C1 Spell Name: Gust of Wind
	C1 Magic Type: Alteration
	C1 Range: 0
	C1 Duration: 1 segment
	C1 Area of Effect: 1" path, 1" / level length
	C1 Casting Time: V,S,M
	C1 Components: 3 segments
	C1 Saving Throw: None
	C1 Level: 3
	C2 Spell name: Haste
	C2 Magic Type: Alteration
	C2 Range: 6"
	C2 Duration: 3 rounds +1 round / level
	C2 Area of Effect: 4"x4" area, 1 creature/lvl
	C2 Casting Time: V
	C2 Components: 3 segments
	C2 Saving Throw: Negates
	C2 Level: 3
	C3 Spell Name: Hold Person
	C3 Magic Type: Enchantment/Charm
	C3 Range: 12"
	C3 Duration: 2 rounds / level
	C3 Area of Effect: 1 to 4 persons
	C3 Casting Time: V
	C3 Components: 3 segments
	C3 Saving Throw: Negates
	C3 Level: 3
	C1 Description: When this spell is cast, a strong puff of air originates from the magic-user and moves in the direction he or she is facing. The force of this gust of wind is sufficient to extinguish candles, torches, and similar unprotected flames. It will cause protected flames - such as those of lanterns - to wildly dance and has a 5% chance per level of experience of the spell caster to extinguish even such lights. It will also fan large fires outwards 1' to 6' in the direction of the wind's movement. It
will force back small flying creatures 1" to 6" and cause man-sized ones to be held motionless if attempting to move into its force, and similarly slow large flying creatures by 50% for 1 round. It will blow over light objects. Its path is 1" wide by 1" of length per level of experience of the magic-user casting the gust of wind spell i.e. an 8th level magic-user causes a gust of wind which travels 8 . The material component of the spell is a legume seed.
	C2 Description: When this spell is cost, affected creatures function at double their normal movement and attack rates. Thus, a creature moving at 6" and attacking 1 time per round would move at 12" and attack 2 times per round. Spell casting is not more rapid. The number of creatures which can be affected is equal to the level of experience of the magic-user, those creatures closest to the spell caster being affected in preference to those farther away, and a11 affected by haste must be in the designated area of effect. Note that this spell negates the effects of a slow spell (see hereafter). Additionally, this spell ages the recipients due to speeded metabolic processes. Its material component is a shaving of licorice root.
	C3 Description: Similar to the second level cleric hold person (q.v.), this spell immobilizes creatures, within range, as designated by the
magic-user. If three or four persons are attacked, their saving throws are normal; but if two are attacked, their saving throws are made at -1; and if only one creature is attacked, the saving throw versus the hold person spell is made at -3 on the die. Partial negation of a hold person spell, such as would be possible by a ring of spell turning, causes the spell to function as a slow spell (q.v.) unless the saving throw is successful. Creatures affected by the spell are: brownies, dryads, dwarves, elves, gnolls, gnomes, goblins, half-elves, halflings, half-orcs, hobgoblins, humans, kobolds, lizard men, nixies, orcs, pixies, sprites, and troglodytes.


