irst, a note about spellsong-affecting feats: Although
spellsong-affecting feats such as Intensify Song or
Sustain Song are free actions, DMs should allow bards
to use only one such feat in a given round.

Now, here are additional new spellsongs for the bard.

SPELLNOTES

PERSONAL KNOWLEDGE
Divination [Sonic]
Range: Touch
Target: One living creature
Duration: Instantaneous
Saving Throw: Will negates (DC 11 + Charisma bonus)
Spell Resistance: No

With a single touch and a soft, low note, you learn one of
the following six things about a creature (you choose when
you cast the note):

1. Name

2. Age

3. Race/Type

4. Class (if applicable)

5. Closest Ally (if applicable)

6. Most Hated Enemy (if applicable)

TRUE LANGUAGE
Divination [Sonic]
Range: Personal
Target: You
Duration: 1 round/level
Saving Throw: None
Spell Resistance: No

Producing a long, continuous note, you enable yourself to
be understood by all who can hear you. This spellnote does
not impel anyone to obey what you say, nor does it grant
intelligence to something that normally would not under-
stand your words (such as a squirrel or a rock). Animals,
however, can understand simple one-word statements (such
as “danger” or “drink”) and creatures with a language can
understand as if you spoke to them in their native tongue.
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Bards of 10th level or higher using this spellnote also
understand words spoken to them in any language.
This spellsong does not enable subjects to understand

unfamiliar written or sign language.

SPELLCHORDS

SENSE AURAS

Divination [Sonic]

Range: 60 feet

Area: A quarter circle emanating from you to the extreme of
the range

Duration: 1 round/level

Saving Throw: None

Spell Resistance: No

With a single sustained note, you adjust your vision to
see magical auras and invisible objects or creatures. You
instantly know the strength and location of each magical
aura or invisible object or creature within the area. You can
only focus on the set area in a given round (as a standard
action), but you can move the area as a free action once per
round. If the items or creatures bearing the auras are in
line of sight, you can make Spellcraft 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 non-
spell effect.)

Magical areas, multiple types of magic, or strong local
magical emanations may confuse or conceal weaker auras.
“Invisible creatures and objects” includes any that are astral,
ethereal, or out of phase, as if they were normally visible. It
does not enable you to see through opaque objects. It does
not reveal creatures that are simply hiding, concealed, or
otherwise hard to see.

Aura Strength: An aura’s magic power and strength depend
on a spell’s functioning spell level or an item’s caster level. If
an aura falls into more than one category, sense auras indi-
cates the stronger of the two.

How long the aura lingers depends on its original
strength:
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Aura Strength  Duration
Faint 1d6 minutes
Moderate 1d610 minutes
Strong 1d6 hours
Overwhelming  1d6 days

Note: The spell can penetrate barriers, but 1 foot of stone, 1
inch of common metal, a thin sheet of lead, or 1 yard of
wood or dirt blocks it. Outsiders and elementals are not
magical in themselves, but if they are conjured, the conjura-
tion spell registers.

Strength Functioning Spell Level Item Caster Level
Dim Cantrip or lingering aura Lingering aura
Faint 1st to 3rd 1st to 5th
Moderate 4th to 6th 6th to 11th
Strong 7th to 9th 12th to 20th
Overwhelming  Artifact or deity-level magic ~ Beyond mortal caster
OATHCHORD
Enchantment [Charm, Mind-Affecting, Sonic]
Range: Touch

Target: One willing creature/level
Duration: Instantaneous

Saving Throw: None

Spell Resistance: No

You magically seal an agreement between two or more
creatures. Each affected creature must be willing and must
state an oath of up to 25 words. The oath must present some
task that the creature will or will not do. For example, “I
shall go to the top of Mount Charast by the end of the year,”
or “I will never harm another orc again.” Hard-to-adjudicate
oaths such as, “I will do my utmost to make sure that no one
harms King Farstad,” are risky, because it is ultimately up to
the DM to decide if a character has fulfilled an oath or not
(in the example, a PC might feel he did his utmost, but the
DM might not).

A character who takes an oath and breaks it loses a level.
This level is unrecoverable except by earning experience, as if
the character had died and returned to life via a raise dead
spell. Restoration spells do not restore the lost level. A charac-
ter who unwillingly or unwittingly breaks an oath can, at the
DM’s discretion, restore the level by using an atonement spell
and fulfilling a quest for the god of the cleric who cast the
atonement.

Bards use this spellsong to seal pacts and agreements.
Usually, one creature offers to undergo the effects of the
chord if another will do so as well, making an oath that the
other desires. For example, two lords might make oaths not
to attack each other’s lands, or a dragon might swear an oath

to leave the inhabitants of a town alone if the adventurers
who bested it swear to leave it alone with its hoard.

The oathchord does not take effect until all the subjects
have sworn their oaths to the satisfaction of all the other
subjects. This means one subject cannot back out or change
his oath and still expect the magic to affect the others. In
such a case, the spellsong fails and is wasted.

SENSE LIES
Divination [Sonic]
Range: 60 feet
Target: One creature/level, no two of which can be more
than 30 feet apart
Duration: 1 round/level (C )
Saving Throw: Will negates (DC 13 + Charisma bonus)
Spell Resistance: No

With a simple chord, you sense whether a subject deliber-
ately and knowingly speaks a lie by discerning the distur-
bances that lying causes to her aura. The spell does not
reveal the truth, uncover unintentional inaccuracies, or nec-
essarily reveal evasions. Each round, you may concentrate on

a different subject.




SPELLMELODIES

FIND CREATURE
Divination
Range: Unlimited
Target: One creature
Duration: Instantaneous
Saving Throw: Will negates (DC 15 + Charisma bonus)
Spell Resistance: Yes

You create a very complex melody that floats up into the
ether to find a creature you name. The spellsong reveals the
name of the location (place, name, business name, building
name, or the like), community, county (or similar political
division), country, continent, and plane where the subject
lies.

To find a creature with this spellsong, you must have seen
the creature or have some item that once belonged to it.
Creatures who do not wish to be found are allowed saving

throws and spell resistance.

SONG OF VITRIFICATION
Transmutation
Range: Touch
Target: One creature
Duration: Instantaneous
Saving Throw: Fortitude negates (DC 15 + Charisma bonus)
Spell Resistance: Yes

With a shrill tune, you turn a creature to glass. If the glass
resulting from this spell is broken or damaged, the being (if
ever returned to its original state) carries similar damage,
deformities, etc. The creature is not dead (its soul doesn’t
pass on), but it does not seem to be alive either (when
viewed with spells like deathwatch). Only creatures made of

flesh are affected by this spellsong.

‘WEB ENHANCEMENT 3

Credits and Legal

Design by Monte Cook

Bard Illustration by Toren “MacBin” Atkinson
Editing and Production by Sue Weinlein Cook
Graphic Design by Peter Whitley

The Book of Eldritch Might Il Cover by Kieran Yanner

Requires the use of the Dungeons & Dragons®
Player's Handbook, Third Edition, published by
Wizards of the Coast®

For more free d20 material, check out “The Stuff” at Monte Cook’s
Website: ---www.montecook.com--3

The text of this article is considered Open Game Content. “d20
System" and the "d2o System" logo are Trademarks owned by
Wizards of the Coast and are used according to the terms of the dzo
System License version 3.0. A copy of this License can be found at
S WWW.Wizards.com/d20-

Dungeons & Dragons® and Wizards of the Coast® are Registered
Trademarks of Wizards of the Coast, and are used with Permission.

All other content is ©2001 Monte J. Cook. The Malhavoc Press logo

is a trademark owned by Monte J. Cook. The Sword & Sorcery logo is a
trademark of White Wolf Publishing. All rights reserved.

This edition of “New Spellsongs” is produced under version 1.0, 1.0a.
and/or draft versions of the Open Game License, the d2o0 System
Trademark Logo Guide, and the System Reference Document by
permission of Wizards of the Coast. Subsequent versions will
incorporate final versions of the license, guide, and document.

The following items are hereby designated as Product Identity in
accordance with Section 1(e) of the Open Game License, version 1.0a:
Any and all Malhavoc Press logos and identifying marks and trade
dress, such as all Malhavoc Press product and product line names
including but not limited to The Book of Eldritch Might II: Songs and
Souls of Power; names of characters; and any and all stories, story-
lines, histories, plots, thematic elements, and dialogue; and all art-
work, symbols, designs, depictions, illustrations, maps, and
cartography, likenesses, poses, logos, or graphic designs.

The above Product Identity is not Open Game Content.

Subject to the Product Identity designation above, the following por-
tions of “New Spellsongs” are designated as Open Game Content: the
spellsong descriptions and statistics, and anything else contained here-
in which is already Open Game Content by virtue of appearing in the
System Reference Document or some other Open Game Content source.

Some portions of this article which are Open Game
Content originate from the System Reference Document
and are ©1999, 2000, and 2001 Wizards of the Coast, Inc.
The remainder of these OGC portions of this book are
hereby added to Open Game Content and if so used,
should bear the COPYRIGHT NOTICE “New Spellsongs ©2002,

Monte J. Cook.” This material is protected under the copyright laws of
the United States of America. Any reproduction, retransmission, or
unauthorized use of the artwork or non-Open Game Content herein is
prohibited without express written permission from Monte Cook,
except for purposes of review or use of Open Game Content
consistent with the Open Game License.

This material is protected under the copyright laws of the United
States of America. This material is a work of fiction. Any similarity to
actual people, organizations, places, or events is purely coincidental.



4 BOOK OF ELDRITCH MIGHT II: SONGS AND SOULS OF POWER

OPEN GAME LICENSE Version 1.0a

The fo[/owing text is the property of Wizards of the
Coast, Inc., and is Copnghtzooo Wizards ofthe
Coast, Inc ("Wizards™). All Rights Reserved.

1. Definitions: (a)“Contributors” means the copy-
right and/or trademark owners who have con-
tributed Open Game Content; (b)“Derivative
Material” means copyrlghted material z'ncluding
derivative works and translations (z'nc/uding into
other computer /unguuges), potation, modification,
correction, addition, extension, upgmde, improve-
ment, compi/ution, ubridgnwnt or otherform n
which an existing work may be recast, tmnsformed
or adapted; (¢) “Distribute” means to reproduce,
license, rent, lease, sell, broadcast, pub[ic/}/ disp[a)/,
transmit or otherwise distribute; (d) “Open Game
Content” means the game mechanic and includes the
methods, procedwes, processes and routines to the
extent such content does not embody the Product
Identit)/ and is an enhancement over the prior art
and any additional content c]eur/)/ identified as
Open Game Content b}/ the Contributor, and means
any work covered b}/ this License, z'nc/uding transla-
tions and derivative works under capyright law, but
specifically excludes Product Identity; (e) “Product
Identit)/" means product andproduct line names,
/ogos and ident{ﬁ/ing marks inc]uding trade dress;
artlfacts, creatures, chamcters, stories, stor}/]ines,
p/ots, thematic elements, dz’a/ogue, incidents, lan-
guage, artwork, symbo/s, designs, depictions, like-
nesses, formats, poses, concepts, themes, and graphic,
photogmphic, and other visual or audio representa-
tions; names and descriptions of characters, spells,
enchantments, persana/ities, teams, personas, Iike-
nesses, and special abilities; places, locations, envi-
ronments, creatures, eqmpment, magica], or super-
natural abilities or eﬂécts, /ogos, symbo/s, orgmphic
designs; and any other trademark or regzbtered
trademark c/eur/y identified as Product ]dentity by
the owner ofthe Product Identity, and which speczﬂ
cally excludes the Open Game Content; (f)
“Trademark” means the /ogos, names, mark, sign,
motto, designs that are used by a Contributor to
identify itself or its products or the associated prod-
ucts contributed to the Open Game License by the
Contributor; (g) “Use,” “Used,” or “Using” means to
use, Distribute, copy, edit, format, modlﬁ, 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 z'ndicating 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 thatyou Use. No
terms may be added to or subtmctedfrom this
License except as described by the License itself. No
other terms or conditions may be app]ied 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 perpetua/, worldwide, roya/g/ﬁee, 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 con-
veyed 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 copy-
ing, modzﬁ/ing or dtbtributing, 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, inc/uding as an indication as
to compatibility, except as expressly licensed in
another, independent Agreement with the owner of
each element of Product Identity. You agree not to
indicate compatibi/it}/ or cofadapmbi/ily 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 w’ghts, 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 designat-
ed 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 ver-

sion 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.

11. Use of Contributor Credits: You may not mar-
ket 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 regu-
lation then You may not Use any Open Game
Material so affected.

13. Termination: This License will terminate auto-
matically if You fail to comply with all terms herein
and fail to cure such breach within 30 days of becom-
ing 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.

d20 System rules and Content Copyright 2000,
Wizards of the Coast, Inc.; authors Jonathan
Tiveet, Monte Cook, and Skip Williams, based on
original material by E. Gary Gygax and Dave
Arneson.

The Book of Eldritch Might, “New
Spellsongs,” and Book of Eldritch Might II:
Songs and Souls of Power Copyright 2001,
2002 Monte J. Cook. All rights reserved.



