
Sniper In the Deep Spells 
Dargo Mar’s Cleric Spells 

 

Bleeding Touch (Sp):  (3 rounds, 
6/day) (5 rounds, 6/day) 

As a melee touch attack, you can cause 
a living creature to take 1d6 points of damage 
per round. This effect persists for a number of 
rounds equal to 1/2 your cleric level (minimum 1) 
or until stopped with a DC 15 Heal check or any 
spell or effect that heals damage. You can use 
this ability a number of times per day equal to 3 
+ your Wisdom modifier. 
 
Death’s Embrace (Ex):  

At 8th level, you heal damage instead of 
taking damage from channeled negative energy. 
If the channeled negative energy targets 
undead, you heal hit points just like undead in 
the area. 
 

Copycat (Sp):  (7 rounds, 6/day) 
(10 rounds, 6/day) 

You can create an illusory double of 
yourself as a move action. This double functions 
as a single mirror image and lasts for a number 
of rounds equal to your cleric level, or until the 
illusory duplicate is dispelled or destroyed. You 
can have no more than one copycat at a time. 
This ability does not stack with the mirror image 
spell. You can use this ability a number of times 
per day equal to 3 + your Wisdom modifier. 
 

Master’s Illusion (Sp):  (10 
rounds/day) 

At 8th level, you can create an illusion 
that hides the appearance of yourself and any 
number of allies within 30 feet for 1 round per 
cleric level. The save DC to disbelieve this effect 
is equal to 10 + 1/2 your cleric level + your 
Wisdom modifier. This ability otherwise functions 
like the spell veil. The rounds do not need to be 
consecutive. 

 

*** 
Animate Dead 
School necromancy [evil]; Level cleric 3, 
sorcerer/wizard 4 
Casting Time 1 standard action 
Components V, S, M (an onyx gem worth at 
least 25 gp per Hit Die of the undead) 
Range touch 
Targets one or more corpses touched 
Duration instantaneous 
Saving Throw none; Spell Resistance no 

This spell turns corpses into undead 
skeletons or zombies (see the Pathfinder RPG 
Bestiary) that obey your spoken commands. The 
undead can be made to follow you, or they can 
be made to remain in an area and attack any 
creature (or just a specific kind of creature) 
entering the place. They remain animated until 
they are destroyed. A destroyed skeleton or 
zombie can’t be animated again. 

Regardless of the type of undead you 
create with this spell, you can’t create more HD 
of undead than twice your caster level with a 
single casting of animate dead. The desecrate 
spell doubles this limit. 

The undead you create remain under 
your control indefinitely. No matter how many 
times you use this spell, however, you can 
control only 4 HD worth of undead creatures per 
caster level. If you exceed this number, all the 
newly created creatures fall under your control, 
and any excess undead from previous castings 
become uncontrolled. You choose which 
creatures are released. Undead you control 
through the Command Undead feat do not count 
toward this limit. 

Skeletons: A skeleton can be created 
only from a mostly intact corpse or skeleton. The 
corpse must have bones. If a skeleton is made 
from a corpse, the flesh falls off the bones. 

Zombies: A zombie can be created only 
from a mostly intact corpse. The corpse must be 
that of a creature with a physical anatomy. 
 
 
 
 
 
 
 



Bane (DC 14) 

School enchantment (compulsion) [fear, mind-
affecting]; Level cleric 1 
Casting Time 1 standard action 
Components V, S, DF 
Range 50 ft. 
Area 50-ft.-radius burst, centered on you 
Duration 1 min./level 
Saving Throw Will negates; Spell Resistance yes 

Bane fills your enemies with fear and doubt. 

Each affected creature takes a –1 penalty on attack 
rolls and a –1 penalty on saving throws against fear 
effects. Bane counters and dispels bless. 

 

Bleed (DC 13) 

School necromancy; Level cleric 0, sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Target one living creature 
Duration instantaneous 
Saving Throw: Will negates; Spell Resistance: yes 

You cause a living creature that is below 0 
hit points but stabilized to resume dying. Upon casting 
this spell, you target a living creature that has –1 or 
fewer hit points. That creature begins dying, taking 1 
point of damage per round. The creature can be 
stabilized later normally. This spell causes a creature 
that is dying to take 1 point of damage. 

 

Cause Fear (DC 14) 
School necromancy [fear, mind-affecting]; Level 
bard 1, cleric 1, sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Target one living creature with 5 or fewer HD 
Duration 1d4 rounds or 1 round; see text 
Saving Throw Will partial; Spell Resistance 
yes 

The affected creature becomes 
frightened. If the subject succeeds on a Will 
save, it is shaken for 1 round. Creatures with 6 
or more HD are immune to this effect. Cause 
fear counters and dispels remove fear. 
 
Command Undead 
School necromancy; Level sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, M (a shred of raw meat and 
a splinter of bone) 
Range close (25 ft. + 5 ft./2 levels) 
Target one undead creature 
Duration 1 day/level 
Saving Throw Will negates; see text; Spell 
Resistance yes 

This spell allows you a degree of control 
over an undead creature. If the subject is 
intelligent, it perceives your words and actions 
favorably (treat its attitude as friendly). It will not 
attack you while the spell lasts. You can give the 
subject orders, but you must win an opposed 
Charisma check to convince it to do anything it 
wouldn’t ordinarily do. Retries are not allowed. 
An intelligent commanded undead never obeys 
suicidal or obviously harmful orders, but it might 
be convinced that something very dangerous is 
worth doing. 

A nonintelligent undead creature gets no 
saving throw against this spell. When you 
control a mindless being, you can communicate 
only basic commands, such as “come here,” “go 
there,” “fight,” “stand still,” and so on. 
Nonintelligent undead won’t resist suicidal or 
obviously harmful orders. 

Any act by you or your apparent allies 
that threatens the commanded undead 
(regardless of its Intelligence) breaks the spell. 

Your commands are not telepathic. The 
undead creature must be able to hear you. 
 

Confusion (DC 16) 
School enchantment (compulsion) [mind-
affecting]; Level bard 3, sorcerer/wizard 4 
Casting Time 1 standard action 
Components V, S, M/DF (three nutshells) 
Range medium (100 ft. + 10 ft./level) 
Targets all creatures in a 15-ft.-radius burst 
Duration 1 round/level 
Saving Throw Will negates; Spell Resistance 
yes 

This spell causes confusion in the 
targets, making them unable to determine their 
actions. Roll on the following table at the start of 
each subject’s turn each round to see what it 
does in that round. 
d%  Behavior 
01–25  Act normally 
26–50  Do nothing but babble incoherently 
51–75 Deal 1d8 points of damage + Str  
 modifier to self with item in hand 
76–100 Attack nearest creature (for this  
 purpose, a familiar counts as part of the  
 subject’s self ) 

A confused character who can’t carry 
out the indicated action does nothing but babble 
incoherently. Attackers are not at any special 
advantage when attacking a confused character. 
Any confused character who is attacked 
automatically attacks its attackers on its next 
turn, as long as it is still confused when its turn 



comes. Note that a confused character will not 
make attacks of opportunity against any creature 
that it is not already devoted to attacking (either 
because of its most recent action or because it 
has just been attacked). 
 
Cure Serious Wounds 
 
Detect Magic 
 
Detect Poison 
 
Dispel Magic 
School abjuration; Level bard 3, cleric 3, druid 
4, paladin 3, sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S 
Range medium (100 ft. + 10 ft./level) 
Target or Area one spellcaster, creature, or 
object 
Duration instantaneous 
Saving Throw none; Spell Resistance no 

You can use dispel magic to end one 
ongoing spell that has been cast on a creature 
or object, to temporarily suppress the magical 
abilities of a magic item, or to counter another 
spellcaster’s spell. A dispelled spell ends as if its 
duration had expired. Some spells, as detailed in 
their descriptions, can’t be defeated by dispel 
magic. Dispel magic can dispel (but not counter) 
spell-like effects just as it does spells. The effect 
of a spell with an instantaneous duration can’t 
be dispelled, because the magical effect is 
already over before the dispel magic can take 
effect. 

You choose to use dispel magic in one 
of two ways: a targeted dispel or a counterspell. 

Targeted Dispel: One object, creature, 
or spell is the target of the dispel magic spell. 
You make one dispel check (1d20 + your caster 
level) and compare that to the spell with highest 
caster level (DC = 11 + the spell’s caster level). 
If successful, that spell ends. If not, compare the 
same result to the spell with the next highest 
caster level. Repeat this process until you have 
dispelled one spell affecting the target, or you 
have failed to dispel every spell. 

For example, a 7th-level caster casts 
dispel magic, targeting a creature affected by 
stoneskin (caster level 12th) and fly (caster level 
6th). The caster level check results in a 19. This 
check is not high enough to end the stoneskin 
(which would have required a 23 or higher), but 
it is high enough to end the fly (which only 
required a 17). Had the dispel check resulted in 
a 23 or higher, the stoneskin would have been 

dispelled, leaving the fly intact. Had the dispel 
check been a 16 or less, no spells would have 
been affected. 

You can also use a targeted dispel to 
specifically end one spell affecting the target or 
one spell affecting an area (such as a wall of 
fire). You must name the specific spell effect to 
be targeted in this way. If your caster level check 
is equal to or higher than the DC of that spell, it 
ends. No other spells or effects on the target are 
dispelled if your check is not high enough to end 
the targeted effect. 

If you target an object or creature that is 
the effect of an ongoing spell (such as a monster 
summoned by summon monster), you make a 
dispel check to end the spell that conjured the 
object or creature. 

If the object that you target is a magic 
item, you make a dispel check against the item’s 
caster level (DC = 11 + the item’s caster level). If 
you succeed, all the item’s magical properties 
are suppressed for 1d4 rounds, after which the 
item recovers its magical properties. A 
suppressed item becomes nonmagical for the 
duration of the effect. An interdimensional 
opening (such as a bag of holding) is temporarily 
closed. A magic item’s physical properties are 
unchanged: A suppressed magic sword is still a 
sword (a masterwork sword, in fact). Artifacts 
and deities are unaffected by mortal magic such 
as this. 

You automatically succeed on your 
dispel check against any spell that you cast 
yourself. 

Counterspell: When dispel magic is 
used in this way, the spell targets a spellcaster 
and is cast as a counterspell. Unlike a true 
counterspell, however, dispel magic may not 
work; you must make a dispel check to counter 
the other spellcaster’s spell. 
 

Doom (DC 14) 

School necromancy [fear, mind-affecting]; Level 
cleric 1 
Casting Time 1 standard action 
Components V, S, DF 
Range medium (100 ft. + 10 ft./level) 
Target one living creature 
Duration 1 min./level 
Saving Throw Will negates; Spell Resistance 
yes 

This spell fills a single subject with a 
feeling of horrible dread that causes it to 
become shaken. 
 



Flamestrike (DC 17) 
School evocation [fire]; Level cleric 5, druid 4 
Casting Time 1 standard action 
Components V, S, DF 
Range medium (100 ft. + 10 ft./level) 
Area cylinder (10-ft. radius, 40-ft. high) 
Duration instantaneous 
Saving Throw Reflex half; Spell Resistance 
yes 

A flame strike evokes a vertical column 
of divine fire. The spell deals 1d6 points of 
damage per caster level (maximum 15d6). Half 
the damage is fire damage, but the other half 
results directly from divine power and is 
therefore not subject to being reduced by 
resistance to fire-based attacks. 
 
Hide From Undead  
School abjuration; Level cleric 1 
Casting Time 1 standard action 
Components V, S, DF 
Range touch 
Targets one touched creature/level 
Duration 10 min./level (D) 
Saving Throw Will negates (harmless); see 
text; Spell Resistance yes 

Undead cannot see, hear, or smell 
creatures warded by this spell. Even 
extraordinary or supernatural sensory 
capabilities, such as blindsense, blindsight, 
scent, and tremorsense, cannot detect or locate 
warded creatures. Nonintelligent undead 
creatures (such as skeletons or zombies) are 
automatically affected and act as though the 
warded creatures are not there. An intelligent 
undead creature gets a single Will saving throw. 
If it fails, the subject can’t see any of the warded 
creatures. If it has reason to believe unseen 
opponents are present, however, it can attempt 
to find or strike them. If a warded creature 
attempts to channel positive energy, turn or 
command undead, touches an undead creature, 
or attacks any creature (even with a spell), the 
spell ends for all recipients. 
 
Invisibility 
School illusion (glamer); Level bard 2, 
sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, M/DF (an eyelash encased 
in gum arabic) 
Range personal or touch 
Target you or a creature or object weighing no 
more than 100 lbs./level 
Duration 1 min./level (D) 

Saving Throw Will negates (harmless) or Will 
negates (harmless, object); Spell Resistance 
yes (harmless) or yes (harmless, object) 

The creature or object touched becomes 
invisible. If the recipient is a creature carrying 
gear, that vanishes, too. If you cast the spell on 
someone else, neither you nor your allies can 
see the subject, unless you can normally see 
invisible things or you employ magic to do so. 

Items dropped or put down by an 
invisible creature become visible; items picked 
up disappear if tucked into the clothing or 
pouches worn by the creature. Light, however, 
never becomes invisible, although a source of 
light can become so (thus, the effect is that of a 
light with no visible source). Any part of an item 
that the subject carries but that extends more 
than 10 feet from it becomes visible. 

Of course, the subject is not magically 
silenced, and certain other conditions can render 
the recipient detectable (such as swimming in 
water or stepping in a puddle). If a check is 
required, a stationary invisible creature has a 
+40 bonus on its Stealth checks. This bonus is 
reduced to +20 if the creature is moving. The 
spell ends if the subject attacks any creature. 
For purposes of this spell, an attack  
includes any spell targeting a foe or whose area 
or effect includes a foe. Exactly who is a foe 
depends on the invisible character’s 
perceptions. Actions directed at unattended 
objects do not break the spell. Causing harm 
indirectly is not an attack. Thus, an invisible 
being can open doors, talk, eat, climb stairs, 
summon monsters and have them attack, cut 
the ropes holding a rope bridge while enemies 
are on the bridge, remotely trigger traps, open a 
portcullis to release attack dogs, and so forth. If 
the subject attacks directly, however, it 
immediately becomes visible along with all its 
gear. Spells such as bless that specifically affect 
allies but not foes are not attacks for this 
purpose, even when they include foes in their 
area. 

Invisibility can be made permanent (on 
objects only) with a permanency spell. 
 
 
 
 
 
 
 
 
 
 



Light 
School evocation [light]; Level bard 0, cleric 0, 
druid 0, sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, M/DF (a firefly) 
Range touch 
Target object touched 
Duration 10 min./level 
Saving Throw none; Spell Resistance no 

This spell causes a touched object to 
glow like a torch, shedding normal light in a 20-
foot radius from the point touched, and 
increasing the light level for an additional 20 feet 
by one step, up to normal light (darkness 
becomes dim light, and dim light becomes 
normal light). In an area of normal or bright light, 
this spell has no effect. The effect is immobile, 
but it can be cast on a movable object. 

You can only have one light spell active 
at any one time. If you cast this spell while 
another casting is still in effect, the previous 
casting is dispelled. If you make this spell 
permanent (through permanency or a similar 
effect), it does not count against this limit. Light 
can be used to counter or dispel any darkness 
spell of equal or lower spell level. 
 

Protection From Good (DC 14) 

School abjuration [evil]; Level cleric 1, 
sorcerer/wizard 1 

This spell functions like protection from 
evil, except that the deflection and resistance 
bonuses apply to attacks made by good 
creatures. The target receives a new saving 
throw against control by good creatures and 
good summoned creatures cannot touch the 
target. 
 
Protection from Evil 
School abjuration [good]; Level cleric 1, paladin 
1, sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S, M/DF 
Range touch 
Target creature touched 
Duration 1 min./level (D) 
Saving Throw Will negates (harmless); Spell 
Resistance no; see text 

This spell wards a creature from attacks 
by evil creatures, from mental control, and from 
summoned creatures. It creates a magical 
barrier around the subject at a distance of 1 foot. 
The barrier moves with the subject and has 
three major effects. 

First, the subject gains a +2 deflection 
bonus to AC and a +2 resistance bonus on 
saves. Both these bonuses apply against 
attacks made or effects created by evil 
creatures. 

Second, the subject immediately 
receives another saving throw (if one was 
allowed to begin with) against any spells or 
effects that possess or exercise mental control 
over the creature (including enchantment 
[charm] effects and enchantment [compulsion] 
effects such as charm person, command, and 
dominate person). This saving throw is made 
with a +2 morale bonus, using the same DC as 
the original effect. If successful, such effects are 
suppressed for the duration of this spell. The 
effects resume when the duration of this spell 
expires. While under the effects of this spell, the 
target is immune to any new attempts to 
possess or exercise mental control over the 
target. This spell does not expel a controlling life 
force (such as a ghost or spellcaster using 
magic jar), but it does prevent them from 
controlling the target. This second effect only 
functions against spells and effects created by 
evil creatures or objects, subject to GM 
discretion. 

Third, the spell prevents bodily contact 
by evil summoned creatures. This causes the 
natural weapon attacks of such creatures to fail 
and the creatures to recoil if such attacks require 
touching the warded creature. Summoned 
creatures that are not evil are immune to this 
effect. The protection against contact by 
summoned creatures ends if the warded 
creature makes an attack against or tries to 
force the barrier against the blocked creature. 
Spell resistance can allow a creature to 
overcome this protection and touch the warded 
creature. 
 
Silence 
School illusion (glamer); Level bard 2, cleric 2 
Casting Time 1 round 
Components V, S 
Range long (400 ft. + 40 ft./level) 
Area 20-ft.-radius emanation centered on a 
creature, object, or point in space 
Duration 1 round/level (D) 
Saving Throw: Will negates; see text or none 
(object); Spell Resistance: yes; see text or no 
(object) 

Upon the casting of this spell, complete 
silence prevails in the affected area. All sound is 
stopped: Conversation is impossible, spells with 
verbal components cannot be cast, and no noise 



whatsoever issues from, enters, or passes 
through the area. The spell can be cast on a 
point in space, but the effect is stationary unless 
cast on a mobile object. The spell can be 
centered on a creature, and the effect then 
radiates from the creature and moves as it 
moves. An unwilling creature can attempt a Will 
save to negate the spell and can use spell 
resistance, if any. Items in a creature’s 
possession or magic items that emit sound 
receive the benefits of saves and spell 
resistance, but unattended objects and points in 
space do not. Creatures in an area of a silence 
spell are immune to sonic or language-based 
attacks, spells, and effects. 
 

Slay Living (DC 17) 

School necromancy [death]; Level cleric 5 
Casting Time 1 standard action 
Components V, S 
Range touch 
Target living creature touched 
Duration instantaneous 
Saving Throw Fortitude partial; Spell 
Resistance yes 

You can attempt to slay any one living 
creature. When you cast this spell, your hand 
seethes with eerie dark fire. You must succeed 
on a melee touch attack to touch the target. The 
target takes 12d6 points of damage + 1 point per 
caster level. If the target’s Fortitude saving throw 
succeeds, it instead takes 3d6 points of damage 
+ 1 point per caster level. The subject might die 
from damage even if it succeeds on its saving 
throw. 
 
 
 
 
 
 
 
 
 

Sound Burst (DC 15) 

School evocation [sonic]; Level bard 2, cleric 2 
Casting Time 1 standard action 
Components V, S, F/DF (a musical instrument) 
Range close (25 ft. + 5 ft./2 levels) 
Area 10-ft.-radius spread 
Duration instantaneous 
Saving Throw Fortitude partial; Spell 
Resistance yes 

You blast an area with a tremendous 
cacophony. Every creature in the area takes 1d8 
points of sonic damage and must succeed on a 
Fortitude save to avoid being stunned for 1 
round. Creatures that cannot hear are not 
stunned but are still damaged. 
 

Unholy Blight (DC 16) x2 

School evocation [evil]; Level cleric 4 
Casting Time 1 standard action 
Components V, S 
Range medium (100 ft. + 10 ft./level) 
Area 20-ft.-radius spread 
Duration instantaneous (1d4 rounds); see text 
Saving Throw Will partial; Spell Resistance 
yes 

You call up unholy power to smite your 
enemies. The power takes the form of a cold, 
cloying miasma of greasy darkness. Only good 
and neutral (not evil) creatures are harmed by 
the spell. 

The spell deals 1d8 points of damage 
per two caster levels (maximum 5d8) to a good 
creature (or 1d6 per caster level, maximum 
10d6, to a good outsider) and causes it to be 
sickened for 1d4 rounds. A successful Will save 
reduces damage to half and negates the 
sickened effect. The effects cannot be negated 
by remove disease or heal, but remove curse is 
effective. 

The spell deals only half damage to 
creatures who are neither evil nor good, and 
they are not sickened. Such a creature can 
reduce the damage by half again (down to one-
quarter) with a successful Will save. 

 
 



Vaydren Lasar’s Spell-Like Ability 

Magic Jar                  
School necromancy; Level sorcerer/wizard 5 
Casting Time 1 standard action 
Components V, S, F (a gem or crystal worth at 
least 100 gp) 
Range medium (100 ft. + 10 ft./level) 
Target one creature 
Duration 1 hour/level or until you return to your 
body 
Saving Throw Will negates; see text; Spell 
Resistance yes 

By casting magic jar, you place your 
soul in a gem or large crystal (known as the 
magic jar), leaving your body lifeless. Then you 
can attempt to take control of a nearby body, 
forcing its soul into the magic jar. You may move 
back to the jar (thereby returning the trapped 
soul to its body) and attempt to possess another 
body. The spell ends when you send your soul 
back to your own body, leaving the receptacle 
empty. To cast the spell, the magic jar must be 
within spell range and you must know where it 
is, though you do not need line of sight or line of 
effect to it. When you transfer your soul upon 
casting, your body is, as near as anyone can 
tell, dead. 

While in the magic jar, you can sense 
and attack any life force within 10 feet per caster 
level (and on the same plane of existence). You 
do need line of effect from the jar to the 
creatures. You cannot determine the exact 
creature types or positions of these creatures. In 
a group of life forces, you can sense a difference 
of 4 or more HD between one creature and 
another and can determine whether a life force 
is powered by positive or negative energy. 
(Undead creatures are powered by negative 
energy. Only sentient undead creatures have, or 
are, souls.) 

You could choose to take over either a 
stronger or a weaker creature, but which 
particular stronger or weaker creature you 
attempt to possess is determined randomly. 

Attempting to possess a body is a full-
round action. It is blocked by protection from evil 
or a similar ward. You possess the body and 
force the creature’s soul into the magic jar 
unless the subject succeeds on a Will save. 
Failure to take over the host leaves your life 
force in the magic jar, and the target 
automatically succeeds on further saving throws 
if you attempt to possess its body again. 

If you are successful, your life force 
occupies the host body, and the host’s life force 
is imprisoned in the magic jar. You keep your 
Intelligence, Wisdom, Charisma, level, class, 
base attack bonus, base save bonuses, 
alignment, and mental abilities. The body retains 
its Strength, Dexterity, Constitution, hit points, 
natural abilities, and automatic abilities. A body 
with extra limbs does not allow you to make 
more attacks (or more advantageous two-
weapon attacks) than normal. You can’t choose 
to activate the body’s extraordinary or 
supernatural abilities. The creature’s spells and 
spell-like abilities do not stay with the body. 

As a standard action, you can shift 
freely from a host to the magic jar if within range, 
sending the trapped soul back to its body. The 
spell ends when you shift from the jar to your 
own body. 

If the host body is slain, you return to 
the magic jar, if within range, and the life force of 
the host departs (it is dead). If the host body is 
slain beyond the range of the spell, both you and 
the host die. Any life force with nowhere to go is 
treated as slain. 

If the spell ends while you are in the 
magic jar, you return to your body (or die if your 
body is out of range or destroyed). If the spell 
ends while you are in a host, you return to your 
body (or die, if it is out of range of your current 
position), and the soul in the magic jar returns to 
its body (or dies if it is out of range). Destroying 
the receptacle ends the spell, and the spell can 
be dispelled at either the magic jar or the host’s 
location.



 


