
Severing Ties Spells 

Trap 

Dispel Magic 

Glyph of Warding 
School abjuration; Level cleric 3 
Casting Time 10 minutes 
Components V, S, M (powdered diamond worth 200 

gp) 
Range touch 
Target or Area object touched or up to 5 sq. ft./level 
Duration permanent until discharged (D) 
Saving Throw see text; Spell Resistance no (object) 

and yes; see text 
This powerful inscription harms those who 

enter, pass, or open the warded area or object. A 
glyph of warding can guard a bridge or passage, ward 

a portal, trap a chest or box, and so on. 
You set all of the conditions of the ward. 

Typically, any creature entering the warded area or 
opening the warded object without speaking a 
password (which you set when casting the spell) is 
subject to the magic it stores. Alternatively or in 
addition to a password trigger, glyphs can be set 
according to physical characteristics (such as height 
or weight) or creature type, subtype, or kind. Glyphs 
can also be set with respect to good, evil, law, or 
chaos, or to pass those of your religion. They cannot 
be set according to class, HD, or level. Glyphs 
respond to invisible creatures normally but are not 
triggered by those who travel past them ethereally. 
Multiple glyphs cannot be cast on the same area. 
However, if a cabinet has three different drawers, 
each can be separately warded. 

When casting the spell, you weave a tracery 
of faintly glowing lines around the warding sigil. A 
glyph can be placed to conform to any shape up to 
the limitations of your total square footage. When the 
spell is completed, the glyph and tracery become 
nearly invisible. 

Glyphs cannot be affected or bypassed by 
such means as physical or magical probing, though 
they can be dispelled. Mislead, polymorph, and 
nondetection (and similar magical effects) can fool a 
glyph, though nonmagical disguises and the like can’t. 
Read magic allows you to identify a glyph of warding 
with a DC 13 Knowledge (arcana) check. Identifying 
the glyph does not discharge it and allows you to 
know the basic nature of the glyph (version, type of 
damage caused, what spell is stored). 

Note: Magic traps such as glyph of warding 

are hard to detect and disable. A character with 
trapfinding can use the Perception skill to find the 
glyph and Disable Device to thwart it. The DC in each 
case is 25 + spell level, or 28 for glyph of warding. 

Depending on the version selected, a glyph 
either blasts the intruder or activates a spell. 

Blast Glyph: A blast glyph deals 1d8 points 
of damage per two caster levels (maximum 5d8) to 
the intruder and to all within 5 feet of him or her. This 
damage is acid, cold, fire, electricity, or sonic (caster’s 
choice, made at time of casting). Each creature 
affected can attempt a Reflex save to take half 
damage. Spell resistance applies against this effect. 

Spell Glyph: You can store any harmful spell 
of 3rd level or lower that you know. All level-
dependent features of the spell are based on your 
caster level at the time of casting the glyph. If the 
spell has a target, it targets the intruder. If the spell 
has an area or an amorphous effect, the area or effect 
is centered on the intruder. If the spell summons 
creatures, they appear as close as possible to the 
intruder and attack. Saving throws and spell 
resistance operate as normal, except that the DC is 
based on the level of the spell stored in the glyph. 
 

Illusory Wall 
School illusion (figment); Level sorcerer/wizard 4 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Effect image 1 ft. by 10 ft. by 10 ft. 
Duration permanent 
Saving Throw Will disbelief (if interacted with); Spell 
Resistance no 

This spell creates the illusion of a wall, floor, 
ceiling, or similar surface. It appears absolutely real 
when viewed, but physical objects can pass through it 
without difficulty. When the spell is used to hide pits, 
traps, or normal doors, any detection abilities that do 
not require sight work normally. Touch or a probing 
search reveals the true nature of the surface, though 
such measures do not cause the illusion to disappear. 
Although the caster can see through his illusory wall, 
other creatures cannot, even if they succeed at their 
will save (but they do learn that it is not real). 

 

 

 



*** 

Darkness 
School evocation [darkness]; Level bard 2, 
cleric 2, sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, M/DF (bat fur and a piece of 
coal) 
Range touch 
Target object touched 
Duration 1 min./level (D) 
Saving Throw none; Spell Resistance no 

This spell causes an object to radiate 
darkness out to a 20-foot radius. This darkness 
causes the illumination level in the area to drop 
one step, from bright light to normal light, from 
normal light to dim light, or from dim light to 
darkness. This spell has no effect in an area that 
is already dark. Creatures with light vulnerability 
or sensitivity take no penalties in normal light. All 

creatures gain concealment (20% miss chance) 
in dim light. All creatures gain total concealment 
(50% miss chance) in darkness. Creatures with 
darkvision can see in an area of dim light or 
darkness without penalty. Nonmagical sources 
of light, such as torches and lanterns, do not 
increase the light level in an area of darkness. 
Magical light sources only increase the light 
level in an area if they are of a higher spell level 
than darkness. 

If darkness is cast on a small object that 
is then placed inside or under a lightproof 
covering, the spell’s effect is blocked until the 
covering is removed. 

This spell does not stack with itself. 
Darkness can be used to counter or dispel any 
light spell of equal or lower spell level. 

 

*** 

Lashmistress’s Spells 

Dimension Door 
School conjuration (teleportation); Level bard 4, 
sorcerer/wizard 4 
Casting Time 1 standard action 
Components V 
Range long (400 ft. + 40 ft./level) 
Target you and touched objects or other 
touched willing creatures 
Duration instantaneous 
Saving Throw none and Will negates (object); 
Spell Resistance no and yes (object) 

You instantly transfer yourself from your 
current location to any other spot within range. 
You always arrive at exactly the spot desired—
whether by simply visualizing the area or by 
stating direction. After using this spell, you can’t 
take any other actions until your next turn. You 
can bring along objects as long as their weight 
doesn’t exceed your maximum load. You may 
also bring one additional willing Medium or 
smaller creature (carrying gear or objects up to 
its maximum load) or its equivalent per three 
caster levels. A Large creature counts as two 
Medium creatures, a Huge creature counts as 
two Large creatures, and so forth. All creatures 
to be transported must be in contact with one 

another, and at least one of those creatures 
must be in contact with you. 

If you arrive in a place that is already 
occupied by a solid body, you and each creature 
traveling with you take 1d6 points of damage 
and are shunted to a random open space on a 
suitable surface within 100 feet of the intended 
location. 

If there is no free space within 100 feet, 
you and each creature traveling with you take an 
additional 2d6 points of damage and are 
shunted to a free space within 1,000 feet. If 
there is no free space within 1,000 feet, you and 
each creature travelling with you take an 
additional 4d6 points of damage and the spell 
simply fails. 
 
Elemental Body I 
School transmutation (polymorph); Level 
sorcerer/wizard 4 
Casting Time 1 standard action 
Components V, S, M (the element you plan to 
assume) 
Range personal 
Target you 
Duration 1 min/level (D) 



When you cast this spell, you can 
assume the form of a Small air, earth, fire, or 
water elemental (see the Pathfinder RPG 
Bestiary). The abilities you gain depend upon 
the type of elemental into which you change. 
Elemental abilities based on size, such as burn, 
vortex, and whirlwind, use the size of the 
elemental you transform into to determine their 
effect.                           

Air elemental: If the form you take is that 
of a Small air elemental, you gain a +2 size 
bonus to your Dexterity and a +2 natural armor 
bonus. You also gain fly 60 feet (perfect), 
darkvision 60 feet, and the ability to create a 
whirlwind. 

Earth elemental: If the form you take is 
that of a Small earth elemental, you gain a +2 
size bonus to your Strength and a +4 natural 
armor bonus. You also gain darkvision 60 feet 
and the ability to earth glide. 

Fire elemental: If the form you take is 
that of a Small fire elemental, you gain a +2 size 
bonus to your Dexterity and a +2 natural armor 
bonus. You gain darkvision 60 feet, resist fire 
20, vulnerability to cold, and the burn ability. 

Water elemental: If the form you take is 
that of a Small water elemental, you gain a +2 
size bonus to your Constitution and a +4 natural 
armor bonus. You also gain swim 60 feet, 
darkvision 60 feet, the ability to create a vortex, 
and the ability to breathe water. 
 
 
 

Rainbow Pattern 
School illusion (pattern) [mind-affecting]; Level 
bard 4, sorcerer/wizard 4 
Casting Time 1 standard action 
Components V (bard only), S, M (a piece of 
phosphor), F (a crystal prism); see text 
Range medium (100 ft. + 10 ft./level) 
Effect colorful lights with a 20-ft.-radius spread 
Duration Concentration +1 round/level (D) 
Saving Throw Will negates; Spell Resistance 
yes 

A glowing, rainbow-hued pattern of 
interweaving colors fascinates those within it. 
Rainbow pattern fascinates a maximum of 24 
HD of creatures. Creatures with the fewest HD 
are affected first. Among creatures with equal 
HD, those who are closest to the spell’s point of 
origin are affected first. An affected creature that 
fails its saves is fascinated by the pattern. 

With a simple gesture (a free action), 
you can make the rainbow pattern move up to 
30 feet per round (moving its effective point of 
origin). All fascinated creatures follow the 
moving rainbow of light, trying to remain within 
the effect. Fascinated creatures who are 
restrained and removed from the pattern still try 
to follow it. If the pattern leads its subjects into a 
dangerous area, each fascinated creature gets a 
second save. If the view of the lights is 
completely blocked, creatures who can’t see 
them are no longer affected. 

The spell does not affect sightless 
creatures. 

 
 

*** 
Grelph’s Spells 

 
 

Inspiring Word (Sp):  5/day  (1 rd)   
As a standard action, you can speak an 

inspiring word to a creature within 30 feet. That 
creature receives a +2 morale bonus on attack 
rolls, skill checks, ability checks, and saving 
throws for a number of rounds equal to 1/2 your 
cleric level (minimum 1). You can use this power 
a number of times per day equal to 3 + your 
Wisdom modifier. 

Blast Rune (Sp):  5/day- (1d6, 1 rd) 
As a standard action, you can create a 

blast rune in any adjacent square. Any creature 
entering this square takes 1d6 points of damage 

+ 1 point for every two cleric levels you possess. 
This rune deals either acid, cold, electricity, or 
fire damage, decided when you create the rune. 
The rune is invisible and lasts a number of 
rounds equal to your cleric level or until 
discharged. You cannot create a blast rune in a 
square occupied by another creature. This rune 
counts as a 1st-level spell for the purposes of 
dispelling. It can be discovered with a DC 26 
Perception skill check and disarmed with a DC 
26 Disable Device skill check. You can use this 
ability a number of times per day equal to 3 + 
your Wisdom modifier. 



***  

Cause Fear (DC 13) 

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 (DC 13) 

School enchantment (compulsion) [language-
dependent, mindaffecting]; 
Level cleric 1 
Casting Time 1 standard action 
Components V 
Range close (25 ft. + 5 ft./2 levels) 
Target one living creature 
Duration 1 round 
Saving Throw Will negates; Spell Resistance 
yes 

You give the subject a single command, 
which it obeys to the best of its ability at its 
earliest opportunity. You may select from the 
following options. 

Approach: On its turn, the subject 
moves toward you as quickly and directly as 
possible for 1 round. The creature may do 
nothing but move during its turn, and it provokes 
attacks of opportunity for this movement as 
normal. 

Drop: On its turn, the subject drops 
whatever it is holding. It can’t pick up any 
dropped item until its next turn.  

Fall: On its turn, the subject falls to the 
ground and remains prone for 1 round. It may 
act normally while prone but takes any 
appropriate penalties. 

Flee: On its turn, the subject moves 
away from you as quickly as possible for 1 
round. It may do nothing but move during its 
turn, and it provokes attacks of opportunity for 
this movement as normal. 

Halt: The subject stands in place for 1 
round. It may not take any actions but is not 
considered helpless. 

If the subject can’t carry out your 
command on its next turn, the spell 
automatically fails. 
 
Divine Favor 
School evocation; Level cleric 1, paladin 1 
Casting Time 1 standard action 
Components V, S, DF 
Range personal 
Target you 
Duration 1 minute 

Calling upon the strength and wisdom of 
a deity, you gain a +1 luck bonus on attack and 
weapon damage rolls for every three caster 
levels you have (at least +1, maximum +3). The 
bonus doesn’t apply to spell damage. 
 

Guidance 
School divination; Level cleric 0, druid 0 
Casting Time 1 standard action 
Components V, S 
Range touch 
Target creature touched 
Duration 1 minute or until discharged 
Saving Throw Will negates (harmless); Spell 
Resistance yes 

This spell imbues the subject with a touch of 
divine guidance. The creature gets a +1 competence 
bonus on a single attack roll, saving throw, or skill 
check. It must choose to use the bonus before making 
the roll to which it applies. 
 

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. 

 


