
Technic League Initiate Spells 
(Tier 5-6) 

 
Elemental Ray (Sp):  (1d6+3) electricity  6/day 

Starting at 1st level, you can unleash an 
elemental ray as a standard action, targeting 
any foe within 30 feet as a ranged touch attack. 
This ray deals 1d6 points of damage of your 
energy type + 1 for every two sorcerer levels you 
possess. You can use this ability a number of 
times per day equal to 3 + your Charisma 
modifier. 
 

*** 
 
1st (7/day) 
2nd (6/day) 
3rd (4/day) 
 
Acid Splash (electricity) 
School conjuration (creation) [acid]; Level 
sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Effect one missile of acid 
Duration instantaneous 
Saving Throw none; Spell Resistance no 

You fire a small orb of acid at the target. 
You must succeed on a ranged touch attack to 
hit your target. The orb deals 1d3 points of acid 
damage. This acid disappears after 1 round. 
 

Burning Hands (electricity) DC 15 

School evocation [fire]; Level sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
Range 15 ft. 
Area cone-shaped burst 
Duration instantaneous 
Saving Throw Reflex half; Spell Resistance 
yes 

A cone of searing flame shoots from 
your fingertips. Any creature in the area of the 
flames takes 1d4 points of fire damage per 
caster level (maximum 5d4). Flammable 
materials burn if the flames touch them. A 
character can extinguish burning items as a full-
round action. 
 

Dancing Lights 
School evocation [light]; Level bard 0, 
sorcerer/wizard 0 
Casting Time 1 standard action 

Components V, S 
Range medium (100 ft. + 10 ft./level) 
Effect Up to four lights, all within a 10-ft.-radius 
area 
Duration 1 minute (D) 
Saving Throw none; Spell Resistance no 

Depending on the version selected, you 
create up to four lights that resemble lanterns or 
torches (and cast that amount of light), or up to 
four glowing spheres of light (which look like will-
o’- wisps), or one faintly glowing, vaguely 
humanoid shape. The dancing lights must stay 
within a 10-foot-radius area in relation to each 
other but otherwise move as you desire (no 
concentration required): forward or back, up or 
down, straight or turning corners, or the like. The 
lights can move up to 100 feet per round. A light 
winks out if the distance between you and it 
exceeds the spell’s range. 

You can only have one dancing lights 
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, it does not count against this 
limit. 

Dancing lights can be made permanent 
with a permanency spell. 
 

Gust of Wind (DC 16) 

School evocation [air]; Level druid 2, 
sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S 
Range 60 ft. 
Effect line-shaped gust of severe wind 
emanating out from you to the extreme of the 
range 
Duration 1 round 
Saving Throw Fortitude negates; Spell 
Resistance yes 

This spell creates a severe blast of air 
(approximately 50 mph) that originates from you, 
affecting all creatures in its path. All flying 
creatures in this area take a –4 penalty on Fly 
skill checks. Tiny or smaller flying creatures 
must make a DC 25 Fly skill check or be blown 
back 2d6 × 10 feet and take 2d6 points of 
damage. Small or smaller flying creatures must 
make a DC 20 Fly skill check to move against 
the force of the wind. 



A Tiny or smaller creature on the ground 
is knocked down and rolled 1d4 × 10 feet, taking 
1d4 points of nonlethal damage per 10 feet. 

Small creatures are knocked prone by 
the force of the wind.  

Medium or smaller creatures are unable 
to move forward against the force of the wind 
unless they succeed at a DC 15 Strength check. 

Large or larger creatures may move 
normally within a gust of wind effect. 

This spell can’t move a creature beyond 
the limit of it’s range. 

Any creature, regardless of size, takes a 
–4 penalty on ranged attacks and Perception 
checks in the area of a gust of wind. 

The force of the gust automatically 
extinguishes candles, torches, and similar 
unprotected flames. It causes protected flames, 
such as those in lanterns, to dance wildly and 
has a 50% chance to extinguish those lights. 

In addition to the effects noted, a gust of 
wind can do anything that a sudden blast of wind 
would be expected to do. It can create a stinging 
spray of sand or dust, fan a large fire, overturn 
delicate awnings or hangings, heel over a small 
boat, and blow gases or vapors to the edge of its 
range. 

Gust of wind can be made permanent 
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. 

 

Lightning Bolt  (DC 17) 

School evocation [electricity]; Level 
sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S, M (fur and a glass rod) 
Range 120 ft. 
Area 120-ft. line 
Duration instantaneous 
Saving Throw Reflex half; Spell Resistance 
yes 

You release a powerful stroke of 
electrical energy that deals 1d6 points of 
electricity damage per caster level (maximum 
10d6) to each creature within its area. The bolt 
begins at your fingertips. 

The lightning bolt sets fire to 
combustibles and damages objects in its path. It 
can melt metals with a low melting point, such 
as lead, gold, copper, silver, or bronze. If the 
damage caused to an interposing barrier 
shatters or breaks through it, the bolt may 
continue beyond the barrier if the spell’s range 
permits; otherwise, it stops at the barrier just as 
any other spell effect does. 
 

Mage Hand 
School transmutation; Level bard 0, 
sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Target one nonmagical, unattended object 
weighing up to 5 lbs. 
Duration concentration 
Saving Throw none; Spell Resistance no 

You point your finger at an object and 
can lift it and move it at will from a distance. As a 
move action, you can propel the object as far as 
15 feet in any direction, though the spell ends if 
the distance between you and the object ever 
exceeds the spell’s range. 
 
Magic Missile 
School evocation [force]; Level sorcerer/wizard 
1 
Casting Time 1 standard action 
Components V, S 
Range medium (100 ft. + 10 ft./level) 
Targets up to five creatures, no two of which 
can be more than 15 ft. apart 
Duration instantaneous 
Saving Throw none; Spell Resistance yes 



A missile of magical energy darts forth 
from your fingertip and strikes its target, dealing 
1d4+1 points of force damage.  

The missile strikes unerringly, even if 
the target is in melee combat, so long as it has 
less than total cover or total concealment. 
Specific parts of a creature can’t be singled out. 
Objects are not damaged by the spell. 

For every two caster levels beyond 1st, 
you gain an additional missile—two at 3rd level, 
three at 5th, four at 7th, and the maximum of five 
missiles at 9th level or higher. If you shoot 
multiple missiles, you can have them strike a 
single creature or several creatures. A single 
missile can strike only one creature. You must 
designate targets before you check for spell 
resistance or roll damage. 
 
Obscuring Mist 
School conjuration (creation); Level cleric 1, 
druid 1, sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
Range 20 ft. 
Effect cloud spreads in 20-ft. radius from you, 
20 ft. high 
Duration 1 min./level (D) 
Saving Throw none; Spell Resistance no 

A misty vapor arises around you. It is 
stationary. The vapor obscures all sight, 
including darkvision, beyond 5 feet. A creature 5 
feet away has concealment (attacks have a 20% 
miss chance). Creatures farther away have total 
concealment (50% miss chance, and the 
attacker cannot use sight to locate the target). 

A moderate wind (11+ mph), such as 
from a gust of wind spell, disperses the fog in 4 
rounds. A strong wind (21+ mph) disperses the 
fog in 1 round. A fireball, flame strike, or similar 
spell burns away the fog in the explosive or fiery 
spell’s area. A wall of fire burns away the fog in 
the area into which it deals damage. 

This spell does not function underwater. 
 
Ra y of Frost (electricity) 
School evocation [cold]; Level sorcerer/wizard 
0 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Effect ray 
Duration instantaneous 
Saving Throw none; Spell Resistance yes 

A ray of freezing air and ice projects 
from your pointing finger. You must succeed on 
a ranged touch attack with the ray to deal 

damage to a target. The ray deals 1d3 points of 
cold damage. 
 
Scorching Ra y (electricity) 
School evocation [fire]; Level sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Effect one or more rays 
Duration instantaneous 
Saving Throw none; Spell Resistance yes 

You blast your enemies with a searing 
beam of fire. You may fire one ray, plus one 
additional ray for every four levels beyond 3rd 
(to a maximum of three rays at 11th level). Each 
ray requires a ranged touch attack to hit and 
deals 4d6 points of fire damage. The rays may 
be fired at the same or different targets, but all 
rays must be aimed at targets within 30 feet of 
each other and fired simultaneously. 
 

Shocking Grasp 
School evocation [electricity]; Level 
sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
Range touch 
Target creature or object touched 
Duration instantaneous 
Saving Throw none; Spell Resistance yes 

Your successful melee touch attack 
deals 1d6 points of electricity damage per caster 
level (maximum 5d6). When delivering the jolt, 
you gain a +3 bonus on attack rolls if the 
opponent is wearing metal armor (or is carrying 
a metal weapon or is made of metal). 
 

Spectral Hand 
School necromancy; Level sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S 
Range medium (100 ft. + 10 ft./level) 
Effect one spectral hand 
Duration 1 min./level (D) 
Saving Throw none; Spell Resistance no 

A ghostly hand shaped from your life 
force materializes and moves as you desire, 
allowing you to deliver low-level, touch range 
spells at a distance. On casting the spell, you 
lose 1d4 hit points that return when the spell 
ends (even if it is dispelled), but not if the hand 
is destroyed. (The hit points can be healed as 
normal.) For as long as the spell lasts, any touch 
range spell of 4th level or lower that you cast 
can be delivered by the spectral hand. The spell 
gives you a +2 bonus on your melee touch 



attack roll, and attacking with the hand counts 
normally as an attack. The hand always strikes 
from your direction. The hand cannot flank 
targets like a creature can. After it delivers a 
spell, or if it goes beyond the spell range or goes 
out of your sight, the hand returns to you and 
hovers. 

The hand is incorporeal and thus cannot 
be harmed by normal weapons. It has improved 

evasion (half damage on a failed Reflex save 
and no damage on a successful save), your 
save bonuses, and an AC of 22 (+8 size, +4 
natural armor). Your Intelligence modifier applies 
to the hand’s AC as if it were the hand’s 
Dexterity modifier. The hand has 1 to 4 hit 
points, the same number that you lost in creating 
it.  

 
 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Technic League Initiate Spells 
Tier 8-9 

1st (7/day)  
2nd (7/day)  
3rd (6/day)  
4th (4/day)  
 

 
 
 
 

Laughing Touch (Sp):  7/day  
At 1st level, you can cause a creature 

to burst out laughing for 1 round as a melee 
touch attack. A laughing creature can only take 
a move action but can defend itself normally. 
Once a creature has been affected by laughing 
touch, it is immune to its effects for 24 hours. 
You can use this ability a number of times per 
day equal to 3 + your Charisma modifier. This is 
a mind-affecting effect. 
 

***** 

Charm Person  (DC 15)  

School enchantment (charm) [mind-affecting]; 
Level bard 1, sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Target one humanoid creature 
Duration 1 hour/level 
Saving Throw Will negates; Spell Resistance 
yes 
This charm makes a humanoid creature regard 
you as its trusted friend and ally (treat the 
target’s attitude as friendly). If the creature is 
currently being threatened or attacked by you or 
your allies, however, it receives a +5 bonus on 
its saving throw. 

The spell does not enable you to control 
the charmed person as if it were an automaton, 
but it perceives your words and actions in the 
most favorable way. You can try to 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 affected creature never obeys suicidal or 
obviously harmful orders, but it might be 
convinced that something very dangerous is 
worth doing. Any act by you or your apparent 
allies that threatens the charmed person breaks 
the spell. You must speak the person’s language 
to communicate your commands, or else be 
good at pantomiming. 
 
 

 

Color Spray  (DC 18) 

School illusion (pattern) [mind-affecting]; Level 
sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S, M (red, yellow, and blue 
powder or colored sand) 
Range 15 ft. 
Area cone-shaped burst 
Duration instantaneous; see text 
Saving Throw Will negates; Spell Resistance 
yes 

A vivid cone of clashing colors springs 
forth from your hand, causing creatures to 
become stunned, perhaps also blinded, and 
possibly knocking them unconscious. Each 
creature within the cone is affected according to 
its HD. 

2 HD or less: The creature is 
unconscious, blinded, and stunned for 2d4 
rounds, then blinded and stunned for 1d4 
rounds, and then stunned for 1 round. (Only 
living creatures are knocked unconscious.) 

3 or 4 HD: The creature is blinded and 
stunned for 1d4 rounds, then stunned for 1 
round. 

5 or more HD: The creature is stunned 
for 1 round. 

Sightless creatures are not affected by 
color spray. 
  

Dancing Lights  (1/day)  

School evocation [light]; Level bard 0, 
sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, S 
Range medium (100 ft. + 10 ft./level) 
Effect Up to four lights, all within a 10-ft.-radius 
area 
Duration 1 minute (D) 
Saving Throw none; Spell Resistance no 

Depending on the version selected, you 
create up to four lights that resemble lanterns or 
torches (and cast that amount of light), or up to 
four glowing spheres of light (which look like will-



o’- wisps), or one faintly glowing, vaguely 
humanoid shape. The dancing lights must stay 
within a 10-foot-radius area in relation to each 
other but otherwise move as you desire (no 
concentration required): forward or back, up or 
down, straight or turning corners, or the like. The 
lights can move up to 100 feet per round. A light 
winks out if the distance between you and it 
exceeds the spell’s range. 

You can only have one dancing lights 
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, it does not count against this 
limit. 

Dancing lights can be made permanent 
with a permanency spell. 
 

Deep Slumber (DC 19) 
School enchantment (compulsion) [mind-
affecting]; Level bard 3, sorcerer/wizard 3 
Range close (25 ft. + 5 ft./2 levels) 

This spell functions like sleep, except 
that it affects 10 HD of targets. 
 
Sleep 
School enchantment (compulsion) [mind-
affecting]; Level bard 1, sorcerer/wizard 1 
Casting Time 1 round 
Components V, S, M (fine sand, rose petals, or 
a live cricket) 
Range medium (100 ft. + 10 ft./level) 
Area one or more living creatures within a 10-ft.-
radius burst 
Duration 1 min./level 
Saving Throw Will negates; Spell Resistance 
yes 

A sleep spell causes a magical slumber 
to come upon 4 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. HD 
that are not sufficient to affect a creature are 
wasted. Sleeping creatures are helpless. 
Slapping or wounding awakens an affected 
creature, but normal noise does not. Awakening 
a creature is a standard action (an application of 
the aid another action). Sleep does not target 
unconscious creatures, constructs, or undead 
creatures. 

 

Entangle  (DC 15) 

School transmutation; Level druid 1, ranger 1 
Casting Time 1 standard action 
Components V, S, DF 

Range long (400 ft. + 40 ft./level) 
Area plants in a 40-ft.-radius spread 
Duration 1 min./level (D) 
Saving Throw: Reflex partial; see text; Spell 
Resistance: no 

This spell causes tall grass, weeds, and 
other plants to wrap around creatures in the 
area of effect or those that enter the area. 
Creatures that fail their save gain the entangled 
condition. Creatures that make their save can 
move as normal, but those that remain in the 
area must save again at the end of your turn. 
Creatures that move into the area must save 
immediately. Those that fail must end their 
movement and gain the entangled condition. 
Entangled creatures can attempt to break free 
as a move action, making a Strength or Escape 
Artist check. The DC for this check is equal to 
the DC of the spell. The entire area of effect is 
considered difficult terrain while the effect lasts. 

If the plants in the area are covered in 
thorns, those in the area take 1 point of damage 
each time they fail a save against the entangle 
or fail a check made to break free. Other effects, 
depending on the local plants, might be possible 
at GM discretion. 
 

Flare (DC 14) 

School evocation [light]; Level bard 0, druid 0, 
sorcerer/wizard 0 
Casting Time 1 standard action 
Components V 
Range close (25 ft. + 5 ft./2 levels) 
Effect burst of light 
Duration instantaneous 
Saving Throw Fortitude negates; Spell 
Resistance yes 

This cantrip creates a burst of light. If 
you cause the light to burst in front of a single 
creature, that creature is dazzled for 1 minute 
unless it makes a successful Fortitude save. 
Sightless creatures, as well as creatures already 
dazzled, are not affected by flare. 
 

Ghost Sound  (DC 15  1/day) 

School illusion (figment); Level bard 0, 
sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, S, M (a bit of wool or a small 
lump of wax) 
Range close (25 ft. + 5 ft./2 levels) 
Effect illusory sounds 
Duration 1 round/level (D) 
Saving Throw Will disbelief; Spell Resistance 
no 



Ghost sound allows you to create a 
volume of sound that rises, recedes, 
approaches, or remains at a fixed place. You 
choose what type of sound ghost sound creates 
when casting it and cannot thereafter change 
the sound’s basic character. 

The volume of sound created depends 
on your level. You can produce as much noise 
as four normal humans per caster level 
(maximum 40 humans). Thus, talking, singing, 
shouting, walking, marching, or running sounds 
can be created. The noise a ghost sound spell 
produces can be virtually any type of sound 
within the volume limit. A horde of rats running 
and squeaking is about the same volume as 
eight humans running and shouting. A roaring 
lion is equal to the noise from 16 humans, while 
a roaring dragon is equal to the noise from 32 
humans. Anyone who hears a ghost sound 
receives a Will save to disbelieve. 

Ghost sound can enhance the 
effectiveness of a silent image spell. 

Ghost sound can be made permanent 
with a permanency spell. 
 

Hideous Laughter  (DC 18) 

School enchantment (compulsion) [mind-
affecting]; Level bard 1, sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, M (tiny fruit tarts and a 
feather) 
Range close (25 ft. + 5 ft./2 levels) 
Target one creature; see text 
Duration 1 round/level 
Saving Throw Will negates; Spell Resistance 
yes 

This spell afflicts the subject with 
uncontrollable laughter. It collapses into gales of 
manic laughter, falling prone. The subject can 
take no actions while laughing, but is not 
considered helpless. On the creature’s next turn, 
it may attempt a new saving throw to end the 
effect. If successful, the effect ends and the 
creature is treated as if it spent a full-round 
action on its turn.  

A creature with an Intelligence score of 
2 or lower is not affected. A creature whose type 
is different from the caster’s receives a +4 bonus 
on its saving throw, because humor doesn’t 
“translate” well. 
 

Hypnotic Pattern  (DC 19) 

School illusion (pattern) [mind-affecting]; Level 
bard 2, sorcerer/wizard 2 

Casting Time 1 standard action 
Components V (bard only), S, M (a stick of 
incense or a crystal rod); see text 
Range medium (100 ft. + 10 ft./level) 
Effect colorful lights in a 10-ft.-radius spread 
Duration Concentration + 2 rounds 
Saving Throw Will negates; Spell Resistance 
yes 

A twisting pattern of subtle, shifting 
colors weaves through the air, fascinating 
creatures within it. Roll 2d4 and add your caster 
level (maximum 10) to determine the total 
number of HD of creatures affected. Creatures 
with the fewest HD are affected first; and, 
among creatures with equal HD, those who are 
closest to the spell’s point of origin are affected 
first. HD that are not sufficient to affect a 
creature are wasted. Affected creatures become 
fascinated by the pattern of colors. Sightless 
creatures are not affected. 

A wizard or sorcerer need not utter a 
sound to cast this spell, but a bard must perform 
as a verbal component. 
 
Mage Hand 
School transmutation; Level bard 0, 
sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Target one nonmagical, unattended object 
weighing up to 5 lbs. 
Duration concentration 
Saving Throw none; Spell Resistance no 

You point your finger at an object and 
can lift it and move it at will from a distance. As a 
move action, you can propel the object as far as 
15 feet in any direction, though the spell ends if 
the distance between you and the object ever 
exceeds the spell’s range. 
 
Magic Missile 
School evocation [force]; Level sorcerer/wizard 
1 
Casting Time 1 standard action 
Components V, S 
Range medium (100 ft. + 10 ft./level) 
Targets up to five creatures, no two of which 
can be more than 15 ft. apart 
Duration instantaneous 
Saving Throw none; Spell Resistance yes 

A missile of magical energy darts forth 
from your fingertip and strikes its target, dealing 
1d4+1 points of force damage.  

The missile strikes unerringly, even if 
the target is in melee combat, so long as it has 



less than total cover or total concealment. 
Specific parts of a creature can’t be singled out. 
Objects are not damaged by the spell. 

For every two caster levels beyond 1st, 
you gain an additional missile—two at 3rd level, 
three at 5th, four at 7th, and the maximum of five 
missiles at 9th level or higher. If you shoot 
multiple missiles, you can have them strike a 
single creature or several creatures. A single 
missile can strike only one creature. You must 
designate targets before you check for spell 
resistance or roll damage. 
 

Major Image  (DC 20) 

School illusion (figment); Level bard 3, 
sorcerer/wizard 3 
Duration Concentration + 3 rounds 

This spell functions like silent image, 
except that sound, smell, and thermal illusions 
are included in the spell effect. While 
concentrating, you can move the image within 
the range.  

The image disappears when struck by 
an opponent unless you cause the illusion to 
react appropriately. 
 
Silent Image 
School illusion (figment); Level bard 1, 
sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S, F (a bit of fleece) 
Range long (400 ft. + 40 ft./level) 
Effect visual figment that cannot extend beyond 
four 10-ft. cubes + one 10-ft. cube/level (S) 
Duration concentration 
Saving Throw Will disbelief (if interacted with); 
Spell Resistance no 

This spell creates the visual illusion of 
an object, creature, or force, as visualized by 
you. The illusion does not create sound, smell, 
texture, or temperature. You can move the 
image within the limits of the size of the effect. 
 
Message 
School transmutation [language-dependent]; 
Level bard 0, sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, S, F (a piece of copper wire) 
Range medium (100 ft. + 10 ft./level) 
Targets one creature/level 
Duration 10 min./level 
Saving Throw none; Spell Resistance no 

You can whisper messages and receive 
whispered replies. Those nearby can hear these 
messages with a DC 25 Perception check. You 

point your finger at each creature you want to 
receive the message. When you whisper, the 
whispered message is audible to all targeted 
creatures within range. Magical silence, 1 foot of 
stone, 1 inch of common metal (or a thin sheet 
of lead), or 3 feet of wood or dirt blocks the spell. 
The message does not have to travel in a 
straight line. It can circumvent a barrier if there is 
an open path between you and the subject, and 
the path’s entire length lies within the spell’s 
range. The creatures that receive the message 
can whisper a reply that you hear. The spell 
transmits sound, not meaning; it doesn’t 
transcend language barriers. To speak a 
message, you must mouth the words and 
whisper. 
 
Mirror Image 
School illusion (figment); Level bard 2, 
sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S 
Range personal 
Target you 
Duration 1 min./level 

This spell creates a number of illusory 
doubles of you that inhabit your square. These 
doubles make it difficult for enemies to precisely 
locate and attack you. 

When mirror image is cast, 1d4 images 
plus one image per three caster levels 
(maximum eight images total) are created. 
These images remain in your space and move 
with you, mimicking your movements, sounds, 
and actions exactly. Whenever you are attacked 
or are the target of a spell that requires an attack 
roll, there is a possibility that the attack targets 
one of your images instead. If the attack is a hit, 
roll randomly to see whether the selected target 
is real or a figment. If it is a figment, the figment 
is destroyed. If the attack misses by 5 or less, 
one of your figments is destroyed by the near 
miss. Area spells affect you normally and do not 
destroy any of your figments. Spells and effects 
that do not require an attack roll affect you 
normally and do not destroy any of your 
figments. Spells that require a touch attack are 
harmlessly discharged if used to destroy a 
figment. 

An attacker must be able to see the 
figments to be fooled. If you are invisible or the 
attacker is blind, the spell has no effect 
(although the normal miss chances still apply). 
 

 



Phantasmal Killer  (DC 21) 

School illusion (phantasm) [fear, mind-
affecting]; Level sorcerer/wizard 4 
Casting Time 1 standard action 
Components V, S 
Range medium (100 ft. + 10 ft./level) 
Target one living creature 
Duration instantaneous 
Saving Throw Will disbelief, then Fortitude 
partial; see text; Spell Resistance yes 

You create a phantasmal image of the 
most fearsome creature imaginable to the 
subject simply by forming the fears of the 
subject’s subconscious mind into something that 
its conscious mind can visualize: this most 
horrible beast. Only the spell’s subject can see 
the phantasmal killer. You see only a vague 
shape. The target first gets a Will save to 
recognize the image as unreal. If that save fails, 
the phantasm touches the subject, and the 
subject must succeed on a Fortitude save or die 
from fear. Even if the Fortitude save is 
successful, the subject takes 3d6 points of 
damage. 

If the subject of a phantasmal killer 

attack succeeds in disbelieving and possesses 
telepathy or is wearing a helm of telepathy, the 
beast can be turned upon you. You must then 
disbelieve it or become subject to its deadly fear 
attack. 
 

Prestidigitation  (1/day) 

School universal; Level bard 0, sorcerer/wizard 
0 
Casting Time 1 standard action 
Components V, S 
Range 10 ft. 
Target, Effect, or Area see text 
Duration 1 hour 
Saving Throw see text; Spell Resistance no 

Prestidigitations are minor tricks that 
novice spellcasters use for practice. Once cast, 
a prestidigitation spell enables you to perform 
simple magical effects for 1 hour. The effects 
are minor and have severe limitations. A 
prestidigitation can slowly lift 1 pound of 
material. It can color, clean, or soil items in a 1-
foot cube each round. It can chill, warm, or flavor 
1 pound of nonliving material. It cannot deal 
damage or affect the concentration of 
spellcasters. Prestidigitation can create small 
objects, but they look crude and artificial. The 
materials created by a prestidigitation spell are 
extremely fragile, and they cannot be used as 
tools, weapons, or spell components. Finally, 

prestidigitation lacks the power to duplicate any 
other spell effects. Any actual change to an 
object (beyond just moving, cleaning, or soiling 
it) persists only 1 hour. 
 
Ra y of Frost 
School evocation [cold]; Level sorcerer/wizard 
0 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Effect ray 
Duration instantaneous 
Saving Throw none; Spell Resistance yes 

A ray of freezing air and ice projects 
from your pointing finger. You must succeed on 
a ranged touch attack with the ray to deal 
damage to a target. The ray deals 1d3 points of 
cold damage. 
 
Scorching Ra y 
School evocation [fire]; Level sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Effect one or more rays 
Duration instantaneous 
Saving Throw none; Spell Resistance yes 

You blast your enemies with a searing 
beam of fire. You may fire one ray, plus one 
additional ray for every four levels beyond 3rd 
(to a maximum of three rays at 11th level). Each 
ray requires a ranged touch attack to hit and 
deals 4d6 points of fire damage. The rays may 
be fired at the same or different targets, but all 
rays must be aimed at targets within 30 feet of 
each other and fired simultaneously. 
 
Shield 
School abjuration [force]; Level sorcerer/wizard 
1 
Casting Time 1 standard action 
Components V, S 
Range personal 
Target you 
Duration 1 min./level (D) 

Shield creates an invisible shield of 
force that hovers in front of you. It negates 
magic missile attacks directed at you. The disk 
also provides a +4 shield bonus to AC. This 
bonus applies against incorporeal touch attacks, 
since it is a force effect. The shield has no armor 
check penalty or arcane spell failure chance. 
 
 



Speak with Animals  (1/day) 

School divination; Level bard 3, druid 1, ranger 
1 
Casting Time 1 standard action 
Components V, S 
Range personal 
Target you 
Duration 1 min./level 

You can ask questions of and receive 
answers from animals, but the spell doesn’t 
make them any more friendly than normal. Wary 
and cunning animals are likely to be terse and 
evasive, while the more stupid ones make inane 
comments. If an animal is friendly toward you, it 
may do some favor or service for you. 
 

Suggestion  (DC 19) 

School enchantment (compulsion) [language-
dependent, mindaffecting]; 
Level bard 2, sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, M (a snake’s tongue and a 
honeycomb) 
Range close (25 ft. + 5 ft./2 levels) 
Target one living creature 
Duration 1 hour/level or until completed 
Saving Throw Will negates; Spell Resistance 
yes 

You influence the actions of the target 
creature by suggesting a course of activity 
(limited to a sentence or two). The suggestion 
must be worded in such a manner as to make 
the activity sound reasonable. Asking the 
creature to do some obviously harmful act 
automatically negates the effect of the spell. 

The suggested course of activity can 
continue for the entire duration. If the suggested 
activity can be completed in a shorter time, the 
spell ends when the subject finishes what it was 
asked to do. You can instead specify conditions 
that will trigger a special activity during the 
duration. If the condition is not met before the 
spell duration expires, the activity is not 
performed. 

A very reasonable suggestion causes 
the save to be made with a penalty (such as –1 
or –2). 
 

Touch of Fatigue  (DC 14) 

School necromancy; Level sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, S, M (a drop of sweat) 
Range touch 
Target creature touched 

Duration 1 round/level 
Saving Throw Fortitude negates; Spell 
Resistance yes 

You channel negative energy through 
your touch, fatiguing the target. You must 
succeed on a touch attack to strike a target. The 
subject is immediately fatigued for the spell’s 
duration. 

This spell has no effect on a creature 
that is already fatigued. Unlike with normal 
fatigue, the effect ends as soon as the spell’s 
duration expires. 
 

Ventriloquism (DC 18) 
School illusion (figment); Level bard 1, 
sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, F (parchment rolled into cone) 
Range close (25 ft. + 5 ft./2 levels) 
Effect intelligible sound, usually speech 
Duration 1 min./level (D) 
Saving Throw Will disbelief (if interacted with); 
Spell Resistance no 

You can make your voice (or any sound 
that you can normally make vocally) seem to 
issue from someplace else. You can speak in 
any language you know. With respect to such 
voices and sounds, anyone who hears the 
sound and rolls a successful save recognizes it 
as illusory (but still hears it). 
 

**** 
 
Grease  (Wand of) 
School conjuration (creation); Level bard 1, 
sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S, M (butter) 
Range close (25 ft. + 5 ft./2 levels)     
Target one object or 10-ft. square 
Duration 1 min./level (D) 
Save see text; SR no 

A grease spell covers a solid surface 
with a layer of slippery grease. Any creature in 
the area when the spell is cast must make a 
successful Reflex save or fall. A creature can 
walk within or through the area of grease at half 
normal speed with a DC 10 Acrobatics check. 
Failure means it can’t move that round (and 
must then make a Reflex save or fall), while 
failure by 5 or more means it falls (see the 
Acrobatics skill for details). Creatures that do not 
move on their turn do not need to make this 
check and are not considered flat-footed. 



The spell can also be used to create a 
greasy coating on an item. Material objects not 
in use are always affected by this spell, while an 
object wielded or employed by a creature 
requires its bearer to make a Reflex saving 
throw to avoid the effect. If the initial saving 
throw fails, the creature immediately drops the 
item. A saving throw must be made in each 
round that the creature attempts to pick up or 
use the greased item. A creature wearing 
greased armor or clothing gains a +10 
circumstance bonus on Escape Artist checks 
and combat maneuver checks made to escape a 
grapple, and to their CMD to avoid being 
grappled. 
 
Invisibility  (Wand of) 
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. 

 

************ 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Zentyr (Alchemist) 

 
Bottled Ooze (Su):  (UM)  (bottled gelatinous 
cube) 

The alchemist has learned how to 
preserve a sample of oozes in a sealed bottle, 
which he can prepare for use as an extract. 
When the alchemist activates the extract, he 
actually throws the bottle at a square within 30 
feet, releasing the ooze, which reconstitutes and 
attacks the closest creature. The ooze is not 
under the alchemist’s control, but is otherwise 
treated as a summoned creature. The ooze 
remains for 1 round per caster level, and decays 
into powder when the duration expires. If the 
alchemist has the infusion discovery (see page 
31 of the Advanced Player’s Guide), another 
character can use the infused specimen. 
Creating a bottled ooze requires an extract with 
a level equal to the ooze’s CR (so a CR 4 gray 
ooze requires a 4th-level extract). An alchemist 
must be at least 6th level before selecting this 
discovery. 

Cognatogen (Su): The alchemist gains 
the ability 
 

**** 
 
Barkskin 
School transmutation; Level druid 2, ranger 2 
Casting Time 1 standard action 
Components V, S, DF 
Range touch 
Target living creature touched 
Duration 10 min./level 
Saving Throw none; Spell Resistance yes 
(harmless) 

Barkskin toughens a creature’s skin. 
The effect grants a +2 enhancement bonus to 
the creature’s existing natural armor bonus. This 
enhancement bonus increases by 1 for every 
three caster levels above 3rd, to a maximum of 
+5 at 12th level. 

The enhancement bonus provided by 
barkskin stacks with the target’s natural armor 
bonus, but not with other enhancement bonuses 
to natural armor. A creature without natural 
armor has an effective natural armor bonus of 
+0. 

 
Blood Transcription (UM) 
School divination [evil]; Level alchemist 2, 
magus 2, wizard 2, witch 2 
Casting Time 1 standard action 

Components V 
Range touch 
Target one dead spellcaster 
Duration 24 hours 
Saving Throw none; Spell Resistance no 

By consuming 1 pint of blood from a 
spellcaster killed within the last 24 hours, you 
can attempt to learn a spell that spellcaster 
knew. Select one spell available to the dead 
spellcaster (this must be a spell on your spell 
list); you gain the knowledge of this spell for 24 
hours. During this time, you may write it down 
(or teach it to your familiar, if you are a witch) 
using the normal rules for copying a spell from 
another source. Once you have learned it, you 
may prepare the spell normally. 
 
Bull ’s Strength 
School transmutation; Level cleric 2, druid 2, 
paladin 2, sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, M/DF (a few hairs, or a 
pinch of dung, from a bull) 
Range touch 
Target creature touched 
Duration 1 min./level 
Saving Throw Will negates (harmless); Spell 
Resistance yes (harmless) 

The subject becomes stronger. The 
spell grants a +4 enhancement bonus to 
Strength, adding the usual benefits to melee 
attack rolls, melee damage rolls, and other uses 
of the Strength modifier. 
 

Comprehend Languages 
School divination; Level bard 1, cleric 1, 
sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S, M/DF (pinch of soot and 
salt) 
Range personal 
Target you 
Duration 10 min./level 

You can understand the spoken words 
of creatures or read otherwise incomprehensible 
written messages. The ability to read does not 
necessarily impart insight into the material, 
merely its literal meaning. The spell enables you 
to understand or read an unknown language, not 
speak or write it. 

Written material can be read at the rate 
of one page (250 words) per minute. Magical 



writing cannot be read, though the spell reveals 
that it is magical. This spell can be foiled by 
certain warding magic (such as the secret page 
and illusory script spells). It does not decipher 
codes or reveal messages concealed in 
otherwise normal text. 

Comprehend languages can be made 
permanent with a permanency spell. 
 

Disguise Self 
School illusion (glamer); Level bard 1, 
sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
Range personal 
Target you 
Duration 10 min./level (D) 

You make yourself—including clothing, 
armor, weapons, and equipment—look different. 
You can seem 1 foot shorter or taller, thin, fat, or 
in between. You cannot change your creature 
type (although you can appear as another 
subtype). Otherwise, the extent of the apparent 
change is up to you. You could add or obscure a 
minor feature or look like an entirely different 
person or gender. 

The spell does not provide the abilities 
or mannerisms of the chosen form, nor does it 
alter the perceived tactile (touch) or audible 
(sound) properties of you or your equipment. If 
you use this spell to create a disguise, you get a 
+10 bonus on the Disguise check. A creature 
that interacts with the glamer gets a Will save to 
recognize it as an illusion. 
 

Fly 
School transmutation; Level sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S, F (a wing feather) 
Range touch 
Target creature touched 
Duration 1 min./level 
Saving Throw Will negates (harmless); Spell 
Resistance yes (harmless) 

The subject can fly at a speed of 60 feet 
(or 40 feet if it wears medium or heavy armor, or 
if it carries a medium or heavy load). It can 
ascend at half speed and descend at double 
speed, and its maneuverability is good. Using a 
fly spell requires only as much concentration as 
walking, so the subject can attack or cast spells 
normally. The subject of a fly spell can charge 
but not run, and it cannot carry aloft more weight 
than its maximum load, plus any armor it wears. 
The subject gains a bonus on Fly skill checks 
equal to 1/2 your caster level. 

Should the spell duration expire while 
the subject is still aloft, the magic fails slowly. 
The subject floats downward 60 feet per round 
for 1d6 rounds. If it reaches the ground in that 
amount of time, it lands safely. If not, it falls the 
rest of the distance, taking 1d6 points of damage 
per 10 feet of fall. Since dispelling a spell 
effectively ends it, the subject also descends 
safely in this way if the fly spell is dispelled, but 
not if it is negated by an antimagic field. 
 

Illusion of Calm (UC) DC 12 (DC 13) 

School illusion (figment); Level alchemist 1, 
magus 1, sorcerer/wizard 1 
Casting Time 1 standard action 
Component V, S 
Range personal 
Target you 
Duration 1 minute/level 
Saving Throw Will disbelieve (on hit; see 
below); Spell Resistance no 

When casting this spell, you create an 
illusory double that takes the same space of 
you. That double makes it look like you are 
standing still, even when you are not. While 
under the effects of this spell, you do not 
provoke attacks of opportunity when you cast a 
spell, make a ranged attack with a thrown 
weapon, or move out of your first square during 
a move action. It does not hide ranged attacks 
made with any type of projectile weapon. 

When a creature hits you with an attack 
of any type, it gains a saving throw to disbelieve 
the figment. On a successful saving throw, it 
successfully disbelieves and the spell’s effect 
ends for that creature. 
 
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. 
 
Invisibility, Greater 
School illusion (glamer); Level bard 4, 
sorcerer/wizard 4 
Components: V, S 
Target you or creature touched 
Duration 1 round/level (D) 
Saving Throw Will negates (harmless) 

This spell functions like invisibility, 
except that it doesn’t end if the subject attacks. 
 

Seek Thoughts (APG) DC 15 

School divination [mind-affecting]; Level 
alchemist 3, bard 3, inquisitor 3, sorcerer/wizard 
3, summoner 3, witch 3 
Casting Time 1 standard action 
Components V, S, M (a handful of copper 
coins) 

Range 40 ft. 
Area 40-ft.-radius emanation centered on you 
Duration concentration, up to 1 minute/level 
Saving Throw Will negates; Spell Resistance 
no 

Similar to detect thoughts, seek 
thoughts allows you to sift through the surface 
thoughts of those around you. You may scan for 
either the answer to a simple question (such as 
“Where is the hidden lair of the wererats?”) or for 
information on a general topic (such as the 
beliefs of an evil cult). You detect the number of 
creatures who are thinking about this question or 
topic within range, as well as their location if 
they are visible to you. Seek thoughts does not 
let you read actual surface thoughts, only if a 
given creature is thinking about the topic you are 
concentrating on. A successful Will save 
prevents you from sensing a creature’s thoughts 
for the duration of the spell. 
 
Shield 
School abjuration [force]; Level sorcerer/wizard 
1 
Casting Time 1 standard action 
Components V, S 
Range personal 
Target you 
Duration 1 min./level (D) 

Shield creates an invisible shield of 
force that hovers in front of you. It negates 
magic missile attacks directed at you. The disk 
also provides a +4 shield bonus to AC. This 
bonus applies against incorporeal touch attacks, 
since it is a force effect. The shield has no armor 
check penalty or arcane spell failure chance. 
 

Touch Injection (UC) 
School transmutation; Level alchemist 2, 
sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S 
Range personal 
Duration 1 hour/level 
Saving Throw none; Spell Resistance no               

You must hold an elixir, infused extract, 
poison, or potion in hand as you cast this spell. 
The held substance drains from its container into 
a magical sac in your body. While the spell lasts, 
you can deliver the substance with a mere 
touch. To do so to an opponent, you must make 
a successful melee touch attack. If you hit, the 
substance takes effect immediately, despite any 
onset period, and that opponent receives the 
normal saving throw (if any) against the 



substance. If you miss, the substance remains in 
the magical sac for you to use later. 

This spell protects you from poison in 
the sac, but unless you have the poison use 
class feature, you suffer a 5% chance of 
exposing yourself to the poison when you first 
cast the spell. If you roll a natural 1 while 
attempting to inject the poison into an enemy, 
you are exposed to it. 
 
True Strike 
School divination; Level sorcerer/wizard 1 
Casting Time 1 standard action 

Components V, F (small wooden replica of an 
archery target) 
Range personal 
Target you 
Duration see text 

You gain temporary, intuitive insight into 
the immediate future during your next attack. 
Your next single attack roll (if it is made before 
the end of the next round) gains a +20 insight 
bonus. Additionally, you are not affected by the 
miss chance that applies to attackers trying to 
strike a concealed target. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Thurlock (Inquisitor) Spells 

 

Bane (Su):  (5 rds/day), (8 
rds/day) 

At 5th level, an inquisitor can imbue one 
of her weapons with the bane weapon special 
ability as a swift action. She must select one 
creature type when she uses this ability (and a 
subtype if the creature type selected is 
humanoid or outsider). Once selected, the type 
can be changed as a swift action. This ability 
only functions while the inquisitor wields the 
weapon. If dropped or taken, the weapon 
resumes granting this ability if it is returned to 
the inquisitor before the duration expires. This 
ability lasts for a number of rounds per day 
equal to the inquisitor’s level. These rounds do 
not need to be consecutive. 

 

Swaying Word (Sp):  (UM) (DC 18) 
1/day 

At 8th level, once per day you may 
speak a word of divinely inspired wisdom that 
causes a single creature to switch its alliance to 
you. The target must be within line of sight and 
able to hear you. If he fails his Will save, he is 
affected by dominate person, except the 
duration is only 1 minute. 
 
Treacherous Earth:  (ARG) 

Once per day, an oread with this racial 
trait can will the earth to rumble and shift, 
transforming a 10-foot-radius patch of earth, 
unworked stone, or sand into an area of difficult 
terrain, centered on an area the oread touches. 
This lasts for a number of minutes equal to the 
oread’s level, after which the ground returns to 
normal. This racial trait replaces the spell-like 
ability racial trait. 

 

*** 
 

Bleed  (DC 14) 

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. 
 

Blistering Invective (UC) DC 16 

School evocation [fire, language-dependant]; 
Level alchemist 2, bard 2, inquisitor 2 
Components V, S 
Casting Time 1 standard action 
Range personal 
Area 30-ft. radius 
Duration instantaneous 
Saving Throw Reflex partial, see text; Spell 
Resistance special, see below 

You unleash an insulting tirade so 
vicious and spiteful that enemies who hear it are 
physically scorched by your fury. When you cast 
this spell, make an Intimidate check to 
demoralize each enemy within 30 feet of you 
(see page 99 of the Pathfinder RPG Core 
Rulebook). Enemies that are demoralized this 
way take 1d10 points of fire damage and must 
succeed at a Reflex save or catch fire. Spell 
resistance can negate the fire damage caused 
by this spell, but does not protect the creature 
from the demoralizing effect. 
 

Brand (APG)  DC 14 

School transmutation; Level inquisitor 0 
Casting Time 1 standard action 
Components V, S, DF 
Range touch 
Target creature touched 
Duration 1 day/level 
Saving Throw Fortitude negates; Spell 
Resistance yes 

Brand etches an indelible rune or mark 
of no more than 6 characters onto a creature, 
inflicting 1 point of damage. The mark may be 
placed on any exposed portion of the creature, 
typically the head or forearm. A brand can be 
hidden by clothing or removed by scraping it 



away (causing 1d6 points of damage), though 
the brand returns if the damage is healed. 

 

Castigate (APG) DC 16 

School enchantment (compulsion) [fear, 
language-dependent, mind-affecting]; Level 
inquisitor 2 
Casting Time 1 standard action 
Components V, S, DF 
Range close (25 ft. + 5 ft./2 levels) 
Target one living creature 
Duration 1 round/level or 1 round; see text 
Saving Throw Will partial; Spell Resistance 
yes 

You compel the target to beg for 
forgiveness. On a failed save, the target cowers 
with fear. On a successful save, it is shaken for 
1 round. Each round on its turn, a cowering 
subject may attempt a new save to end the 
effect. A creature who worships the same god 
as you takes a –2 penalty on its saving throw. 

 

Confess (APG) DC 16 

School enchantment (compulsion) [language-
dependent, mind-affecting]; Level inquisitor 2 
Casting Time 1 standard action 
Components V, S, DF 
Range close (25 ft. + 5 ft./2 levels) 
Target one creature 
Duration 1 round 
Saving Throw Will partial; see text; Spell 
Resistance yes 

You ask the target creature a single 
question. On the subject’s next action, it must 
answer truthfully in the same language as the 
question or take 1d6 points of damage per two 
caster levels (maximum 5d6) and be sickened 
for 2d4 rounds. A successful Will save negates 
the sickening effect and halves the damage. A 
creature that is unable to answer still takes 
damage. 
 
Detect Poison 
School divination; Level cleric 0, druid 0, 
paladin 1, ranger 1, sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Target or Area one creature, one object, or a 5-
ft. cube 
Duration instantaneous 
Saving Throw none; Spell Resistance no 

You determine whether a creature, 
object, or area has been poisoned or is 

poisonous. You can determine the exact type of 
poison with a DC 20 Wisdom check. A character 
with the Craft (alchemy) skill may try a DC 20 
Craft (alchemy) check if the Wisdom check fails, 
or may try the Craft (alchemy) check prior to the 
Wisdom check. The spell can penetrate barriers, 
but 1 foot of stone, 1 inch of common metal, a 
thin sheet of lead, or 3 feet of wood or dirt blocks 
it. 
 

Discern Lies  (5 rds/day) (8 
rds/day) 

School divination; Level cleric 4, paladin 3 
Casting Time 1 standard action 
Components V, S, DF 
Range close (25 ft. + 5 ft./2 levels) 
Targets one creature/level, no two of which can 
be more than 30 ft. apart 
Duration concentration, up to 1 round/level 
Saving Throw Will negates; Spell Resistance 
no 

Each round, you concentrate on one 
target, who must be within range. You know if 
the target deliberately and knowingly speaks a 
lie by discerning disturbances in its aura caused 
by lying. The spell does not reveal the truth, 
uncover unintentional inaccuracies, or 
necessarily reveal evasions. 

Each round, you may concentrate on a 
different target. 

 
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. 
 
Hunter’s Eye (APG) 
School divination; Level inquisitor 3, ranger 2 
Casting Time 1 standard action 
Components V, S, DF 
Range medium (100 ft. + 10 ft./level) 
Target one creature 
Duration 1 minute/level 
Saving Throw none; Spell Resistance yes 

Sharpening your perceptive abilities and 
tuning them against obfuscating effects, hunter’s 



eye greatly enhances your senses against the 
target creature. You gain the ability to perceive 
the target when it is invisible or ethereal as 
though using the see invisibility spell, and 
receive a +20 competence bonus on Perception 
checks to locate the target. You ignore 
concealment provided by fog or mist, blur, 
displacement, invisibility, and similar effects 
affecting the target, but not concealment 
provided by darkness. This spell provides no 
benefits to your allies, and no benefits against 
creatures other than the target. 
 

Interrogation  (UM)  DC 15 

School necromancy [evil, pain]; Level inquisitor 
1, sorcerer/wizard 1, witch 1 
Casting Time 1 round 
Components V, S 
Range touch 
Target living creature touched 
Duration 1 minute/level 
Saving Throw Fortitude negates; Spell 
Resistance yes 

You question the target, backed up by 
the threat of magical pain. You may ask one 
question per two caster levels. The target can 
either answer the question or take 1d4 points of 
damage plus your Wisdom bonus. The target is 
not compelled to answer truthfully, but the threat 
of pain gives it a –4 penalty on Bluff checks to 
convince you when it is lying. 
 
Invisibility Purge 
School evocation; Level cleric 3 
Casting Time 1 standard action 
Components V, S 
Range personal 
Target you 
Duration 1 min./level (D) 

You surround yourself with a sphere of 
power with a radius of 5 feet per caster level that 
negates all forms of invisibility.  

Anything invisible becomes visible while 
in the area. 
 
Locate Object 
School divination; Level bard 2, cleric 3, 
sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, F/DF (a forked twig) 
Range long (400 ft. + 40 ft./level) 
Area circle, centered on you, with a radius of 
400 ft. + 40 ft./level 
Duration 1 min./level 
Saving Throw none; Spell Resistance no 

You sense the direction of a well-known 
or clearly visualized object. You can search for 
general items, in which case you locate the 
nearest of its kind if more than one is within 
range. Attempting to find a certain item requires 
a specific and accurate mental image; if the 
image is not close enough to the actual object, 
the spell fails. You cannot specify a unique item 
unless you have observed that particular item 
firsthand (not through divination). 

The spell is blocked by even a thin 
sheet of lead. Creatures cannot be found by this 
spell. Polymorph any object and nondetection 

fool it. 

 
See Invisibility 
School divination; Level bard 3, sorcerer/wizard 
2 
Casting Time 1 standard action 
Components V, S, M (talc and powdered silver) 
Range personal 
Target you 
Duration 10 min./level (D) 

You can see any objects or beings that 
are invisible within your range of vision, as well 
as any that are ethereal, as if they were normally 
visible. Such creatures are visible to you as 
translucent shapes, allowing you easily to 
discern the difference between visible, invisible, 
and ethereal creatures. 

The spell does not reveal the method 
used to obtain invisibility. It does not reveal 
illusions or enable you to see through opaque 
objects. It does not reveal creatures who are 
simply hiding, concealed, or otherwise hard to 
see. 

See invisibility can be made permanent 
with a permanency spell. 
 

Shield of Faith 
School abjuration; Level cleric 1 
Casting Time 1 standard action 
Components V, S, M (parchment with a holy 
text written on it) 
Range touch 
Target creature touched 
Duration 1 min./level 
Saving Throw Will negates (harmless); Spell 
Resistance yes (harmless) 

This spell creates a shimmering, 
magical field around the target that averts and 
deflects attacks. The spell grants the subject a 
+2 deflection bonus to AC, with an additional +1 
to the bonus for every six levels you have 
(maximum +5 deflection bonus at 18th level). 
 



Silence (DC 16) 
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. 

 
 
 
 

Tireless Pursuit (APG) 
School transmutation; Level inquisitor 1, ranger 
1 
Casting Time 1 standard action 
Components V, S, M (a hard biscuit) 
Range personal 
Target you 
Duration 1 hour/level (D) 

You harden your body against the 
stresses of long travel. You halve the damage 
caused by hustling and forced marching (see 
Pathfinder RPG Core Rulebook 171). In 
addition, for the duration of the spell you ignore 
any fatigue caused by such travel. Once the 
spell ends, if you still have any nonlethal 
damage caused by the hustling or forced march, 
you become fatigued, or exhausted if already 
fatigued. 
 
True Strike 
School divination; Level sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, F (small wooden replica of an 
archery target) 
Range personal 
Target you 
Duration see text 

You gain temporary, intuitive insight into 
the immediate future during your next attack. 
Your next single attack roll (if it is made before 
the end of the next round) gains a +20 insight 
bonus. Additionally, you are not affected by the 
miss chance that applies to attackers trying to 
strike a concealed target. 

 
 
 
 

 

 

 

 

 



Mithrinar (Oracle) Spells (both tiers) 

1st (7/day)  
2nd (6/day)  
3rd (4/day)  

 
 
Augury 
School divination; Level cleric 2 
Casting Time 1 minute 
Components V, S, M (incense worth at least 25 
gp), F (a set of marked sticks or bones worth at 
least 25 gp) 
Range personal 
Target you 
Duration instantaneous 

An augury can tell you whether a 
particular action will bring good or bad results for 
you in the immediate future. 

The base chance for receiving a 
meaningful reply is 70% + 1% per caster level, 
to a maximum of 90%; this roll is made secretly. 
A question may be so straightforward that a 
successful result is automatic, or so vague as to 
have no chance of success. If the augury 
succeeds, you get one of four results: 

• Weal (if the action will probably bring 
good results). 

• Woe (for bad results). 
• Weal and woe (for both). 
• Nothing (for actions that don’t have 

especially good or bad results). 
If the spell fails, you get the “nothing” 

result. A cleric who gets the “nothing” result has 
no way to tell whether it was the consequence of 
a failed or successful augury. 

The augury can see into the future only 
about half an hour, so anything that might 
happen after that does not affect the result. 
Thus, the result might not take into account the 
long-term consequences of a contemplated 
action. All auguries cast by the same person 
about the same topic use the same die result as 
the first casting. 
 
Comprehend Languages 
School divination; Level bard 1, cleric 1, 
sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S, M/DF (pinch of soot and 
salt) 
Range personal 
Target you 
Duration 10 min./level 

You can understand the spoken words 
of creatures or read otherwise incomprehensible 
written messages. The ability to read does not 
necessarily impart insight into the material, 
merely its literal meaning. The spell enables you 
to understand or read an unknown language, not 
speak or write it. 

Written material can be read at the rate 
of one page (250 words) per minute. Magical 
writing cannot be read, though the spell reveals 
that it is magical. This spell can be foiled by 
certain warding magic (such as the secret page 
and illusory script spells). It does not decipher 
codes or reveal messages concealed in 
otherwise normal text. 

Comprehend languages can be made 
permanent with a permanency spell. 
 
Create Water 
School conjuration (creation) [water]; Level 
cleric 0, druid 0, paladin 1 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Effect up to 2 gallons of water/level 
Duration instantaneous 
Saving Throw none; Spell Resistance no 

This spell generates wholesome, 
drinkable water, just like clean rain water. Water 
can be created in an area as small as will 
actually contain the liquid, or in an area three 
times as large—possibly creating a downpour or 
filling many small receptacles. This water 
disappears after 1 day if not consumed. 

Note: Conjuration spells can’t create 
substances or objects within a creature. Water 
weighs about 8 pounds per gallon. One cubic 
foot of water contains roughly 8 gallons and 
weighs about 60 pounds. 
 
Identify 
School divination; Level bard 1, sorcerer/wizard 
1 
Casting Time 1 standard action 
Components V, S, M (wine stirred with an owl’s 
feather) 
Range 60 ft. 
Area cone-shaped emanation 
Duration 3 rounds/level (D) 
Saving Throw: none; Spell Resistance: no 

This spell functions as detect magic, 
except that it gives you a +10 enhancement 
bonus on Spellcraft checks made to identify the 



properties and command words of magic items 
in your possession. This spell does not allow 
you to identify artifacts. 
 
Locate Object 
School divination; Level bard 2, cleric 3, 
sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, F/DF (a forked twig) 
Range long (400 ft. + 40 ft./level) 
Area circle, centered on you, with a radius of 
400 ft. + 40 ft./level 
Duration 1 min./level 
Saving Throw none; Spell Resistance no 

You sense the direction of a well-known 
or clearly visualized object. You can search for 
general items, in which case you locate the 
nearest of its kind if more than one is within 
range. Attempting to find a certain item requires 
a specific and accurate mental image; if the 
image is not close enough to the actual object, 
the spell fails. You cannot specify a unique item 
unless you have observed that particular item 
firsthand (not through divination). 

The spell is blocked by even a thin 
sheet of lead. Creatures cannot be found by this 
spell. Polymorph any object and nondetection 
fool it. 
 
Mending 
School transmutation; Level bard 0, cleric 0, 
druid 0, sorcerer/wizard 0 
Casting Time 10 minutes 
Components V, S 
Range 10 ft. 
Target one object of up to 1 lb./level 
Duration instantaneous 
Saving Throw: Will negates (harmless, object); 
Spell Resistance: yes (harmless, object) 

This spell repairs damaged objects, 
restoring 1d4 hit points to the object. If the object 
has the broken condition, this condition is 
removed if the object is restored to at least half 
its original hit points. All of the pieces of an 
object must be present for this spell to function. 
Magic items can be repaired by this spell, but 
you must have a caster level equal to or higher 
than that of the object. Magic items that are 
destroyed (at 0 hit points or less) can be 
repaired with this spell, but this spell does not 
restore their magic  abilities. This spell does not 
affect creatures (including constructs). This spell 
has no effect on objects that have been warped 
or otherwise transmuted, but it can still repair 
damage done to such items. 
 

Obscuring Mist 
School conjuration (creation); Level cleric 1, 
druid 1, sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
Range 20 ft. 
Effect cloud spreads in 20-ft. radius from you, 
20 ft. high 
Duration 1 min./level (D) 
Saving Throw none; Spell Resistance no 

A misty vapor arises around you. It is 
stationary. The vapor obscures all sight, 
including darkvision, beyond 5 feet. A creature 5 
feet away has concealment (attacks have a 20% 
miss chance). Creatures farther away have total 
concealment (50% miss chance, and the 
attacker cannot use sight to locate the target). 

A moderate wind (11+ mph), such as 
from a gust of wind spell, disperses the fog in 4 
rounds. A strong wind (21+ mph) disperses the 
fog in 1 round. A fireball, flame strike, or similar 
spell burns away the fog in the explosive or fiery 
spell’s area. A wall of fire burns away the fog in 
the area into which it deals damage. 

This spell does not function underwater. 
 
Shield of Faith 
School abjuration; Level cleric 1 
Casting Time 1 standard action 
Components V, S, M (parchment with a holy 
text written on it) 
Range touch 
Target creature touched 
Duration 1 min./level 
Saving Throw Will negates (harmless); Spell 
Resistance yes (harmless) 

This spell creates a shimmering, 
magical field around the target that averts and 
deflects attacks. The spell grants the subject a 
+2 deflection bonus to AC, with an additional +1 
to the bonus for every six levels you have 
(maximum +5 deflection bonus at 18th level). 

 

Sound Burst  (DC 16) 

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. 

 

Speak with Dead (DC 17) 

School necromancy [language-dependent]; 
Level cleric 3 
Casting Time 10 minutes 
Components V, S, DF 
Range 10 ft. 
Target one dead creature 
Duration 1 min./level 
Saving Throw Will negates; see text; Spell 
Resistance no 

You grant the semblance of life to a 
corpse, allowing it to answer questions. You 
may ask one question per two caster levels. The 
corpse’s knowledge is limited to what it knew 
during life, including the languages it spoke. 
Answers are brief, cryptic, or repetitive, 
especially if the creature would have opposed 
you in life. 

If the dead creature’s alignment was 
different from yours, the corpse gets a Will save 
to resist the spell as if it were alive. If successful, 
the corpse can refuse to answer your questions 
or attempt to deceive you, using Bluff. The 
corpse can only speak about what it knew in life. 
It cannot answer any questions that pertain to 
events that occurred after its death. 

If the corpse has been subject to speak 
with dead within the past week, the new spell 
fails. You can cast this spell on a corpse that 
has been deceased for any amount of time, but 
the body must be mostly intact to be able to 
respond. A damaged corpse may be able to give 
partial answers or partially correct answers, but 
it must at least have a mouth in order to speak 
at all. This spell does not affect a corpse that 
has been turned into an undead creature. 
 
Tongues 
School divination; Level bard 2, cleric 4, 
sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, M/DF (a clay model of a ziggurat) 
Range touch 
Target creature touched 
Duration 10 min./level 
Saving Throw Will negates (harmless); Spell 
Resistance no 

This spell grants the creature touched the 
ability to speak and understand the language of 
any intelligent creature, whether it is a racial 
tongue or a regional dialect. The subject can speak 
only one language at a time, although it may be 

able to understand several languages. Tongues 
does not enable the subject to speak with 
creatures who don’t speak. The subject can make 
itself understood as far as its voice carries. This 
spell does not predispose any creature addressed 
toward the subject in any way. 

Tongues can be made permanent with a 
permanency spell. 

 
*** 

 
Detect Secret Doors (wand of) 
School divination; Level bard 1, sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
Range 60 ft. 
Area cone-shaped emanation 
Duration concentration, up to 1 min./level (D) 
Saving Throw none; Spell Resistance no 

You can detect secret doors, 
compartments, caches, and so forth. Only 
passages, doors, or openings that have been 
specifically constructed to escape detection are 
detected by this spell. The amount of information 
revealed depends on how long you study a 
particular area or subject. 

1st Round: Presence or absence of secret 
doors. 

2nd Round: Number of secret doors and 
the location of each. If an aura is outside your line 
of sight, then you discern its direction but not its 
exact location. 

Each Additional Round: The mechanism 
or trigger for one particular secret portal closely 
examined by you. Each round, you can turn to 
detect secret doors in a new area. The spell can 
penetrate barriers, but 1 foot of stone, 1 inch of 
common metal, a thin sheet of lead, or 3 feet of 
wood or dirt blocks it. 
 

Stone Shape (wand of) 
School transmutation [earth]; Level cleric 3, druid 
3, sorcerer/wizard 4 
Casting Time 1 standard action 
Components V, S, M/DF (soft clay) 
Range touch 
Target stone or stone object touched, up to 10 cu. 
ft. + 1 cu. ft./level 
Duration instantaneous 
Saving Throw none; Spell Resistance no 

You can form an existing piece of stone 
into any shape that suits your purpose. While it’s 
possible to make crude coffers, doors, and so forth 
with stone shape, fine detail isn’t possible. There is 
a 30% chance that any shape including moving 
parts simply doesn’t work. 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Thilza (Sorcerer) Spells 

1st (7/day) (7/day) 
2nd (7/day) (7/day) 
3rd (7/day) (7/day) 
4th (5/day) (7/day) 
5th (4/day) 
 

Mind Reader (Sp): (UM)  (2/day, DC 
18) (3/day) 

At 3rd level, you can read minds as a 
spelllike ability. This ability acts like detect 
thoughts, except it lasts only 1 round, you use it 
on a single target as a standard action, and if 
the target fails its Will save, you gain information 
as if you had concentrated on it for 3 rounds. 
You may use this ability once per day at 3rd 
level and one additional time per day for every 
four sorcerer levels you possess beyond 3rd, up 
to five times per day at 20th level. 
 

Hide Aura (Sp): (UM) Constant 

At 9th level, you can conceal yourself 
from prying magic. This ability acts like a 
constant nondetection spell cast upon yourself. 
You can end or restore this protection as a move 
action. 
 

*** 
 
Acid Splash 
School conjuration (creation) [acid]; Level 
sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Effect one missile of acid 
Duration instantaneous 
Saving Throw none; Spell Resistance no 

You fire a small orb of acid at the target. 
You must succeed on a ranged touch attack to 
hit your target. The orb deals 1d3 points of acid 
damage. This acid disappears after 1 round. 
 
Alter Self 
School transmutation (polymorph); Level bard 
2, sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, M (a piece of the creature 
whose form you plan to assume) 
Range personal 
Target you 

Duration 1 min./level (D) 
When you cast this spell, you can 

assume the form of any Small or Medium 
creature of the humanoid type. If the form you 
assume has any of the following abilities, you 
gain the listed ability: darkvision 60 feet, low-
light vision, scent, and swim 30 feet. 

Small creature: If the form you take is 
that of a Small humanoid, you gain a +2 size 
bonus to your Dexterity. 

Medium creature: If the form you take is 
that of a Medium humanoid, you gain a +2 size 
bonus to your Strength. 
 

 
Ant Haul  (APG) 
School transmutation; Level alchemist 1, cleric 
1, druid 1, ranger 1, sorcerer/wizard 1, 
summoner 1 
Casting Time 1 standard action 
Components V, S, M/DF (a small pulley) 
Range touch 
Target creature touched 
Duration 2 hours/level 
Saving Throw Fortitude negates (harmless); 
Spell Resistance yes (harmless) 

The target’s carrying capacity triples 
(see Table 7–4: Carrying Capacity on page 171 
of the Core Rulebook). This does not affect the 
creature’s actual Strength in any way, merely 
the amount of material it can carry while 
benefiting from this spell. It also has no effect on 
encumbrance due to armor. If the creature 
wears armor it still takes the normal penalties for 
doing so regardless of how much weight the 
spell allows it to carry. 
 

Baleful Polymorph (DC 21) 

School transmutation (polymorph); Level druid 
5, sorcerer/wizard 5 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Target one creature 
Duration permanent 
Saving Throw: Fortitude negates, Will partial, 
see text; Spell 
Resistance: yes 

As beast shape III, except that you 
change the subject into a Small or smaller 
animal of no more than 1 HD. If the new form 
would prove fatal to the creature, such as an 



aquatic creature not in water, the subject gets a 
+4 bonus on the save. 

If the spell succeeds, the subject must 
also make a Will save. If this second save fails, 
the creature loses its extraordinary, 
supernatural, and spell-like abilities, loses its 
ability to cast spells (if it had the ability), and 
gains the alignment, special abilities, and 
Intelligence, Wisdom, and Charisma scores of 
its new form in place of its own. It still retains its 
class and level (or HD), as well as all benefits 
deriving there from (such as base attack bonus, 
base save bonuses, and hit points). It retains 
any class features (other than spellcasting) that 
aren’t extraordinary, supernatural, or spell-like 
abilities. 

Any polymorph effects on the target are 
automatically dispelled when a target fails to 
resist the effects of baleful polymorph, and as 
long as baleful polymorph remains in effect, the 
target cannot use other polymorph spells or 
effects to assume a new form. Incorporeal or 
gaseous creatures are immune to baleful 
polymorph, and a creature with the 
shapechanger subtype can revert to its natural 
form as a standard action. 
 

Beast Shape I 
School transmutation (polymorph); Level 
sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S, M (a piece of the creature 
whose form you plan to assume) 
Range personal 
Target you 
Duration 1 min./level (D) 

When you cast this spell, you can 
assume the form of any Small or Medium 
creature of the animal type. If the form you 
assume has any of the following abilities, you 
gain the listed ability: climb 30 feet, fly 30 feet 
(average maneuverability), swim 30 feet, 
darkvision 60 feet, low-light vision, and scent. 

Small animal: If the form you take is that 
of a Small animal, you gain a +2 size bonus to 
your Dexterity and a +1 natural armor bonus. 

Medium animal: If the form you take is 
that of a Medium animal, you gain a +2 size 
bonus to your Strength and a +2 natural armor 
bonus. 
 

Beast Shape III 
School transmutation (polymorph); Level 
sorcerer/wizard 5 

This spell functions as beast shape II, 
except that it also allows you to assume the form 

of a Diminutive or Huge creature of the animal 
type. This spell also allows you to take on the 
form of a Small or Medium creature of the 
magical beast type. If the form you assume has 
any of the following abilities, you gain the listed 
ability: burrow 30 feet, climb 90 feet, fly 90 feet 
(good maneuverability), swim 90 feet, 
blindsense 30 feet, darkvision 60 feet, low-light 
vision, scent, constrict, ferocity, grab, jet, poison, 
pounce, rake, trample, trip, and web. 

Diminutive animal: If the form you take 
is that of a Diminutive animal, you gain a +6 size 
bonus to your Dexterity, a –4 penalty to your 
Strength, and a +1 natural armor bonus. 

Huge animal: If the form you take is that 
of a Huge animal, you gain a +6 size bonus to 
your Strength, a –4 penalty to your Dexterity, 
and a +6 natural armor bonus. 

Small magical beast: If the form you 
take is that of a Small magical beast, you gain a 
+4 size bonus to your Dexterity, and a +2 natural 
armor bonus. 

Medium magical beast: If the form you 
take is that of a Medium magical beast, you gain 
a +4 size bonus to your Strength, and a +4 
natural armor bonus. 
 
Black Tentacles 
School conjuration (creation); Level 
sorcerer/wizard 4 
Casting Time 1 standard action 
Components V, S, M (octopus or squid 
tentacle) 
Range medium (100 ft. + 10 ft./level) 
Area 20-ft.-radius spread 
Duration 1 round/level (D) 
Saving Throw: none; Spell Resistance: no 

This spell causes a field of rubbery 
black tentacles to appear, burrowing up from the 
floor and reaching for any creature in the area. 

Every creature within the area of the 
spell is the target of a combat maneuver check 
made to grapple each round at the beginning of 
your turn, including the round that black 
tentacles is cast. Creatures that enter the area 
of effect are also automatically attacked. The 
tentacles do not provoke attacks of opportunity. 
When determining the tentacles’ CMB, the 
tentacles use your caster level as their base 
attack bonus and receive a +4 bonus due to 
their Strength and a +1 size bonus. Roll only 
once for the entire spell effect each round and 
apply the result to all creatures in the area of 
effect. 

If the tentacles succeed in grappling a 
foe, that foe takes 1d6+4 points of damage and 



gains the grappled condition. Grappled 
opponents cannot move without first breaking 
the grapple. All other movement is prohibited 
unless the creature breaks the grapple first. The 
black tentacles spell receives a +5 bonus on 
grapple checks made against opponents it is 
already grappling, but cannot move foes or pin 
foes. Each round that black tentacles succeeds 
on a grapple check, it deals an additional 1d6+4 
points of damage. The CMD of black tentacles, 
for the purposes of escaping the grapple, is 
equal to 10 + its CMB. 

The tentacles created by this spell 
cannot be damaged, but they can be dispelled 
as normal. The entire area of effect is 
considered difficult terrain while the tentacles 
last. 
 

Bleed  (DC 14) 

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. 

 
Blink 
School transmutation; Level bard 3, 
sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S 
Range personal 
Target you 
Duration 1 round/level (D) 

You “blink” quickly back and forth 
between the Material Plane and the Ethereal 
Plane and look as though you’re winking in and 
out of reality at random. Blink has several 
effects, as follows. 

Physical attacks against you have a 
50% miss chance, and the Blind-Fight feat 
doesn’t help opponents, since you’re ethereal 
and not merely invisible. If the attack is capable 

of striking ethereal creatures, the miss chance is 
only 20% (for concealment). 

If the attacker can see invisible 
creatures, the miss chance is also only 20%. 
(For an attacker who can both see and strike 
ethereal creatures, there is no miss chance.) 
Likewise, your own attacks have a 20% miss 
chance, since you sometimes go ethereal just as 
you are about to strike. 

Any individually targeted spell has a 
50% chance to fail against you while you’re 
blinking unless your attacker can target invisible, 
ethereal creatures. Your own spells have a 20% 
chance to activate just as you go ethereal, in 
which case they typically do not affect the 
Material Plane (but they might affect targets on 
the Ethereal Plane). 

While blinking, you take only half 
damage from area attacks (but full damage from 
those that extend onto the Ethereal Plane). 
Although you are only partially visible, you are 
not considered invisible and targets retain their 
Dexterity bonus to AC against your attacks. You 
do receive a +2 bonus on attack rolls made 
against enemies that cannot see invisible 
creatures. 

You take only half damage from falling, 
since you fall only while you are material. 

While blinking, you can step through 
(but not see through) solid objects. For each 5 
feet of solid material you walk through, there is a 
50% chance that you become material. If this 
occurs, you are shunted off to the nearest open 
space and take 1d6 points of damage per 5 feet 
so traveled. 

Since you spend about half your time on 
the Ethereal Plane, you can see and even attack 
ethereal creatures. You interact with ethereal 
creatures roughly the same way you interact 
with material ones. 

An ethereal creature is invisible, 
incorporeal, and capable of moving in any 
direction, even up or down. As an incorporeal 
creature, you can move through solid objects, 
including living creatures. 

An ethereal creature can see and hear 
the Material Plane, but everything looks gray 
and insubstantial. Sight and hearing on the 
Material Plane are limited to 60 feet. 

Force effects and abjurations affect you 
normally. Their effects extend onto the Ethereal 
Plane from the Material Plane, but not vice 
versa. An ethereal creature can’t attack material 
creatures, and spells you cast while ethereal 
affect only other ethereal things.  Certain 
material creatures or objects have attacks or 



effects that work on the Ethereal Plane. Treat 
other ethereal creatures and objects as material. 
 

Blur 
School illusion (glamer); Level bard 2, 
sorcerer/wizard 2 
Casting Time 1 standard action 
Components V 
Range touch 
Target creature touched 
Duration 1 min./level (D) 
Saving Throw Will negates (harmless); Spell 
Resistance yes (harmless) 

The subject’s outline appears blurred, 
shifting, and wavering. This distortion grants the 
subject concealment (20% miss chance). 

A see invisibility spell does not 
counteract the blur effect, but a true seeing spell 
does. 

Opponents that cannot see the subject 
ignore the spell’s effect (though fighting an 
unseen opponent carries penalties of its own). 
 
Cat ’s Grace 
School transmutation; Level bard 2, druid 2, 
ranger 2, sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, M (pinch of cat fur) 
Range touch 
Target creature touched 
Duration 1 min./level 
Saving Throw Will negates (harmless); Spell 
Resistance yes 

The transmuted creature becomes more 
graceful, agile, and coordinated. The spell 
grants a +4 enhancement bonus to Dexterity, 
adding the usual benefits to AC, Reflex saves, 
and other uses of the Dexterity modifier. 
 

Charm Person  (DC 15)  

School enchantment (charm) [mind-affecting]; 
Level bard 1, sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Target one humanoid creature 
Duration 1 hour/level 
Saving Throw Will negates; Spell Resistance 
yes 
This charm makes a humanoid creature regard 
you as its trusted friend and ally (treat the 
target’s attitude as friendly). If the creature is 
currently being threatened or attacked by you or 
your allies, however, it receives a +5 bonus on 
its saving throw. 

The spell does not enable you to control 
the charmed person as if it were an automaton, 
but it perceives your words and actions in the 
most favorable way. You can try to 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 affected creature never obeys suicidal or 
obviously harmful orders, but it might be 
convinced that something very dangerous is 
worth doing. Any act by you or your apparent 
allies that threatens the charmed person breaks 
the spell. You must speak the person’s language 
to communicate your commands, or else be 
good at pantomiming. 
 
Detect Scrying 
School divination; Level bard 4, sorcerer/wizard 
4 
Casting Time 1 standard action 
Components V, S, M (a piece of mirror and a 
miniature brass hearing trumpet) 
Range 40 ft. 
Area 40-ft.-radius emanation centered on you 
Duration 24 hours 
Saving Throw none; Spell Resistance no 

You immediately become aware of any 
attempt to observe you by means of a divination 
(scrying) spell or effect. The spell’s area radiates 
from you and moves as you move. You know 
the location of every magical sensor within the 
spell’s area. 

If the scrying attempt originates within 
the area, you also know its location; otherwise, 
you and the scrier immediately make opposed 
caster level checks (1d20 + caster level). If you 
at least match the scrier’s result, you get a visual 
image of the scrier and an accurate sense of his 
direction and distance from you. 
 

Feather Fall 
School transmutation; Level bard 1, 
sorcerer/wizard 1 
Casting Time 1 immediate action 
Components V 
Range close (25 ft. + 5 ft./2 levels) 
Targets one Medium or smaller freefalling 
object or creature/level, no two of which may be 
more than 20 ft. apart 
Duration until landing or 1 round/level 
Saving Throw Will negates (harmless) or Will 
negates (object); 
Spell Resistance yes (object) 

The affected creatures or objects fall 
slowly. Feather fall instantly changes the rate at 
which the targets fall to a mere 60 feet per round 



(equivalent to the end of a fall from a few feet), 
and the subjects take no damage upon landing 
while the spell is in effect. When the spell 
duration expires, a normal rate of  
falling resumes. 

The spell affects one or more Medium or 
smaller creatures (including gear and carried 
objects up to each creature’s maximum load) or 
objects, or the equivalent in larger creatures: a 
Large creature or object counts as two Medium 
creatures or objects, a Huge creature or object 
counts as four Medium creatures or objects, and 
so forth. 

This spell has no special effect on 
ranged weapons unless they are falling quite a 
distance. If the spell is cast on a falling item, the 
object does half normal damage based on its 
weight, with no bonus for the height of the drop. 

Feather fall works only upon free-falling 
objects. It does not affect a sword blow or a 
charging or flying creature. 
 

Feeblemind (DC 19) 

School enchantment (compulsion) [mind-
affecting]; Level sorcerer/wizard 5 
Casting Time 1 standard action 
Components V, S, M (a handful of clay, crystal, 
or glass spheres) 
Range medium (100 ft. + 10 ft./level) 
Target one creature 
Duration instantaneous 
Saving Throw Will negates; see text; Spell 
Resistance yes 

Target creature’s Intelligence and 
Charisma scores each drop to 1. The affected 
creature is unable to use Intelligence- or 
Charisma-based skills, cast spells, understand 
language, or communicate coherently. Still, it 
knows who its friends are and can follow them 
and even protect them. The subject remains in 
this state until a heal, limited wish, miracle, or 
wish spell is used to cancel the effect of the 
feeblemind. A creature that can cast arcane 
spells, such as a sorcerer or a wizard, takes a –
4 penalty on its saving throw. 
 
Globe of Invulnerability, Lesser 
School abjuration; Level sorcerer/wizard 4 
Casting Time 1 standard action 
Components V, S, M (a glass or crystal bead) 
Range 10 ft. 
Area 10-ft.-radius spherical emanation, centered 
on you 
Duration 1 round/level (D) 
Saving Throw none; Spell Resistance no 

An immobile, faintly shimmering magical 
sphere surrounds you and excludes all spell 
effects of 3rd level or lower. The area or effect of 
any such spells does not include the area of the 
lesser globe of invulnerability. Such spells fail to 
affect any target located within the globe. 
Excluded effects include spell-like abilities and 
spells or spell-like effects from items. Any type 
of spell, however, can be cast through or out of 
the magical globe. Spells of 4th level and higher 
are not affected by the globe, nor are spells 
already in effect when the globe is cast. The 
globe can be brought down by a dispel magic 
spell. You can leave and return to the globe 
without penalty. 

Note that spell effects are not disrupted 
unless their effects enter the globe, and even 
then they are merely suppressed, not dispelled.  

If a given spell has more than one level 
depending on which character class is casting it, 
use the level appropriate to the caster to 
determine whether lesser globe of invulnerability 
stops it. 
 
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. 

 
Knock 
School transmutation; Level sorcerer/wizard 2 
Casting Time 1 standard action 
Components V 
Range medium (100 ft. + 10 ft./level) 
Target one door, box, or chest with an area of 
up to 10 sq. ft./level 
Duration instantaneous; see text 
Saving Throw none; Spell Resistance no 

Knock opens stuck, barred, or locked 
doors, as well as those subject to hold portal or 
arcane lock. When you complete the casting of 
this spell, make a caster level check against the 
DC of the lock with a +10 bonus. If successful, 
knock opens up to two means of closure. This 
spell opens secret doors, as well as locked or 
trick-opening boxes or chests. It also loosens 
welds, shackles, or chains (provided they serve 
to hold something shut). If used to open an 
arcane locked door, the spell does not remove 
the arcane lock but simply suspends its 
functioning for 10 minutes. In all other cases, the 
door does not relock itself or become stuck 
again on its own. Knock does not raise barred 
gates or similar impediments (such as a 
portcullis), nor does it affect ropes, vines, and 
the like. The effect is limited by the area. Each 
casting can undo as many as two means of 
preventing access. 
 
 

Lightning Bolt  (DC 17) 

School evocation [electricity]; Level 
sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S, M (fur and a glass rod) 
Range 120 ft. 
Area 120-ft. line 
Duration instantaneous 
Saving Throw Reflex half; Spell Resistance 
yes 

You release a powerful stroke of 
electrical energy that deals 1d6 points of 
electricity damage per caster level (maximum 
10d6) to each creature within its area. The bolt 
begins at your fingertips. 

The lightning bolt sets fire to 
combustibles and damages objects in its path. It 
can melt metals with a low melting point, such 
as lead, gold, copper, silver, or bronze. If the 
damage caused to an interposing barrier 
shatters or breaks through it, the bolt may 
continue beyond the barrier if the spell’s range 
permits; otherwise, it stops at the barrier just as 
any other spell effect does. 

 
Mage Hand 
School transmutation; Level bard 0, 
sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Target one nonmagical, unattended object 
weighing up to 5 lbs. 
Duration concentration 
Saving Throw none; Spell Resistance no 

You point your finger at an object and 
can lift it and move it at will from a distance. As a 
move action, you can propel the object as far as 
15 feet in any direction, though the spell ends if 
the distance between you and the object ever 
exceeds the spell’s range. 
 
Magic Missile 
School evocation [force]; Level sorcerer/wizard 
1 
Casting Time 1 standard action 
Components V, S 
Range medium (100 ft. + 10 ft./level) 
Targets up to five creatures, no two of which 
can be more than 15 ft. apart 
Duration instantaneous 
Saving Throw none; Spell Resistance yes 

A missile of magical energy darts forth 
from your fingertip and strikes its target, dealing 
1d4+1 points of force damage.  



The missile strikes unerringly, even if 
the target is in melee combat, so long as it has 
less than total cover or total concealment. 
Specific parts of a creature can’t be singled out. 
Objects are not damaged by the spell. 

For every two caster levels beyond 1st, 
you gain an additional missile—two at 3rd level, 
three at 5th, four at 7th, and the maximum of five 
missiles at 9th level or higher. If you shoot 
multiple missiles, you can have them strike a 
single creature or several creatures. A single 
missile can strike only one creature. You must 
designate targets before you check for spell 
resistance or roll damage. 
 
Mending 
School transmutation; Level bard 0, cleric 0, 
druid 0, sorcerer/wizard 0 
Casting Time 10 minutes 
Components V, S 
Range 10 ft. 
Target one object of up to 1 lb./level 
Duration instantaneous 
Saving Throw: Will negates (harmless, object); 
Spell Resistance: yes (harmless, object) 

This spell repairs damaged objects, 
restoring 1d4 hit points to the object. If the object 
has the broken condition, this condition is 
removed if the object is restored to at least half 
its original hit points. All of the pieces of an 
object must be present for this spell to function. 
Magic items can be repaired by this spell, but 
you must have a caster level equal to or higher 
than that of the object. Magic items that are 
destroyed (at 0 hit points or less) can be 
repaired with this spell, but this spell does not 
restore their magic  abilities. This spell does not 
affect creatures (including constructs). This spell 
has no effect on objects that have been warped 
or otherwise transmuted, but it can still repair 
damage done to such items. 

 
Message 
School transmutation [language-dependent]; 
Level bard 0, sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, S, F (a piece of copper wire) 
Range medium (100 ft. + 10 ft./level) 
Targets one creature/level 
Duration 10 min./level 
Saving Throw none; Spell Resistance no 

You can whisper messages and receive 
whispered replies. Those nearby can hear these 
messages with a DC 25 Perception check. You 
point your finger at each creature you want to 
receive the message. When you whisper, the 

whispered message is audible to all targeted 
creatures within range. Magical silence, 1 foot of 
stone, 1 inch of common metal (or a thin sheet 
of lead), or 3 feet of wood or dirt blocks the spell. 
The message does not have to travel in a 
straight line. It can circumvent a barrier if there is 
an open path between you and the subject, and 
the path’s entire length lies within the spell’s 
range. The creatures that receive the message 
can whisper a reply that you hear. The spell 
transmits sound, not meaning; it doesn’t 
transcend language barriers. To speak a 
message, you must mouth the words and 
whisper. 
 

Open/Close 
School transmutation; Level bard 0, 
sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, S, F (a brass key) 
Range close (25 ft. + 5 ft./2 levels) 
Target object weighing up to 30 lbs. or portal 
that can be opened or closed 
Duration instantaneous 
Saving Throw Will negates (object); Spell 
Resistance yes (object) 

You can open or close (your choice) a 
door, chest, box, window, bag, pouch, bottle, 
barrel, or other container. If anything resists this 
activity (such as a bar on a door or a lock on a 
chest), the spell fails. In addition, the spell can 
only open and close things weighing 30 pounds 
or less. Thus, doors, chests, and similar objects 
sized for enormous creatures may be beyond 
this spell’s ability to affect. 
 

Prying Eyes 
School divination; Level sorcerer/wizard 5 
Casting Time 1 minute 
Components V, S, M (a handful of crystal 
marbles) 
Range 1 mile 
Effect 10 or more levitating eyes 
Duration 1 hour/level; see text (D) 
Saving Throw none; Spell Resistance no 

You create a number of semitangible, 
visible magical orbs (called “eyes”) equal to 1d4 
+ your caster level. These eyes move out, scout 
around, and return as you direct them when 
casting the spell. Each eye can see 120 feet 
(normal vision only) in all directions. 

While the individual eyes are quite 
fragile, they’re small and difficult to spot. Each 
eye is a Fine construct, about the size of a small 
apple, that has 1 hit point, AC 18 (+8 bonus for 
its size), flies at a speed of 30 feet with a +20 



bonus on Fly skill checks and a +16 bonus on 
Stealth skill checks. It has a Perception modifier 
equal to your caster level (maximum +15) and is 
subject to illusions, darkness, fog, and any other 
factors that affect your ability to receive visual 
information about your surroundings. An eye 
traveling in darkness must find its way by touch. 

When you create the eyes, you specify 
instructions you want them to follow in a 
command of no more than 25 words. Any 
knowledge you possess is known by the eyes as 
well. 

In order to report their findings, the eyes 
must return to your hand. Each replays in your 
mind all it has seen during its existence. It takes 
an eye 1 round to replay 1 hour of recorded 
images. After relaying its findings, an eye 
disappears. 

If an eye ever gets more than 1 mile 
away from you, it instantly ceases to exist. 
However, your link with the eye is such that you 
won’t know if the eye was destroyed because it 
wandered out of range or because of some 
other event. 

The eyes exist for up to 1 hour per 
caster level or until they return to you. Dispel 
magic can destroy eyes. Roll separately for each 
eye caught in an area dispel. Of course, if an 
eye is sent into darkness, it could hit a wall or 
similar obstacle and destroy itself. 
 

Ray of Exhaustion  (DC 17) 

School necromancy; Level sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S, M (a drop of sweat) 
Range close (25 ft. + 5 ft./2 levels) 
Effect ray 
Duration 1 min./level 
Saving Throw Fortitude partial; see text; Spell 
Resistance yes 

A black ray projects from your pointing 
finger. You must succeed on a ranged touch 
attack with the ray to strike a target. 

The subject is immediately exhausted 
for the spell’s duration. A successful Fortitude 
save means the creature is only fatigued. 

A character that is already fatigued 
instead becomes exhausted. 
This spell has no effect on a creature that is 
already exhausted. Unlike normal exhaustion or 
fatigue, the effect ends as soon as the spell’s 
duration expires. 
 
 
 

Reduce Person 
School transmutation; Level sorcerer/wizard 1 
Casting Time 1 round 
Components V, S, M (a pinch of powdered iron) 
Range close (25 ft. + 5 ft./2 levels) 
Target one humanoid creature 
Duration 1 min./level (D) 
Saving Throw Fortitude negates; Spell 
Resistance yes 

This spell causes instant diminution of a 
humanoid creature, halving its height, length, 
and width and dividing its weight by 8. This 
decrease changes the creature’s size category 
to the next smaller one. The target gains a +2 
size bonus to Dexterity, a –2 size penalty to 
Strength (to a minimum of 1), and a +1 bonus on 
attack rolls and AC due to its reduced size. 

A Small humanoid creature whose size 
decreases to Tiny has a space of 2-1/2 feet and 
a natural reach of 0 feet (meaning that it must 
enter an opponent’s square to attack). A Large 
humanoid creature whose size decreases to 
Medium has a space of 5 feet and a natural 
reach of 5 feet. This spell doesn’t change the 
target’s speed. 

All equipment worn or carried by a 
creature is similarly reduced by the spell. 

Melee and projectile weapons deal less 
damage. Other magical properties are not 
affected by this spell. Any reduced item that 
leaves the reduced creature’s possession 
(including a projectile or thrown weapon) 
instantly returns to its normal size. This means 
that thrown weapons deal their normal damage 
(projectiles deal damage based on the size of 
the weapon that fired them). 

Multiple magical effects that reduce size 
do not stack. Reduce person counters and 
dispels enlarge person. 

Reduce person can be made permanent 
with a permanency spell. 
 

Reduce Person, Mass (DC 20) 

School transmutation; Level sorcerer/wizard 4 
Target one humanoid creature/level, no two of 
which can be more than 30 ft. apart 

This spell functions like reduce person, 
except that it affects multiple creatures. 
 
Resist Energy 
School abjuration; Level cleric 2, druid 2, 
paladin 2, ranger 1, sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, DF 
Range touch 



Target creature touched 
Duration 10 min./level 
Saving Throw Fortitude negates (harmless); 
Spell Resistance yes (harmless) 

This abjuration grants a creature limited 
protection from damage of whichever one of five 
energy types you select: acid, cold, electricity, 
fire, or sonic. The subject gains resist energy 10 
against the energy type chosen, meaning that 
each time the creature is subjected to such 
damage (whether from a natural or magical 
source), that damage is reduced by 10 points 
before being applied to the creature’s hit points. 
The value of the energy resistance granted 
increases to 20 points at 7th level and to a 
maximum of 30 points at 11th level. The spell 
protects the recipient’s equipment as well. 

Resist energy absorbs only damage. 
The subject could still suffer unfortunate side 
effects. 

Resist energy overlaps (and does not 
stack with) protection from energy. If a character 
is warded by protection from energy and resist 
energy, the protection spell absorbs damage 
until its power is exhausted. 
 
Shield 
School abjuration [force]; Level sorcerer/wizard 
1 
Casting Time 1 standard action 
Components V, S 
Range personal 
Target you 
Duration 1 min./level (D) 

Shield creates an invisible shield of 
force that hovers in front of you. It negates 
magic missile attacks directed at you. The disk 
also provides a +4 shield bonus to AC. This 
bonus applies against incorporeal touch attacks, 
since it is a force effect. The shield has no armor 
check penalty or arcane spell failure chance. 

 

Slow (DC 19) 

School transmutation; Level bard 3, 
sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S, M (a drop of molasses) 
Range close (25 ft. + 5 ft./2 levels) 
Targets one creature/level, no two of which can 
be more than 30 ft. apart 
Duration 1 round/level 
Saving Throw Will negates; Spell Resistance 
yes 

An affected creature moves and attacks 
at a drastically slowed rate. Creatures affected 

by this spell are staggered and can take only a 
single move action or standard action each turn, 
but not both (nor may it take full-round actions). 
Additionally, it takes a –1 penalty on attack rolls, 
AC, and Reflex saves. A slowed creature moves 
at half its normal speed (round down to the next 
5-foot increment), which affects the creature’s 
jumping distance as normal for decreased 
speed. 

Multiple slow effects don’t stack. Slow 
counters and dispels haste. 
 

Suggestion  (DC 17) 

School enchantment (compulsion) [language-
dependent, mindaffecting]; 
Level bard 2, sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, M (a snake’s tongue and a 
honeycomb) 
Range close (25 ft. + 5 ft./2 levels) 
Target one living creature 
Duration 1 hour/level or until completed 
Saving Throw Will negates; Spell Resistance 
yes 

You influence the actions of the target 
creature by suggesting a course of activity 
(limited to a sentence or two). The suggestion 
must be worded in such a manner as to make 
the activity sound reasonable. Asking the 
creature to do some obviously harmful act 
automatically negates the effect of the spell. 

The suggested course of activity can 
continue for the entire duration. If the suggested 
activity can be completed in a shorter time, the 
spell ends when the subject finishes what it was 
asked to do. You can instead specify conditions 
that will trigger a special activity during the 
duration. If the condition is not met before the 
spell duration expires, the activity is not 
performed. 

A very reasonable suggestion causes 
the save to be made with a penalty (such as –1 
or –2). 

 

Touch of Fatigue  (DC 14) 

School necromancy; Level sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, S, M (a drop of sweat) 
Range touch 
Target creature touched 
Duration 1 round/level 
Saving Throw Fortitude negates; Spell 
Resistance yes 



You channel negative energy through 
your touch, fatiguing the target. You must 
succeed on a touch attack to strike a target. The 
subject is immediately fatigued for the spell’s 
duration. 

This spell has no effect on a creature 
that is already fatigued. Unlike with normal 
fatigue, the effect ends as soon as the spell’s 
duration expires. 

 

*** 

 
 
 
 

Stone Shape (wand of) 
School transmutation [earth]; Level cleric 3, 
druid 3, sorcerer/wizard 4 
Casting Time 1 standard action 
Components V, S, M/DF (soft clay) 
Range touch 
Target stone or stone object touched, up to 10 
cu. ft. + 1 cu. ft./level 
Duration instantaneous 
Saving Throw none; Spell Resistance no 

You can form an existing piece of stone 
into any shape that suits your purpose. While it’s 
possible to make crude coffers, doors, and so 
forth with stone shape, fine detail isn’t possible. 
There is a 30% chance that any shape including 
moving parts simply doesn’t work. 

 


