We Be Goblins Too! Spells

Charm Animal (254) DC 14
School enchantment (charm) [mind-affecting];
Level druid 1, ranger 1
Target one animal

This spell functions like charm person,
except that it affects a creature of the animal

type.

Charm Person (254)
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.

Flaming Sphere (283) DC 15
School evocation [fire]; Level druid 2,
sorcerer/wizard 2
Casting Time 1 standard action
Components V, S, M/DF (tallow, brimstone,
and powdered iron)
Range medium (100 ft. + 10 ft./level)
Effect 5-ft.-diameter sphere
Duration 1 round/level
Saving Throw Reflex negates; Spell
Resistance yes

A burning globe of fire rolls in whichever
direction you point and burns those it strikes. It
moves 30 feet per round. As part of this
movement, it can ascend or jump up to 30 feet
to strike a target. If it enters a space with a

creature, it stops moving for the round and deals
3d6 points of fire damage to that creature,
though a successful Reflex save negates that
damage. A flaming sphere rolls over barriers
less than 4 feet tall. It ignites flammable
substances it touches and illuminates the same
area as a torch would.

The sphere moves as long as you
actively direct it (a move action for you);
otherwise, it merely stays at rest and burns. It
can be extinguished by any means that would
put out a normal fire of its size. The surface of
the sphere has a spongy, yielding consistency
and so does not cause damage except by its
flame. It cannot push aside unwilling creatures
or batter down large obstacles. A flaming sphere
winks out if it exceeds the spell’s range.

Flare (284) (DC 13)

School evocation [light]; Level bard 0, druid O,
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.

Produce Flame (326)

School evocation [fire]; Level druid 1
Casting Time 1 standard action
Components V, S

Range O ft.

Effect flame in your palm

Duration 1 min./level (D)

Saving Throw none; Spell Resistance yes

Flames as bright as a torch appear in
your open hand. The flames harm neither you
nor your equipment.

In addition to providing illumination, the
flames can be hurled or used to touch enemies.
You can strike an opponent with a melee touch
attack, dealing fire damage equal to 1d6 + 1
point per caster level (maximum +5).



Alternatively, you can hurl the flames up to 120
feet as a thrown weapon. When doing so, you
attack with a ranged touch attack (with no range
penalty) and deal the same damage as with the
melee attack. No sooner do you hurl the flames
than a new set appears in your hand. Each
attack you make reduces the remaining duration
by 1 minute. If an attack reduces the remaining
duration to 0 minutes or less, the spell ends after
the attack resolves.

This spell does not function underwater.

Resist Energy (334)

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.

Speak with Animals (346)
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.

Summon Swarm (354)
School conjuration (summoning); Level bard 2,
druid 2, sorcerer/wizard 2
Casting Time 1 round
Components V, S, M/DF (a square of red cloth)
Range close (25 ft. + 5 ft./2 levels)
Effect one swarm of bats, rats, or spiders
Duration concentration + 2 rounds
Saving Throw none; Spell Resistance no

You summon a swarm of bats, rats, or
spiders (your choice), which attacks all other
creatures within its area. (You may summon the
swarm so that it shares the area of other
creatures.) If no living creatures are within its
area, the swarm attacks or pursues the nearest
creature as best it can. The caster has no
control over its target or direction of travel.

Wild Shape (Su): (51)

At 4th level, a druid gains the ability to
turn herself into any Small or Medium animal
and back again once per day. Her options for
new forms include all creatures with the animal
type. This ability functions like the beast shape |
spell, except as noted here. The effect lasts for 1
hour per druid level, or until she changes back.
Changing form (to animal or back) is a standard
action and doesn't provoke an attack of
opportunity. The form chosen must be that of an
animal with which the druid is familiar.

A druid loses her ability to speak while
in animal form because she is limited to the
sounds that a normal, untrained animal can
make, but she can communicate normally with
other animals of the same general grouping as
her new form. (The normal sound a wild parrot
makes is a squawk, so changing to this form
does not permit speech.)

A druid can use this ability an additional
time per day at 6th level and every two levels
thereafter, for a total of eight times at 18th level.
At 20th level, a druid can use wild shape at will.
As a druid gains levels, this ability allows the
druid to take on the form of larger and smaller
animals, elementals, and plants. Each form
expends one daily use of this ability, regardless
of the form taken.



