Six Seconds To Midnight Spells

Pugwampi Spells

Prestidigitation
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 ina 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.

Shatter (DC 10) 1/day

School evocation [sonic]; Level bard 2, cleric 2,
sorcerer/wizard 2
Casting Time 1 standard action
Components V, S, M/DF (a chip of mica)
Range close (25 ft. + 5 ft./2 levels)
Area or Target 5-ft.-radius spread; or one solid
object or one crystalline creature
Duration instantaneous
Saving Throw Will negates (object); Will
negates (object) or Fortitude half; see text; Spell
Resistance yes

Shatter creates a loud, ringing noise that
breaks brittle, nonmagical objects; sunders a
single solid, nonmagical object; or damages a
crystalline creature.

Used as an area attack, shatter destroys
nonmagical objects of crystal, glass, ceramic, or

porcelain. All such unattended objects within a
5-foot radius of the point of origin are smashed
into dozens of pieces by the spell. Objects
weighing more than 1 pound per your level are
not affected, but all other objects of the
appropriate composition are shattered.

Alternatively, you can target shatter
against a single solid nonmagical object,
regardless of composition, weighing up to 10
pounds per caster level. Targeted against a
crystalline creature (of any weight), shatter deals
1d6 points of sonic damage per caster level
(maximum 10d6), with a Fortitude save for half
damage.

Speak With Animals (At Will)
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.






Gloom Dragon Spells

1st (7)
2nd (5)

Dancing Lights

School evocation [light]; Level bard 0,
sorcerer/wizard O

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-
0’-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.

Dispel Magic (Scroll of)
School abjuration; Level bard 3, cleric 3, druid
4, paladin 3, sorcerer/wizard 3
Casting Time 1 standard action
Components V, S
Range medium (100 ft. + 10 ft./level)
Target or Area one spellcaster, creature, or
object
Duration instantaneous
Saving Throw none; Spell Resistance no

You can use dispel magic to end one
ongoing spell that has been cast on a creature
or object, to temporarily suppress the magical
abilities of a magic item, or to counter another
spellcaster’s spell. A dispelled spell ends as if its
duration had expired. Some spells, as detailed in

their descriptions, can’t be defeated by dispel
magic. Dispel magic can dispel (but not counter)
spell-like effects just as it does spells. The effect
of a spell with an instantaneous duration can'’t
be dispelled, because the magical effect is
already over before the dispel magic can take
effect.

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

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

For example, a 7th-level caster casts
dispel magic, targeting a creature affected by
stoneskin (caster level 12th) and fly (caster level
6th). The caster level check results in a 19. This
check is not high enough to end the stoneskin
(which would have required a 23 or higher), but
it is high enough to end the fly (which only
required a 17). Had the dispel check resulted in
a 23 or higher, the stoneskin would have been
dispelled, leaving the fly intact. Had the dispel
check been a 16 or less, no spells would have
been affected.

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

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

If the object that you target is a magic
item, you make a dispel check against the item’s
caster level (DC = 11 + the item’s caster level). If
you succeed, all the item’s magical properties



are suppressed for 1d4 rounds, after which the
item recovers its magical properties. A
suppressed item becomes nonmagical for the
duration of the effect. An interdimensional
opening (such as a bag of holding) is temporarily
closed. A magic item’s physical properties are
unchanged: A suppressed magic sword is still a
sword (a masterwork sword, in fact). Artifacts
and deities are unaffected by mortal magic such
as this.

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

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

Flaming Sphere (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 (DC 13)

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 13)

School illusion (figment); Level bard O,
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.



Glitterdust (DC 15)

School conjuration (creation); Level bard 2,
sorcerer/wizard 2
Casting Time 1 standard action
Components V, S, M (ground mica)
Range medium (100 ft. + 10 ft./level)
Area creatures and objects within 10-ft.-radius
spread
Duration 1 round/level
Save Will negates (blinding only); SR no

A cloud of golden particles covers
everyone and everything in the area, causing
creatures to become blinded and visibly outlining
invisible things for the duration of the spell. All
within the area are covered by the dust, which
cannot be removed and continues to sparkle
until it fades. Each round at the end of their turn
blinded creatures may attempt new saving
throws to end the blindness effect.

Any creature covered by the dust takes
a —40 penalty on Stealth checks.

Grease

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, Greater (S€lf only) 3/day

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.

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 Ibs./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.

Mage Hand
School transmutation; Level bard 0,
sorcerer/wizard O
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 Ibs.
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.

Message
School transmutation [language-dependent];
Level bard 0, sorcerer/wizard O
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 Ibs. 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.

Ray of Enfeeblement (DC 14)
School necromancy; Level sorcerer/wizard 1
Casting Time 1 standard action
Components V, S
Range close (25 ft. + 5 ft./2 levels)
Effect ray
Duration 1 round/level
Saving Throw Fortitude half; Spell Resistance
yes

A coruscating ray springs from your
hand. You must succeed on a ranged touch
attack to strike a target. The subject takes a
penalty to Strength equal to 1d6+1 per two
caster levels (maximum 1d6+5). The subject’s
Strength score cannot drop below 1. A
successful Fortitude save reduces this penalty
by half. This penalty does not stack with itself.
Apply the highest penalty instead.

Scorching Ray (Wand Of) CL 7th,
10 charges

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.

Silent Image (DC 14)

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.

Sleep (DC 14)
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.






Henbane Allseasons’s Spells

Bane (6 rounds/day), judgment 2/day

Bane (9 rounds/day), judgment 3/day (2 simultaneous)

Bane (Su):

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.

Judgment (Su):

Starting at 1st level, an inquisitor can
pronounce judgment upon her foes as a swift
action. Starting when the judgment is made, the
inquisitor receives a bonus or special ability
based on the type of judgment made.

At 1st level, an inquisitor can use this
ability once per day. At 4th level and every three
levels thereafter, the inquisitor can use this
ability one additional time per day. Once
activated, this ability lasts until the combat ends,
at which point all of the bonuses immediately
end. The inquisitor must participate in the
combat to gain these bonuses. If she is
frightened, panicked, paralyzed, stunned,
unconscious, or otherwise prevented from
participating in the combat, the ability does not
end, but the bonuses do not resume until she
can participate in the combat again.

When the inquisitor uses this ability, she
must select one type of judgment to make. As a
swift action, she can change this judgment to
another type. If the inquisitor is evil, she receives
profane bonuses instead of sacred, as
appropriate. Neutral inquisitors must select
profane or sacred bonuses. Once made, this
choice cannot be changed.

Destruction: The inquisitor is filled with
divine wrath, gaining a +1 sacred bonus on all
weapon damage rolls. This bonus increases by
+1 for every three inquisitor levels she
possesses.

Healing: The inquisitor is surrounded by
a healing light, gaining fast healing 1. This
causes the inquisitor to heal 1 point of damage
each round as long as the inquisitor is alive and
the judgment lasts. The amount of healing
increases by 1 point for every three inquisitor
levels she possesses.

Justice: This judgment spurs the
inquisitor to seek justice, granting a +1 sacred
bonus on all attack rolls. This bonus increases
by +1 for every five inquisitor levels she
possesses. At 10th level, this bonus is doubled
on all attack rolls made to confirm critical hits.

Piercing: This judgment gives the
inquisitor great focus and makes her spells more
potent. This benefit grants a +1 sacred bonus on
concentration checks and caster level checks
made to overcome a target’s spell resistance.
This bonus increases by +1 for every three
inquisitor levels she possesses.

Protection: The inquisitor is surrounded
by a protective aura, granting a +1 sacred bonus
to Armor Class. This bonus increases by +1 for
every five inquisitor levels she possesses. At
10th level, this bonus is doubled against attack
rolls made to confirm critical hits against the
inquisitor.

Purity: The inquisitor is protected from
the vile taint of her foes, gaining a +1 sacred
bonus on all saving throws. This bonus
increases by +1 for every five inquisitor levels
she possesses. At 10th level, the bonus is
doubled against curses, diseases, and poisons.

Resiliency: This judgment makes the
inquisitor resistant to harm, granting DR
1/magic. This DR increases by 1 for every five
levels she possesses. At 10th level, this DR
changes from magic to an alignment (chaotic,
evil, good, or lawful) that is opposite the
inquisitor’s. If she is neutral, the inquisitor does
not receive this increase.

Resistance: The inquisitor is shielded
by a flickering aura, gaining 2 points of energy
resistance against one energy type (acid, cold,
electricity, fire, or sonic) chosen when the
judgment is declared. The protection increases
by 2 for every three inquisitor levels she
possesses.



Smiting: This judgment bathes the
inquisitor's weapons in a divine light. The
inquisitor's weapons count as magic for the
purposes of bypassing damage reduction. At 6"
level, the inquisitor's weapons also count as one
alignment type (chaotic, evil, good, or lawful) for
the purpose of bypassing damage reduction.

The type selected must match one of the
inquisitor’s alignments. If the inquisitor is neutral,
she does not receive this bonus. At 10th level,
the inquisitor’s weapons also count as
adamantine for the purpose of overcoming
damage reduction (but not for reducing
hardness).

8/day—Vision of Madness (+/-3) (+/-4)

Vision of Madness (Sp):

You can give a creature a vision of
madness as a melee touch attack. Choose one
of the following: attack rolls, saving throws, or
skill checks. The target receives a bonus to the
chosen rolls equal to 1/2 your cleric level

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

Acid Splash

School conjuration (creation) [acid]; Level

sorcerer/wizard O

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.

Blistering Invective (DC 17)

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

*kk

(minimum +1) and a penalty to the other two
types of rolls equal to 1/2 your cleric level
(minimum =1). This effect fades after 3 rounds.
You can use this ability a number of times per
day equal to 3 + your Wisdom modifier.

(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.

Bleed (DC 16)

School necromancy; Level cleric 0,
sorcerer/wizard O
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.

CLW (1d8+1)



Command (DC 16)

School enchantment (compulsion) [language-
dependent, mind-affecting];

Level cleric 1

Casting Time 1 standard action

Components V

Range close (25 ft. + 5 ft./2 levels)

Target one living creature

Duration 1 round

Saving Throw Will negates; Spell Resistance
yes

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

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

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

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

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

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

If the subject can’t carry out your
command on its next turn, the spell
automatically fails.

Detect Alignment (Sp): (At WI”)
At will, an inquisitor can use detect
chaos, detect evil, detect good, or detect law.

She can only use one of these at any given time.

Dimensional Anchor

School abjuration; Level cleric 4,
sorcerer/wizard 4

Casting Time 1 standard action
Components V, S

Range medium (100 ft. + 10 ft./level)

Effect ray

Duration 1 min./level

Saving Throw none; Spell Resistance yes
(object)

A green ray springs from your hand.

You must make a ranged touch attack to hit the
target. Any creature or object struck by the ray is
covered with a shimmering emerald field that
completely blocks extradimensional travel.
Forms of movement barred by a dimensional
anchor include astral projection, blink, dimension
door, ethereal jaunt, etherealness, gate, maze,
plane shift, shadow walk, teleport, and similar
spell-like abilities. The spell also prevents the
use of a gate or teleportation circle for the
duration of the spell.

A dimensional anchor does not interfere
with the movement of creatures already in
ethereal or astral form when the spell is cast, nor
does it block extradimensional perception or
attack forms. Also, dimensional anchor does not
prevent summoned creatures from disappearing
at the end of a summoning spell.

Discern Lies (Sp): (At WI”, 6
rds/day) (9 rds/day)

At 5th level, an inquisitor can discern
lies, as per the spell, for a number of rounds per
day equal to her inquisitor level. These rounds
do not need to be consecutive. Activating this
ability is an immediate action.

Discern Lies
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.

Dispel Magic

School abjuration; Level bard 3, cleric 3, druid
4, paladin 3, sorcerer/wizard 3

Casting Time 1 standard action

Components V, S

Range medium (100 ft. + 10 ft./level)



Target or Area one spellcaster, creature, or
object

Duration instantaneous

Saving Throw none; Spell Resistance no

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

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

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

For example, a 7th-level caster casts
dispel magic, targeting a creature affected by
stoneskin (caster level 12th) and fly (caster level
6th). The caster level check results in a 19. This
check is not high enough to end the stoneskin
(which would have required a 23 or higher), but
it is high enough to end the fly (which only
required a 17). Had the dispel check resulted in
a 23 or higher, the stoneskin would have been
dispelled, leaving the fly intact. Had the dispel
check been a 16 or less, no spells would have
been affected.

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

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

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

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

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

Entangle (DC 14) At will

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.



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

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

Heroism

School enchantment (compulsion) [mind-
affecting]; Level bard 2, sorcerer/wizard 3
Casting Time 1 standard action
Components V, S

Range touch

Target creature touched

Duration 10 min./level

Saving Throw Will negates (harmless); Spell
Resistance yes (harmless)

This spell imbues a single creature with
great bravery and morale in battle. The target
gains a +2 morale bonus on attack rolls, saves,
and skill checks.

Hold Person (DC 17)

School enchantment (compulsion) [mind-
affecting]; Level bard 2, cleric 2, sorcerer/wizard
3
Casting Time 1 standard action
Components V, S, F/DF (a small, straight piece
of iron)
Range medium (100 ft. + 10 ft./level)
Target one humanoid creature
Duration 1 round/level (D); see text
Saving Throw Will negates; see text; Spell
Resistance yes

The subject becomes paralyzed and
freezes in place. It is aware and breathes
normally but cannot take any actions, even
speech. Each round on its turn, the subject may
attempt a new saving throw to end the effect.
This is a full-round action that does not provoke
attacks of opportunity. A winged creature who is
paralyzed cannot flap its wings and falls. A
swimmer can’t swim and may drown.

Hunter’s Eye

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.

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 Ibs./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.

Read Magic

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 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).

Speak With Plants (Constant)
School divination; Level bard 4, druid 3, ranger
2
Casting Time 1 standard action
Components V, S
Range personal
Target you
Duration 1 min./level

You can communicate with normal
plants and plant creatures, and can ask
guestions of and receive answers from them. A
normal plant’s sense of its surroundings is
limited, so it won’t be able to give (or recognize)
detailed descriptions of creatures or answer
questions about events outside its immediate
vicinity. The spell doesn’t make plant creatures
any more friendly or cooperative than normal.
Furthermore, wary and cunning plant creatures
are likely to be terse and evasive, while the
more stupid ones may make inane comments. If
a plant creature is friendly, it may do some favor
or service for you.

Spiritual Weapon
School evocation [force]; Level cleric 2
Casting Time 1 standard action
Components V, S, DF
Range medium (100 ft. + 10 ft./level)
Effect magic weapon of force
Duration 1 round/level (D)
Saving Throw none; Spell Resistance yes

A weapon made of force appears and
attacks foes at a distance, as you direct it,
dealing 1d8 force damage per hit, + 1 point per
three caster levels (maximum +5 at 15th level).
The weapon takes the shape of a weapon
favored by your deity or a weapon with some



spiritual significance or symbolism to you (see
below) and has the same threat range and
critical multipliers as a real weapon of its form. It
strikes the opponent you designate, starting with
one attack in the round the spell is cast and
continuing each round thereafter on your turn. It
uses your base attack bonus (possibly allowing
it multiple attacks per round in subsequent
rounds) plus your Wisdom modifier as its attack
bonus. It strikes as a spell, not as a weapon, so
for example, it can damage creatures that have
damage reduction. As a force effect, it can strike
incorporeal creatures without the reduction in
damage associated with incorporeality. The
weapon always strikes from your direction. It
does not get a flanking bonus or help a
combatant get one. Your feats or combat actions
do not affect the weapon. If the weapon goes
beyond the spell range, if it goes out of your
sight, or if you are not directing it, the weapon
returns to you and hovers.

Each round after the first, you can use a
move action to redirect the weapon to a new
target. If you do not, the weapon continues to
attack the previous round’s target. On any round
that the weapon switches targets, it gets one
attack. Subsequent rounds of attacking that
target allow the weapon to make multiple attacks
if your base attack bonus would allow it to. Even
if the spiritual weapon is a ranged weapon, use
the spell’s range, not the weapon’s normal range
increment, and switching targets still is a move
action.

A spiritual weapon cannot be attacked
or harmed by physical attacks, but dispel magic,
disintegrate, a sphere of annihilation, or a rod of
cancellation affects it. A spiritual weapon’s AC
against touch attacks is 12 (10 + size bonus for
Tiny object).

If an attacked creature has spell
resistance, you make a caster level check (1d20
+ caster level) against that spell resistance the
first time the spiritual weapon strikes it. If the
weapon is successfully resisted, the spell is
dispelled. If not, the weapon has its normal full
effect on that creature for the duration of the
spell.

The weapon that you get is often a force
replica of your deity’s own personal weapon. A
cleric without a deity gets a weapon based on
his alignment. A neutral cleric without a deity
can create a spiritual weapon of any alignment,
provided he is acting at least generally in accord
with that alignment at the time. The weapons
associated with each alignment are as follows:

chaos (battleaxe), evil (light flail), good
(warhammer), law (longsword).

suggestion (DC 16) 2/day

School enchantment (compulsion) [language-
dependent, mind-affecting]; 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).

Tree Shape (At wil |)

School transmutation; Level druid 2, ranger 3
Casting Time 1 standard action
Components V, S, DF

Range personal

Target you

Duration 1 hour/level (D)

This spell allows you to assume the
form of a Large living tree or shrub or a Large
dead tree trunk with a small number of limbs.
The exact type of tree, as well as its
appearance, is completely under your control.
Even the closest inspection cannot reveal that
the tree in question is actually a magically
concealed creature. To all normal tests you are,
in fact, a tree or shrub, although a detect magic
spell reveals a faint transmutation on the tree.
While in tree form, you can observe all that
transpires around you just as if you were in your
normal form, and your hit points and save



bonuses remain unaffected. You gain a +10
natural armor bonus to AC but have an effective
Dexterity score of 0 and a speed of 0 feet. You
are immune to critical hits while in tree form. All
clothing and gear carried or worn changes with
you. You can dismiss tree shape as a free action
(instead of as a standard action).

Tree stride (3/day)

School conjuration (teleportation); Level druid

5, ranger 4

Casting Time 1 standard action

Components V, S, DF

Range personal

Target you

Duration 1 hour/level or until expended; see text
When you cast this spell, you gain the

ability to step into a tree, magically infusing

yourself with the plant. Once within a tree, you

can teleport from that particular tree to another

tree. The trees you enter must be of the same

kind, must be living, and must have girth at least

equal to yours. By moving into an oak tree (for

example), you instantly know the location of all

other oak trees within transport range (see

below) and may choose whether you want to

pass into one or simply step back out of the tree

you moved into. You may choose to pass to any

tree of the appropriate kind within the transport

range as shown on the following table.

Type of Tree Transport Range
Oak, ash, yew 3,000 feet

Elm, linden 2,000 feet
Other deciduous 1,500 feet
Any coniferous 1,000 feet

You may move into a tree up to one
time per caster level (passing from one tree to
another counts only as moving into one tree).
The spell lasts until the duration expires or you
exit a tree. Each transport is a full-round action.

You can, at your option, remain within a
tree without transporting yourself, but you are
forced out when the spell ends. If the tree in
which you are concealed is chopped down or
burned, you are slain if you do not exit before
the process is complete.

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.

Wood Shape (1 Ib. only) (DC 15)
At will

School transmutation; Level druid 2
Casting Time 1 standard action
Components V, S, DF

Range touch

Target one touched piece of wood no larger
than 10 cu. ft. + 1 cu. ft./level

Duration instantaneous

Saving Throw Will negates (object); Spell
Resistance yes (object)

Wood shape enables you to form one
existing piece of wood into any shape that suits
your purpose. While it is possible to make crude
coffers, doors, and so forth, fine detail isn’t
possible. There is a 30% chance that any shape
that includes moving parts simply doesn’t work.

Wrath
School enchantment (compulsion) [mind-
affecting]; Level inquisitor 1
Casting Time 1 standard action
Components V, S, M (a thorny vine)
Range personal
Target you
Duration 1 minute

You focus your anger against an enemy.
Choose one enemy creature that you can see.
You gain a +1 morale bonus on attack rolls and
weapon damage rolls against that designated
creature for every three caster levels you have
(at least +1, maximum +3). You also receive this
bonus on caster level checks made to overcome
the creature’s spell resistance, if any. At 12th
level, you gain the benefits of the Improved
Critical feat on attack rolls made against the
designated creature. This effect doesn’t stack
with any other effect that expands the threat
range of a weapon.
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Living Steel Price 850 Gp
Weight 55 Ibs.

Some trees suck up potent minerals
through their roots the same way others draw
water from the ground. Though these trees blunt
saws and axes used to hew them and shrug off
fire, they eventually succumb to time or the
elements. When properly harvested, these fallen
trees produce nuggets of a metal called living
steel. This glossy green metal slowly repairs
itself. An item made from living steel repairs
damage to itself at a rate of 2 hit points per day,
or 1 hit point per day if it has the broken
condition. Items not primarily of metal are not
meaningfully affected by being partially made of
living steel.

Armor and shields made from living
steel can damage metal weapons that strike
them. Whenever the wielder of a metal weapon
rolls a natural 1 on an attack roll against a
creature wearing living steel armor or wielding a
living steel shield, the item must make a DC 20
Fortitude save or gain the broken condition. If
the weapon already has the broken condition, it
is instead destroyed. Living steel cannot
damage adamantine weapons in this way.

Living steel has 35 hit points per inch of
thickness and hardness 15.

Type Of Living Steel Item  Item Price Modifier

Ammunition +10 gp per item
Light armor +500 gp
Medium armor +1,000 gp
Heavy armor +1,500 gp
Weapon +500 gp

Shield +100 gp

Other items +250 gp/lb.

Darkleaf Cloth Price 350 gp
Weight 45 Ib.

Darkleaf cloth is a special form of
flexible material made by weaving together
leaves and thin strips of bark from darkwood
trees, then treating the resulting fabric with
special alchemical processes. The resulting
material is tough as cured hide but much lighter,
making it an excellent material from which to
create armor. Spell failure chances for armors
made from darkleaf cloth decrease by 10% (to a
minimum of 5%), maximum Dexterity bonuses
increase by 2, and armor check penalties
decrease by 3 (to a minimum of 0).

An item made from darkleaf cloth
weighs half as much as the same item made
from leather, furs, or hides. Items not primarily

constructed of leather, fur, or hide are not
meaningfully affected by being partially made of
darkleaf cloth. As such, padded armor, leather
armor, studded leather armor, and hide armor
can be made out of darkleaf cloth (although
other types of armor made of leather or hide
might be possible). Because darkleaf cloth
remains flexible, it cannot be used to construct
rigid items such as shields or metal armors.
Armors fashioned from darkleaf cloth are always
masterwork items; the masterwork cost is
included in the listed prices.

Darkleaf cloth has 20 hit points per inch
of thickness and hardness 10.

Type Of Darkleaf Cloth Item Item Price Modifier

Clothing +500 gp
Light armor +750 gp
Medium armor +1,500 gp
Other items +375 gp/lb.

CMW.,Petion-of(2d8+3) CSW,
Potion of (3d8+5)

Soothe Syrup Price 25 Gp Weight 1/2 Lb.

This sweet and wholesome-tasting blue
liquid creates a sense of warmth and comfort.
Soothe syrup coats your stomach and makes it
much more difficult for you to succumb to
queasiness. For 1 hour after drinking soothe
syrup, you gain a +5 alchemical bonus on saving
throws made to resist effects that would make
you nauseated or sickened.

Efficient Quiver
Aura moderate conjuration; CL 9th
Slot none; Price 1,800 gp; Weight 2 Ibs.
Description

This appears to be a typical arrow
container capable of holding about 20 arrows. It
has three distinct portions, each with a non-
dimensional space allowing it to store far more
than would normally be possible. The first and
smallest one can contain up to 60 objects of the
same general size and shape as an arrow. The
second slightly longer compartment holds up to
18 objects of the same general size and shape
as a javelin. The third and longest portion of the
case contains as many as 6 objects of the same
general size and shape as a bow (spears, staffs,
or the like). Once the owner has filled it, the
quiver can quickly produce any item she wishes



that is within the quiver, as if from a regular
quiver or scabbard. The efficient quiver weighs
the same no matter what’s placed inside it.
Construction Requirements Craft
Wondrous Item, secret chest; Cost 900 gp

Ring Of Delayed Doom Price 45,000 Gp
(3 charges)

Aura moderate conjuration CL 9th Weight —
Whenever the mind or body of this ring’s
wearer first becomes subject to any harmful
effect that allows a saving throw to resist or
mitigate it, he may, as an immediate action,
choose to delay the onset of that effect for 1
minute, after he fails the saving throw but before
its effects occur. This activation causes one of
the ring’s nine garnets to turn to powder. When
that minute passes, the wearer may continue to

delay the onset of this harmful effect an
additional minute as an immediate action by
willing the ring to do so, which destroys another
garnet, thus repeating the cycle for another
minute. The delayed harmful effect occurs when
the wearer falls unconscious, when the ring is
removed, or 1 minute after the last time the
ring’s power activated; rounds spent delaying
the effect do not count toward the effect’s
duration (for example, a curse that lasts 5
rounds takes effect for a full 5 rounds, even if
the wearer delayed its effect several minutes).
Effects that protect against or negate the
harmful effect work normally while it is delayed.
The price of the ring is reduced by 5,000 gp for
each of its garnets that has been destroyed.

Construction Requirements Cost
22,500 Gp Forge Ring, heal, time stop



Vexgit Spells

Prestidigitation (At WI”)
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.

Rusting Grasp (1/hOU I')

School transmutation; Level druid 4

Casting Time 1 standard action
Components V, S, DF

Range touch

Target one nonmagical ferrous object (or the
volume of the object within 3 ft. of the touched
point) or one ferrous creature

Duration see text

Saving Throw none; Spell Resistance no

Any iron or iron alloy item you touch
crumbles into rust. If the item is so large that it
cannot fit within a 3-foot radius, a 3-footradius
volume of the metal is rusted and destroyed.
Magic items made of metal are immune to this
spell.

You may employ rusting grasp in
combat with a successful melee touch attack.
Rusting grasp used in this way instantaneously
destroys 1d6 points of AC gained from metal

armor (to the maximum amount of protection the
armor offers) through corrosion.

Weapons in use by an opponent
targeted by the spell are more difficult to grasp.
You must succeed on a melee touch attack
against the weapon. A metal weapon that is hit
is destroyed. Striking at an opponent’s weapon
provokes an attack of opportunity. Also, you
must touch the weapon and not the other way
around.

Against a ferrous creature, rusting grasp
instantaneously deals 3d6 points of damage + 1
per caster level (maximum +15) per successful
attack. The spell lasts for 1 round per level, and
you can make one melee touch attack per
round.

Snare (1/hOU r)

School transmutation; Level druid 3, ranger 2
Casting Time 3 rounds

Components V, S, DF

Range touch

Target touched nonmagical circle of vine, rope,
or thong with a 2 ft. diameter + 2 ft./level
Duration Until triggered or broken

Saving Throw none; Spell Resistance no

This spell enables you to make a snare
that functions as a magic trap. The snare can be
made from any supple vine, a thong, or a rope.
When you cast snare upon it, the cordlike object
blends with its surroundings (DC 23 Perception
check for a character with the trapfinding ability
to locate). One end of the snare is tied in a loop
that contracts around one or more of the limbs of
any creature stepping inside the circle.

If a strong and supple tree is nearby, the
share can be fastened to it. The spell causes the
tree to bend, straightening when the loop is
triggered, dealing 1d6 points of damage to the
creature trapped and lifting it off the ground by
the trapped limb or limbs. If no such tree is
available, the cordlike object tightens around the
creature, dealing no damage but causing it to be
entangled.

The snare is magical. To escape, a
trapped creature must make a DC 23 Escape
Artist check or a DC 23 Strength check that is a
full-round action. The snare has AC 7 and 5 hit
points. A successful escape from the snare
breaks the loop and ends the spell.






Grig Fiddler Bard Spells

Fiddle (Su) (B2 147)

Grigs are capable of rubbing their legs
together like a cricket to create a surprisingly
pleasant sound not unlike that of a tiny fiddle. As

a standard action, a grig can create a catchy
tune that compels any creature within a 20-
foot spread to dance and caper. A creature
can resist this compulsion by making a DC 12
Will save. Creatures that fail are compelled to

dance and shuffle their feet, and are effectively
staggered as long as the grig continues to
fiddle. A grig can maintain this effect for up to
10 rounds per day by concentrating. Once a
creature makes the save against a grig’s fiddle,
it is immune to further fiddle effects from that
grig for 24 hours. This is a sonic mind-affecting
effect. The save DC is Charisma-based.

Bardic Performance 10 rounds/day 18 rounds/day

Bardic Performance:

A bard is trained to use the Perform skill
to create magical effects on those around him,
including himself if desired. He can use this
ability for a number of rounds per day equal to 4
+ his Charisma modifier. At each level after 1st a
bard can use bardic performance for 2 additional
rounds per day. Each round, the bard can
produce any one of the types of bardic
performance that he has mastered, as indicated
by his level.

Starting a bardic performance is a
standard action, but it can be maintained each
round as a free action. Changing a bardic
performance from one effect to another requires
the bard to stop the previous performance and
start a new one as a standard action. A bardic
performance cannot be disrupted, but it ends
immediately if the bard is killed, paralyzed,
stunned, knocked unconscious, or otherwise
prevented from taking a free action to maintain it
each round. A bard cannot have more than one
bardic performance in effect at one time.

Countersong (Su):

At 1st level, a bard learns to counter
magic effects that depend on sound (but not
spells that have verbal components). Each
round of the countersong he makes a Perform
(keyboard, percussion, wind, string, or sing) skill
check. Any creature within 30 feet of the bard
(including the bard himself ) that is affected by a
sonic or language-dependent magical attack
may use the bard’s Perform check result in
place of its saving throw if, after the saving throw
is rolled, the Perform check result proves to be
higher. If a creature within range of the
countersong is already under the effect of a

noninstantaneous sonic or language-dependent
magical attack, it gains another saving throw
against the effect each round it hears the
countersong, but it must use the bard’s Perform
skill check result for the save. Countersong does
not work on effects that don’t allow saves.
Countersong relies on audible components.

Distraction (Su):

At 1st level, a bard can use his
performance to counter magic effects that
depend on sight. Each round of the distraction,
he makes a Perform (act, comedy, dance, or
oratory) skill check. Any creature within 30 feet
of the bard (including the bard himself ) that is
affected by an illusion (pattern) or illusion
(figment) magical attack may use the bard’s
Perform check result in place of its saving throw
if, after the saving throw is rolled, the Perform
skill check proves to be higher. If a creature
within range of the distraction is already under
the effect of a noninstantaneous illusion
(pattern) or illusion (figment) magical attack, it
gains another saving throw against the effect
each round it sees the distraction, but it must
use the bard’s Perform skill check result for the
save. Distraction does not work on effects that
don’t allow saves. Distraction relies on visual
components.

Fascinate (Su): (DC 15) (DC 18)

At 1st level, a bard can use his
performance to cause one or more creatures to
become fascinated with him. Each creature to
be fascinated must be within 90 feet, able to see
and hear the bard, and capable of paying
attention to him. The bard must also be able to
see the creatures affected. The distraction of a



nearby combat or other dangers prevents this
ability from working. For every three levels the
bard has attained beyond 1st, he can target one
additional creature with this ability.

Each creature within range receives a
Will save (DC 10 + 1/2 the bard’s level + the
bard’s Cha modifier) to negate the effect. If a
creature’s saving throw succeeds, the bard
cannot attempt to fascinate that creature again
for 24 hours. If its saving throw fails, the creature
sits quietly and observes the performance for as
long as the bard continues to maintain it. While
fascinated, a target takes a —4 penalty on all skill
checks made as reactions, such as Perception
checks. Any potential threat to the target allows
the target to make a new saving throw against
the effect. Any obvious threat, such as someone
drawing a weapon, casting a spell, or aiming a
weapon at the target, automatically breaks the
effect.

Fascinate is an enchantment
(compulsion), mind-affecting ability. Fascinate
relies on audible and visual components in order
to function.

Inspire Courage (Su): (+1) (+2)

A 1st-level bard can use his
performance to inspire courage in his allies
(including himself ), bolstering them against fear
and improving their combat abilities. To be
affected, an ally must be able to perceive the
bard’s performance. An affected ally receives a
+1 morale bonus on saving throws against
charm and fear effects and a +1 competence
bonus on attack and weapon damage rolls. At
5th level, and every six bard levels thereafter,
this bonus increases by +1, to a maximum of +4
at 17th level. Inspire courage is a mind-affecting
ability. Inspire courage can use audible or visual
components. The bard must choose which
component to use when starting his
performance.

Inspire Competence (Su): (+2)

A bard of 3rd level or higher can use his
performance to help an ally succeed at a task.
That ally must be within 30 feet and be able to

*kk

hear the bard. The ally gets a +2 competence
bonus on skill checks with a particular skill as
long as she continues to hear the bard’s
performance. This bonus increases by +1 for
every four levels the bard has attained beyond
3rd (+3 at 7th, +4 at 11th, +5 at 15th, and +6 at
19th). Certain uses of this ability are infeasible,
such as Stealth, and may be disallowed at the
GM’s discretion. A bard can’t inspire
competence in himself. Inspire competence
relies on audible components.

Versatile Performance (Ex):

At 2nd level, a bard can choose one
type of Perform skill. He can use his bonus in
that skill in place of his bonus in associated
skills. When substituting in this way, the bard
uses his total Perform skill bonus, including
class skill bonus, in place of its associated skill’s
bonus, whether or not he has ranks in that skill
or if it is a class skill. At 6th level, and every 4
levels thereafter, the bard can select an
additional type of Perform to substitute.

The types of Perform and their
associated skills are: Act (Bluff, Disguise),
Comedy (Bluff, Intimidate), Dance (Acrobatics,
Fly), Keyboard Instruments (Diplomacy,
Intimidate), Oratory (Diplomacy, Sense Motive),
Percussion (Handle Animal, Intimidate), Sing

(Bluff, Sense Motive), String (Bluff,

Diplomacy), and wind (Diplomacy, Handle
Animal).

Lore Master (Ex): (1/day)

At 5th level, the bard becomes a master
of lore and can take 10 on any Knowledge skill
check that he has ranks in. A bard can choose
not to take 10 and can instead roll normally. In
addition, once per day, the bard can take 20 on
any Knowledge skill check as a standard action.
He can use this ability one additional time per
day for every six levels he possesses beyond
5th, to a maximum of three times per day at 17th
level.



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

Confusion, Lesser (DC 15 DC 17)

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

This spell causes a single creature to
become confused for 1 round.

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

This spell causes confusion in the
targets, making them unable to determine their
actions. Roll on the following table at the start of
each subject’s turn each round to see what it

does in that round.

d% Behavior

01-25  Act normally

26-50 Do nothing but babble incoherently

51-75 Deal 1d8 points of damage + Str modifier to self
with item in hand

76-100 Attack nearest creature (for this purpose, a familiar
counts as part of the subject’s self )

A confused character who can’t carry
out the indicated action does nothing but babble
incoherently. Attackers are not at any special
advantage when attacking a confused character.
Any confused character who is attacked
automatically attacks its attackers on its next
turn, as long as it is still confused when its turn
comes. Note that a confused character will not
make attacks of opportunity against any creature
that it is not already devoted to attacking (either
because of its most recent action or because it
has just been attacked).

CLW (1d8+1)
CMW, Potion of (2d8+3)

Detect Magic

Disguise Self (3/day)

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—Iook 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.

entangle (DC 15 DC 17) (3/day)

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.

Heroism (also, potion of, tier 3-4-only)

School enchantment (compulsion) [mind-
affecting]; Level bard 2, sorcerer/wizard 3
Casting Time 1 standard action
Components V, S

Range touch

Target creature touched

Duration 10 min./level

Saving Throw Will negates (harmless); Spell
Resistance yes (harmless)

This spell imbues a single creature with
great bravery and morale in battle. The target
gains a +2 morale bonus on attack rolls, saves,
and skill checks.

Hideous Laughter (DC 15 DC 17)

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.

nvisibility (Self only) (3/day)
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 Ibs./level

Duration 1 min./level (D)

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

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

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

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

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

Light

School evocation [light]; Level bard 0, cleric 0,
druid 0O, sorcerer/wizard O

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.

Mage Hand
School transmutation; Level bard 0,
sorcerer/wizard O
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 Ibs.
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.

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).

Open/Close (DC 16)

School transmutation; Level bard O,
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 Ibs. 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.

Prestidigitation

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 spelicasters 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.

Pyrotechnics (DC 16 DC 18)
3/day

School transmutation; Level bard 2,
sorcerer/wizard 2

Casting Time 1 standard action

Components V, S, M (one fire source)

Range long (400 ft. + 40 ft./level)

Target one fire source, up to a 20-ft. cube
Duration 1d4+1 rounds, or 1d4+1 rounds after
creatures leave the smoke cloud; see text
Saving Throw Will negates or Fortitude
negates; see text; Spell Resistance yes or no;
see text

Pyrotechnics turns a fire into a burst of
blinding fireworks or a thick cloud of choking
smoke, depending on your choice. The spell
uses one fire source, which is immediately
extinguished. A fire so large that it exceeds a
20-foot cube is only partly extinguished. Magical
fires are not extinguished, although a fire-based
creature used as a source takes 1 point of
damage per caster level.

Fireworks: The fireworks are a flashing,
fiery, momentary burst of glowing, colored aerial
lights. This effect causes creatures within 120
feet of the fire source to become blinded for
1d4+1 rounds (Will negates). These creatures
must have line of sight to the fire to be affected.
Spell resistance can prevent blindness.

Smoke Cloud: A stream of smoke
billows out from the fire, forming a choking cloud
that spreads 20 feet in all directions and lasts for
1 round per caster level. All sight, even
darkvision, is ineffective in or through the cloud.
All within the cloud take —4 penalties to Strength
and Dexterity (Fortitude negates). These effects
last for 1d4+1 rounds after the cloud dissipates

or after the creature leaves the area of the
cloud. Spell resistance does not apply.

Resistance
School abjuration; Level bard 0, cleric 0, druid
0, paladin 1, sorcerer/wizard 0
Casting Time 1 standard action
Components V, S, M/DF (a miniature cloak)
Range touch
Target creature touched
Duration 1 minute
Saving Throw Will negates (harmless); Spell
Resistance yes (harmless)

You imbue the subject with magical
energy that protects it from harm, granting it a
+1 resistance bonus on saves.

Resistance can be made permanent
with a permanency spell.

Saving Finale (DC 17)

School evocation [mind-affecting]; Level bard 1
Casting Time 1 immediate action
Components V, S

Range close (25 ft. + 5 ft./2 levels)

Target one living creature

Duration instantaneous

Saving Throw Will negates (harmless); Spell
Resistance yes (harmless)

You must have a bardic performance in
effect to cast this spell. With a flourish, you can
immediately end your bardic performance when
a creature within range affected by your bardic
performance fails a saving throw, allowing the
subject to immediately reroll the failed saving
throw.

Sound Burst (DC 18)

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.



Quickling Spells

Evasion (Ex):

At 2nd level and higher, a rogue can
avoid even magical and unusual attacks with
great agility. If she makes a successful Ref lex
saving throw against an attack that normally
deals half damage on a successful save, she
instead takes no damage. Evasion can be used
only if the rogue is wearing light armor or no
armor. A helpless rogue does not gain the
benefit of evasion.

Uncanny Dodge (Ex):

Starting at 4th level, a rogue can react
to danger before her senses would normally
allow her to do so. She cannot be caught f lat-
footed, nor does she lose her Dex bonus to AC if
the attacker is invisible. She still loses her
Dexterity bonus to AC if immobilized. A rogue
with this ability can still lose her Dexterity bonus

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-
0’-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.

to AC if an opponent successfully uses the feint
action (see Chapter 8) against her.

If a rogue already has uncanny dodge
from a different class, she automatically gains
improved uncanny dodge (see below) instead.

Improved Uncanny Dodge (EX):

A rogue of 8th level or higher can no
longer be flanked.

This defense denies another rogue the
ability to sneak attack the character by flanking
her, unless the attacker has at least four more
rogue levels than the target does.

If a character already has uncanny
dodge (see above) from another class, the
levels from the classes that grant uncanny
dodge stack to determine the minimum rogue
level required to f lank the character.

rlare (DC 12 DC 11) 1/day

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.

Levitate (1/day)

School transmutation; Level sorcerer/wizard 2

Casting Time 1 standard action

Components V, S, F (a leather loop or golden

wire bent into a cup shape)

Range personal or close (25 ft. + 5 ft./2 levels)

Target you or one willing creature or one object

(total weight up to 100 Ibs./level)

Duration 1 min./level (D)

Saving Throw none; Spell Resistance no
Levitate allows you to move yourself,

another creature, or an object up and down as

you wish. A creature must be willing to be

levitated, and an object must be unattended or



possessed by a willing creature. You can
mentally direct the recipient to move up or down
as much as 20 feet each round; doing so is a
move action. You cannot move the recipient
horizontally, but the recipient could clamber
along the face of a cliff, for example, or push
against a ceiling to move laterally (generally at
half its base land speed).

A levitating creature that attacks with a
melee or ranged weapon finds itself increasingly
unstable; the first attack has a —1 penalty on
attack rolls, the second -2, and so on, to a
maximum penalty of —5. A full round spent
stabilizing allows the creature to begin again at —
1.

shatter (DC 14 DC 13) 1/day

School evocation [sonic]; Level bard 2, cleric 2,
sorcerer/wizard 2
Casting Time 1 standard action
Components V, S, M/DF (a chip of mica)
Range close (25 ft. + 5 ft./2 levels)
Area or Target 5-ft.-radius spread; or one solid
object or one crystalline creature
Duration instantaneous
Saving Throw Will negates (object); Will
negates (object) or Fortitude half; see text; Spell
Resistance yes

Shatter creates a loud, ringing noise that
breaks brittle, nonmagical objects; sunders a
single solid, nonmagical object; or damages a
crystalline creature.

Used as an area attack, shatter destroys
nonmagical objects of crystal, glass, ceramic, or

porcelain. All such unattended objects within a
5-foot radius of the point of origin are smashed
into dozens of pieces by the spell. Objects
weighing more than 1 pound per your level are
not affected, but all other objects of the
appropriate composition are shattered.

Alternatively, you can target shatter
against a single solid nonmagical object,
regardless of composition, weighing up to 10
pounds per caster level. Targeted against a
crystalline creature (of any weight), shatter deals
1d6 points of sonic damage per caster level
(maximum 10d6), with a Fortitude save for half
damage.

Ventriloquism (DC 13 DC 12)
1/day

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).



