Ceustodaemon Spells

Detect Good (Constant)
Detect Magic (Constant)

Dimension Door (At Will)

School conjuration (teleportation); Level bard 4,
sorcerer/wizard 4

Casting Time 1 standard action
Components V

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

Target you and touched objects or other
touched willing creatures

Duration instantaneous

Saving Throw none and Will negates (object);
Spell Resistance no and yes (object)

You instantly transfer yourself from your
current location to any other spot within range.
You always arrive at exactly the spot desired—
whether by simply visualizing the area or by
stating direction. After using this spell, you can’t
take any other actions until your next turn. You
can bring along objects as long as their weight
doesn’t exceed your maximum load. You may
also bring

Dispel Magic (3/day)
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.

Fly (3/day)

School transmutation; Level sorcerer/wizard 3
Casting Time 1 standard action

Components V, S, F (a wing feather)

Range touch

Target creature touched

Duration 1 min./level

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

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

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

Hold Monster (DC 17) 1/day
School enchantment (compulsion) [mind-
affecting]; Level bard 4, sorcerer/wizard 5
Components: V, S, M/DF (one hard metal bar
or rod, which can be as small as a three-penny
nail)
Target one living creature

This spell functions like hold person,
except that it affects any living creature that fails
its Will save.

Hold Person

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.

See Invisibility (Constant)

School divination; Level bard 3, sorcerer/wizard 2
Casting Time 1 standard action

Components V, S, M (talc and powdered silver)
Range personal

Target you

Duration 10 min./level (D)

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

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

See invisibility can be made permanent

with a permanency spell.

slow (DC 15) 1/day

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

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

Multiple slow effects don’t stack. Slow

counters and dispels haste.



Faceless Stalker

Blood Drain (Ex) (1 Con)

On a successful grapple check after grabbing, several of the creature’s mouths attach to its
target. Each round it maintains its grapple, its mouths automatically deal 1d4 points of bite damage and 1
point of Constitution damage as it drains its victim’s blood.

Compression (Ex)
The creature can move through an area as small as one-quarter its space without squeezing or
one-eighth its space when squeezing. Format; compression; Location: Special Qualities.

Change Shape (Su)

A faceless stalker can assume the form of a Medium humanoid at will but requires 10
uninterrupted minutes to alter its body. Performing this transformation is somewhat painful, but the
faceless stalker can maintain its new form indefinitely once it has achieved it. It can change back to its
true form as a swift action and gains a +2 morale bonus on attack rolls, damage rolls, skill checks, and
saving throws for 1 round after it does so. Faceless stalkers retain their own innate abilities when they
assume their new form and do not gain any of those belonging to the creature they mimic. A faceless
stalker gains a +10 bonus on Disguise checks when they are used in conjunction with this ability.

Alter Self

School transmutation (polymorph); Level bard 2, sorcerer/wizard 2

Casting Time 1 standard action

Components V, S, M (a piece of the creature whose form you plan to assume)
Range personal

Target you

Duration 1 min./level (D)

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

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

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

Faceless (Su)

In its natural form, a faceless stalker has no discernible facial features. It gains a +4 bonus on
saving throws made to resist attacks or effects that target the senses. This includes gaze attacks, odor-
based attacks, sonic attacks and similar attacks. This bonus does not apply to illusions.

Tongues (Constant)
School divination; Level bard 2, cleric 4, sorcerer/wizard 3
Casting Time 1 standard action
Components V, M/DF (a clay model of a ziggurat)
Range touch
Target creature touched
Duration 10 min./level
Saving Throw Will negates (harmless); Spell Resistance no
This spell grants the creature touched the ability to speak and understand the language of any
intelligent creature, whether it is a racial tongue or a regional dialect. The subject can speak only one
language at a time, although it may be able to understand several languages. Tongues does not enable
the subject to speak with creatures who don’t speak. The subject can make itself understood as far as its
voice carries. This spell does not predispose any creature addressed toward the subject in any way.
Tongues can be made permanent with a permanency spell.



