Silverhex Chronicles Spells

1. Mausoleum

Sound Burst (346) DC 13

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.

2. Mists

Dancing Lights (263)

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.

Invisibility (301)

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 inmediately 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.

Reduce Person (330) DC 15

School transmutation; Level sorcerer/wizard 1
Casting Time 1 round

Components V, S, M (a pinch of powdered iron)
Range close (25 ft. + 5 ft./2 levels)

Target one humanoid creature

Duration 1 min./level (D)

Saving Throw Fortitude negates; Spell
Resistance yes

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

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

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

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

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

Reduce person can be made permanent
with a permanency spell.

Shrink Item (342)

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

Components V, S

Range touch

Target one touched object of up to 2 cu. ft./level
Duration 1 day/level; see text

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

You are able to shrink one non-magical
item (if it is within the size limit) to 1/16 of its
normal size in each dimension (to about 1/4,000
the original volume and mass). This change
effectively reduces the object’s size by four
categories. Optionally, you can also change its
now shrunken composition to a cloth-like one.
Objects changed by a shrink item spell can be
returned to normal composition and size merely
by tossing them onto any solid surface or by a
word of command from the original caster. Even
a burning fire and its fuel can be shrunk by this
spell. Restoring the shrunken object to its
normal size and composition ends the spell.

Shrink item can be made permanent
with a permanency spell, in which case the
affected object can be shrunk and expanded an
indefinite number of times, but only by the
original caster.

Speak with Animals (346)
School divination; Level bard 3, druid 1, ranger
1
Casting Time 1 standard action
Components V, S
Range personal
Target you
Duration 1 min./level

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



3. Colony

Dancing Lights (263)

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.

Ghost Sound (289) DC 13

School illusion (figment); Level bard O,
sorcerer/wizard O

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.

Grease (291)

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.



Hideous Laughter (296) DC 14
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.

Message (313)
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.

Prestidigitation (325)
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 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.

Bardic Performance: (35) 1 rds/d ay

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.

At 7th level, a bard can start a bardic
performance as a move action instead of a standard
action. At 13th level, a bard can start a bardic
performance as a swift action.

Each bardic performance has audible
components, visual components, or both.

If a bardic performance has audible
components, the targets must be able to hear the



bard for the performance to have any effect, and such
performances are language dependent. A deaf bard
has a 20% chance to fail when attempting to use a
bardic performance with an audible component. If he
fails this check, the attempt still counts against his
daily limit. Deaf creatures are immune to bardic
performances with audible components.

If a bardic performance has a visual
component, the targets must have line of sight to the
bard for the performance to have any effect. A blind
bard has a 50% chance to fail when attempting to use
a bardic performance with a visual component. If he
fails this check, the attempt still counts against his
daily limit. Blind creatures are immune to bardic
performances with visual components.

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 non-instantaneous 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 non-instantaneous 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 12 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) 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.



5. Webs

Web (Ex) B 306

Creatures with the web ability can use
webs to support themselves and up to one
additional creature of the same size. In addition,
such creatures can throw a web up to eight
times per day. This is similar to an attack with a
net but has a maximum range of 50 feet, with a
range increment of 10 feet, and is effective
against targets up to one size category larger
than the web spinner. An entangled creature can
escape with a successful Escape Artist check or
burst the web with a Strength check. Both are
standard actions with a DC equal to 10 + 1/2
creature’s HD + creature’s Con modifier.
Attempts to burst a web by those caught in it
suffer a —4 penalty.

Web spinners can create sheets of
sticky webbing up to three times their size. They

usually position these sheets to snare f lying
creatures but can also try to trap prey on the
ground. Approaching creatures must succeed on
a DC 20 Perception check to notice a web;
otherwise they stumble into it and become
trapped as though by a successful web attack.
Attempts to escape or burst the webbing gain a
+5 bonus if the trapped creature has something
to walk on or grab while pulling free. Each 5-
foot-square section of web has a number of hit
points equal to the Hit Dice of the creature that
created it and DR 5/—.

A creature can move across its own web
at its climb speed and can pinpoint the location
of any creature touching its web.

Format: web (+8 ranged, DC 16, 5 hp);
Location: Special Attacks.

6. Silverhex

Comprehend Languages (258)

School divination; Level bard 1, cleric 1,
sorcerer/wizard 1

Casting Time 1 standard action
Components V, S, M/DF (pinch of soot and
salt)

Range personal

Target you

Duration 10 min./level

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

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

Comprehend languages can be made
permanent with a permanency spell.

Know Direction (304)
School divination; Level bard 0, druid 0
Casting Time 1 standard action

Components V, S
Range personal
Target you
Duration instantaneous

When you cast this spell, you instantly
know the direction of north from your current
position. The spell is effective in any
environment in which “north” exists, but it may
not work in extraplanar settings. Your knowledge
of north is correct at the moment of casting, but
you can get lost again within moments if you
don’t find some external reference point to help
you keep track of direction.

Mending (312)

School transmutation; Level bard 0, cleric 0,
druid 0, sorcerer/wizard 0O

Casting Time 10 minutes

Components V, S

Range 10 ft.

Target one object of up to 1 Ib./level

Duration instantaneous

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

This spell repairs damaged objects,
restoring 1d4 hit points to the object. If the object
has the broken condition, this condition is
removed if the object is restored to at least half
its original hit points. All of the pieces of an
object must be present for this spell to function.
Magic items can be repaired by this spell, but



you must have a caster level equal to or higher
than that of the object. Magic items that are
destroyed (at O hit points or less) can be
repaired with this spell, but this spell does not
restore their magic abilities. This spell does not
affect creatures (including constructs). This spell
has no effect on objects that have been warped
or otherwise transmuted, but it can still repair
damage done to such items.

Bardic Performance: (35) O rds/d ay

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.

At 7th level, a bard can start a bardic
performance as a move action instead of a standard
action. At 13th level, a bard can start a bardic
performance as a swift action.

Each bardic performance has audible
components, visual components, or both.

If a bardic performance has audible
components, the targets must be able to hear the
bard for the performance to have any effect, and such
performances are language dependent. A deaf bard
has a 20% chance to fail when attempting to use a
bardic performance with an audible component. If he
fails this check, the attempt still counts against his
daily limit. Deaf creatures are immune to bardic
performances with audible components.

If a bardic performance has a visual
component, the targets must have line of sight to the
bard for the performance to have any effect. A blind
bard has a 50% chance to fail when attempting to use
a bardic performance with a visual component. If he
fails this check, the attempt still counts against his
daily limit. Blind creatures are immune to bardic
performances with visual components.

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 non-instantaneous 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 non-instantaneous 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 12 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) 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.



