Zeeva Foxglove’s Witch Spells

Hex:

Unless otherwise noted, using a hex is a
standard action that does not provoke an attack
of opportunity. The save to resist a hex is equal
to 10 + 1/2 the witch’s level + the witch’s
Intelligence modifier.

Fortune (Su): (1 rd)

The witch can grant a creature within 30
feet a bit of good luck for 1 round. The target
can call upon this good luck once per round,
allowing him to reroll any ability check, attack
roll, saving throw, or skill check, taking the better
result. He must decide to use this ability before
the first roll is made. At 8th level and 16th level,
the duration of this hex is extended by 1 round.
Once a creature has benefited from the fortune
hex, it cannot benefit from it again for 24 hours.

Witch Spells Prepared (CL 4th; concentration +7)

Augury

School divination; Level cleric 2

Casting Time 1 minute

Components V, S, M (incense worth at least 25
gp), F (a set of marked sticks or bones worth at
least 25 gp)

Range personal

Target you

Duration instantaneous

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

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

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

* Woe (for bad results).

» Weal and woe (for both).

* Nothing (for actions that don’t have especially
good or bad results).
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Healing (Su): (ld 8+4)

A witch can soothe the wounds of those
she touches. This acts as a cure light wounds
spell, using the witch’s caster level. Once a
creature has benefited from the healing hex, it
cannot benefit from it again for 24 hours. At 5th
level, this hex acts like cure moderate wounds.

Misfortune (Su): (1 I’d) Will 15

The witch can cause a creature within
30 feet to suffer grave misfortune for 1 round.
Anytime the creature makes an ability check,
attack roll, saving throw, or skill check, it must
roll twice and take the worse result. A Will save
negates this hex. At 8th level and 16" level, the
duration of this hex is extended by 1 round. This
hex affects all rolls the target must make while it
lasts. Whether or not the save is successful, a
creature cannot be the target of this hex again
for 1 day.

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

The augury can see into the future only
about half an hour, so anything that might
happen after that does not affect the result.
Thus, the result might not take into account the
long-term consequences of a contemplated
action. All auguries cast by the same person
about the same topic use the same die result as
the first casting.

Charm Person (DC 14)

School enchantment (charm) [mind-affecting];
Level bard 1, sorcerer/wizard 1
Casting Time 1 standard action
Components V, S
Range close (25 ft. + 5 ft./2 levels)
Target one humanoid creature
Duration 1 hour/level
Saving Throw Will negates; Spell Resistance
yes
This charm makes a humanoid creature
regard you as its trusted friend and ally (treat the



target’s attitude as friendly). If the creature is
currently being threatened or attacked by you or
your allies, however, it receives a +5 bonus on
its saving throw.

The spell does not enable you to control
the charmed person as if it were an automaton,
but it perceives your words and actions in the
most favorable way. You can try to give the
subject orders, but you must win an opposed
Charisma check to convince it to do anything it
wouldn’t ordinarily do. (Retries are not allowed.)
An affected creature never obeys suicidal or
obviously harmful orders, but it might be
convinced that something very dangerous is
worth doing. Any act by you or your apparent
allies that threatens the charmed person breaks
the spell. You must speak the person’s language
to communicate your commands, or else be
good at pantomiming.

Command (DC 14)

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.

Fog Cloud

School conjuration (creation); Level druid 2,
sorcerer/wizard 2

Casting Time 1 standard action
Components V, S

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

Effect fog spreads in 20-ft. radius

Duration 10 min./level

Saving Throw none; Spell Resistance no

A bank of fog billows out from the point
you designate. The fog obscures all sight,
including darkvision, beyond 5 feet. A creature
within 5 feet has concealment (attacks have a
20% miss chance). Creatures farther away have
total concealment (50% miss chance, and the
attacker can’t use sight to locate the target).

A moderate wind (11+ mph) disperses
the fog in 4 rounds; a strong wind (21+ mph)
disperses the fog in 1 round.

The spell does not function underwater.

Guidance
School divination; Level cleric 0, druid 0
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.

Identify

Locate Object

School divination; Level bard 2, cleric 3,

sorcerer/wizard 2

Casting Time 1 standard action

Components V, S, F/DF (a forked twig)

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

Area circle, centered on you, with a radius of

400 ft. + 40 ft./level

Duration 1 min./level

Saving Throw none; Spell Resistance no
You sense the direction of a well-known

or clearly visualized object. You can search for

general items, in which case you locate the

nearest of its kind if more than one is within



range. Attempting to find a certain item requires
a specific and accurate mental image; if the
image is not close enough to the actual object,
the spell fails. You cannot specify a unique item
unless you have observed that particular item
firsthand (not through divination).

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

Mending

Spark (DC 13)

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

Casting Time 1 standard action

Components Vor S

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

Target one Fine object

Duration instantaneous

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

You can make an unattended Fine
flammable object catch on fire. This works as if
you were using flint and steel except that you
can use spark in any sort of weather and it takes
much less time to actually ignite an object.

Stabilize

Unseen Servant
School conjuration (creation); Level bard 1,
sorcerer/wizard 1

Reduce Person, Wand of (12 charges)
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
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Casting Time 1 standard action

Components V, S, M (a piece of string and a bit
of wood)

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

Effect one invisible, mindless, shapeless
servant

Duration 1 hour/level

Saving Throw none; Spell Resistance no

An unseen servant is an invisible,
mindless, shapeless force that performs simple
tasks at your command. It can run and fetch
things, open unstuck doors, and hold chairs, as
well as clean and mend. The servant can
perform only one activity at a time, but it repeats
the same activity over and over again if told to
do so as long as you remain within range. It can
open only normal doors, drawers, lids, and the
like. It has an effective Strength score of 2 (so it
can lift 20 pounds or drag 100 pounds). It can
trigger traps and such, but it can exert only 20
pounds of force, which is not enough to activate
certain pressure plates and other devices. It
can’t perform any task that requires a skill check
with a DC higher than 10 or that requires a
check using a skill that can’t be used untrained.
This servant cannot fly, climb, or even swim
(though it can walk on water). Its base speed is
15 feet.

The servant cannot attack in any way; it
is never allowed an attack roll. It cannot be
killed, but it dissipates if it takes 6 points of
damage from area attacks. (It gets no saves
against attacks.) If you attempt to send it beyond
the spell’s range (measured from your current
position), the servant ceases to exist.

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.






Sczarni Mercenaries’ Charlatan Spells

Alchemist’s Fire: X2 each

You can throw a flask of alchemist’s fire
as a splash weapon (see page 202). Treat this
attack as a ranged touch attack with a range
increment of 10 feet.

A direct hit deals 1d6 points of fire
damage. Every creature within 5 feet of the point
where the flask hits takes 1 point of fire damage
from the splash. On the round following a direct
hit, the target takes an additional 1d6 points of
damage. If desired, the target can use a full-
round action to attempt to extinguish the f lames
before taking this additional damage.
Extinguishing the flames requires a DC 15
Reflex save. Rolling on the ground provides the
target a +2 bonus on the save. Leaping into a
lake or magically extinguishing the f lames
automatically smothers the fire.

Rogue Spell-Like Abilities (CL 4th, concentration +5)

Disguise Self (2/d ay)

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
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Thunderstone:

You can throw this stone as a ranged
attack with a range increment of 20 feet. When it
strikes a hard surface (or is struck hard), it
creates a deafening bang that is treated as a
sonic attack. Each creature within a 10-foot-
radius spread must make a DC 15 Fortitude
save or be deafened for 1 hour. A deafened
creature, in addition to the obvious effects, takes
a —4 penalty on initiative and has a 20% chance
to miscast and lose any spell with a verbal
component that it tries to cast.

Since you don’t need to hit a specific
target, you can simply aim at a particular 5-foot
square. Treat the target square as AC 5.

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.

Prestidigitation (3/day)



Bless, Scroll of

Burning Hands, Scroll of (DC 13)

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

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

CLW, Scroll of (1d8+1)

CMW, Potion of (2d8+3)

Magic Missile, Scroll of

School evocation [force]; Level sorcerer/wizard
1

Casting Time 1 standard action

Components V, S

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

Targets up to five creatures, no two of which
can be more than 15 ft. apart

Duration instantaneous

Saving Throw none; Spell Resistance yes

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

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

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



Gorlack’s Doom Prophet (Adept) Spells

Adept Spells Prepared (CL 4th; concentration +6)

Burning Hands (DC 13)

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

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

Cause Fear (DC 13)

School necromancy [fear, mind-affecting]; Level
bard 1, cleric 1, sorcerer/wizard 1
Casting Time 1 standard action
Components V, S
Range close (25 ft. + 5 ft./2 levels)
Target one living creature with 5 or fewer HD
Duration 1d4 rounds or 1 round; see text
Saving Throw Will partial; Spell Resistance
yes

The affected creature becomes
frightened. If the subject succeeds on a Will
save, it is shaken for 1 round. Creatures with 6
or more HD are immune to this effect. Cause
fear counters and dispels remove fear.

Command (DC 13)

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.

Darkness
School evocation [darkness]; Level bard 2,
cleric 2, sorcerer/wizard 2
Casting Time 1 standard action
Components V, M/DF (bat fur and a piece of
coal)
Range touch
Target object touched
Duration 1 min./level (D)
Saving Throw none; Spell Resistance no
This spell causes an object to radiate
darkness out to a 20-foot radius. This darkness
causes the illumination level in the area to drop
one step, from bright light to normal light, from
normal light to dim light, or from dim light to
darkness. This spell has no effect in an area that
is already dark. Creatures with light vulnerability
or sensitivity take no penalties in normal light. All
creatures gain concealment (20% miss chance)
in dim light. All creatures gain total concealment
(50% miss chance) in darkness. Creatures with
darkvision can see in an area of dim light or
darkness without penalty. Non-magical sources
of light, such as torches and lanterns, do not
increase the light level in an area of darkness.
Magical light sources only increase the light
level in an area if they are of a higher spell level
than darkness.



If darkness is cast on a small object that
is then placed inside or under a lightproof
covering, the spell’s effect is blocked until the
covering is removed.

This spell does not stack with itself.
Darkness can be used to counter or dispel any
light spell of equal or lower spell level.

Detect Magic

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.

Read Magic



