lka’s Bard Spells

Bardic Performance 13 rounds/day

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 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):

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.

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
hear the bard. The ally gets a +2 competence
bonus on skill checks with a particular skill as

(CL 4th; concentration +7)

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

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.

Cure Light Wounds (DC 14)
(1d8+4)

*k%

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.

Dancing Lights

Daze (DC 13)

School enchantment (compulsion) [mind-affecting];

Level bard 0, sorcerer/wizard O

Casting Time 1 standard action

Components V, S, M (a pinch of wool or similar

substance)

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

Target one humanoid creature of 4 HD or less

Duration 1 round

Saving Throw Will negates; Spell Resistance yes
This spell clouds the mind of a humanoid

creature with 4 or fewer Hit Dice so that it takes no

actions. Humanoids of 5 or more HD are not affected.

A dazed subject is not stunned, so attackers get no

special advantage against it. After a creature has

been dazed by this spell, it is immune to the effects of

this spell for 1 minute.

Detect Magic

Ghost Sound (DC 14)

School illusion (figment); Level bard 0O,
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.

Message

Minor Image (DC 16)

School illusion (figment); Level bard 2,
sorcerer/wizard 2
Duration concentration + 2 rounds

This spell functions like silent image, except
that minor image includes some minor sounds but not
understandable speech.

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).

Prestidigitation

Silent Image (DC 15)

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.

Ventriloquism (DC 15)

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).






Robella Monchello’s Alchemist Extracts

Alchemist Extracts Known (CL 4th)

Barkskin

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

Range touch

Target living creature touched

Duration 10 min./level

Saving Throw none; Spell Resistance yes
(harmless)

Barkskin toughens a creature’s skin.
The effect grants a +2 enhancement bonus to
the creature’s existing natural armor bonus. This
enhancement bonus increases by 1 for every
three caster levels above 3rd, to a maximum of
+5 at 12th level.

The enhancement bonus provided by
barkskin stacks with the target’s natural armor
bonus, but not with other enhancement bonuses
to natural armor. A creature without natural
armor has an effective natural armor bonus of
+0.

Cure Light Wounds (1d8+4)

Disguise Self

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—Ilook 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.

Enlarge Person

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

Components V, S, M (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 growth of a
humanoid creature, doubling its height and
multiplying its weight by 8. This increase
changes the creature’s size category to the next
larger one. The target gains a +2 size bonus to
Strength, a —2 size penalty to Dexterity (to a
minimum of 1), and a —1 penalty on attack rolls
and AC due to its increased size.

A humanoid creature whose size
increases to Large has a space of 10 feet and a
natural reach of 10 feet. This spell does not
change the target’s speed.

If insufficient room is available for the
desired growth, the creature attains the
maximum possible size and may make a
Strength check (using its increased Strength) to
burst any enclosures in the process. If it fails, it
is constrained without harm by the materials
enclosing it—the spell cannot be used to crush a
creature by increasing its size.

All equipment worn or carried by a
creature is similarly enlarged by the spell. Melee
weapons affected by this spell deal more
damage (see page 145). Other magical
properties are not affected by this spell. Any
enlarged item that leaves an enlarged creature’s
possession (including a projectile or thrown
weapon) instantly returns to its normal size. This
means that thrown and projectile weapons deal
their normal damage. Magical properties of
enlarged items are not increased by this spell.

Multiple magical effects that increase
size do not stack.

Enlarge person counters and dispels
reduce person.



Enlarge person can be made permanent
with a permanency spell.

Shield (+4 AC)

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 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.






