The Penumbral Accords Spell List

Barkskin (tier 4-5 Uthil Mak potion if not used in combat; 30 mins.; +2 natural armor)

School transmutation

Level alchemist 2, druid 2, ranger 2, summoner 2; Domain defense 2, plant 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 cretaure without natural armor has an effective natural armor bonus of +0.

Bear's Endurance (tier 4-5 Mazzel Gol potion if not used in combat; 3 mins.)

School transmutation

Level alchemist 2, cleric/oracle 2, druid 2, magus 2, ranger 2, sorcerer/wizard 2, summoner 2

Casting Time 1 standard action

Components V, S, M/DF (a few hairs, or a pinch of dung, from a bear)

Range touch

Target creature touched

Duration 1 min./level

Saving Throw Will negates (harmless); Spell Resistance yes

The affected creature gains greater vitality and stamina.  The spell grants the subject a +4 enhancement bonus to Constitution, which adds the usual benefits to hit points, Fortitude saves, constitution checks, and so forth.  Hit points gained by a temporary increase in Constitution score are not temporary hit points.  They go away when the subject's Constitution drops back to normal.  They are not lost first as temporary hit points are.

Cat's Grace (tier 4-5 Mazzel Gol; 7 mins.)

School transmutation

Level alchemist 2, bard 2, druid 2, magus 2, ranger 2, sorcerer/wizard 2, summoner 2

Casting Time 1 standard action

Components V, S, M (pinch of cat fur)

Range touch

Target creature touched

Duration 1 min./level

Saving Throw Will negates (harmless); Spell Resistance yes

The transmuted creature becomes more graceful, agile, and coordinated.  The spell grants a +4 enhancement bonus to Dexterity, adding the usual benefits to AC, Reflex saves, and other uses of the Dexterity modifier.

Comprehend Languages (both tiers Mazzel Gol)

School divination; Domain language 1

Level alchemist 1, bard 1, cleric/oracle 1, inquisitor 1, sorcerer/wizard 1, witch 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 failed 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 next.

Cure Light Wounds (both tiers Mazzel Gol; 1d8+4/1d8+5)

School conjuration (healing)

Level alchemist 1, bard 1, cleric/oracle 1, druid 1, inquisitor 1, paladin 1, ranger 2, witch 1

Casting Time 1 standard action

Components V, S

Range touch

Target creature touched

Duration instantaneous

Saving Throw Will half (harmless); see text; Spell Resistance yes (harmless); see text

When laying your hand upon a living creature, you channel positive energy that cures 1d8 points of damage +1 point per caster level (maximum +5).  Since undead are powered by negative energy, this spell deals damage to them instead of curing their wounds.  An undead creature can apply Spell Resistance, and can attempt a Will save to take half damage.

Cure Moderate Wounds (tier 4-5 Mazzel Gol; tier 1-2 Uthil Mak potion; 2d8+7/2d8+3)

School conjuration (healing); Domain healing 2

Level alchemist 2, bard 2, cleric/oracle 2, druid 3, inquisitor 2, paladin 3, ranger 3, witch 2

Casting Time 1 standard action

Components V, S

Range touch

Target creature touched

Duration instantaneous

Saving Throw Will half (harmless); see text; Spell Resistance yes (harmless); see text

When laying your hand upon a living creature, you channel positive energy that cures 2d8 points of damage +1 point per caster level (maximum +10).  Since undead are powered by negative energy, this spell deals damage to them instead of curing their wounds.  An undead creature can apply Spell Resistance, and can attempt a Will save to take half damage.

Cure Serious Wounds (tier 4-5 Uthil Mak potion if not used in combat; 3d8+5)

School conjuration (healing); Domain healing 3

Level alchemist 3, bard 3, cleric/oracle 3, druid 4, inquisitor 3, paladin 4, ranger 4, witch 4

Casting Time 1 standard action

Components V, S

Range touch

Target creature touched

Duration instantaneous

Saving Throw Will half (harmless); see text; Spell Resistance yes (harmless); see text

When laying your hand upon a living creature, you channel positive energy that cures 3d8 points of damage +1 point per caster level (maximum +15).  Since undead are powered by negative energy, this spell deals damage to them instead of curing their wounds.  An undead creature can apply Spell Resistance, and can attempt a Will save to take half damage.

Disguise Self (both tiers, all fetchlings; humanoid only)

School illusion (glamer); Domain trickery 1

Level alchemist 1, antipaladin 1, bard 1, inquisitor 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 – look 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.

Endure Elements (Room 2 treasure; wand; 28 charges; CL 1)

School abjuration; Domain sun 1

Level alchemist 1, cleric/oracle 1, druid 1, paladin 1, ranger 1, sorcerer/wizard 1, summoner 1

Casting Time 1 standard action

Components V, S

Range touch

Target creature touched

Duration 24 hours

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

A creature protected by endure elements suffers no harm from being in a hot or cold environment.  It can exist comfortably in conditions between -50 and 140 degrees Fahrenheit (-45 and 60 degrees Celsius) without having to make Fortitude saves.  The creature's equipment is likewise protected.

Endure elements doesn't provide any protection from fire or cold damage, nor does it protect against other environmental hazards such as smoke, lack of air, and so forth.

False Life (tier 4-5 Mazzel Gol; 1d10+7)

School necromancy

Level alchemist 2, sorcerer/wizard 2, witch 2

Casting Time 1 standard action

Components V, S, M (a drop of blood)

Range personal

Target you

Duration 1 hour/level or until discharged; see text

You harness the power of unlife to grant yourself a limited ability to avoid death.  While this spell is in effect, you gain temporary hit points equal to 1d10+1 per caster level (maximum +10).

Fire Breath (Room 4 treasure; potion; 3 rounds)

School evocation [fire]; Level alchemist 2, magus 2, sorcerer/wizard 2

Casting Time 1 standard action

Components V, S, M (a chili pepper)

Range 15 ft.

Effect cone-shaped burst

Duration 1 round/level or until discharged; see text

Saving Throw Reflex half; see text; Spell Resistance yes

Up to thrice during this spell's duration, you can belch forth a cone of fire as a standard action.  The first cone deals 4d6 points of fire damage to every creature in the area.  The second cone of flame deals 2d6 points of fire damage to every creature in the area.  The third cone of flame deals 1d6 points of fire damage to every creature in the area.  A successful Reflex save halves this damage.  After the third cone of flame, the spell ends.

Haste (tier 4-5 Mazzel Gol; 7 rounds)

School transmutation; Level alchemist 3, bard 3, magus 3, sorcerer/wizard 3, summoner 2

Casting Time 1 standard action

Components V, S, M (a shaving of licorice root)

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 Fortitude negates (harmless); Spell Resistance yes (harmless)

The transmuted creatures move and act more quickly than normal.  This extra speed has several effects.

When making a full attack action, a hasted creature may make one extra attack with one natural or manufactured weapon.  The attack is made using the creature's full base attack bonus, plus any modifiers appropriate to the situation.  (This effect is not cumulative with similar effects, such as that provided by a speed weapon, nor does it actually grant an extra action, so you can't use it to cast a second spell or otherwise take an extra action in the round.)

A hasted creature gains a +1 bonus on attack rolls and a +1 dodge bonus to AC and Reflex saves.  Any condition that makes you lose your Dexterity bonus to Armor Class (if any) also makes you lose dodge bonuses.

All of the hasted creature's modes of movement (including land movement, burrow, climb, fly, and swim) increase by 30 feet, to a maximum of twice the subject's normal speed using that form of movement.  This increase counts as an enhancement bonus, and it affects the creature's jumping distance as normal for increased speed.  Multiple haste effects don't stack.  Haste dispels and counters slow.

Identify (both tiers Mazzel Gol)

School divination; Domain magic 1; Bloodline arcane 1

Level alchemist 1, bard 1, sorcerer/wizard 1, summoner 1, witch 1

Casting Time 1 standard action

Components V, S, M (wine stirred with an owl's feather)

Range 60 ft.

Area cone-shaped emanation

Duration 3 rounds/level (D)

Saving Throw none; Spell Resistance no

This spell functions as detect magic, except that it gives you a +10 enhancement bonus on Spellcraft checks made to identify the properties and command words of magic items in your possession.  This spell does not allow you to identify artifacts.

Invisibility (both tiers Mazzel Gol; 4 mins./7 mins.)

School illusion (glamer); Domain trickery 2; Bloodline arcane 2

Level alchemist 2, antipaladin 2, bard 2, inquisitor 2, magus 2, sorcerer/wizard 2, summoner 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 lbs./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.

Shield of Faith (tier 1-2 Uthil Mak potion if not used in combat; +2 AC (inc. touch))

School abjuration; Level cleric/oracle 1, inquisitor 1; Domain agathion 1, glory 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).

Slow (effect) (Ice Golem when hit by an electric attack)

An affected creature moves and attacks at a drastically slowed rate.  Creatures affected by this 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.

Spider Climb (both tiers Mazzel Gol; 40 mins./70 mins.)

School transmutation; Level alchemist 2, druid 2, magus 2, sorcerer/wizard 2, summoner 2

Casting Time 1 standard action

Components V, S, M (a live spider)

Range touch

Target creature touched

Duration 10 min./level

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

The subject can climb and travel on vertical surfaces or even traverse ceilings as well as a spider does.  The affected creature must have its hands free to climb in this manner.  The subject gains a climb speed of 20 feet and a +8 racial bonus on Climb skill checks; furthermore, it need not make Climb checks to traverse a vertical or horizontal surface (even upside down).  A spider climbing creature retains its Dexterity bonus to Armor Class (if any) while climbing, and opponents get no special bonus to their attacks against it.  It cannot, however, use the run action while climbing.

True Strike (both tiers Mazzel Gol)

School divination; Domain destruction 1, luck 1

Level alchemist 1, inquisitor 1, magus 1, sorcerer/wizard 1

Casting Time 1 standard action

Components V, F (small wooden replica of an archery target)

Range personal

Targets 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.

