
Goblin Adept of Zarongel Spells 
 

Burning Hands (DC 12) x2 (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. 
 

Sleep (DC 12) 
School enchantment (compulsion) [mind-
affecting]; Level bard 1, sorcerer/wizard 1 
Casting Time 1 round 
Components V, S, M (fine sand, rose petals, or 
a live cricket) 
Range medium (100 ft. + 10 ft./level) 
Area one or more living creatures within a 10-ft.-
radius burst 
Duration 1 min./level 
Saving Throw Will negates; Spell Resistance 
yes 

A sleep spell causes a magical slumber 
to come upon 4 HD of creatures. Creatures with 

the fewest HD are affected first. Among 
creatures with equal HD, those who are closest 
to the spell’s point of origin are affected first. HD 
that are not sufficient to affect a creature are 
wasted. Sleeping creatures are helpless. 
Slapping or wounding awakens an affected 
creature, but normal noise does not. Awakening 
a creature is a standard action (an application of 
the aid another action). Sleep does not target 
unconscious creatures, constructs, or undead 
creatures. 
 

Touch of Fatigue (DC 11) 

School necromancy; Level sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, S, M (a drop of sweat) 
Range touch 
Target creature touched 
Duration 1 round/level 
Saving Throw Fortitude negates; Spell 
Resistance yes 

You channel negative energy through 
your touch, fatiguing the target. You must 
succeed on a touch attack to strike a target. The 
subject is immediately fatigued for the spell’s 
duration. 

This spell has no effect on a creature 
that is already fatigued. Unlike with normal 
fatigue, the effect ends as soon as the spell’s 
duration expires. 

 





Vadoma’s Sorcerer Spells (Undead) 

Grave Touch (Sp):  (1 round, 6/day) 
(3 rounds, 7/day) 

Starting at 1st level, you can make a 
melee touch attack as a standard action that 
causes a living creature to become shaken for a 
number of rounds equal to 1/2 your sorcerer 

level (minimum 1). If you touch a shaken 
creature with this ability, it becomes frightened 
(see page 567) for 1 round if it has fewer Hit 
Dice than your sorcerer level. You can use this 
ability a number of times per day equal to 3 + 
your Charisma modifier. 

 
*** 

 
1st (4/day) (5/day) (6/day) 
2nd (7/day) 
3rd (5/day) 
 

Bleed (DC 14) (DC 16) 

School necromancy; Level cleric 0, 
sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Target one living creature 
Duration instantaneous 
Saving Throw: Will negates; Spell Resistance: 
yes 

You cause a living creature that is below 
0 hit points but stabilized to resume dying. Upon 
casting this spell, you target a living creature 
that has –1 or fewer hit points. That creature 
begins dying, taking 1 point of damage per 
round. The creature can be stabilized later 
normally. This spell causes a creature that is 
dying to take 1 point of damage. 
 

Cause Fear (DC 15) (DC 17) 
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. 
 
 
 
 

Chill Touch (DC 17)  
School necromancy; Level sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
Range touch 
Targets creature or creatures touched (up to 
one/level) 
Duration instantaneous 
Saving Throw Fortitude partial or Will negates; 
see text; Spell Resistance yes 

A touch from your hand, which glows 
with blue energy, disrupts the life force of living 
creatures. Each touch channels negative energy 
that deals 1d6 points of damage. The touched 
creature also takes 1 point of Strength damage 
unless it makes a successful Fortitude saving 
throw. You can use this melee touch attack up to 
one time per level. 

An undead creature you touch takes no 
damage of either sort, but it must make a 
successful Will saving throw or flee as if 
panicked for 1d4 rounds + 1 round per caster 
level. 
 

Daze (DC 13) (DC 14) 

School enchantment (compulsion) [mind-
affecting]; Level bard 0, sorcerer/wizard 0 
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 
 

Disrupt Undead (DC 14) (DC 16) 
School necromancy; Level sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Effect ray 
Duration instantaneous 
Saving Throw none; Spell Resistance yes 

You direct a ray of positive energy. You must 
make a ranged touch attack to hit, and if the ray hits 
an undead creature, it deals 1d6 points of damage to 
it. 

 
False Life 
School necromancy; Level sorcerer/wizard 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). 

 

Ghoul Touch (DC 17) 

School necromancy; Level sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, M (cloth from a ghoul or earth 

from a ghoul’s lair) 
Range touch 
Target living humanoid touched 
Duration 1d6+2 rounds 
Saving Throw Fortitude negates; Spell Resistance 

yes 
Imbuing you with negative energy, this spell 

allows you to paralyze a single living humanoid for the 
duration of the spell with a successful melee touch 
attack. 

A paralyzed subject exudes a carrion stench 
that causes all living creatures (except you) in a 10-
foot-radius spread to become sickened (Fortitude 
negates). A neutralize poison spell removes the effect 
from a sickened creature, and creatures immune to 
poison are unaffected by the stench. This is a poison 
effect. 

 
 
 
 
 

Grease (DC 15) 
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. 

 

Light 
 
Mage Hand 
 

Ray of Enfeeblement (DC 15) (DC 
17) 

School necromancy; Level sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Effect ray 
Duration 1 round/level 
Saving Throw Fortitude half; Spell Resistance 
yes 
A coruscating ray springs from your hand. You 
must succeed on a ranged touch attack to strike 
a target. The subject takes a penalty to Strength 
equal to 1d6+1 per two caster levels (maximum 
1d6+5). The subject’s Strength score cannot 
drop below 1. A successful Fortitude save 
reduces this penalty by half. This penalty does 
not stack with itself. Apply the highest penalty 
instead. 



 
Ray of Exhaustion (DC 19) 
School necromancy; Level sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S, M (a drop of sweat) 
Range close (25 ft. + 5 ft./2 levels) 
Effect ray 
Duration 1 min./level 
Saving Throw Fortitude partial; see text; Spell 
Resistance yes 

A black ray projects from your pointing 
finger. You must succeed on a ranged touch 
attack with the ray to strike a target. 

The subject is immediately exhausted 
for the spell’s duration. A successful Fortitude 
save means the creature is only fatigued. 

A character that is already fatigued 
instead becomes exhausted. 

This spell has no effect on a creature 
that is already exhausted. Unlike normal 
exhaustion or fatigue, the effect ends as soon as 
the spell’s duration expires. 
 

Shield (already cast) 
 

Slow (DC 17) 

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. 

 
Spectral Hand 
School necromancy; Level sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S 
Range medium (100 ft. + 10 ft./level) 
Effect one spectral hand 
Duration 1 min./level (D) 
Saving Throw none; Spell Resistance no 

A ghostly hand shaped from your life force 
materializes and moves as you desire, allowing you to 

deliver low-level, touch range spells at a distance. On 
casting the spell, you lose 1d4 hit points that return 
when the spell ends (even if it is dispelled), but not if 
the hand is destroyed. (The hit points can be healed 
as normal.) For as long as the spell lasts, any touch 
range spell of 4th level or lower that you cast can be 
delivered by the spectral hand. The spell gives you a 

+2 bonus on your melee touch attack roll, and 
attacking with the hand counts normally as an attack. 
The hand always strikes from your direction. The 
hand cannot flank targets like a creature can. After it 
delivers a spell, or if it goes beyond the spell range or 
goes out of your sight, the hand returns to you and 
hovers. 

The hand is incorporeal and thus cannot be 
harmed by normal weapons. It has improved evasion 
(half damage on a failed Reflex save and no damage 
on a successful save), your save bonuses, and an AC 
of 22 (+8 size, +4 natural armor). Your Intelligence 
modifier applies to the hand’s AC as if it were the 
hand’s Dexterity modifier. The hand has 1 to 4 hit 
points, the same number that you lost in creating it. 

 

Touch of Fatigue (DC 14) (DC 16) 

School necromancy; Level sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, S, M (a drop of sweat) 
Range touch 
Target creature touched 
Duration 1 round/level 
Saving Throw Fortitude negates; Spell 
Resistance yes 

You channel negative energy through 
your touch, fatiguing the target. You must 
succeed on a touch attack to strike a target. The 
subject is immediately fatigued for the spell’s 
duration. 

This spell has no effect on a creature 
that is already fatigued. Unlike with normal 
fatigue, the effect ends as soon as the spell’s 
duration expires. 
 
Vampiric Touch 
School necromancy; Level sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S 
Range touch 
Target living creature touched 
Duration instantaneous/1 hour; see text 
Saving Throw none; Spell Resistance yes 

You must succeed on a melee touch attack. 
Your touch deals 1d6 points of damage per two caster 
levels (maximum 10d6). You gain temporary hit points 
equal to the damage you deal. You can’t gain more 
than the subject’s current hit points + the subject’s 
Constitution score (which is enough to kill the 
subject). The temporary hit points disappear 1 hour 
later. 





Wymund Pratt’s Bard Spells 

Bardic Performance: 
13 rounds/day  
19 rounds/day move action   
25 rounds/day   
 
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 +2 
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 +3 

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 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. 
 
 
Suggestion (Sp):  

A bard of 6th level or higher can use his 
performance to make a suggestion (as per the spell) to a 
creature he has already fascinated (see above). Using this 
ability does not disrupt the fascinate effect, but it does 
require a standard action to activate (in addition to the free 
action to continue the fascinate effect). A bard can use this 
ability more than once against an individual creature during 
an individual performance.  

Making a suggestion does not count against a 
bard’s total rounds per day of bardic performance. A Will 
saving throw (DC 10 + 1/2 the bard’s level + the bard’s Cha 
modifier) negates the effect. This ability affects only a single 
creature. Suggestion is an enchantment (compulsion), mind 
affecting, language-dependent ability and relies on audible 
components. 
 
Dirge of Doom (Su):  

A bard of 8th level or higher can use his 
performance to foster a sense of growing dread in his 
enemies, causing them to become shaken. To be affected, 
an enemy must be within 30 feet and able to see and hear 
the bard’s performance. The effect persists for as long as the 
enemy is within 30 feet and the bard continues his 
performance. This performance cannot cause a creature to 
become frightened or panicked, even if the targets are 



already shaken from another effect. Dirge of doom is a mind-
affecting fear effect, and it relies on audible and visual 
components. 
 
Inspire Greatness (Su):  

A bard of 9th level or higher can use his 
performance to inspire greatness in himself or a single 
willing ally within 30 feet, granting extra fighting capability. 
For every three levels the bard attains beyond 9th, he can 
target an additional ally while using this performance (up to a 
maximum of four targets at 18

th
 level). To inspire greatness, 

all of the targets must be able to see and hear the bard. A 
creature inspired with greatness gains 2 bonus Hit Dice 
(d10s), the commensurate number of temporary hit points 
(apply the target’s Constitution modifier, if any, to these 
bonus Hit Dice), a +2 competence bonus on attack rolls, and 
a +1 competence bonus on Fortitude saves. The bonus Hit 
Dice count as regular Hit Dice for determining the effect of 
spells that are Hit Dice dependent. Inspire greatness is a 
mind-affecting ability and it relies on audible and visual 
components. 

 
*** 

1st (4/day) (5/day) (6/day) 
2nd (1/day) (4/day)  (5/day) 
3rd (1/day) (4/day) 
4th (0/day) 
 

Charm Person (DC 16) (DC 17) 
(DC 19) 

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. 
 
 
 
 
 
 

Confusion (DC 21) 
School enchantment (compulsion) [mind-
affecting]; Level bard 3, sorcerer/wizard 4 
Casting Time 1 standard action 
Components V, S, M/DF (three nutshells) 
Range medium (100 ft. + 10 ft./level) 
Targets all creatures in a 15-ft.-radius burst 
Duration 1 round/level 
Saving Throw Will negates; Spell Resistance 
yes 

This spell causes confusion in the 
targets, making them unable to determine their 
actions. Roll on the following table at the start of 
each subject’s turn each round to see what it 
does in that round. 
d%  Behavior 
01–25  Act normally 
26–50  Do nothing but babble incoherently 
51–75  Deal 1d8 points of damage + Str modifier to self  
 with item in hand 
76–100  Attack nearest creature (for this purpose, a familiar  
 counts as part of the subject’s self ) 

 
A confused character who can’t carry 

out the indicated action does nothing but babble 
incoherently. Attackers are not at any special 
advantage when attacking a confused character. 
Any confused character who is attacked 
automatically attacks its attackers on its next 
turn, as long as it is still confused when its turn 
comes. Note that a confused character will not 
make attacks of opportunity against any creature 
that it is not already devoted to attacking (either 
because of its most recent action or because it 
has just been attacked). 
 
 

Cure Light Wounds 
 
Cure Serious Wounds 



 

Daze (DC 15) (DC 16) (DC 18) 
School enchantment (compulsion) [mind-
affecting]; Level bard 0, sorcerer/wizard 0 
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. 
 

Fear (DC 18) (DC 19) 
School necromancy [fear, mind-affecting]; Level 
bard 3, sorcerer/wizard 4 
Casting Time 1 standard action 
Components V, S, M (the heart of a hen or a 
white feather) 
Range 30 ft. 
Area cone-shaped burst 
Duration 1 round/level or 1 round; see text 
Saving Throw Will partial; Spell Resistance 
yes 

An invisible cone of terror causes each 
living creature in the area to become panicked 
unless it succeeds on a Will save. If cornered, a 
panicked creature begins cowering. If the Will 
save succeeds, the creature is shaken for 1 
round. 
 

Glitterdust (DC 18) (DC 19) 
School conjuration (creation); Level bard 2, 
sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, M (ground mica) 
Range medium (100 ft. + 10 ft./level) 
Area creatures and objects within 10-ft.-radius 
spread 
Duration 1 round/level 
Save Will negates (blinding only); SR no 

A cloud of golden particles covers 
everyone and everything in the area, causing 
creatures to become blinded and visibly outlining 
invisible things for the duration of the spell. All 
within the area are covered by the dust, which 

cannot be removed and continues to sparkle 
until it fades. Each round at the end of their turn 
blinded creatures may attempt new saving 
throws to end the blindness effect. 

Any creature covered by the dust takes 
a –40 penalty on Stealth checks. 
 

Grease  (DC 17) (DC 18) 

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 (DC 16) (DC 17) 
(DC 19) 
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. 
 
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 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. 

Invisibility can be made permanent (on 
objects only) with a permanency spell. 

 
Invisibility, Greater 
School illusion (glamer); Level bard 4, 
sorcerer/wizard 4 
Components: V, S 
Target you or creature touched 
Duration 1 round/level (D) 
Saving Throw Will negates (harmless) 

This spell functions like invisibility, 
except that it doesn’t end if the subject attacks. 
 

Lullaby (DC 15) (DC 16) (DC 18) 

School enchantment (compulsion) [mind-
affecting]; Level bard 0 
Casting Time 1 standard action 
Components V, S 
Range medium (100 ft. + 10 ft./level) 
Area living creatures within a 10-ft.-radius burst 
Duration concentration + 1 round/level (D) 
Saving Throw Will negates; Spell Resistance 
yes 

Any creature within the area that fails a 
Will save becomes drowsy and inattentive, 
taking a –5 penalty on Perception checks and a 
–2 penalty on Will saves against sleep effects 
while the lullaby is in effect. Lullaby lasts for as 
long as the caster concentrates, plus up to 1 
round per caster level thereafter. 
 

Mage Hand 
 
Message 
 
Open/Close 
 
 



Sleep (DC 17) 
School enchantment (compulsion) [mind-
affecting]; Level bard 1, sorcerer/wizard 1 
Casting Time 1 round 
Components V, S, M (fine sand, rose petals, or 
a live cricket) 
Range medium (100 ft. + 10 ft./level) 
Area one or more living creatures within a 10-ft.-
radius burst 
Duration 1 min./level 
Saving Throw Will negates; Spell Resistance 
yes 

A sleep spell causes a magical slumber 
to come upon 4 HD of creatures. Creatures with 
the fewest HD are affected first. Among 
creatures with equal HD, those who are closest 
to the spell’s point of origin are affected first. HD 
that are not sufficient to affect a creature are 
wasted. Sleeping creatures are helpless. 
Slapping or wounding awakens an affected 
creature, but normal noise does not. Awakening 
a creature is a standard action (an application of 
the aid another action). Sleep does not target 
unconscious creatures, constructs, or undead 
creatures. 
 

Suggestion (DC 18) (DC 20) 

School enchantment (compulsion) [language-
dependent, mindaffecting]; 
Level bard 2, sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, M (a snake’s tongue and a 
honeycomb) 
Range close (25 ft. + 5 ft./2 levels) 
Target one living creature 
Duration 1 hour/level or until completed 
Saving Throw Will negates; Spell Resistance 
yes 

You influence the actions of the target 
creature by suggesting a course of activity 
(limited to a sentence or two). The suggestion 
must be worded in such a manner as to make 
the activity sound reasonable. Asking the 
creature to do some obviously harmful act 
automatically negates the effect of the spell. 

The suggested course of activity can 
continue for the entire duration. If the suggested 
activity can be completed in a shorter time, the 
spell ends when the subject finishes what it was 
asked to do. You can instead specify conditions 
that will trigger a special activity during the 
duration. If the condition is not met before the 
spell duration expires, the activity is not 
performed. 

A very reasonable suggestion causes 
the save to be made with a penalty (such as –1 
or –2). 
 

Summon Instrument 
School conjuration (summoning); Level bard 0 
Casting Time 1 round 
Components V, S 
Range 0 ft. 
Effect one summoned handheld musical 
instrument 
Duration 1 min./level (D) 
Saving Throw none; Spell Resistance no 

This spell summons one handheld 
musical instrument of your choice. This 
instrument appears in your hands or at your feet 
(your choice). The instrument is typical for its 
type. Only one instrument appears per casting, 
and it will play only for you. You can’t summon 
an instrument too large to be held in two hands. 
The summoned instrument disappears at the 
end of this spell. 

 
Summon Monster II III IV (already 
cast) 
 
Summon Swarm 
School conjuration (summoning); Level bard 2, 
druid 2, sorcerer/wizard 2 
Casting Time 1 round 
Components V, S, M/DF (a square of red cloth) 
Range close (25 ft. + 5 ft./2 levels) 
Effect one swarm of bats, rats, or spiders 
Duration concentration + 2 rounds 
Saving Throw none; Spell Resistance no 

You summon a swarm of bats, rats, or 
spiders (your choice), which attacks all other 
creatures within its area. (You may summon the 
swarm so that it shares the area of other 
creatures.) If no living creatures are within its 
area, the swarm attacks or pursues the nearest 
creature as best it can. The caster has no 
control over its target or direction of travel. 


