You Only Die Twice Spells

Bless (249)
School enchantment (compulsion) [mind-affecting]; Level
cleric 1, paladin 1
Casting Time 1 standard action
Components V, S, DF
Range 50 ft.
Area The caster and all allies within a 50-ft. burst,
centered on the caster
Duration 1 min./level
Saving Throw none; Spell Resistance yes (harmless)
Bless fills your allies with courage. Each ally gains
a +1 morale bonus on attack rolls and on saving throws
against fear effects.
Bless counters and dispels bane.

Blindness /Deafness (250) DC 18

School necromancy; Level bard 2, cleric 3,

sorcerer/wizard 2

Casting Time 1 standard action

Components V

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

Target one living creature

Duration permanent (D)

Saving Throw Fortitude negates; Spell Resistance yes
You call upon the powers of unlife to render the

subject blinded or deafened, as you choose.

Breath of Life (251)

School conjuration (healing); Level cleric 5

Casting Time 1 standard action

Components V, S

Range touch

Target creature touched

Duration instantaneous

Saving Throw Will negates (harmless) or Will half, see
text; Spell

Resistance yes (harmless) or yes, see text

This spell cures 5d8 points of damage + 1 point
per caster level (maximum +25).

Unlike other spells that heal damage, breath of life
can bring recently slain creatures back to life. If cast upon
a creature that has died within 1 round, apply the healing
from this spell to the creature. If the healed creature’s hit
point total is at a negative amount less than its
Constitution score, it comes back to life and stabilizes at
its new hit point total. If the creature’s hit point total is at a
negative amount equal to or greater than its Constitution
score, the creature remains dead. Creatures brought back
to life through breath of life gain a temporary negative
level that lasts for 1 day.

Creatures slain by death effects cannot be saved
by breath of life.

Like cure spells, breath of life deals damage to
undead creatures rather than curing them, and cannot
bring them back to life.

Consecrate (258)
School evocation [good]; Level cleric 2
Casting Time 1 standard action
Components V, S, M (a vial of holy water and 25 gp
worth of silver dust), DF
Range close (25 ft. + 5 ft./2 levels)
Area 20-ft.-radius emanation
Duration 2 hours/level
Saving Throw none; Spell Resistance no

This spell blesses an area with positive energy.
The DC to resist positive channeled energy within this
area gains a +3 sacred bonus. Every undead creature
entering a consecrated area suffers

Cure Critical Wounds (262) DC 17
School conjuration (healing); Level bard 4, cleric 4, druid
5

This spell functions like cure light wounds, except
that it cures 4d8 points of damage + 1 point per caster
level (maximum +20).

cure Light Wounds (263) DC 13/14
School conjuration (healing); Level bard 1, cleric 1, druid
1, paladin 1, ranger 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 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 (263) DC 14/15
School conjuration (healing); Level bard 2, cleric 2, druid
3, paladin 3, ranger 3

This spell functions like cure light wounds, except
that it cures 2d8 points of damage + 1 point per caster
level (maximum +10).

Cure Serious Wounds (263) DC 15/16
School conjuration (healing); Level bard 3, cleric 3, druid
4, paladin 4, ranger 4

This spell functions like cure light wounds, except
that it cures 3d8 points of damage + 1 point per caster
level (maximum +15).

Darkness (263)

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. Nonmagical 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 (267)

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

Casting Time 1 standard action

Component: V, S

Range 60 ft.

Area cone-shaped emanation

Duration concentration, up to 1 min./level (D)
Saving Throw none; Spell Resistance no

You detect magical auras. The amount of
information revealed depends on how long you study a
particular area or subject.

1st Round: Presence or absence of magical
auras.

2nd Round: Number of different magical auras
and the power of the most potent aura.

3rd Round: The strength and location of each
aura. If the items or creatures bearing the auras are in line
of sight, you can make Knowledge (arcana) skill checks to
determine the school of magic involved in each. (Make
one check per aura: DC 15 + spell level, or 15 + 1/2 caster
level for a nonspell effect.) If the aura emanates from a
magic item, you can attempt to identify its properties
(see Spellcraft).

Magical areas, multiple types of magic, or strong
local magical emanations may distort or conceal weaker
auras.

Aura Strength: An aura’s power depends on a
spell’s functioning spell level or an item’s caster level; see
the accompanying table. If an aura falls into more than
one category, detect magic indicates the stronger of the
two.

Lingering Aura: A magical aura lingers after its
original source dissipates (in the case of a spell) or is
destroyed (in the case of a magic item). If detect magic is
cast and directed at such a location, the spell indicates an
aura strength of dim (even weaker than a faint aura). How
long the aura lingers at this dim level depends on its
original power:

Original Strength Duration of Lingering Aura

Faint 1d6 rounds
Moderate 1d6 minutes
Strong 1d6 x 10 minutes

Overwhelming 1d6 days



DETECT MAGIC

Aura Power
Spell or Object Faint Moderate Strong Overwhelming
Functioning spell (spell level) 3rd or lower 4th—6th 7th—gth 10th+ (deity-level)
Magic item (caster level) sth or lower 6th—11th 12th—20th 215t+ (artifact)

Dimension Door (269)

School conjuration (teleportation); Level bard 4,
sorcerer/wizard 4

Casting Time 1 standard action

Components V

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

Target you and touched objects or other touched willing
creatures

Duration instantaneous

Saving Throw none and Will negates (object); Spell
Resistance no and yes (object)

You instantly transfer yourself from your current
location to any other spot within range. You always arrive
at exactly the spot desired—whether by simply visualizing
the area or by stating direction. After using this spell, you
can’t take any other actions until your next turn. You can
bring along objects as long as their weight doesn’t exceed
your maximum load. You may also bring one additional
willing Medium or smaller creature (carrying gear or
objects up to its maximum load) or its equivalent per three
caster levels. A Large creature counts as two Medium
creatures, a Huge creature counts as two Large creatures,
and so forth. All creatures to be transported must be in
contact with one another, and at least one of those
creatures must be in contact with you.

If you arrive in a place that is already occupied by
a solid body, you and each creature traveling with you
take 1d6 points of damage and are shunted to a random
open space on a suitable surface within 100 feet of the
intended location.

If there is no free space within 100 feet, you and
each creature traveling with you take an additional 2d6
points of damage and are shunted to a free space within
1,000 feet. If there is no free space within 1,000 feet, you
and each creature travelling with you take an additional
4d6 points of damage and the spell simply fails.

Displacement (273)

School illusion (glamer); Level bard 3, sorcerer/wizard 3
Casting Time 1 standard action

Components V, M (a small loop of leather)

Range touch

Target creature touched

Duration 1 round/level (D)

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

The subject of this spell appears to be about 2
feet away from its true location. The creature benefits from
a 50% miss chance as if it had total concealment. Unlike
actual total concealment, displacement does not prevent
enemies from targeting the creature normally. True seeing
reveals its true location and negates the miss chance.

Disrupt Undead (273)
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.

Divine Power (273)
School evocation; Level cleric 4
Casting Time 1 standard action
Components V, S, DF
Range personal
Target you
Duration 1 round/level

Calling upon the divine power of your patron, you
imbue yourself with strength and skill in combat. You gain
a +1 luck bonus on attack rolls, weapon damage rolls,
Strength checks, and Strength-based skill checks for
every three caster levels you have (maximum +6). You
also gain 1 temporary hit point per caster level. Whenever
you make a full-attack action, you can make an additional
attack at your full base attack bonus, plus any appropriate
modifiers. This additional attack is not cumulative with
similar effects, such as haste or weapons with the speed
special ability.



Eagle ’s Splendor (275)
School transmutation; Level bard 2, cleric 2, paladin 2,
sorcerer/wizard 2
Casting Time 1 standard action
Components V, S, M/DF (feathers or droppings from an
eagle)
Range touch
Target creature touched
Duration 1 min./level
Saving Throw Will negates (harmless); Spell Resistance
yes

The transmuted creature becomes more poised,
articulate, and personally forceful. The spell grants a +4
enhancement bonus to Charisma, adding the usual
benefits to Charisma-based skill checks and other uses of
the Charisma modifier. Bards, paladins, and sorcerers
(and other spellcasters who rely on Charisma) affected by
this spell do not gain any additional bonus spells for the
increased Charisma, but the save DCs for spells they cast
while under this spell’s effect do increase.

Enervation (277)

School necromancy; Level sorcerer/wizard 4
Casting Time 1 standard action
Components V, S

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

Effect ray of negative energy

Duration instantaneous

Saving Throw none; Spell Resistance yes

You point your finger and fire a black ray of
negative energy that suppresses the life force of any living
creature it strikes. You must make a ranged touch attack
to hit. If you hit, the subject gains 1d4 temporary negative
levels (see Appendix 1). Negative levels stack.

Assuming the subject survives, it regains lost
levels after a number of hours equal to your caster level
(maximum 15 hours). Usually, negative levels have a
chance of becoming permanent, but the negative levels
from enervation don’t last long enough to do so. An
undead creature struck by the ray gains 1d4 x 5
temporary hit points for 1 hour.

Expeditious Retreat (279)

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

Components V, S

Range personal

Target you

Duration 1 min./level (D)

This spell increases your base land speed by 30
feet. This adjustment is treated as an enhancement
bonus. There is no effect on other modes of movement,
such as burrow, climb, fly, or swim. As with any effect that
increases your speed, this spell affects your jumping
distance (see the Acrobatics skill).

False Life (280)
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).

Fear (281) DC 20

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.

Flame Strike (283) DC 18
School evocation [fire]; Level cleric 5, druid 4
Casting Time 1 standard action
Components V, S, DF
Range medium (100 ft. + 10 ft./level)
Area cylinder (10-ft. radius, 40-ft. high)
Duration instantaneous
Saving Throw Reflex half; Spell Resistance yes

A flame strike evokes a vertical column of divine
fire. The spell deals 1d6 points of damage per caster level
(maximum 15d6). Half the damage is fire damage, but the
other half results directly from divine power and is
therefore not subject to being reduced by resistance to
fire-based attacks.

Fly (284)
School transmutation; Level sorcerer/wizard 3
Casting Time 1 standard action
Components V, S, F (a wing feather)
Range touch
Target creature touched
Duration 1 min./level
Saving Throw Will negates (harmless); Spell Resistance
yes (harmless)

The subject can fly at a speed of 60 feet (or 40
feet if it wears medium or heavy armor, or if it carries a
medium or heavy load). It can ascend at half speed and



descend at double speed, and its maneuverability is good.

Using a fly spell requires only as much concentration as
walking, so the subject can attack or cast spells normally.
The subject of a fly spell can charge but not run, and it
cannot carry aloft more weight than its maximum load,
plus any armor it wears. The subject gains a bonus on Fly
skill checks equal to 1/2 your caster level.

Should the spell duration expire while the subject
is still aloft, the magic fails slowly. The subject floats
downward 60 feet per round for 1d6 rounds. If it reaches
the ground in that amount of time, it lands safely. If not, it
falls the rest of the distance, taking 1d6 points of damage
per 10 feet of fall. Since dispelling a spell effectively ends
it, the subject also descends safely in this way if the fly
spell is dispelled, but not if it is negated by an antimagic
field.

Haste (294)

School transmutation; Level bard 3, sorcerer/wizard 3
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.

Hold Monster (296) DC 19
School enchantment (compulsion) [mind-affecting]; Level
bard 4, sorcerer/wizard 5
Components: V, S, M/DF (one hard metal bar or rod,
which can be as small as a three-penny nail)
Target one living creature

This spell functions like hold person, except that it
affects any living creature that fails its Will save.

Hold Person (296)
School enchantment (compulsion) [mind-affecting]; Level
bard 2, cleric 2, sorcerer/wizard 3
Casting Time 1 standard action
Components V, S, F/DF (a small, straight piece of iron)
Range medium (100 ft. + 10 ft./level)
Target one humanoid creature
Duration 1 round/level (D); see text
Saving Throw Will negates; see text; Spell Resistance
yes

The subject becomes paralyzed and freezes in
place. It is aware and breathes normally but cannot take
any actions, even speech. Each round on its turn, the
subject may attempt a new saving throw to end the effect.
This is a full-round action that does not provoke attacks of
opportunity. A winged creature who is paralyzed cannot
flap its wings and falls. A swimmer can’t swim and may
drown.

Light (304)

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

Casting Time 1 standard action

Components V, M/DF (a firefly)

Range touch

Target object touched

Duration 10 min./level

Saving Throw none; Spell Resistance no

This spell causes a touched object to glow like a
torch, shedding normal light in a 20-foot radius, and
increasing the light level for an additional 20 feet by one
step, up to normal light (darkness becomes dim light, and
dim light becomes normal light). In an area of normal or
bright light, this spell has no effect. The effect is immobile,
but it can be cast on a movable object.

You can only have one light 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 (through permanency or a similar effect),
it does not count against this limit. Light can be used to
counter or dispel any darkness spell of equal or lower
spell level.



Lightning Bolt (304) DC 17
School evocation [electricity]; Level sorcerer/wizard 3
Casting Time 1 standard action
Components V, S, M (fur and a glass rod)
Range 120 ft.
Area 120-ft. line
Duration instantaneous
Saving Throw Reflex half; Spell Resistance yes

You release a powerful stroke of electrical energy
that deals 1d6 points of electricity damage per caster level
(maximum 10d6) to each creature within its area. The bolt
begins at your fingertips.

The lightning bolt sets fire to combustibles and
damages objects in its path. It can melt metals with a low

melting point, such as lead, gold, copper, silver, or bronze.

If the damage caused to an interposing barrier shatters or
breaks through it, the bolt may continue beyond the
barrier if the spell’s range permits; otherwise, it stops at
the barrier just as any other spell effect does.

Magic Missile (309)

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.

Prayer (324)

School enchantment (compulsion) [mind-affecting]; Level
cleric 3, paladin 3

Casting Time 1 standard action

Components V, S, DF

Range 40 ft.

Area all allies and foes within a 40-ft.-radius burst
centered on you

Duration 1 round/level

Saving Throw none; Spell Resistance yes

You bring special favor upon yourself and your
allies while bringing disfavor to your enemies. You and
each of your allies gain a +1 luck bonus on attack rolls,
weapon damage rolls, saves, and skill checks, while each
of your foes takes a —1 penalty on such rolls.

Ray of Enfeeblement (329) DC 16/17
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 Frost (330)
School evocation [cold]; Level sorcerer/wizard O
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

A ray of freezing air and ice projects from your
pointing finger. You must succeed on a ranged touch
attack with the ray to deal damage to a target. The ray
deals 1d3 points of cold damage.

Read Magic (330)
School divination; Level bard 0, cleric 0, druid 0, paladin
1, ranger 1, sorcerer/wizard 0
Casting Time 1 standard action
Components V, S, F (a clear crystal or mineral prism)
Range personal
Target you
Duration 10 min./level

You can decipher magical inscriptions on
objects—books, scrolls, weapons, and the like—that
would otherwise be unintelligible. This deciphering does
not normally invoke the magic contained in the writing,
although it may do so in the case of a cursed or trapped
scroll. Furthermore, once the spell is cast and you have
read the magical inscription, you are thereafter able to
read that particular writing without recourse to the use of
read magic. You can read at the rate of one page (250
words) per minute. The spell allows you to identify a glyph
of warding with a DC 13 Spellcraft check, a greater glyph



of warding with a DC 16 Spellcraft check, or any symbol
spell with a Spellcraft check (DC 10 + spell level).

Read magic can be made permanent with a
permanency spell.

Resistance (334)

School abjuration; Level bard 0, cleric 0, druid 0, paladin
1, sorcerer/wizard O

Casting Time 1 standard action

Components V, S, M/DF (a miniature cloak)

Range touch

Target creature touched

Duration 1 minute

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

You imbue the subject with magical energy that
protects it from harm, granting it a +1 resistance bonus on
saves.

Resistance can be made permanent with a
permanency spell.

sanctuary (336) DC 13/14

School abjuration; Level cleric 1
Casting Time 1 standard action
Components V, S, DF
Range touch
Target creature touched
Duration 1 round/level
Saving Throw Will negates; Spell Resistance no

Any opponent attempting to directly attack the
warded creature, even with a targeted spell, must attempt
a Will save. If the save succeeds, the opponent can attack
normally and is unaffected by that casting of the spell. If
the save fails, the opponent can’t follow through with the
attack, that part of its action is lost, and it can’t directly
attack the warded creature for the duration of the spell.
Those not attempting to attack the subject remain
unaffected. This spell does not prevent the warded
creature from being attacked or affected by area of effect
spells. The subject cannot attack without breaking the
spell but may use nonattack spells or otherwise act.

Scare (336) DC 17 Tier 5-6 only
School necromancy [fear, mind-affecting]; Level bard 2,
sorcerer/wizard 2
Casting Time 1 standard action
Components V, S, M (a bone from an undead creature)
Range medium (100 ft. + 10 ft./level)
Targets one living creature per three levels, no two of
which can be more than 30 ft. apart
Duration 1 round/level or 1 round; see text for cause fear
Saving Throw Will partial; Spell Resistance yes

This spell functions like cause fear, except that it
causes all targeted creatures of less than 6 HD to become
frightened.

Scorching Ray (337)
School evocation [fire]; Level sorcerer/wizard 2
Casting Time 1 standard action
Components V, S
Range close (25 ft. + 5 ft./2 levels)
Effect one or more rays
Duration instantaneous
Saving Throw none; Spell Resistance yes

You blast your enemies with a searing beam of
fire. You may fire one ray, plus one additional ray for
every four levels beyond 3rd (to a maximum of three rays
at 11th level). Each ray requires a ranged touch attack to
hit and deals 4d6 points of fire damage. The rays may be
fired at the same or different targets, but all rays must be
aimed at targets within 30 feet of each other and fired
simultaneously.

Searing Light (338)
School evocation; Level cleric 3
Casting Time 1 standard action
Components V, S
Range medium (100 ft. + 10 ft./level)
Effect ray
Duration instantaneous
Saving Throw none; Spell Resistance yes

Focusing divine power like a ray of the sun, you
project a blast of light from your open palm. You must
succeed on a ranged touch attack to strike your target. A
creature struck by this ray of light takes 1d8 points of
damage per two caster levels (maximum 5d8). An undead
creature takes 1d6 points of damage per caster level
(maximum 10d6), and an undead creature particularly
vulnerable to bright light takes 1d8 points of damage per
caster level (maximum 10d8). A construct or inanimate
object takes only 1d6 points of damage per two caster
levels (maximum 5d6).

Shield of Faith (342)

School abjuration; Level cleric 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).



Sound Burst (346) DC 14/15

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.

Spell Immunity (347)

School abjuration; Level cleric 4

Casting Time 1 standard action

Components V, S, DF

Range touch

Target creature touched

Duration 10 min./level

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

The warded creature is immune to the effects of
one specified spell for every four levels you have. The
spells must be of 4™ level or lower. The warded creature
effectively has unbeatable spell resistance regarding the
specified spell or spells. Naturally, that immunity doesn’t
protect a creature from spells for which spell resistance
doesn’t apply. Spell immunity protects against spells,
spell-like effects of magic items, and innate spell-like
abilities of creatures. It does not protect against
supernatural or extraordinary abilities, such as breath
weapons or gaze attacks.

Only a particular spell can be protected against,
not a certain domain or school of spells or a group of
spells that are similar in effect. A creature can have only
one spell immunity or greater spell immunity spell in effect
on it at a time.

Stabilize (348)

School conjuration (healing); Level cleric 0, druid O
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 (harmless); Spell
Resistance: yes (harmless)

Upon casting this spell, you target a living
creature that has —1 or fewer hit points. That creature is
automatically stabilized and does not lose any further hit
points. If the creature later takes damage, it continues
dying normally.

Summon Swarm (354)
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.

Touch of Fatigue (360) DC 15
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 (364)
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.



Empowered Vampiric Touch (364)
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.

Empower Spell (Metamagic) (122)

You can increase the power of your spells,
causing them to deal more damage.

Benefit: All variable, numeric effects of an
empowered spell are increased by half, including bonuses
to those dice rolls.

Saving throws and opposed rolls are not affected,
nor are spells without random variables. An empowered
spell uses up a spell slot two levels higher than the spell’s
actual level.

Wall of Fire (365)
School evocation [fire]; Level druid 5, sorcerer/wizard 4

Spell-Like Abilities (CL 6th; concentration +10)
7/day—qgrave touch (3 rounds) (4 rounds)

Grave Touch (Sp) (81)

Casting Time 1 standard action

Components V, S, M/DF (a piece of phosphor)

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

Effect opaque sheet of flame up to 20 ft. long/level or a
ring of fire with a radius of up to 5 ft./two levels; either
form 20 ft. high

Duration concentration + 1 round/level

Saving Throw none; Spell Resistance yes

An immobile, blazing curtain of shimmering violet
fire springs into existence. One side of the wall, selected
by you, sends forth waves of heat, dealing 2d4 points of
fire damage to creatures within 10 feet and 1d4 points of
fire damage to those past 10 feet but within 20 feet. The
wall deals this damage when it appears, and to all
creatures in the area on your turn each round. In addition,
the wall deals 2d6 points of fire damage + 1 point of fire
damage per caster level (maximum +20) to any creature
passing through it. The wall deals double damage to
undead creatures.

If you evoke the wall so that it appears where
creatures are, each creature takes damage as if passing
through the wall. If any 5-foot length of wall takes 20
points or more of cold damage in 1 round, that length
goes away. (Do not divide cold damage by 2, as normal
for objects.)

Walll of fire can be made permanent with a
permanency spell. A permanent wall of fire that is
extinguished by cold damage becomes inactive for 10
minutes, then reforms at normal strength.

As a standard action, you can make a melee touch attack that causes a living creature to become shaken for a
number of rounds equal to 1/2 your wizard level (minimum 1). If you touch a shaken creature with this ability, it becomes
frightened for 1 round if it has fewer Hit Dice than your wizard level. You can use this ability a number of times per day equal

to 3 + your Intelligence modifier.

Harm (293)
School necromancy; Level cleric 6
Casting Time 1 standard action
Components V, S
Range touch
Target creature touched
Duration instantaneous
Saving Throw Will half; see text; Spell Resistance yes
Harm charges a subject with negative energy that
deals 10 points of damage per caster level (to a maximum
of 150 points at 15" level). If the creature successfully
saves, harm deals half this amount. Harm cannot reduce
the target’s hit points to less than 1.
If used on an undead creature, harm acts like
heal.

Heal (294)
School conjuration (healing); Level cleric 6, druid 7
Casting Time 1 standard action
Components V, S
Range touch
Target creature touched
Duration instantaneous
Saving Throw Will negates (harmless); Spell Resistance
yes (harmless)

Heal enables you to channel positive energy into
a creature to wipe away injury and afflictions. It
immediately ends any and all of the following adverse
conditions affecting the target: ability damage, blinded,
confused, dazed, dazzled, deafened, diseased,



exhausted, fatigued, feebleminded, insanity, nauseated,
poisoned, sickened, and stunned. It also cures 10 hit
points of damage per level of the caster, to a maximum of
150 points at 15th level.

Heal does not remove negative levels or restore
permanently
drained ability score points.

If used against an undead creature, heal instead
acts like harm.

Undead Anatomy | (UM 244)
School transmutation (polymorph); Level alchemist 3,
magus 3, sorcerer/wizard 3
Casting Time 1 standard action
Components V, S, M (a piece of the creature whose form
you plan to assume)
Range personal
Target you
Duration 1 minute/level (D)
When you cast this spell, you can assume the
form of any Small or Medium corporeal creature of the

undead type, which must be vaguely humanoid-shaped
(like a ghoul, skeleton, or zombie). You gain a bite attack
(1d6 for Medium forms, 1d4 for Small forms), two claw or
slam attacks (1d6 for Medium forms, 1d4 for Small forms),
and darkvision 60 feet. If the form you assume has any of
the following abilities, you gain the listed ability: climb 30
feet, fly 30 feet (average maneuverability), swim 30 feet,
low-light vision, and scent.

In this form, you detect as an undead creature
(such as with detect undead, but not with magic that
reveals your true form, such as true seeing) and are
treated as undead for the purposes of channeled energy,
cure spells, and inflict spells, but not for other effects that
specifically target or react differently to undead (such as
searing light).

Small undead: If the form you take is that of a
Small undead, you gain a +2 size bonus to your Dexterity
and a +1 natural armor bonus.

Medium undead: If the form you take is that of a
Medium undead, you gain a +2 size bonus to your
Strength and a +2 natural armor bonus.



