
Movanic Deva (Area 1) 

Aid (At Will) 
School enchantment (compulsion) [mind-
affecting]; Level cleric 2 
Casting Time 1 standard action 
Components V, S, DF 
Range touch 
Target living creature touched 
Duration 1 min./level 
Saving Throw none; Spell Resistance yes 
(harmless) 

Aid grants the target a +1 morale bonus 
on attack rolls and saves against fear effects, 
plus temporary hit points equal to 1d8 + caster 
level (to a maximum of 1d8+10 temporary hit 
points at caster level 10th). 
 

 Antimagic Field (1/day) 

School abjuration; Level cleric 8, 
sorcerer/wizard 6 
Casting Time 1 standard action 
Components V, S, M/DF (pinch of powdered 
iron or iron filings) 
Range 10 ft. 
Area 10-ft.-radius emanation, centered on you 
Duration 10 min./level (D) 
Saving Throw none; Spell Resistance see text 

An invisible barrier surrounds you and 
moves with you. The space within this barrier is 
impervious to most magical effects, including 
spells, spell-like abilities, and supernatural 
abilities. Likewise, it prevents the functioning of 
any magic items or spells within its confines. 

An antimagic field suppresses any spell 
or magical effect used within, brought into, or 
cast into the area, but does not dispel it. Time 
spent within an antimagic field counts against 
the suppressed spell’s duration. 

Summoned creatures of any type wink 
out if they enter an antimagic field. They 
reappear in the same spot once the field goes 
away. Time spent winked out counts normally 
against the duration of the conjuration that is 
maintaining the creature. If you cast antimagic 
field in an area occupied by a summoned 
creature that has spell resistance, you must 
make a caster level check (1d20 + caster level) 
against the creature’s spell resistance to make it 
wink out. (The effects of instantaneous 
conjurations are not affected by an antimagic 
field because the conjuration itself is no longer in 
effect, only its result.) 

A normal creature can enter the area, as 
can normal missiles. Furthermore, while a magic 
sword does not function magically within the 
area, it is still a sword (and a masterwork sword 
at that). The spell has no effect on golems and 
other constructs that are imbued with magic 
during their creation process and are thereafter 
self-supporting (unless they have been 
summoned, in which case they are treated like 
any other summoned creatures). Elementals, 
undead, and outsiders are likewise unaffected 
unless summoned. These creatures’ spell-like or 
supernatural abilities may be temporarily 
nullified by the field. Dispel magic does not 
remove the field. 

Two or more antimagic fields sharing 
any of the same space have no effect on each 
other. Certain spells, such as wall of force, 
prismatic sphere, and prismatic wall, remain 
unaffected by antimagic field. Artifacts and 
deities are unaffected by mortal magic such as 
this. 

Should a creature be larger than the 
area enclosed by the barrier, any part of it that 
lies outside the barrier is unaffected by the field. 
 

Awaken (1/day) 
School transmutation; Level druid 5 
Casting Time 24 hours 
Components V, S, M (herbs and oils worth 
2,000 gp), DF 
Range touch 
Target animal or tree touched 
Duration instantaneous 
Saving Throw Will negates; Spell Resistance 
yes 

You awaken a tree or animal to human-
like sentience. To succeed, you must make a 
Will save (DC 10 + the animal’s current HD, or 
the HD the tree will have once awakened). The 
awakened animal or tree is friendly toward you. 
You have no special empathy or connection with 
a creature you awaken, although it serves you in 
specific tasks or endeavors if you communicate 
your desires to it. If you cast awaken again, any 
previously awakened creatures remain friendly 
to you, but they no longer undertake tasks for 
you unless it is in their best interests. 

An awakened tree has characteristics as 
if it were an animated object (see the Pathfinder 
RPG Bestiary), except that it gains the plant type 
and its Intelligence, Wisdom, and Charisma 



scores are each 3d6. An awakened plant gains 
the ability to move its limbs, roots, vines, 
creepers, and so forth, and it has senses similar 
to a human’s. 

An awakened animal gets 3d6 
Intelligence, +1d3 Charisma, and +2 HD. Its type 
becomes magical beast (augmented animal). An 
awakened animal can’t serve as an animal 
companion, familiar, or special mount. 

An awakened tree or animal can speak 
one language that you know, plus one additional 
language that you know per point of Intelligence 
bonus (if any). This spell does not function on an 
animal or plant with an Intelligence greater than 
2. 
 

Cure Serious Wounds (7/day)  
3d8+15 

 

Detect Evil (Constant) 

 

Discern Lies (DC 18) At Will 

School divination; Level cleric 4, paladin 3 
Casting Time 1 standard action 
Components V, S, DF 
Range close (25 ft. + 5 ft./2 levels) 
Targets one creature/level, no two of which can 
be more than 30 ft. apart 
Duration concentration, up to 1 round/level 
Saving Throw Will negates; Spell Resistance 
no 

Each round, you concentrate on one 
target, who must be within range. You know if 
the target deliberately and knowingly speaks a 
lie by discerning disturbances in its aura caused 
by lying. The spell does not reveal the truth, 
uncover unintentional inaccuracies, or 
necessarily reveal evasions. 

Each round, you may concentrate on a 
different target. 
 

Dispel Evil (DC 19) At Will 

School abjuration [good]; Level cleric 5, paladin 
4 
Casting Time 1 standard action 
Components V, S, DF 
Range touch 
Target or Targets you and a touched evil 
creature from another plane, or you and an 
enchantment or evil spell on a touched creature 
or object 
Duration 1 round/level or until discharged, 
whichever comes first 

Saving Throw see text; Spell Resistance see 
text 

Shimmering, white holy energy 
surrounds you. This energy has three effects. 

First, you gain a +4 deflection bonus to 
AC against attacks by evil creatures. 

Second, on making a successful melee 
touch attack against an evil creature from 
another plane, you can choose to drive that 
creature back to its home plane. The creature 
can negate the effects with a successful Will 
save (spell resistance applies). This use 
discharges and ends the spell. 

Third, with a touch you can 
automatically dispel any one enchantment spell 
cast by an evil creature or any one evil spell. 
Spells that can’t be dispelled by dispel magic 
also can’t be dispelled by dispel evil. Saving 
throws and spell resistance do not apply to this 
effect. This use discharges and ends the spell. 
 

Dispel Magic (At Will) 

School abjuration; Level bard 3, cleric 3, druid 
4, paladin 3, sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S 
Range medium (100 ft. + 10 ft./level) 
Target or Area one spellcaster, creature, or 
object 
Duration instantaneous 
Saving Throw none; Spell Resistance no 

You can use dispel magic to end one 
ongoing spell that has been cast on a creature 
or object, to temporarily suppress the magical 
abilities of a magic item, or to counter another 
spellcaster’s spell. A dispelled spell ends as if its 
duration had expired. Some spells, as detailed in 
their descriptions, can’t be defeated by dispel 
magic. Dispel magic can dispel (but not counter) 
spell-like effects just as it does spells. The effect 
of a spell with an instantaneous duration can’t 
be dispelled, because the magical effect is 
already over before the dispel magic can take 
effect. 

You choose to use dispel magic in one 
of two ways: a targeted dispel or a counterspell. 

Targeted Dispel: One object, creature, 
or spell is the target of the dispel magic spell. 
You make one dispel check (1d20 + your caster 
level) and compare that to the spell with highest 
caster level (DC = 11 + the spell’s caster level). 
If successful, that spell ends. If not, compare the 
same result to the spell with the next highest 
caster level. Repeat this process until you have 



dispelled one spell affecting the target, or you 
have failed to dispel every spell. 

For example, a 7th-level caster casts 
dispel magic, targeting a creature affected by 
stoneskin (caster level 12th) and fly (caster level 
6th). The caster level check results in a 19. This 
check is not high enough to end the stoneskin 
(which would have required a 23 or higher), but 
it is high enough to end the fly (which only 
required a 17). Had the dispel check resulted in 
a 23 or higher, the stoneskin would have been 
dispelled, leaving the fly intact. Had the dispel 
check been a 16 or less, no spells would have 
been affected. 

You can also use a targeted dispel to 
specifically end one spell affecting the target or 
one spell affecting an area (such as a wall of 
fire). You must name the specific spell effect to 
be targeted in this way. If your caster level check 
is equal to or higher than the DC of that spell, it 
ends. No other spells or effects on the target are 
dispelled if your check is not high enough to end 
the targeted effect. 

If you target an object or creature that is 
the effect of an ongoing spell (such as a monster 
summoned by summon monster), you make a 
dispel check to end the spell that conjured the 
object or creature. 

If the object that you target is a magic 
item, you make a dispel check against the item’s 
caster level (DC = 11 + the item’s caster level). If 
you succeed, all the item’s magical properties 
are suppressed for 1d4 rounds, after which the 
item recovers its magical properties. A 
suppressed item becomes nonmagical for the 
duration of the effect. An interdimensional 
opening (such as a bag of holding) is temporarily 
closed. A magic item’s physical properties are 
unchanged: A suppressed magic sword is still a 
sword (a masterwork sword, in fact). Artifacts 
and deities are unaffected by mortal magic such 
as this. 

You automatically succeed on your 
dispel check against any spell that you cast 
yourself. 

Counterspell: When dispel magic is 
used in this way, the spell targets a spellcaster 
and is cast as a counterspell. Unlike a true 
counterspell, however, dispel magic may not 
work; you must make a dispel check to counter 
the other spellcaster’s spell. 
 
 
 
 

Holy Aura (DC 22) 1/day 
School abjuration [good]; Level cleric 8 
Casting Time 1 standard action 
Components V, S, F (a tiny reliquary worth 500 
gp) 
Range 20 ft. 
Targets one creature/level in a 20-ft.-radius 
burst centered on you 
Duration 1 round/level (D) 
Saving Throw see text; Spell Resistance yes 
(harmless) 

A brilliant divine radiance surrounds the 
subjects, protecting them from attacks, granting 
them resistance to spells cast by evil creatures, 
and causing evil creatures to become blinded 
when they strike the subjects. This abjuration 
has four effects. 

First, each warded creature gains a +4 
deflection bonus to AC and a +4 resistance 
bonus on saves. Unlike protection from evil, this 
benefit applies against all attacks, not just 
against attacks by evil creatures. 

Second, each warded creature gains 
spell resistance 25 against evil spells and spells 
cast by evil creatures.  

Third, the abjuration protects the 
recipient from possession and mental influence, 
just as protection from evil does. 

Finally, if an evil creature succeeds on a 
melee attack against a creature warded by a 
holy aura, the offending attacker is blinded 
(Fortitude save negates, as blindness/deafness, 
but against holy aura’s save DC). 
 

Holy Smite (DC 18) (At Will) 

School evocation [good]; Level cleric 4 
Casting Time 1 standard action 
Components V, S 
Range medium (100 ft. + 10 ft./level) 
Area 20-ft.-radius burst 
Duration instantaneous (1 round); see text 
Saving Throw Will partial; see text; Spell 
Resistance yes 

You draw down holy power to smite 
your enemies. Only evil and neutral creatures 
are harmed by the spell; good creatures are 
unaffected. 

The spell deals 1d8 points of damage 
per two caster levels (maximum 5d8) to each 
evil creature in the area (or 1d6 points of 
damage per caster level, maximum 10d6, to an 
evil outsider) and causes it to become blinded 
for 1 round. A successful Will saving  throw 
reduces damage to half and negates the blinded 
effect. 



The spell deals only half damage to 
creatures who are neither good nor evil, and 
they are not blinded. Such a creature can 
reduce that damage by half (down to one-
quarter of the roll) with a successful Will save. 
 

Invisibility (self only) (At Will) 

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. 
 

Plane Shift (DC 19) At Will 
School conjuration (teleportation); Level cleric 
5, sorcerer/wizard 7 
Casting Time 1 standard action 
Components V, S, F (a forked metal rod 
attuned to the plane of travel) 
Range touch 
Target creature touched, or up to eight willing 
creatures joining hands 
Duration instantaneous 
Saving Throw Will negates; Spell Resistance 
yes 

You move yourself or some other 
creature to another plane of existence or 
alternate dimension. If several willing persons 
link hands in a circle, as many as eight can be 
affected by the plane shift at the same time. 
Precise accuracy as to a particular arrival 
location on the intended plane is nigh 
impossible. From the Material Plane, you can 
reach any other plane, though you appear 5 to 
500 miles (5d%) from your intended destination. 
Plane shift transports creatures instantaneously 
and then ends. The creatures need to find other 
means if they are to travel back (including 
casting plane shift again). 
 

Remove Curse (At Will) 

School abjuration; Level bard 3, cleric 3, 
paladin 3, sorcerer/wizard 4 
Casting Time 1 standard action 
Components V, S 
Range touch 
Target creature or object touched 
Duration instantaneous 
Saving Throw Will negates (harmless); Spell 
Resistance yes (harmless) 

Remove curse can remove all curses on 
an object or a creature. If the target is a 
creature, you must make a caster level check 
(1d20 + caster level) against the DC of each 
curse affecting the target. Success means that 
the curse is removed. Remove curse does not 
remove the curse from a cursed shield, weapon, 
or suit of armor, although a successful caster 
level check enables the creature afflicted with 
any such cursed item to remove and get rid of it. 



Remove curse counters and dispels 
bestow curse. 
 

Remove Disease (At Will) 

School conjuration (healing); Level cleric 3, 
druid 3, ranger 3 
Casting Time 1 standard action 
Components V, S 
Range touch 
Target creature touched 
Duration instantaneous 
Saving Throw Fortitude negates (harmless); 
Spell Resistance yes (harmless) 

Remove disease can cure all diseases 
from which the subject is suffering. You must 
make a caster level check (1d20 + caster level) 
against the DC of each disease affecting the 
target. Success means that the disease is cured. 
The spell also kills some hazards and parasites, 
including green slime and others. 

Since the spell’s duration is 
instantaneous, it does not prevent re-infection 
after a new exposure to the same disease at a 
later date. 

 

Remove Fear (At Will) 

School abjuration; Level bard 1, cleric 1 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Targets one creature plus one additional 
creature per four levels, no two of which can be 
more than 30 ft. apart 
Duration 10 minutes; see text 
Saving Throw Will negates (harmless); Spell 
Resistance yes (harmless) 

You instill courage in the subject, 
granting it a +4 morale bonus against fear 
effects for 10 minutes. If the subject is under the 
influence of a fear effect when receiving the 
spell, that effect is suppressed for the duration of 
the spell. 

Remove fear counters and dispels 
cause fear. 
 
 

 

 





Advanced Monadic Deva (Area 1) 

 

Aid (At Will) 

School enchantment (compulsion) [mind-
affecting]; Level cleric 2 
Casting Time 1 standard action 
Components V, S, DF 
Range touch 
Target living creature touched 
Duration 1 min./level 
Saving Throw none; Spell Resistance yes 
(harmless) 

Aid grants the target a +1 morale bonus 
on attack rolls and saves against fear effects, 
plus temporary hit points equal to 1d8 + caster 
level (to a maximum of 1d8+10 temporary hit 
points at caster level 10th). 
 

Charm Monster (DC 18, 
elementals only) At Will 

School enchantment (charm) [mind-affecting]; 
Level bard 3, sorcerer/wizard 4 
Target one living creature 
Duration 1 day/level 

This spell functions like charm person, 
except that the effect is not restricted by 
creature type or size. 
 
Charm Person 
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 Serious Wounds (7/day)  
3d8+15 

 

Detect Evil (Constant) 

 

Discern Lies (DC 18) At Will 

School divination; Level cleric 4, paladin 3 
Casting Time 1 standard action 
Components V, S, DF 
Range close (25 ft. + 5 ft./2 levels) 
Targets one creature/level, no two of which can 
be more than 30 ft. apart 
Duration concentration, up to 1 round/level 
Saving Throw Will negates; Spell Resistance 
no 

Each round, you concentrate on one 
target, who must be within range. You know if 
the target deliberately and knowingly speaks a 
lie by discerning disturbances in its aura caused 
by lying. The spell does not reveal the truth, 
uncover unintentional inaccuracies, or 
necessarily reveal evasions. 

Each round, you may concentrate on a 
different target. 
 

Dispel Evil (DC 19) At Will 

School abjuration [good]; Level cleric 5, paladin 
4 
Casting Time 1 standard action 
Components V, S, DF 
Range touch 
Target or Targets you and a touched evil 
creature from another plane, or you and an 
enchantment or evil spell on a touched creature 
or object 
Duration 1 round/level or until discharged, 
whichever comes first 
Saving Throw see text; Spell Resistance see 
text 

Shimmering, white holy energy 
surrounds you. This energy has three effects. 



First, you gain a +4 deflection bonus to 
AC against attacks by evil creatures. 

Second, on making a successful melee 
touch attack against an evil creature from 
another plane, you can choose to drive that 
creature back to its home plane. The creature 
can negate the effects with a successful Will 
save (spell resistance applies). This use 
discharges and ends the spell. 

Third, with a touch you can 
automatically dispel any one enchantment spell 
cast by an evil creature or any one evil spell. 
Spells that can’t be dispelled by dispel magic 
also can’t be dispelled by dispel evil. Saving 
throws and spell resistance do not apply to this 
effect. This use discharges and ends the spell. 
 

Dispel Magic (At Will) 

School abjuration; Level bard 3, cleric 3, druid 
4, paladin 3, sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S 
Range medium (100 ft. + 10 ft./level) 
Target or Area one spellcaster, creature, or 
object 
Duration instantaneous 
Saving Throw none; Spell Resistance no 

You can use dispel magic to end one 
ongoing spell that has been cast on a creature 
or object, to temporarily suppress the magical 
abilities of a magic item, or to counter another 
spellcaster’s spell. A dispelled spell ends as if its 
duration had expired. Some spells, as detailed in 
their descriptions, can’t be defeated by dispel 
magic. Dispel magic can dispel (but not counter) 
spell-like effects just as it does spells. The effect 
of a spell with an instantaneous duration can’t 
be dispelled, because the magical effect is 
already over before the dispel magic can take 
effect. 

You choose to use dispel magic in one 
of two ways: a targeted dispel or a counterspell. 

Targeted Dispel: One object, creature, 
or spell is the target of the dispel magic spell. 
You make one dispel check (1d20 + your caster 
level) and compare that to the spell with highest 
caster level (DC = 11 + the spell’s caster level). 
If successful, that spell ends. If not, compare the 
same result to the spell with the next highest 
caster level. Repeat this process until you have 
dispelled one spell affecting the target, or you 
have failed to dispel every spell. 

For example, a 7th-level caster casts 
dispel magic, targeting a creature affected by 
stoneskin (caster level 12th) and fly (caster level 

6th). The caster level check results in a 19. This 
check is not high enough to end the stoneskin 
(which would have required a 23 or higher), but 
it is high enough to end the fly (which only 
required a 17). Had the dispel check resulted in 
a 23 or higher, the stoneskin would have been 
dispelled, leaving the fly intact. Had the dispel 
check been a 16 or less, no spells would have 
been affected. 

You can also use a targeted dispel to 
specifically end one spell affecting the target or 
one spell affecting an area (such as a wall of 
fire). You must name the specific spell effect to 
be targeted in this way. If your caster level check 
is equal to or higher than the DC of that spell, it 
ends. No other spells or effects on the target are 
dispelled if your check is not high enough to end 
the targeted effect. 

If you target an object or creature that is 
the effect of an ongoing spell (such as a monster 
summoned by summon monster), you make a 
dispel check to end the spell that conjured the 
object or creature. 

If the object that you target is a magic 
item, you make a dispel check against the item’s 
caster level (DC = 11 + the item’s caster level). If 
you succeed, all the item’s magical properties 
are suppressed for 1d4 rounds, after which the 
item recovers its magical properties. A 
suppressed item becomes nonmagical for the 
duration of the effect. An interdimensional 
opening (such as a bag of holding) is temporarily 
closed. A magic item’s physical properties are 
unchanged: A suppressed magic sword is still a 
sword (a masterwork sword, in fact). Artifacts 
and deities are unaffected by mortal magic such 
as this. 

You automatically succeed on your 
dispel check against any spell that you cast 
yourself. 

Counterspell: When dispel magic is 
used in this way, the spell targets a spellcaster 
and is cast as a counterspell. Unlike a true 
counterspell, however, dispel magic may not 
work; you must make a dispel check to counter 
the other spellcaster’s spell. 
 

Heal (1/day) 

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. 
 

Hold Monster (DC 18) (1/day) 

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 
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. 
 

Holy Aura (DC 22) 1/day 

School abjuration [good]; Level cleric 8 
Casting Time 1 standard action 
Components V, S, F (a tiny reliquary worth 500 
gp) 

Range 20 ft. 
Targets one creature/level in a 20-ft.-radius 
burst centered on you 
Duration 1 round/level (D) 
Saving Throw see text; Spell Resistance yes 
(harmless) 

A brilliant divine radiance surrounds the 
subjects, protecting them from attacks, granting 
them resistance to spells cast by evil creatures, 
and causing evil creatures to become blinded 
when they strike the subjects. This abjuration 
has four effects. 

First, each warded creature gains a +4 
deflection bonus to AC and a +4 resistance 
bonus on saves. Unlike protection from evil, this 
benefit applies against all attacks, not just 
against attacks by evil creatures. 

Second, each warded creature gains 
spell resistance 25 against evil spells and spells 
cast by evil creatures.  

Third, the abjuration protects the 
recipient from possession and mental influence, 
just as protection from evil does. 

Finally, if an evil creature succeeds on a 
melee attack against a creature warded by a 
holy aura, the offending attacker is blinded 
(Fortitude save negates, as blindness/deafness, 
but against holy aura’s save DC). 
 

Holy Smite (DC 18) (At Will) 

School evocation [good]; Level cleric 4 
Casting Time 1 standard action 
Components V, S 
Range medium (100 ft. + 10 ft./level) 
Area 20-ft.-radius burst 
Duration instantaneous (1 round); see text 
Saving Throw Will partial; see text; Spell 
Resistance yes 

You draw down holy power to smite 
your enemies. Only evil and neutral creatures 
are harmed by the spell; good creatures are 
unaffected. 

The spell deals 1d8 points of damage 
per two caster levels (maximum 5d8) to each 
evil creature in the area (or 1d6 points of 
damage per caster level, maximum 10d6, to an 
evil outsider) and causes it to become blinded 
for 1 round. A successful Will saving  throw 
reduces damage to half and negates the blinded 
effect. 

The spell deals only half damage to 
creatures who are neither good nor evil, and 
they are not blinded. Such a creature can 
reduce that damage by half (down to one-
quarter of the roll) with a successful Will save. 



 

Holy Word (DC 21) (3/day) 

School evocation [good, sonic]; Level cleric 7 
Casting Time 1 standard action 
Components V 
Range 40 ft. 
Area nongood creatures in a 40-ft.-radius 
spread centered on you 
Duration instantaneous 
Saving Throw Will partial; Spell Resistance 
yes 

Any nongood creature within the area of 
a holy word spell suffers the following ill effects. 
HD   Effect 
Equal to caster level  Deafened 
Up to caster level –1  Blinded, deafened 
Up to caster level –5  Paralyzed, blinded,  
   deafened 
Up to caster level –10  Killed, paralyzed, blinded,  
   deafened 

The effects are cumulative and 
concurrent. A successful Will save reduces or 
eliminates these effects. Creatures affected by 
multiple effects make only one save and apply 
the result to all the effects. 

Deafened: The creature is deafened for 
1d4 rounds. Save negates. 

Blinded: The creature is blinded for 2d4 
rounds. Save reduces the blinded effect to 1d4 
rounds. 

Paralyzed: The creature is paralyzed 
and helpless for 1d10 minutes. Save reduces 
the paralyzed effect to 1 round. 

Killed: Living creatures die. Undead 
creatures are destroyed. Save negates. If the 
save is successful, the creature instead takes 
3d6 points of damage + 1 point per caster level 
(maximum +25). 

Furthermore, if you are on your home 
plane when you cast this spell, nongood 
extraplanar creatures within the area are 
instantly banished back to their home planes. 
Creatures so banished cannot return for at least 
24 hours. This effect takes place regardless of 
whether the creatures hear the holy word or not. 
The banishment effect allows a Will save (at a –
4 penalty) to negate. 

Creatures whose HD exceed your 
caster level are unaffected by holy word. 
 
 
 
 
 
 

Invisibility (self only) (At Will) 

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. 



Mirror Image (3/day) 

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). 
 

Plane Shift (DC 19) At Will 

School conjuration (teleportation); Level cleric 
5, sorcerer/wizard 7 
Casting Time 1 standard action 
Components V, S, F (a forked metal rod 
attuned to the plane of travel) 
Range touch 
Target creature touched, or up to eight willing 
creatures joining hands 
Duration instantaneous 
Saving Throw Will negates; Spell Resistance 
yes 

You move yourself or some other 
creature to another plane of existence or 
alternate dimension. If several willing persons 
link hands in a circle, as many as eight can be 
affected by the plane shift at the same time. 
Precise accuracy as to a particular arrival 

location on the intended plane is nigh 
impossible. From the Material Plane, you can 
reach any other plane, though you appear 5 to 
500 miles (5d%) from your intended destination. 
Plane shift transports creatures instantaneously 
and then ends. The creatures need to find other 
means if they are to travel back (including 
casting plane shift again). 
 

Remove Curse (At Will) 

School abjuration; Level bard 3, cleric 3, 
paladin 3, sorcerer/wizard 4 
Casting Time 1 standard action 
Components V, S 
Range touch 
Target creature or object touched 
Duration instantaneous 
Saving Throw Will negates (harmless); Spell 
Resistance yes (harmless) 

Remove curse can remove all curses on 
an object or a creature. If the target is a 
creature, you must make a caster level check 
(1d20 + caster level) against the DC of each 
curse affecting the target. Success means that 
the curse is removed. Remove curse does not 
remove the curse from a cursed shield, weapon, 
or suit of armor, although a successful caster 
level check enables the creature afflicted with 
any such cursed item to remove and get rid of it. 

Remove curse counters and dispels 
bestow curse. 
 

Remove Disease (At Will) 

School conjuration (healing); Level cleric 3, 
druid 3, ranger 3 
Casting Time 1 standard action 
Components V, S 
Range touch 
Target creature touched 
Duration instantaneous 
Saving Throw Fortitude negates (harmless); 
Spell Resistance yes (harmless) 

Remove disease can cure all diseases 
from which the subject is suffering. You must 
make a caster level check (1d20 + caster level) 
against the DC of each disease affecting the 
target. Success means that the disease is cured. 
The spell also kills some hazards and parasites, 
including green slime and others. 

Since the spell’s duration is 
instantaneous, it does not prevent re-infection 
after a new exposure to the same disease at a 
later date. 
 



Remove Fear (At Will) 

School abjuration; Level bard 1, cleric 1 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Targets one creature plus one additional 
creature per four levels, no two of which can be 
more than 30 ft. apart 
Duration 10 minutes; see text 

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

You instill courage in the subject, 
granting it a +4 morale bonus against fear 
effects for 10 minutes. If the subject is under the 
influence of a fear effect when receiving the 
spell, that effect is suppressed for the duration of 
the spell. 

Remove fear counters and dispels 
cause fear. 

 
 

*** 
 



Bhuta Spells (Area 3) 

Animal Trance (DC 18) At Will 

School enchantment (compulsion) [mind-
affecting, sonic]; Level bard 2, druid 2 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Targets animals or magical beasts with 
Intelligence 1 or 2 
Duration concentration 
Saving Throw Will negates; Spell Resistance 
yes 

Your swaying motions and music (or 
singing, or chanting) compel animals and 
magical beasts to do nothing but watch you. 
Only a creature with an Intelligence score of 1 or 
2 can be fascinated by this spell. Roll 2d6 to 
determine the total number of HD worth of 
creatures that you fascinate. The closest targets 
are selected first until no more targets within 
range can be affected. 
 

Charm Animal (DC 17) (3/day) 

School enchantment (charm) [mind-affecting]; 
Level druid 1, ranger 1 
Target one animal 

This spell functions like charm person, 
except that it affects a creature of the animal 
type. 
 
Charm Person 
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. 

 

Magic Jar (animals only, DC 21) 
(1/day) 

School necromancy; Level sorcerer/wizard 5 
Casting Time 1 standard action 
Components V, S, F (a gem or crystal worth at 
least 100 gp) 
Range medium (100 ft. + 10 ft./level) 
Target one creature 
Duration 1 hour/level or until you return to your 
body 
Saving Throw Will negates; see text; Spell 
Resistance yes 

By casting magic jar, you place your 
soul in a gem or large crystal (known as the 
magic jar), leaving your body lifeless. Then you 
can attempt to take control of a nearby body, 
forcing its soul into the magic jar. You may move 
back to the jar (thereby returning the trapped 
soul to its body) and attempt to possess another 
body. The spell ends when you send your soul 
back to your own body, leaving the receptacle 
empty. To cast the spell, the magic jar must be 
within spell range and you must know where it 
is, though you do not need line of sight or line of 
effect to it. When you transfer your soul upon 
casting, your body is, as near as anyone can 
tell, dead. 

While in the magic jar, you can sense 
and attack any life force within 10 feet per caster 
level (and on the same plane of existence). You 
do need line of effect from the jar to the 
creatures. You cannot determine the exact 
creature types or positions of these creatures. In 
a group of life forces, you can sense a difference 
of 4 or more HD between one creature and 
another and can determine whether a life force 
is powered by positive or negative energy. 
(Undead creatures are powered by negative 
energy. Only sentient undead creatures have, or 
are, souls.) 



You could choose to take over either a 
stronger or a weaker creature, but which 
particular stronger or weaker creature you 
attempt to possess is determined randomly. 

Attempting to possess a body is a full-
round action. It is blocked by protection from evil 
or a similar ward. You possess the body and 
force the creature’s soul into the magic jar 
unless the subject succeeds on a Will save. 
Failure to take over the host leaves your life 
force in the magic jar, and the target 
automatically succeeds on further saving throws 
if you attempt to possess its body again. 

If you are successful, your life force 
occupies the host body, and the host’s life force 
is imprisoned in the magic jar. You keep your 
Intelligence, Wisdom, Charisma, level, class, 
base attack bonus, base save bonuses, 
alignment, and mental abilities. The body retains 
its Strength, Dexterity, Constitution, hit points, 
natural abilities, and automatic abilities. A body 
with extra limbs does not allow you to make 
more attacks (or more advantageous two-
weapon attacks) than normal. You can’t choose 
to activate the body’s extraordinary or 
supernatural abilities. The creature’s spells and 
spell-like abilities do not stay with the body. 

As a standard action, you can shift 
freely from a host to the magic jar if within range, 
sending the trapped soul back to its body. The 
spell ends when you shift from the jar to your 
own body. 

If the host body is slain, you return to 
the magic jar, if within range, and the life force of 
the host departs (it is dead). If the host body is 
slain beyond the range of the spell, both you and 
the host die. Any life force with nowhere to go is 
treated as slain. 

If the spell ends while you are in the 
magic jar, you return to your body (or die if your 
body is out of range or destroyed). If the spell 
ends while you are in a host, you return to your 
body (or die, if it is out of range of your current 
position), and the soul in the magic jar returns to 
its body (or dies if it is out of range). Destroying 
the receptacle ends the spell, and the spell can 
be dispelled at either the magic jar or the host’s 
location. 
 

Speak With Animals (At Will) 

School divination; Level bard 3, druid 1, ranger 
1 
Casting Time 1 standard action 
Components V, S 
Range personal 
Target you 
Duration 1 min./level 

You can ask questions of and receive 
answers from animals, but the spell doesn’t 
make them any more friendly than normal. Wary 
and cunning animals are likely to be terse and 
evasive, while the more stupid ones make inane 
comments. If an animal is friendly toward you, it 
may do some favor or service for you. 

 

Veil (self only, as animal with 
backward feet, DC 22) At 
Will 
School illusion (glamer); Level bard 6, 
sorcerer/wizard 6 
Casting Time 1 standard action 
Components V, S 
Range long (400 ft. + 40 ft./level) 
Targets one or more creatures, no two of which 
can be more than 30 ft. apart 
Duration concentration + 1 hour/level (D) 
Saving Throw Will negates; see text; Spell 
Resistance yes; see text 

You instantly change the appearance of 
the subjects and then maintain that appearance 
for the spell’s duration. You can make the 
subjects appear to be anything you wish. The 
subjects look, feel, and smell just like the 
creatures the spell makes them resemble. 
Affected creatures resume their normal 
appearances if slain. You must succeed on a 
Disguise check to duplicate the appearance of a 
specific individual. This spell gives you a +10 
bonus on the check.                        

Unwilling targets can negate the spell’s 
effect on them by making Will saves or with spell 
resistance. Those who interact with the subjects 
can attempt Will disbelief saves to see through 
the glamer, but spell resistance doesn’t help. 

 
*** 

 



Trap of Fortune or Ruin (Area 4) 
 

1—spell resistance (CL 11, envy rune), 
 
Spell Resistance 
School abjuration; Level cleric 5 
Casting Time 1 standard action 
Components V, S, DF 
Range touch 
Target creature touched 

Duration 1 min./level 
Saving Throw Will negates (harmless); Spell 
Resistance yes (harmless) 
The target gains spell resistance equal to 12 + 
your caster level. 

 

2—heal (CL 11, DC 19, sloth rune), 
 
Heal 
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. 

 

 
3—greater heroism (CL 11, lust rune), 

 
Heroism, Greater 
School enchantment (compulsion) [mind-
affecting]; Level bard 5, sorcerer/wizard 6 
Duration 1 min./level 

This spell functions like heroism, except 
the creature gains a +4 morale bonus on attack 
rolls, saves, and skill checks, immunity to fear 
effects, and temporary hit points equal to your 
caster level (maximum 20). 

 
 
 
 
 

Heroism 
School enchantment (compulsion) [mind-
affecting]; Level bard 2, sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S 
Range touch 
Target creature touched 
Duration 10 min./level 
Saving Throw Will negates (harmless); Spell 
Resistance yes (harmless) 

This spell imbues a single creature with 
great bravery and morale in battle. The target 
gains a +2 morale bonus on attack rolls, saves, 
and skill checks. 

 

4— empowered flame strike (CL 11, DC 17, wrath rune), 
 
Flame Strike 
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. 

 
 
 
 

Empower Spell (Metamagic) 
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. 

 

5—heightened phantasmal killer (CL 15, DC 22, pride rune), 
5—weird (CL 17, DC 23, pride rune), 

 
Phantasmal Killer 
School illusion (phantasm) [fear, mind-
affecting]; Level sorcerer/wizard 4 
Casting Time 1 standard action 
Components V, S 
Range medium (100 ft. + 10 ft./level) 
Target one living creature 
Duration instantaneous 
Saving Throw Will disbelief, then Fortitude 
partial; see text; Spell Resistance yes 

You create a phantasmal image of the 
most fearsome creature imaginable to the 
subject simply by forming the fears of the 
subject’s subconscious mind into something that 
its conscious mind can visualize: this most 
horrible beast. Only the spell’s subject can see 
the phantasmal killer. You see only a vague 
shape. The target first gets a Will save to 
recognize the image as unreal. If that save fails, 
the phantasm touches the subject, and the 
subject must succeed on a Fortitude save or die 
from fear. Even if the Fortitude save is 
successful, the subject takes 3d6 points of 
damage. 

If the subject of a phantasmal killer 
attack succeeds in disbelieving and possesses 
telepathy or is wearing a helm of telepathy, the 
beast can be turned upon you. You must then 
disbelieve it or become subject to its deadly fear 
attack. 

Heighten Spell (Metamagic) 
You can cast spells as if they were a 

higher level. 
Benefit: A heightened spell has a higher 

spell level than normal (up to a maximum of 9th 
level). Unlike other metamagic feats, Heighten 
Spell actually increases the effective level of the 
spell that it modifies. All effects dependent on 
spell level (such as saving throw DCs and ability 
to penetrate a lesser globe of invulnerability) are 
calculated according to the heightened level. 
The heightened spell is as difficult to prepare 
and cast as a spell of its effective level. 

 
Weird 
School illusion (phantasm) [fear, mind-
affecting]; Level sorcerer/wizard 9 
Targets any number of creatures, no two of 
which can be more than 30 ft. apart 

This spell functions like phantasmal 
killer, except it can affect more than one 
creature. Only the affected creatures see the 
phantasmal creatures attacking them, though 
you see the attackers as shadowy shapes. 

If a subject’s Fortitude save succeeds, it 
still takes 3d6 points of damage and is stunned 
for 1 round. The subject also takes 1d4 points of 
Strength damage.

 
 
 
 
 
 



6—mass inflict critical wounds (CL 15, DC 22, gluttony rune), 
6—harm (CL 11, DC 19, gluttony rune), 

 
Inflict Critical Wounds, Mass 
School necromancy; Level cleric 8 

This spell functions like mass inflict light 
wounds, except that it deals 4d8 points of 
damage + 1 point per caster level (maximum 
+40). 

 
 
Inflict Light Wounds, Mass 
School necromancy; Level cleric 5 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Target one creature/level, no two of which can 
be more than 30 ft. apart 
Duration instantaneous 
Saving Throw Will half; Spell Resistance yes 

Negative energy spreads out in all 
directions from the point of origin, dealing 1d8 
points of damage + 1 point per caster level 
(maximum +25) to nearby living enemies. 

Like other inflict spells, mass inflict light 
wounds cures undead in its area rather than 
damaging them. A cleric capable of 

spontaneously casting inflict spells can also 
spontaneously cast mass inflict spells 
 
 
Harm 
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

th
 

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. 
 

 

7— extended transformation (CL 13, greed rune), 
 
Transformation 
School transmutation; Level sorcerer/wizard 6 
Casting Time 1 standard action 
Components V, S, M (a potion of bull’s 
strength, which you drink and whose effects are 
subsumed by the spell effects) 
Range personal 
Target you 
Duration 1 round/level 

You become a fighting machine— 
stronger, tougher, faster, and more skilled in 
combat. Your mindset changes so that you 
relish combat and you can’t cast spells, even 
from magic items. 

You gain a +4 enhancement bonus to 
Strength, Dexterity, and Constitution, a +4 
natural armor bonus to AC, a +5 competence 
bonus on Fortitude saves, and proficiency with 

all simple and martial weapons. Your base 
attack bonus equals your character level (which 
may give you multiple attacks). 

You lose your spellcasting ability, 
including your ability to use spell activation or 
spell completion magic items, just as if the spells 
were no longer on your class list. 
 
Extend Spell (Metamagic) 

You can make your spells last twice as 
long. 

Benefit: An extended spell lasts twice 
as long as normal. A spell with a duration of 
concentration, instantaneous, or permanent is 
not affected by this feat. An extended spell uses 
up a spell slot one level higher than the spell’s 
actual level. 

 
 

8—nothing happens, and the statue can expend a spell if touched by 
the same creature again. 

 
*** 





Emketta (Graveknight) Area 5 

 

Sacrilegious Aura (Su):  (30 ft., DC 
18) (DC 20) (+6 profane 
bonus to channeled 
negative energy, +2 profane 
bonus to all attack, damage, 
and saves) 

A graveknight constantly exudes an 
aura of intense evil and negative energy in a 30-
foot radius. This aura functions as the spell 
desecrate and uses the graveknight’s armor as 
an altar of sorts to double the effects granted. 
The graveknight constantly gains the benefits of 
this effect (including the bonus hit points, as this 
aura is part of the graveknight’s creation). In 
addition, this miasma of fell energies hinders the 
channeling of positive energy. Any creature that 
attempts to summon positive energy in this 
area—such as through a cleric’s channel energy 
ability, a paladin’s lay on hands, or any spell with 
the healing subtype—must make a 
concentration check with a DC equal to 10 + 1/2 
the graveknight’s Hit Dice + the graveknight’s 
Charisma modifier. If the character fails, the 
effect is expended but does not function. 
 
Desecrate 
School evocation [evil]; Level cleric 2 
Casting Time 1 standard action 
Component V, S, M (a vial of unholy water and 
25 gp worth (5 pounds) of silver dust, all of 
which must be sprinkled around the area), DF 
Range close (25 ft. + 5 ft./2 levels) 
Area 20-ft.-radius emanation 

Duration 2 hours/level 
Saving Throw none; Spell Resistance yes 

This spell imbues an area with negative 
energy. The DC to resist negative channeled 
energy within this area gains a +3 profane 
bonus. Every undead creature entering a 
desecrated area gains a +1 profane bonus on all 
attack rolls, damage rolls, and saving throws. An 
undead creature created within or summoned 
into such an area gains +1 hit points per HD. 

If the desecrated area contains an 
altar, shrine, or other permanent fixture 
dedicated to your deity or aligned higher 
power, the modifiers given above are 
doubled (+6 profane bonus to negative 
channeled energy DCs, +2 profane bonus 
and +2 hit points per HD for undead created 
in the area). 

Furthermore, anyone who casts animate 
dead within this area may create as many as 
double the normal amount of undead (that is, 4 
HD per caster level rather than 2 HD per caster 
level). 

If the area contains an altar, shrine, or 
other permanent fixture of a deity, pantheon, or 
higher power other than your patron, the 
desecrate spell instead curses the area, cutting 
off its connection with the associated deity or 
power. This secondary function, if used, does 
not also grant the bonuses and penalties relating 
to undead, as given above. 

Desecrate counters and dispels 

consecrate. 

 

*** 

 
Channel Destruction (Su):  

Any weapon a graveknight wields 
seethes with energy, and deals an additional 
1d6 points of damage for every 4 Hit Dice the 
graveknight has. This additional damage is of 
the energy type determined by the ruinous 
revivification special quality. 
 
 
 

Devastating Blast (Su):  (6d6 fire, DC 
18) (8d6 fire, DC 20) 

Three times per day, the graveknight 
may unleash a 30-foot cone of energy as a 
standard action. This blast deals 2d6 points of 
damage for every 3 Hit Dice a graveknight has 
(Reflex for half). This damage is of the energy 
type determined by the graveknight's ruinous 
revivification special quality. 

 

http://paizo.com/pathfinderRPG/prd/spells/destruction.html#destruction


Undead Mastery (Su): (DC 18) (DC 
20) 

As a standard action, a graveknight can 
attempt to bend any undead creature within 50 
feet to its will. The targeted undead must 
succeed at a Will save or fall under the 
graveknight's control. This control is permanent 
for unintelligent undead; an undead with an 
Intelligence score is allowed an additional save 

every day to break free from the graveknight's 
control. A creature that successfully saves 
cannot be affected again by the same 
graveknight's undead mastery for 24 hours. 

A graveknight can control 5 Hit Dice of 
undead creatures for every Hit Die it has. If the 
graveknight exceeds this number, the excess 
from earlier uses of the ability becomes 
uncontrolled, as per animate dead.  45 or 60 
HD. 

 
 

*** 
 

Phantom Mount (Su):  
Once per hour, a graveknight can 

summon a skeletal horse similar to a phantom 
steed. This mount is more real than a 
typical phantom steed, and can carry one 
additional rider. The mount's powers are based 
on the graveknight's total Hit Dice rather than 
caster level. A graveknight's mount looks 
distinctive and always appears the same each 
time it is summoned. If the mount is destroyed, it 
can be summoned again with full hit points 1 
hour later. 
 
Phantom Steed 
School conjuration (creation); Level bard 3, 
sorcerer/wizard 3 
Casting Time 10 minutes 
Components V, S 
Range 0 ft. 
Effect one quasi-real, horselike creature 
Duration 1 hour/level (D) 
Saving Throw none; Spell Resistance no 

You conjure a Large, quasi-real, 
horselike creature (the exact coloration can be 
customized as you wish). It can be ridden only 
by you or by the one person for whom you 
specifically created the mount. A phantom steed 
has a black head and body, gray mane and tail, 
and smoke-colored, insubstantial hooves that 
make no sound. It has what seems to be a 
saddle, bit, and bridle. It does not fight, but 
animals shun it and refuse to attack it. 

The mount is AC 18 (–1 size, +4 natural 
armor, +5 Dex) and 7 hit points + 1 hit point per 
caster level. If it loses all its hit points, the 
phantom steed disappears. A phantom steed 
has a speed of 20 feet per two caster levels, to a 
maximum of 100 feet at 10th level. It can bear its 
rider’s weight plus up to 10 pounds per caster 
level. 

These mounts gain certain powers 
according to caster level. A mount’s abilities 
include those of mounts of lower caster levels. 

8th Level: The mount can ride over 
sandy, muddy, or even swampy ground 
without difficulty or decrease in speed. 

10th Level: The mount can use water 
walk at will (as the spell, no action required 
to activate this ability). 

12th Level: The mount can use air 
walk at will (as the spell, no action required 
to activate this ability) for up to 1 round at a 
time, after which it falls to the ground. 

14th Level: The mount can fly at its 
speed with a bonus on Fly skill checks equal to 
your caster level. 

 
During Combat Emketta couches her lance and 
uses Spirited Charge. If facing attacks from 
ranged weapons, she uses Deflect Arrows and 
Greater Disarm. She attempts to protect her 
mount with her Mounted Combat feat, but if it is 
destroyed, she fights with her longsword and 
uses Step Up and Strike against fleeing foes. 
Emketta pursues combatants until they exit the 
sacred site.  

 
Spirited Charge (Combat) 

Your mounted charge attacks deal a 
tremendous amount of damage. 

Prerequisites: Ride 1 rank, Mounted 
Combat, Ride-By Attack. 

Benefit: When mounted and using the 
charge action, you deal double damage with a 
melee weapon (or triple damage with a lance). 
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Ride-By Attack (Combat) 
While mounted and charging, you can 

move, strike at a foe, and then continue moving. 
Prerequisites: Ride 1 rank, Mounted 

Combat. 
Benefit: When you are mounted and 

use the charge action, you may move and attack 
as if with a standard charge and then move 
again (continuing the straight line of the charge). 
Your total movement for the round can’t exceed 
double your mounted speed. You and your 
mount do not provoke an attack of opportunity 
from the opponent that you attack. 
 
Mounted Combat (Combat) 

You are adept at guiding your mount 
through combat. 

Prerequisite: Ride 1 rank. 
Benefit: Once per round when your 

mount is hit in combat, you may attempt a Ride 
check (as an immediate action) to negate the hit. 
The hit is negated if your Ride check result is 
greater than the opponent’s attack roll. 
 
Greater Disarm (Combat) 

You can knock weapons far from an 
enemy’s grasp. 

Prerequisites: Combat Expertise, 
Improved Disarm, base attack bonus +6, Int 13. 

Benefit: You receive a +2 bonus on 
checks made to disarm a foe. This bonus stacks 
with the bonus granted by Improved Disarm. 
Whenever you successfully disarm an opponent, 
the weapon lands 15 feet away from its previous 
wielder, in a random direction. 

Normal: Disarmed weapons and gear 
land at the feet of the disarmed creature. 
 

Deflect Arrows (Combat) 
You can knock arrows and other 

projectiles off course, preventing them from 
hitting you. 

Prerequisites: Dex 13, Improved 
Unarmed Strike. 

Benefit: You must have at least one 
hand free (holding nothing) to use this feat. 
Once per round when you would normally be hit 
with an attack from a ranged weapon, you may 
deflect it so that you take no damage from it. 
You must be aware of the attack and not f lat-
footed. Attempting to deflect a ranged attack 
doesn’t count as an action. Unusually massive 
ranged weapons (such as boulders or ballista 
bolts) and ranged attacks generated by natural 
attacks or spell effects can’t be deflected. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 

*** 





Naroth Balam Spells (Area 6) 
 

During Combat Naroth begins 

combat by casting quickened grease on 

a PC’s weapon, followed by solid fog on 

himself, then moves a few squares into 

the fog and summons allies to fight for 

him. If he’s no longer inside the fog, 

Naroth casts quickened true strike 

followed by enervation. If grappled, he 

casts stilled grease on his clothing.  

 

During Combat Naroth begins 

combat by casting quickened acid arrow 

at a PC, followed by solid fog on 

himself, then moves a few squares into 

the fog and summons allies to fight for 

him. If he’s no longer inside the fog, 

Naroth casts quickened true strike 

followed by disintegrate or enervation. If 

grappled, he casts stilled grease on his 

clothing.  
 
Spellbook contains all prepared spells plus acid 
fog, charm person, contact other plane, 
glitterdust, locate object, major creation, 
nondetection, and phantom steed, planar 
binding, summon monster VII, teleport, and 
waves of exhaustion)  

 
SQ arcane bond (ring) 

A bonded object can be used once per 
day to cast any one spell that the wizard has in 
his spellbook and is capable of casting, even if 
the spell is not prepared. This spell is treated 
like any other spell cast by the wizard, including 
casting time, duration, and other effects 
dependent on the wizard’s level. This spell 
cannot be modified by metamagic feats or other 

abilities. The bonded object cannot be used to 
cast spells from the wizard’s opposition schools 
(see arcane school). 

 

Summoner’s Charm (Su): (5 rounds) 
(6 rounds) 

Whenever you cast a conjuration 
(summoning) spell, increase the duration by a 
number of rounds equal to 1/2 your wizard level 
(minimum 1). This increase is not doubled by 
Extend Spell. At 20th level, you can change the 
duration of all summon monster spells to 
permanent. You can have no more than one 
summon monster spell made permanent in this 
way at one time. If you designate another 
summon monster spell as permanent, the 
previous spell immediately ends. 

 

Acid Dart (Sp):  (8/day, 1d6+5 
acid) (1d6+6 acid) 

As a standard action you can unleash 
an acid dart targeting any foe within 30 feet as a 
ranged touch attack. The acid dart deals 1d6 
points of acid damage + 1 for every two wizard 
levels you possess. You can use this ability a 
number of times per day equal to 3 + your 
Intelligence modifier. This attack ignores spell 
resistance. 
 

Dimensional Steps (Sp):  (At will, 300 
390 feet/day)  

At 8th level, you can use this ability to 
teleport up to 30 feet per wizard level per day as 
a standard action. This teleportation must be 
used in 5-foot increments and such movement 
does not provoke an attack of opportunity. You 
can bring other willing creatures with you, but 
you must expend an equal amount of distance 
for each additional creature brought with you. 

 
 

*** 
 
 
 
 

 
 



Acid Arrow QUICKENED x2 

School conjuration (creation) [acid]; Level 
sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, M (rhubarb leaf and an 
adder’s stomach), F (a dart) 
Range long (400 ft. + 40 ft./level) 
Effect one arrow of acid 
Duration 1 round + 1 round per three levels 
Saving Throw none; Spell Resistance no 

An arrow of acid springs from your hand 
and speeds to its target. You must succeed on a 
ranged touch attack to hit your target. The arrow 
deals 2d4 points of acid damage with no splash 
damage. For every three caster levels you 
possess, the acid, unless neutralized, lasts for 
another round (to a maximum of 6 additional 
rounds at 18th level), dealing another 2d4 points 
of damage in each round. 
Quicken Spell (Metamagic) 

You can cast spells in a fraction of the 
normal time. 

Benefit: Casting a quickened spell is a 
swift action. You can perform another action, 
even casting another spell, in the same round as 
you cast a quickened spell. A spell whose 
casting time is more than 1 round or 1 full-round 
action cannot be quickened. 

A quickened spell uses up a spell slot 
four levels higher than the spell’s actual level. 
Casting a quickened spell doesn’t provoke an 
attack of opportunity. 

Special: You can apply the effects of 
this feat to a spell cast spontaneously, so long 
as it has a casting time that is not more than 1 
full-round action, without increasing the spell’s 
casting time. 

 

Acidic Spray (DC 21 low tier 
only) 

School conjuration (creation) [acid]; Level 
magus 5, sorcerer/wizard 5 
Casting Time 1 standard action 
Components V, S, M (a vial of acid worth 10 
gp) 
Range 60 ft. 
Effect 60-ft. line 
Duration instantaneous 
Saving Throw Reflex partial (see text); Spell 
Resistance yes 

A spray of acid erupts from your 
outstretched hand, dealing 1d6 points of acid 
damage per caster level (maximum 15d6) to 
each creature within its area (Reflex half ). This 

acid continues to burn for 1 round, dealing 1d6 
points of acid damage per two caster levels 
(maximum 7d6) to any creature that failed its 
saving throw against the spell (a second Reflex 
save on the creature’s turn negates this 
additional damage). 
 
Age Resistance, Lesser 
School transmutation; Level alchemist 3, druid 
4, sorcerer/wizard 4, witch 4 
Components V, S 
Casting Time 1 standard action 
Range personal 
Target you 
Duration 24 hours 

You ignore the physical detriments of 
being middle-aged. This spell does not cause 
you to look younger, nor does it prevent you 
from dying of old age, but as long as the spell is 
in effect, you ignore the –1 penalties to Strength, 
Dexterity, and Constitution that accrue once you 
become middle-aged. You retain the age-related 
bonuses to Intelligence, Wisdom, and Charisma 
while under the effects of this spell. Additional 
penalties that you accrue upon becoming old or 
venerable apply in full. 
 

Anticipate Peril (DC 16) 

School divination; Level alchemist 1, bard 1, 
ranger 1, sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
Range touch 
Target creature touched 
Duration 1 minute/level or until activated 
Saving Throw Will negates; Spell Resistance 
yes 

A creature affected by anticipate peril 
gains a preternatural sense of danger. The first 
time during this spell’s duration that the target 
has to make an initiative check, the creature 
adds an insight bonus on that initiative check 
equal to the spell’s caster level (maximum +5). 
Once this bonus applies, the effects of the spell 
end. 
 
Bear’s Endurance 
School transmutation; Level cleric 2, druid 2, 
ranger 2, sorcerer/wizard 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. 
 

Caustic Eruption (DC 24 x2) 

School conjuration (creation) [acid]; Level 
sorcerer/wizard 7 
Casting Time 1 standard action 
Components V, S 
Range medium (100 ft. + 10 ft./level) 
Area 30-ft.-radius burst 
Duration instantaneous and 2 rounds; see text 
Saving Throw Reflex half (see text) Spell 
Resistance no 

Acid erupts from your space in all 
directions, causing 1d6 points of damage per 
caster level (maximum 20d6) to creatures and 
unattended objects in the area. On your turn in 
each of the next 2 rounds, creatures and objects 
that failed their saves against the initial burst 
take an additional 1d6 points of acid damage per 
2 caster levels (maximum 10d6) unless the acid 
is neutralized, dispelled, or washed away. 
 

Corrosive Touch (x2) 

School conjuration (creation) [acid]; Level 
magus 1, sorcerer/wizard 1, summoner 1 
Casting Time 1 standard action 
Components V, S 
Range touch 
Target creature or object touched 
Duration instantaneous 
Saving Throw none; Spell Resistance yes 

Your successful melee touch attack 
deals 1d4 points of acid damage per caster level 
(maximum 5d4). 
 

Crushing Despair (DC 18) 

School enchantment (compulsion) [mind-
affecting]; Level bard 3, sorcerer/wizard 4 
Casting Time 1 standard action 
Components V, S, M (a single tear) 
Range 30 ft. 
Area cone-shaped burst 
Duration 1 min./level 

Saving Throw Will negates; Spell Resistance 
yes 

An invisible cone of despair causes 
great sadness in the subjects. Each affected 
creature takes a –2 penalty on attack rolls, 
saving throws, ability checks, skill checks, and 
weapon damage rolls. 

Crushing despair counters and dispels 
good hope. 
 
Darkvision 
School transmutation; Level ranger 3, 
sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, M (either a pinch of dried 
carrot or an agate) 
Range touch 
Target creature touched 
Duration 1 hour/level 
Saving Throw Will negates (harmless); Spell 
Resistance yes (harmless) 

The subject gains the ability to see 60 
feet even in total darkness. Darkvision is black 
and white only but otherwise like normal sight. 

Darkvision can be made permanent with 
a permanency spell. 
 
 

Detect Magic 

 

Dispel Magic (At Will) 

School abjuration; Level bard 3, cleric 3, druid 
4, paladin 3, sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S 
Range medium (100 ft. + 10 ft./level) 
Target or Area one spellcaster, creature, or 
object 
Duration instantaneous 
Saving Throw none; Spell Resistance no 

You can use dispel magic to end one 
ongoing spell that has been cast on a creature 
or object, to temporarily suppress the magical 
abilities of a magic item, or to counter another 
spellcaster’s spell. A dispelled spell ends as if its 
duration had expired. Some spells, as detailed in 
their descriptions, can’t be defeated by dispel 
magic. Dispel magic can dispel (but not counter) 
spell-like effects just as it does spells. The effect 
of a spell with an instantaneous duration can’t 
be dispelled, because the magical effect is 
already over before the dispel magic can take 
effect. 

You choose to use dispel magic in one 
of two ways: a targeted dispel or a counterspell. 



Targeted Dispel: One object, creature, 
or spell is the target of the dispel magic spell. 
You make one dispel check (1d20 + your caster 
level) and compare that to the spell with highest 
caster level (DC = 11 + the spell’s caster level). 
If successful, that spell ends. If not, compare the 
same result to the spell with the next highest 
caster level. Repeat this process until you have 
dispelled one spell affecting the target, or you 
have failed to dispel every spell. 

For example, a 7th-level caster casts 
dispel magic, targeting a creature affected by 
stoneskin (caster level 12th) and fly (caster level 
6th). The caster level check results in a 19. This 
check is not high enough to end the stoneskin 
(which would have required a 23 or higher), but 
it is high enough to end the fly (which only 
required a 17). Had the dispel check resulted in 
a 23 or higher, the stoneskin would have been 
dispelled, leaving the fly intact. Had the dispel 
check been a 16 or less, no spells would have 
been affected. 

You can also use a targeted dispel to 
specifically end one spell affecting the target or 
one spell affecting an area (such as a wall of 
fire). You must name the specific spell effect to 
be targeted in this way. If your caster level check 
is equal to or higher than the DC of that spell, it 
ends. No other spells or effects on the target are 
dispelled if your check is not high enough to end 
the targeted effect. 

If you target an object or creature that is 
the effect of an ongoing spell (such as a monster 
summoned by summon monster), you make a 
dispel check to end the spell that conjured the 
object or creature. 

If the object that you target is a magic 
item, you make a dispel check against the item’s 
caster level (DC = 11 + the item’s caster level). If 
you succeed, all the item’s magical properties 
are suppressed for 1d4 rounds, after which the 
item recovers its magical properties. A 
suppressed item becomes nonmagical for the 
duration of the effect. An interdimensional 
opening (such as a bag of holding) is temporarily 
closed. A magic item’s physical properties are 
unchanged: A suppressed magic sword is still a 
sword (a masterwork sword, in fact). Artifacts 
and deities are unaffected by mortal magic such 
as this. 

You automatically succeed on your 
dispel check against any spell that you cast 
yourself. 

Counterspell: When dispel magic is 
used in this way, the spell targets a spellcaster 
and is cast as a counterspell. Unlike a true 

counterspell, however, dispel magic may not 
work; you must make a dispel check to counter 
the other spellcaster’s spell. 
 

Disintegrate (DC 21) 

School transmutation; Level sorcerer/wizard 6 
Casting Time 1 standard action 
Components V, S, M/DF (a lodestone and a 
pinch of dust) 
Range medium (100 ft. + 10 ft./level) 
Effect ray 
Duration instantaneous 
Saving Throw Fortitude partial (object); Spell 
Resistance yes 

A thin, green ray springs from your 
pointing finger. You must make a successful 
ranged touch attack to hit. Any creature struck 
by the ray takes 2d6 points of damage per 
caster level (to a maximum of 40d6). Any 
creature reduced to 0 or fewer hit points by this 
spell is entirely disintegrated, leaving behind 
only a trace of fine dust. A disintegrated 
creature’s equipment is unaffected. 

When used against an object, the ray 
simply disintegrates as much as a 10-foot cube 
of nonliving matter. Thus, the spell disintegrates 
only part of any very large object or structure 
targeted. The ray affects even objects 
constructed entirely of force, such as forceful 
hand or a wall of force, but not magical effects 
such as a globe of invulnerability or an antimagic 
field. 

A creature or object that makes a 
successful Fortitude save is partially affected, 
taking only 5d6 points of damage. If this damage 
reduces the creature or object to 0 or fewer hit 
points, it is entirely disintegrated. 

Only the first creature or object struck 
can be affected; that is, the ray affects only one 
target per casting. 
 

Enervation (x2) 

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 × 5 temporary hit points for 1 hour. 

 
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). 

 
Fly 
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. 
 

Grease (QUICKENED X2, 
STILLED X1 DC 18 wtf?) 

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. 

 
Quicken Spell (Metamagic) 

You can cast spells in a fraction of the 
normal time. 

Benefit: Casting a quickened spell is a 
swift action. You can perform another action, 
even casting another spell, in the same round as 
you cast a quickened spell. A spell whose 
casting time is more than 1 round or 1 full-round 
action cannot be quickened. 

A quickened spell uses up a spell slot 
four levels higher than the spell’s actual level. 
Casting a quickened spell doesn’t provoke an 
attack of opportunity. 

Special: You can apply the effects of 
this feat to a spell cast spontaneously, so long 
as it has a casting time that is not more than 1 



full-round action, without increasing the spell’s 
casting time. 

 
Still Spell (Metamagic) 

You can cast spells without moving. 
Benefit: A stilled spell can be cast with 

no somatic components. Spells without somatic 
components are not affected. A stilled spell uses 
up a spell slot one level higher than the spell’s 
actual level. 

 
Mage Armor 
School conjuration (creation) [force]; Level 
sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S, F (a piece of cured leather) 
Range touch 
Target creature touched 
Duration 1 hour/level (D) 
Saving Throw Will negates (harmless); Spell 
Resistance no 

An invisible but tangible field of force 
surrounds the subject of a mage armor spell, 
providing a +4 armor bonus to AC. 

Unlike mundane armor, mage armor 

entails no armor check penalty, arcane spell 
failure chance, or speed reduction. Since mage 
armor is made of force, incorporeal creatures 
can’t bypass it the way they do normal armor. 
 
Mage Hand 
School transmutation; Level bard 0, 
sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Target one nonmagical, unattended object 
weighing up to 5 lbs. 
Duration concentration 
Saving Throw none; Spell Resistance no 

You point your finger at an object and 
can lift it and move it at will from a distance. As a 
move action, you can propel the object as far as 
15 feet in any direction, though the spell ends if 
the distance between you and the object ever 
exceeds the spell’s range. 
 

Protection from Energy 
School abjuration; Level cleric 3, druid 3, 
ranger 2, sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S, DF 
Range touch 
Target creature touched 
Duration 10 min./level or until discharged 

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

Protection from energy grants temporary 
immunity to the type of energy you specify when 
you cast it (acid, cold, electricity, fire, or sonic). 
When the spell absorbs 12 points per caster 
level of energy damage (to a maximum of 120 
points at 10th level), it is discharged. 

Protection from energy overlaps (and 
does not stack with) resist energy. If a character 
is warded by protection from energy and resist 
energy, the protection spell absorbs damage 
until its power is exhausted. 
 

Ray of Enfeeblement (DC 16) x2 

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. 
 

Ra y of Exhaustion  (DC 18) 

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. 

 



Read Magic 
 
See Invisibility 
School divination; Level bard 3, sorcerer/wizard 
2 
Casting Time 1 standard action 
Components V, S, M (talc and powdered silver) 
Range personal 
Target you 
Duration 10 min./level (D) 

You can see any objects or beings that 
are invisible within your range of vision, as well 
as any that are ethereal, as if they were normally 
visible. Such creatures are visible to you as 
translucent shapes, allowing you easily to 
discern the difference between visible, invisible, 
and ethereal creatures. 

The spell does not reveal the method 
used to obtain invisibility. It does not reveal 
illusions or enable you to see through opaque 
objects. It does not reveal creatures who are 
simply hiding, concealed, or otherwise hard to 
see. 

See invisibility can be made permanent 
with a permanency spell. 

 
Shield 
School abjuration [force]; Level sorcerer/wizard 
1 
Casting Time 1 standard action 
Components V, S 
Range personal 
Target you 
Duration 1 min./level (D) 

Shield creates an invisible shield of 
force that hovers in front of you. It negates 
magic missile attacks directed at you. The disk 
also provides a +4 shield bonus to AC. This 
bonus applies against incorporeal touch attacks, 
since it is a force effect. The shield has no armor 
check penalty or arcane spell failure chance. 
 

Solid Fog 
School conjuration (creation); Level 
sorcerer/wizard 4 
Components: V, S, M (powdered peas and an 
animal hoof ) 
Duration 1 min./level 
Spell Resistance no 

This spell functions like fog cloud, but in 
addition to obscuring sight, the solid fog is so 
thick that it impedes movement. Creatures 
moving through a solid fog move at half their 
normal speed and take a –2 penalty on all melee 
attack and melee damage rolls. The vapors 
prevent effective ranged weapon attacks (except 

for magic rays and the like). A creature or object 
that falls into solid fog is slowed so that each 10 
feet of vapor that it passes through reduces the 
falling damage by 1d6. A creature cannot take a 
5-foot-step while in solid fog. Solid fog, and 
effects that work like solid fog, do not stack with 
each other in terms of slowed movement and 
attack penalties. 

Unlike normal fog, only a severe wind 
(31+ mph) disperses these vapors, and it does 
so in 1 round. 

Solid fog can be made permanent with a 
permanency spell. A permanent solid fog 

dispersed by wind reforms in 10 minutes. 
 

Spell Turning 
School abjuration; Level sorcerer/wizard 7 
Casting Time 1 standard action 
Components V, S, M/DF (a small silver mirror) 
Range personal 
Target you 
Duration until expended or 10 min./level 

Spells and spell-like effects targeted on 
you are turned back upon the original caster. 
The abjuration turns only spells that have you as 
a target. Effect and area spells are not affected. 
Spell turning also fails to stop touch range 
spells. From seven to ten (1d4+6) spell levels 
are affected by the turning. The exact number is 
rolled secretly. 

When you are targeted by a spell of 
higher level than the amount of spell turning you 
have left, that spell is partially turned. Subtract 
the amount of spell turning left from the spell 
level of the incoming spell, then divide the result 
by the spell level of the incoming spell to see 
what fraction of the effect gets through. For 
damaging spells, you and the caster each take a 
fraction of the damage. For non-damaging 
spells, each of you has a proportional chance to 
be the one who is affected. If you and a 
spellcasting attacker are both warded by spell 
turning effects in operation, a resonating field is 
created. Roll randomly to determine the result. 
d% Effect 
01–70 Spell drains away without effect. 
71–80 Spell affects both of you equally at full 
effect. 
81–97 Both turning effects are rendered 
nonfunctional for 1d4 minutes. 
98–100 Both of you go through a rift into another 
plane. 
 
 
 



Stinking Cloud (DC 18 DC 19) x2  
School conjuration (creation); Level 
sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S, M (a rotten egg or cabbage 
leaves) 
Range medium (100 ft. + 10 ft./level) 
Effect cloud spreads in 20-ft. radius, 20 ft. high 
Duration 1 round/level 
Saving Throw Fortitude negates; see text; 
Spell Resistance no 

Stinking cloud creates a bank of fog like 
that created by fog cloud, except that the vapors 
are nauseating. Living creatures in the cloud 
become nauseated. This condition lasts as long 
as the creature is in the cloud and for 1d4+1 
rounds after it leaves. (Roll separately for each 
nauseated character.) Any creature that 
succeeds on its save but remains in the cloud 
must continue to save each round on your turn. 
This is a poison effect. 

Stinking cloud can be made permanent 
with a permanency spell. A permanent stinking 
cloud dispersed by wind reforms in 10 minutes. 

 
Stoneskin 
School abjuration; Level druid 5, 
sorcerer/wizard 4 
Casting Time 1 standard action 
Components V, S, M (granite and diamond dust 
worth 250 gp) 
Range touch 
Target creature touched 
Duration 10 min./level or until discharged 
Saving Throw Will negates (harmless); Spell 
Resistance yes (harmless) 

The warded creature gains resistance to 
blows, cuts, stabs, and slashes. The subject 
gains DR 10/adamantine. It ignores the first 10 
points of damage each time it takes damage 
from a weapon, though an adamantine weapon 
bypasses the reduction. Once the spell has 
prevented a total of 10 points of damage per 
caster level (maximum 150 points), it is 
discharged. 
 

Summon Monster IV x2 

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

This spell functions like summon 
monster I, except that you can summon one 
creature from the 4th-level list, 1d3 creatures of 
the same kind from the 3rd-level list, or 1d4+1 
creatures of the same kind from a lower-level 
list. 

 
Summon Monster I 
School conjuration (summoning) [see text]; 
Level bard 1, cleric 1, sorcerer/wizard 1 
Casting Time 1 round 
Components V, S, F/DF (a tiny bag and a small 
candle) 
Range close (25 ft. + 5 ft./2 levels) 
Effect one summoned creature 
Duration 1 round/level (D) 
Saving Throw none; Spell Resistance no 

This spell summons an extraplanar 
creature (typically an outsider, elemental, or 
magical beast native to another plane). It 
appears where you designate and acts 
immediately, on your turn. It attacks your 
opponents to the best of its ability. If you can 
communicate with the creature, you can direct it 
not to attack, to attack particular enemies, or to 
perform other actions. The spell conjures one of 
the creatures from the 1st Level list on Table 
10–1. You choose which kind of creature to 
summon, and you can choose a different one 
each time you cast the spell. 

A summoned monster cannot summon 
or otherwise conjure another creature, nor can it 
use any teleportation or planar travel abilities. 
Creatures cannot be summoned into an 
environment that cannot support them. 
Creatures summoned using this spell cannot 
use spells or spell-like abilities that duplicate 
spells with expensive material components 
(such as wish). 

When you use a summoning spell to 
summon a creature with an alignment or 
elemental subtype, it is a spell of that type. 
Creatures on Table 10–1 marked with an “*” are 
summoned with the celestial template, if you are 
good, and the fiendish template, if you are evil. If 
you are neutral, you may choose which template 
to apply to the creature. Creatures marked with 
an “*” always have an alignment that matches 
yours, regardless of their usual alignment. 
Summoning these creatures makes the 
summoning spell’s type match your alignment. 

 
Telepathic Bond 
School divination; Level sorcerer/wizard 5 
Casting Time 1 standard action 
Components V, S, M (two eggshells from two 
different creatures) 
Range close (25 ft. + 5 ft./2 levels) 
Targets you plus one willing creature per three 
levels, no two of which can be more than 30 ft. 
apart 
Duration 10 min./level (D) 



Saving Throw none; Spell Resistance no 
You forge a telepathic bond among 

yourself and a number of willing creatures, each 
of which must have an Intelligence score of 3 or 
higher. Each creature included in the link is 
linked to all the others. The creatures can 
communicate telepathically through the bond 
regardless of language. No special power or 
influence is established as a result of the bond. 
Once the bond is formed, it works over any 
distance (although not from one plane to 
another). 

If desired, you may leave yourself out of 
the telepathic bond forged. This decision must 
be made at the time of casting. 

Telepathic bond can be made 
permanent with a permanency spell, though it 
only bonds two creatures per casting of 
permanency. 

 

Touch of Fatigue (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. 

 
True Seeing 
School divination; Level cleric 5, druid 7, 
sorcerer/wizard 6 
Casting Time 1 standard action 
Components V, S, M (an eye ointment that 
costs 250 gp) 
Range touch 
Target creature touched 
Duration 1 min./level 
Saving Throw Will negates (harmless); Spell 
Resistance yes (harmless) 

You confer on the subject the ability to 
see all things as they actually are. The subject 
sees through normal and magical darkness, 
notices secret doors hidden by magic, sees the 
exact locations of creatures or objects under blur 

or displacement effects, sees invisible creatures 
or objects normally, sees through illusions, and 
sees the true form of polymorphed, changed, or 
transmuted things. Further, the subject can 
focus its vision to see into the Ethereal Plane 
(but not into extra-dimensional spaces). The 
range of true seeing conferred is 120 feet. 

True seeing, however, does not 
penetrate solid objects. It in no way confers X-
ray vision or its equivalent. It does not negate 
concealment, including that caused by fog and 
the like. True seeing does not help the viewer 
see through mundane disguises, spot creatures 
who are simply hiding, or notice secret doors 
hidden by mundane means. In addition, the spell 
effects cannot be further enhanced with known 
magic, so one cannot use true seeing through a 
crystal ball or in conjunction with 
clairaudience/clairvoyance. 
 

True Strike, QUICKENED ONLY 
(x3) 

School divination; Level sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, F (small wooden replica of an 
archery target) 
Range personal 
Target 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. 

 
Quicken Spell (Metamagic) 

You can cast spells in a fraction of the 
normal time. 

Benefit: Casting a quickened spell is a 
swift action. You can perform another action, even 
casting another spell, in the same round as you 
cast a quickened spell. A spell whose casting time 
is more than 1 round or 1 full-round action cannot 
be quickened. 

A quickened spell uses up a spell slot four 
levels higher than the spell’s actual level. Casting a 
quickened spell doesn’t provoke an attack of 
opportunity. 

Special: You can apply the effects of this 
feat to a spell cast spontaneously, so long as it has 
a casting time that is not more than 1 full-round 
action, without increasing the spell’s casting time. 

 


