Fangwood Keep Spells

Aseri’s Spells

Oth- At will
1st — 7/day
2nd — 4/day

Elemental (Earth) Ray 7/day (1d6+2) acid
(76)

Starting at 1st level, you can unleash an
elemental ray as a standard action, targeting
any foe within 30 feet as a ranged touch attack.
This ray deals 1d6 points of damage of your
energy type + 1 for every two sorcerer levels you
possess. You can use this ability a number of
times per day equal to 3 + your Charisma
modifier.

Acid Splash (239)
School conjuration (creation) [acid]; Level
sorcerer/wizard O
Casting Time 1 standard action
Components V, S
Range close (25 ft. + 5 ft./2 levels)
Effect one missile of acid
Duration instantaneous
Saving Throw none; Spell Resistance no

You fire a small orb of acid at the target. You
must succeed on a ranged touch attack to hit your
target. The orb deals 1d3 points of acid damage. This
acid disappears after 1 round.

Bleed (249) DC 14

School necromancy; Level cleric 0, sorcerer/wizard 0

Casting Time 1 standard action

Components V, S

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

Target one living creature

Duration instantaneous

Saving Throw: Will negates; Spell Resistance: yes
You cause a living creature that is below 0

hit points but stabilized to resume dying. Upon casting

this spell, you target a living creature that has —1 or

fewer hit points. That creature begins dying, taking 1

point of damage per round. The creature can be

stabilized later normally. This spell causes a creature

that is dying to take 1 point of damage.

Burning Hands (acid) (251) DC 15

School evocation [fire]; Level sorcerer/wizard 1
Casting Time 1 standard action

Components V, S

Range 15 ft.

Area cone-shaped burst

Duration instantaneous
Saving Throw Reflex half; Spell Resistance yes

A cone of searing flame shoots from your
fingertips. Any creature in the area of the flames takes
1d4 points of fire damage per caster level (maximum
5d4). Flammable materials burn if the flames touch
them. A character can extinguish burning items as a
full-round action.

Color Spray (256) DC 15

School illusion (pattern) [mind-affecting]; Level
sorcerer/wizard 1

Casting Time 1 standard action

Components V, S, M (red, yellow, and blue powder
or colored sand)

Range 15 ft.

Area cone-shaped burst

Duration instantaneous; see text

Saving Throw Will negates; Spell Resistance yes

A vivid cone of clashing colors springs forth
from your hand, causing creatures to become
stunned, perhaps also blinded, and possibly knocking
them unconscious. Each creature within the cone is
affected according to its HD.

2 HD or less: The creature is unconscious,
blinded, and stunned for 2d4 rounds, then blinded and
stunned for 1d4 rounds, and then stunned for 1 round.
(Only living creatures are knocked unconscious.)

3 or 4 HD: The creature is blinded and
stunned for 1d4 rounds, then stunned for 1 round.

5 or more HD: The creature is stunned for 1
round.

Sightless creatures are not affected by color

spray.

paze (264) DC 14

School enchantment (compulsion) [mind-affecting];

Level bard 0, sorcerer/wizard 0

Casting Time 1 standard action

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

substance)

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

Target one humanoid creature of 4 HD or less

Duration 1 round

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

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

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

A dazed subject is not stunned, so attackers get no

special advantage against it. After a creature has

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

this spell for 1 minute.



Grease (291)

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.

Magic Missile (309)

School evocation [force]; Level sorcerer/wizard 1
Casting Time 1 standard action

Components V, S

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

Targets up to five creatures, no two of which can be
more than 15 ft. apart

Duration instantaneous

Saving Throw none; Spell Resistance yes

A missile of magical energy darts forth from
your fingertip and strikes its target, dealing 1d4+1
points of force damage.

The missile strikes unerringly, even if the
target is in melee combat, so long as it has less than
total cover or total concealment. Specific parts of a
creature can’t be singled out. Objects are not
damaged by the spell.

For every two caster levels beyond 1st, you
gain an additional missile—two at 3rd level, three at
5th, four at 7th, and the maximum of five missiles at

9th level or higher. If you shoot multiple missiles, you
can have them strike a single creature or several
creatures. A single missile can strike only one
creature. You must designate targets before you
check for spell resistance or roll damage.

Ray of Frost (330)
School evocation [cold]; Level sorcerer/wizard 0
Casting Time 1 standard action
Components V, S
Range close (25 ft. + 5 ft./2 levels)
Effect ray
Duration instantaneous
Saving Throw none; Spell Resistance yes

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

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

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

Touch of Fatigue (360) DC 14
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.



Elessia’s Spells

7/day- Copycat (Sp): (6 rds) (48)

You can create an illusory double of
yourself as a move action. This double functions
as a single mirror image and lasts for a number
of rounds equal to your cleric level, or until the
illusory duplicate is dispelled or destroyed. You
can have no more than one copycat at a time.
This ability does not stack with the mirror image
spell. You can use this ability a number of times
per day equal to 3 + your Wisdom modifier.

Mirror Image (314)

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).

6/day- Channel Negative Energy (DC 16)

3d6 (40

Channeling energy causes a burst that
affects all creatures of one type (either undead or
living) in a 30-foot radius centered on the cleric. The
amount of damage dealt or healed is equal to 1d6
points of damage plus 1d6 points of damage for every
two cleric levels beyond 1st (2d6 at 3rd, 3d6 at 5th,
and so on). Creatures that take damage from
channeled energy receive a Will save to halve the
damage. The DC of this save is equal to 10 + 1/2 the
cleric’s level + the cleric’s Charisma modifier.
Creatures healed by channeled energy cannot
exceed their maximum hit point total—all excess
healing is lost. A cleric may channel energy a number
of times per day equal to 3 + her Charisma modifier.
This is a standard action that does not provoke an
attack of opportunity. A cleric can choose whether or
not to include herself in this effect. A cleric must be
able to present her holy symbol to use this ability.

7/day Dazing Touch (Sp): (42)

You can cause a living creature to
become dazed for 1 round as a melee touch
attack. Creatures with more Hit Dice than your
cleric level are unaffected. You can use this
ability a number of times per day equal to 3 +
your Wisdom modifier.

Animate Dead (241)
School necromancy [evil]; Level cleric 3,
sorcerer/wizard 4
Casting Time 1 standard action
Components V, S, M (an onyx gem worth at
least 25 gp per Hit Die of the undead)
Range touch
Targets one or more corpses touched
Duration instantaneous
Saving Throw none; Spell Resistance no
This spell turns corpses into undead
skeletons or zombies (see the Pathfinder RPG
Bestiary) that obey your spoken commands. The
undead can be made to follow you, or they can
be made to remain in an area and attack any
creature (or just a specific kind of creature)
entering the place. They remain animated until
they are destroyed. A destroyed skeleton or
zombie can’t be animated again.
Regardless of the type of undead you
create with this spell, you can’t create more HD
of undead than twice your caster level with a



single casting of animate dead. The desecrate
spell doubles this limit.

The undead you create remain under
your control indefinitely. No matter how many
times you use this spell, however, you can
control only 4 HD worth of undead creatures per
caster level. If you exceed this number, all the
newly created creatures fall under your control,
and any excess undead from previous castings
become uncontrolled. You choose which
creatures are released. Undead you control
through the Command Undead feat do not count
toward this limit.

Bane (246) DC 16

School enchantment (compulsion) [fear, mind-
affecting]; Level cleric 1
Casting Time 1 standard action
Components V, S, DF
Range 50 ft.
Area 50-ft.-radius burst, centered on you
Duration 1 min./level
Saving Throw Will negates; Spell Resistance
yes

Bane fills your enemies with fear and
doubt. Each affected creature takes a —1 penalty
on attack rolls and a —1 penalty on saving
throws against fear effects. Bane counters and
dispels bless.

Bleed (249) DC 14

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

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

Charm Person (254) DC 16

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.

Bouncing Charm Person (APG 151)
Bouncing Spell (Metamagic)

You can direct a failed spell against a
different target.

Benefit: Whenever a bouncing spell
targeting a single creature has no effect on its
intended target (whether due to spell resistance
or a successful saving throw) you may, as a
swift action, redirect it to target another eligible
creature within range. The redirected spell
behaves in all ways as if its new target were the
original target for the spell. Spells that affect a
target in any way (including a lesser effect from
a successful saving throw) may not be
redirected in this manner. A bouncing spell uses
up a spell slot one level higher than the spell’s
actual level.

Darkness (263)

School evocation [darkness]; Level bard 2,
cleric 2, sorcerer/wizard 2

Casting Time 1 standard action
Components V, M/DF (bat fur and a piece of
coal)

Range touch

Target object touched

Duration 1 min./level (D)

Saving Throw none; Spell Resistance no



This spell causes an object to radiate
darkness out to a 20-foot radius. This darkness
causes the illumination level in the area to drop
one step, from bright light to normal light, from
normal light to dim light, or from dim light to
darkness. This spell has no effect in an area that
is already dark. Creatures with light vulnerability
or sensitivity take no penalties in normal light. All
creatures gain concealment (20% miss chance)
in dim light. All creatures gain total concealment
(50% miss chance) in darkness. Creatures with
darkvision can see in an area of dim light or
darkness without penalty. Nonmagical sources
of light, such as torches and lanterns, do not
increase the light level in an area of darkness.
Magical light sources only increase the light
level in an area if they are of a higher spell level
than darkness.

If darkness is cast on a small object that
is then placed inside or under a lightproof
covering, the spell’s effect is blocked until the
covering is removed.

This spell does not stack with itself.
Darkness can be used to counter or dispel any
light spell of equal or lower spell level.

Death Knell 264) DC 16
School necromancy [death, evil]; Level cleric 2
Casting Time 1 standard action
Components V, S
Range touch
Target living creature touched
Duration instantaneous/10 minutes per HD of
subject; see text
Saving Throw Will negates; Spell Resistance
yes

You draw forth the ebbing life force of a
creature and use it to fuel your own power. Upon
casting this spell, you touch a living creature that
has —1 or fewer hit points. If the subject fails its
saving throw, it dies, and you gain 1d8
temporary hit points and a +2 enhancement
bonus to Strength. Additionally, your effective
caster level goes up by +1, improving spell
effects dependent on caster level. This increase
in effective caster level does not grant you
access to more spells. These effects last for 10
minutes per HD of the subject creature.

Dispel Magic (272)

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.

Forbid Action (UM 220) DC 16

School enchantment (compulsion) [language-
dependent, mind-affecting]; Level cleric 1,
inquisitor 1

Casting Time 1 standard action

Component V

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

Target one creature

Duration 1 round

Saving Throw Will negates; Spell Resistance
yes

You forbid the target a single course of
action, which it avoids to the best of its ability.
You may demand the target not take actions that
fall into one of the following options.

Attack: The target cannot take any
action that involves an attack roll, or uses a spell
or ability that targets a foe or an area that
includes a foe.

Cast: Target cannot cast spells or use
spell-like abilities.

Communicate: The target cannot take
any actions that allow it to communicate with
anyone. This includes such acts as speaking,
Bluff checks to pass secret messages, writing,
and using telepathy. It does not prevent
verbalizations made for purposes other than
communication, such as command words or the
verbal component of spellcasting.

Draw: Target cannot ready or prepare
any item, weapon, component, or equipment.

Move: The target can take no act that
would cause it to end up in a different location.
The target does not resist being moved by
others (and thus can be picked up or dragged,
or can float along on a raft), but does not
consciously attempt to move (including not
directing a mount to move).

The target is free to take any actions not
forbidden by the caster. For example, a target
affected by this spell’s demand to not move is
still free to cast spells, make attacks, or shout for
help.

Hold Person (296) DC 17
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.

Invisibility (301)

School illusion (glamer); Level bard 2,
sorcerer/wizard 2

Casting Time 1 standard action

Components V, S, M/DF (an eyelash encased
in gum arabic)

Range personal or touch

Target you or a creature or object weighing no
more than 100 Ibs./level

Duration 1 min./level (D)

Saving Throw Will negates (harmless) or Will
negates (harmless, object); Spell Resistance
yes (harmless) or yes (harmless, object)

The creature or object touched becomes
invisible. If the recipient is a creature carrying
gear, that vanishes, too. If you cast the spell on
someone else, neither you nor your allies can
see the subject, unless you can normally see
invisible things or you employ magic to do so.



Items dropped or put down by an
invisible creature become visible; items picked
up disappear if tucked into the clothing or
pouches worn by the creature. Light, however,
never becomes invisible, although a source of
light can become so (thus, the effect is that of a
light with no visible source). Any part of an item
that the subject carries but that extends more
than 10 feet from it becomes visible.

Of course, the subject is not magically
silenced, and certain other conditions can render
the recipient detectable (such as swimming in
water or stepping in a puddle). If a check is
required, a stationary invisible creature has a
+40 bonus on its Stealth checks. This bonus is
reduced to +20 if the creature is moving. The
spell ends if the subject attacks any creature.
For purposes of this spell, an attack includes
any spell targeting a foe or whose area or effect
includes a foe. Exactly who is a foe depends on
the invisible character’s perceptions. Actions
directed at unattended objects do not break the
spell. Causing harm indirectly is not an attack.
Thus, an invisible being can open doors, talk,
eat, climb stairs, summon monsters and have
them attack, cut the ropes holding a rope bridge
while enemies are on the bridge, remotely
trigger traps, open a portcullis to release attack
dogs, and so forth. If the subject attacks directly,
however, it 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.

Shield of Faith (342)

School abjuration; Level cleric 1

Casting Time 1 standard action
Components V, S, M (parchment with a holy
text written on it)

Range touch

Target creature touched

Duration 1 min./level

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

This spell creates a shimmering,
magical field around the target that averts and
deflects attacks. The spell grants the subject a
+2 deflection bonus to AC, with an additional +1
to the bonus for every six levels you have
(maximum +5 deflection bonus at 18th level).

Suggestion (350) DC 18
School enchantment (compulsion) [language-
dependent, mindaffecting];
Level bard 2, sorcerer/wizard 3
Casting Time 1 standard action
Components V, M (a snake’s tongue and a
honeycomb)
Range close (25 ft. + 5 ft./2 levels)
Target one living creature
Duration 1 hour/level or until completed
Saving Throw Will negates; Spell Resistance
yes

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

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

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

Summon Monster 11l (352)
School conjuration (summoning); Level bard 3,
cleric 3, sorcerer/wizard 3

This spell functions like summon
monster |, except that you can summon one
creature from the 3rd-level list, 1d3 creatures of
the same kind from the 2nd-level list, or 1d4+1
creatures of the same kind from the 1st-level list.

3rd Level Subtype
Ant, giant (soldier)* —

Ape* —

Aurochs (herd animal)* —

Boar* —
Cheetah* —
Constrictor snake* —
Crocodile* —

Dire bat* —

Dretch (demon) Chauotic, Evil
Electric eel* —

Giant lizard* —
Lantern archon Good, Lawful
Leopard (cat)* —

Shark* —
Wolverine* —



Summon Monster | (351)

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.



Other Spells

Control Water (260)

School transmutation [water]; Level cleric 4, druid 4,
sorcerer/wizard 6

Casting Time 1 standard action

Components V, S, M/DF (a pinch of dust for lower
water or a drop of water for raise water)

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

Area water in a volume of 10 ft./level by 10 ft./level by
2 ft./level (S)

Duration 10 min./level (D)

Saving Throw none; see text; Spell Resistance no

This spell has two different applications, both
of which control water in different ways. The first
version of this spell causes water in the area to swiftly
evaporate or to sink into the ground below, lowering
the water’s depth. The second version causes the
water to surge and rise, increasing its overall depth
and possibly flooding nearby areas.

Lower Water: This causes water or similar
liquid to reduce its depth by as much as 2 feet per
caster level (to a minimum depth of 1 inch). The water
is lowered within a squarish depression whose sides
are up to caster level x 10 feet long. In extremely
large and deep bodies of water, such as a deep
ocean, the spell creates a whirlpool that sweeps ships
and similar craft downward, putting them at risk and
rendering them unable to leave by normal movement
for the duration of the spell. When cast on water
elementals and other water-based creatures, this
spell acts as a slow spell (Will negates). The spell has
no effect on other creatures.

Raise Water: This causes water or similar
liquid to rise in height, just as the lower water version
causes it to lower. Boats raised in this way slide down
the sides of the hump that the spell creates. If the
area affected by the spell includes riverbanks, a
beach, or other land nearby, the water can spill over
onto dry land.

With either version of this spell, you may
reduce one horizontal dimension by half and double
the other horizontal dimension to change the overall
area of effect.

Ethereal Jaunt (279)

School transmutation; Level cleric 7, sorcerer/wizard
7

Casting Time 1 standard action

Components V, S

Range personal

Target you

Duration 1 round/level (D)

You become ethereal, along with your
equipment. For the duration of the spell, you are in
the Ethereal Plane, which overlaps the Material
Plane. When the spell expires, you return to material
existence. An ethereal creature is invisible,
insubstantial, and capable of moving in any direction,
even up or down, albeit at half normal speed. As an

insubstantial creature, you can move through solid
objects, including living creatures. An ethereal
creature can see and hear on the Material Plane, but
everything looks gray and ephemeral. Sight and
hearing onto the Material Plane are limited to 60 feet.

Force effects and abjurations affect an
ethereal creature normally. Their effects extend onto
the Ethereal Plane from the Material Plane, but not
vice versa. An ethereal creature can'’t attack material
creatures, and spells you cast while ethereal affect
only other ethereal things. Certain material creatures
or objects have attacks or effects that work on the
Ethereal Plane.

Treat other ethereal creatures and ethereal
objects as if they were material.

If you end the spell and become material
while inside a material object (such as a solid wall),
you are shunted off to the nearest open space and
take 1d6 points of damage per 5 feet that you so
travel.

Heat Metal (294)

School transmutation [fire]; Level druid 2

Casting Time 1 standard action

Components V, S, DF

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

Target metal equipment of one creature per two
levels, no two of which can be more than 30 ft. apart;
or

25 Ibs. of metal/level, all of which must be
within a 30-ft. circle
Duration 7 rounds
Saving Throw Will negates (object); Spell
Resistance yes (object)

Heat metal causes metal objects to become
red-hot. Unattended, nonmagical metal gets no
saving throw. Magical metal is allowed a saving throw
against the spell. An item in a creature’s possession
uses the creature’s saving throw bonus unless its own
is higher.

A creature takes fire damage if its equipment
is heated. It takes full damage if its armor, shield, or
weapon is affected. The creature takes minimum
damage (1 point or 2 points; see the table) if it's not
wearing or wielding such an item.

On the first round of the spell, the metal
becomes warm and uncomfortable to touch but deals
no damage. The same effect also occurs on the last
round of the spell’s duration. During the second (and
also the next-to-last) round, intense heat causes pain
and damage. In the third, fourth, and fifth rounds, the
metal is searing hot, and causes more damage, as
shown on the table presented on the following page.

Round Metal Temperature Damage
1 Warm None

2 Hot 1d4 points
3-5 Searing 2d4 points

6 Hot 1d4 points
7 Warm None



Any cold intense enough to damage the
creature negates fire damage from the spell (and vice
versa) on a point-for-point basis. If cast underwater,
heat metal deals half damage and boils the
surrounding water.

Heat metal counters and dispels chill metal.

Insanity (301)
School enchantment (compulsion) [mind-affecting];
Level sorcerer/wizard 7
Casting Time 1 standard action
Components V, S
Range medium (100 ft. + 10 ft./level)
Target one living creature
Duration instantaneous
Saving Throw Will negates; Spell Resistance yes
The affected creature suffers from a
continuous confusion effect, as the spell.
Remove curse does not remove insanity.
Greater restoration, heal, limited wish, miracle, or
wish can restore the creature.

Confusion (258)

School enchantment (compulsion) [mind-affecting];
Level bard 3, sorcerer/wizard 4

Casting Time 1 standard action

Components V, S, M/DF (three nutshells)

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

Targets all creatures in a 15-ft.-radius burst
Duration 1 round/level

Saving Throw Will negates; Spell Resistance yes

This spell causes confusion in the targets,
making them unable to determine their actions. Roll
on the following table at the start of each subject’s
turn each round to see what it does in that round.

d% Behavior

01-25 Act normally

26-50 Do nothing but babble incoherently

51-75 Deal 1d8 points of damage + Str modifier to
self with item in hand

76-100 Attack nearest creature (for this purpose, a
familiar counts as part of the subject’s self )

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

Scorching Ray (337)

School evocation [fire]; Level sorcerer/wizard 2
Casting Time 1 standard action

Components V, S

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

Effect one or more rays

Duration instantaneous

Saving Throw none; Spell Resistance yes

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

See Invisibility (339)

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.



