
Out of Anarchy Spells 

Olandil’s Extracts (Both Tiers) 

 
Barkskin 
School transmutation; Level druid 2, ranger 2 
Casting Time 1 standard action 
Components V, S, DF 
Range touch 
Target living creature touched 
Duration 10 min./level 
Saving Throw none; Spell Resistance yes 

(harmless) 
Barkskin toughens a creature’s skin. The 

effect grants a +2 enhancement bonus to the 
creature’s existing natural armor bonus. This 
enhancement bonus increases by 1 for every three 
caster levels above 3rd, to a maximum of +5 at 12th 
level. 

The enhancement bonus provided by 
barkskin stacks with the target’s natural armor bonus, 
but not with other enhancement bonuses to natural 
armor. A creature without natural armor has an 
effective natural armor bonus of +0. 

 
CMW  2d8+ 5 
 
Disguise Self 
School illusion (glamer); Level bard 1, 

sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
Range personal 
Target you 
Duration 10 min./level (D) 

You make yourself—including clothing, 
armor, weapons, and equipment—look different. You 
can seem 1 foot shorter or taller, thin, fat, or in 
between. You cannot change your creature type 
(although you can appear as another subtype). 
Otherwise, the extent of the apparent change is up to 
you. You could add or obscure a minor feature or look 
like an entirely different person or gender. 

The spell does not provide the abilities or 
mannerisms of the chosen form, nor does it alter the 
perceived tactile (touch) or audible (sound) properties 
of you or your equipment. If you use this spell to 
create a disguise, you get a +10 bonus on the 
Disguise check. A creature that interacts with the 
glamer gets a Will save to recognize it as an illusion. 
 

Expeditious Retreat 
School transmutation; Level bard 1, sorcerer/wizard 

1 
Casting Time 1 standard action 
Components V, S 
Range personal 
Target you 

Duration 1 min./level (D) 

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

Heightened Awareness 
School divination; Level alchemist 1, bard 1, 
druid 1, inquisitor 1, ranger 1, shaman 1, 
sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, M/DF (a coffee bean) 
Range personal 
Target you 
Duration 10 minutes/level (D) 

You enter a heightened state of 
awareness that allows you to notice more about 
your surroundings and recall information 
effortlessly. You gain a +2 competence bonus 
on Perception checks and on all Knowledge 
checks that you are trained in. 

If this spell is active when you have to 
make an initiative check, you can instantly 
dismiss this spell and gain a +4 bonus on that 
check. 
 
Invisibility 
School illusion (glamer); Level bard 2, 
sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, M/DF (an eyelash encased 
in gum arabic) 
Range personal or touch 
Target you or a creature or object weighing no 
more than 100 lbs./level 
Duration 1 min./level (D) 
Saving Throw Will negates (harmless) or Will 
negates (harmless, object); Spell Resistance 
yes (harmless) or yes (harmless, object) 

The creature or object touched becomes 
invisible. If the recipient is a creature carrying 
gear, that vanishes, too. If you cast the spell on 
someone else, neither you nor your allies can 
see the subject, unless you can normally see 
invisible things or you employ magic to do so. 
Items dropped or put down by an invisible 
creature become visible; items picked up 



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

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

trigger traps, open a portcullis to release attack 
dogs, and so forth. If the subject attacks directly, 
however, it immediately becomes visible along 
with all its gear. Spells such as bless that 
specifically affect allies but not foes are not 
attacks for this purpose, even when they include 
foes in their area. 

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

 
Shield (x2) 
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. 

 
*** 

 
formula book containing all prepared extracts 

 
Blue Whinnis Poison x2 
Type poison, injury; Save Fortitude DC 14 
Frequency 1/round for 2 rounds 
Initial Effect 1 Con damage; Secondary Effect 
unconsciousness for 1d3 hours; Cure 1 save 
 
Daylight, Oil of 
School evocation [light]; Level bard 3, cleric 3, druid 

3, paladin 3, sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S 
Range touch 
Target object touched 
Duration 10 min./level (D) 
Saving Throw none; Spell Resistance no 

You touch an object when you cast this spell, 
causing the object to shed bright light in a 60-foot 
radius. This illumination increases the light level for an 
additional 60 feet by one step (darkness becomes dim 
light, dim light becomes normal light, and normal light 
becomes bright light). Creatures that take penalties in 
bright light take them while within the 60-foot radius of 
this magical light. Despite its name, this spell is not 
the equivalent of daylight for the purposes of 
creatures that are damaged or destroyed by such 
light. 

If daylight is cast on a small object that is 
then placed inside or under a light-proof covering, the 

spell’s effects are blocked until the covering is 
removed. 

Daylight brought into an area of magical 
darkness (or vice versa) is temporarily negated, so 
that the otherwise prevailing light conditions exist in 
the overlapping areas of effect. 

Daylight counters or dispels any darkness 
spell of equal or lower level, such as darkness. 
 
Remove Fear (Scroll of) CL 4

th
) 

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. 

 



Arixana’s Evoker Spells 

Intense Spells (Su):  +1 (+3) 
Whenever you cast an evocation spell 

that deals hit point damage, add 1/2 your wizard 
level to the damage (minimum +1). This bonus 
damage is not increased by Empower Spell or 
similar effects. This bonus only applies once to a 
spell, not once per missile or ray, and cannot be 
split between multiple missiles or rays. This 
damage is of the same type as the spell. At 20th 
level, whenever you cast an evocation spell you 
can roll twice to penetrate a creature’s spell 
resistance and take the better result. 
 

Force Missile (Sp):  6/day  (1d4+1) 1d4+3 
As a standard action you can unleash a 

force missile that automatically strikes a foe, as 
magic missile. The force missile deals 1d4 
points of damage plus the damage from your 
intense spells evocation power. This is a force 
effect. You can use this ability a number of times 
per day equal to 3 + your Intelligence modifier. 
 
 
 
 

*** 
 
Burning Hands (DC 14) (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 (DC 14) 
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. 
 
Dancing Lights 
School evocation [light]; Level bard 0, 
sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, S 
Range medium (100 ft. + 10 ft./level) 
Effect Up to four lights, all within a 10-ft.-radius 
area 
Duration 1 minute (D) 
Saving Throw none; Spell Resistance no 

Depending on the version selected, you 
create up to four lights that resemble lanterns or 
torches (and cast that amount of light), or up to 
four glowing spheres of light (which look like will-
o’-wisps), or one faintly glowing, vaguely 
humanoid shape. The dancing lights must stay 
within a 10-foot-radius area in relation to each 
other but otherwise move as you desire (no 
concentration required): forward or back, up or 
down, straight or turning corners, or the like. The 
lights can move up to 100 feet per round. A light 
winks out if the distance between you and it 
exceeds the spell’s range. 

You can only have one dancing lights 
spell active at any one time. If you cast this spell 
while another casting is still in effect, the 
previous casting is dispelled. If you make this 



spell permanent, it does not count against this 
limit. 

Dancing lights can be made permanent 
with a permanency spell. 
 
Detect Magic 
 
Dispel Magic 
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. 
 
Fireball (DC 17) x2 
School evocation [fire]; Level sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S, M (a ball of bat guano and 
sulfur) 
Range long (400 ft. + 40 ft./level) 
Area 20-ft.-radius spread 
Duration instantaneous 
Saving Throw Reflex half; Spell Resistance 
yes 

A fireball spell generates a searing 
explosion of flame that detonates with a low roar 
and deals 1d6 points of fire damage per caster 
level (maximum 10d6) to every creature within 
the area. Unattended objects also take this 
damage. The explosion creates almost no 
pressure. 

You point your finger and determine the 
range (distance and height) at which the fireball 
is to burst. A glowing, pea-sized bead streaks 



from the pointing digit and, unless it impacts 
upon a material body or solid barrier prior to 
attaining the prescribed range, blossoms into the 
fireball at that point. An early impact results in an 
early detonation. If you attempt to send the bead 
through a narrow passage, such as through an 
arrow slit, you must “hit” the opening with a 
ranged touch attack, or else the bead strikes the 
barrier and detonates prematurely. 

The fireball sets fire to combustibles and 
damages objects in the area. It can melt metals 
with low melting points, such as lead, gold, 
copper, silver, and bronze. If the damage 
caused to an interposing barrier shatters or 
breaks through it, the fireball may continue 
beyond the barrier if the area permits; otherwise 
it stops at the barrier just as any other spell 
effect does. 
 
Flaming Sphere (DC 16) 
School evocation [fire]; Level druid 2, 
sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, M/DF (tallow, brimstone, 
and powdered iron) 
Range medium (100 ft. + 10 ft./level) 
Effect 5-ft.-diameter sphere 
Duration 1 round/level 
Saving Throw Reflex negates; Spell 
Resistance yes 

A burning globe of fire rolls in whichever 
direction you point and burns those it strikes. It 
moves 30 feet per round. As part of this 
movement, it can ascend or jump up to 30 feet 
to strike a target. If it enters a space with a 
creature, it stops moving for the round and deals 
3d6 points of fire damage to that creature, 
though a successful Reflex save negates that 
damage. A flaming sphere rolls over barriers 
less than 4 feet tall. It ignites flammable 
substances it touches and illuminates the same 
area as a torch would. 

The sphere moves as long as you 
actively direct it (a move action for you); 
otherwise, it merely stays at rest and burns. It 
can be extinguished by any means that would 
put out a normal fire of its size. The surface of 
the sphere has a spongy, yielding consistency 
and so does not cause damage except by its 
flame. It cannot push aside unwilling creatures 
or batter down large obstacles. A flaming sphere 

winks out if it exceeds the spell’s range. 
 
 
 
 

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. 
 
Glitterdust (DC 15) 
School conjuration (creation); Level bard 2, 
sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, M (ground mica) 
Range medium (100 ft. + 10 ft./level) 
Area creatures and objects within 10-ft.-radius 
spread 
Duration 1 round/level 
Save Will negates (blinding only); SR no 

A cloud of golden particles covers 
everyone and everything in the area, causing 
creatures to become blinded and visibly outlining 
invisible things for the duration of the spell. All 
within the area are covered by the dust, which 
cannot be removed and continues to sparkle 
until it fades. Each round at the end of their turn 
blinded creatures may attempt new saving 
throws to end the blindness effect. 

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



Grease  
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.  
 
Haste 
School transmutation; Level bard 3, 
sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S, M (a shaving of licorice root) 
Range close (25 ft. + 5 ft./2 levels) 
Targets one creature/level, no two of which can 
be more than 30 ft. apart 
Duration 1 round/level 
Saving Throw Fortitude negates (harmless); 
Spell Resistance yes (harmless) 

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

When making a full attack action, a 
hasted creature may make one extra attack with 
one natural or manufactured weapon. The attack 
is made using the creature’s full base attack 
bonus, plus any modifiers appropriate to the 

situation. (This effect is not cumulative with 
similar effects, such as that provided by a speed 
weapon, nor does it actually grant an extra 
action, so you can’t use it to cast a second spell 
or otherwise take an extra action in the round.) 

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

All of the hasted creature’s modes of 
movement (including land movement, burrow, 
climb, fly, and swim) increase by 30 feet, to a 
maximum of twice the subject’s normal speed 
using that form of movement. This increase 
counts as an enhancement bonus, and it affects 
the creature’s jumping distance as normal for 
increased speed. Multiple haste effects don’t 
stack. Haste dispels and counters slow. 
 
Light  
School evocation [light]; Level bard 0, cleric 0, 
druid 0, sorcerer/wizard 0  
Casting Time 1 standard action  
Components V, M/DF (a firefly)  
Range touch  
Target object touched  
Duration 10 min./level  
Saving Throw none; Spell Resistance no  

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

You can only have one light spell active 
at any one time. If you cast this spell while 
another casting is still in effect, the previous 
casting is dispelled. If you make this spell 
permanent (through permanency or a similar 
effect), it does not count against this limit. Light 
can be used to counter or dispel any darkness 
spell of equal or lower spell level.  
 
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.  
 
Message 
School transmutation [language-dependent]; 
Level bard 0, sorcerer/wizard 0  
Casting Time 1 standard action  
Components V, S, F (a piece of copper wire)  
Range medium (100 ft. + 10 ft./level)  
Targets one creature/level  
Duration 10 min./level  
Saving Throw none; Spell Resistance no  

You can whisper messages and receive 
whispered replies. Those nearby can hear these 
messages with a DC 25 Perception check. You 
point your finger at each creature you want to 
receive the message. When you whisper, the 
whispered message is audible to all targeted 
creatures within range. Magical silence, 1 foot of 
stone, 1 inch of common metal (or a thin sheet 
of lead), or 3 feet of wood or dirt blocks the spell. 
The message does not have to travel in a 
straight line. It can circumvent a barrier if there is 
an open path between you and the subject, and 
the path’s entire length lies within the spell’s 
range. The creatures that receive the message 
can whisper a reply that you hear. The spell 
transmits sound, not meaning; it doesn’t 
transcend language barriers. To speak a 
message, you must mouth the words and 
whisper. 
 
Mirror Image 
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). 
 
Protection from Arrows 
School abjuration; Level sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, F (a piece of tortoiseshell or 
turtle shell) 
Range touch 
Target creature touched 
Duration 1 hour/level or until discharged 
Saving Throw Will negates (harmless); Spell 
Resistance yes (harmless) 

The warded creature gains resistance to 
ranged weapons. The subject gains damage 
reduction 10/magic against ranged weapons. 
This spell doesn’t grant you the ability to 
damage creatures with similar damage 
reduction. Once the spell has prevented a total 
of 10 points of damage per caster level 
(maximum 100 points), it is discharged. 
 
Ray of Frost 
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 (DC 16) 
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. 

 
Shocking Grasp 
School evocation [electricity]; Level 
sorcerer/wizard 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 1d6 points of electricity damage per caster 
level (maximum 5d6). When delivering the jolt, 
you gain a +3 bonus on attack rolls if the 
opponent is wearing metal armor (or is carrying 
a metal weapon or is made of metal). 

 
 

*** 

wand of magic missile (CL 5, 50 charges, 
arcane bond item),  
 
Magic Missile 
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. 
 
wand of shocking grasp (50 charges) 

 
 
 


