
Savisk’s Adept Spells 

 

Burning Hands (DC 13) 

School evocation [fire]; Level sorcerer/wizard 1  
Casting Time 1 standard action  
Components V, S  
Range 15 ft.  
Area cone-shaped burst  
Duration instantaneous  
Saving Throw Reflex half; Spell Resistance 
yes  

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

Cause Fear (DC 13) 

School necromancy [fear, mind-affecting]; Level 
bard 1, cleric 1, sorcerer/wizard 1  
Casting Time 1 standard action  
Components V, S  
Range close (25 ft. + 5 ft./2 levels)  
Target one living creature with 5 or fewer HD  
Duration 1d4 rounds or 1 round; see text  
Saving Throw Will partial; Spell Resistance 
yes  

The affected creature becomes 
frightened. If the subject succeeds on a Will 
save, it is shaken for 1 round. Creatures with 6 
or more HD are immune to this effect. Cause 
fear counters and dispels remove fear. 
 
Detect Magic 
 

Ghost Sound (DC 12) 

School illusion (figment); Level bard 0, 
sorcerer/wizard 0  
Casting Time 1 standard action  
Components V, S, M (a bit of wool or a small 
lump of wax)  
Range close (25 ft. + 5 ft./2 levels)  
Effect illusory sounds  
Duration 1 round/level (D)  
Saving Throw Will disbelief; Spell Resistance 
no  

Ghost sound allows you to create a 
volume of sound that rises, recedes, 
approaches, or remains at a fixed place. You 
choose what type of sound ghost sound creates 

when casting it and cannot thereafter change 
the sound’s basic character.  

The volume of sound created depends 
on your level. You can produce as much noise 
as four normal humans per caster level 
(maximum 40 humans). Thus, talking, singing, 
shouting, walking, marching, or running sounds 
can be created. The noise a ghost sound spell 
produces can be virtually any type of sound 
within the volume limit. A horde of rats running 
and squeaking is about the same volume as 
eight humans running and shouting. A roaring 
lion is equal to the noise from 16 humans, while 
a roaring dragon is equal to the noise from 32 
humans. Anyone who hears a ghost sound 
receives a Will save to disbelieve.  

Ghost sound can enhance the 
effectiveness of a silent image spell.  

Ghost sound can be made permanent 
with a permanency spell. 
 
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). 
 

Sleep (DC 13) 

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

A sleep spell causes a magical slumber 
to come upon 4 HD of creatures. Creatures with 
the fewest HD are affected first. Among 
creatures with equal HD, those who are closest 
to the spell’s point of origin are affected first. HD 
that are not sufficient to affect a creature are 
wasted. Sleeping creatures are helpless. 

Slapping or wounding awakens an affected 
creature, but normal noise does not. Awakening 
a creature is a standard action (an application of 
the aid another action). Sleep does not target 
unconscious creatures, constructs, or undead 
creatures. 
 

Touch of Fatigue (DC 12) 

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. 

 


