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C12. Jaris Phenogian (Transmuter) 
 

Telekinetic Fist (Sp):  (1d4 
bludgeoning) (6/day) 

As a standard action you can strike with 
a telekinetic fist, targeting any foe within 30 feet 
as a ranged touch attack. The telekinetic fist 
deals 1d4 points of bludgeoning 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. 
 
Animate Rope 
School transmutation; Level bard 1, 
sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
Range medium (100 ft. + 10 ft./level) 
Target one rope-like object, length up to 50 ft. + 
5 ft./level; see text 
Duration 1 round/level 
Saving Throw none; Spell Resistance no 

You can animate a nonliving rope-like 
object. The maximum length assumes a rope 
with a 1-inch diameter. Reduce the maximum 
length by 50% for every additional inch of 
thickness, and increase it by 50% for each 
reduction of the rope’s diameter by half. 

The possible commands are “coil” (form 
a neat, coiled stack), “coil and knot,” “loop,” 
“loop and knot,” “tie and knot,” and the opposites 
of all of the above (“uncoil,” and so forth). You 
can give one command each round as a move 
action, as if directing an active spell. 

The rope can enwrap only a creature or 
an object within 1 foot of it—it does not snake 
outward—so it must be thrown near the intended 
target. Doing so requires a successful ranged 
touch attack roll (range increment 10 feet). A 
typical 1-inch-diameter hemp rope has 2 hit 
points, AC 10, and requires a DC 23 Strength 
check to burst it. The rope does not deal 
damage, but it can be used as a trip line or to 
cause a single opponent that fails a Reflex 
saving throw to become entangled. A creature 
capable of spellcasting that is bound by this 
spell must make a concentration check with a 
DC of 15 + the spell’s level to cast a spell. An 

entangled creature can slip free with a DC 20 
Escape Artist check. 

The rope itself and any knots tied in it 
are not magical. 

The spell cannot affect objects carried 
or worn by a creature. 
 

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. 
 
 
 
 
 
 
 
 
 
 
 
 



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 (already cast) 
 
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. 
 

Prestidigitation (DC 13)  
School universal; Level bard 0, sorcerer/wizard 
0  
Casting Time 1 standard action  
Components V, S  
Range 10 ft.  
Target, Effect, or Area see text  
Duration 1 hour  
Saving Throw see text; Spell Resistance no  

Prestidigitations are minor tricks that 
novice spellcasters use for practice. Once cast, 
a prestidigitation spell enables you to perform 
simple magical effects for 1 hour. The effects 
are minor and have severe limitations. A 
prestidigitation can slowly lift 1 pound of 
material. It can color, clean, or soil items in a 1-
foot cube each round. It can chill, warm, or flavor 
1 pound of nonliving material. It cannot deal 
damage or affect the concentration of 
spellcasters. Prestidigitation can create small 
objects, but they look crude and artificial. The 
materials created by a prestidigitation spell are 
extremely fragile, and they cannot be used as 
tools, weapons, or spell components. Finally, 
prestidigitation lacks the power to duplicate any 
other spell effects. Any actual change to an 
object (beyond just moving, cleaning, or soiling 
it) persists only 1 hour. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 

 

 

 



Tarrin Dars (Cleric of Norgorber) 
 

Bleeding Touch (Sp):  (6/day) 1 
round 

As a melee touch attack, you can cause 
a living creature to take 1d6 points of damage 
per round. This effect persists for a number of 
rounds equal to 1/2 your cleric level (minimum 1) 
or until stopped with a DC 15 Heal check or any 
spell or effect that heals damage. 

Dazing Touch (Sp): (6/day) 

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. 

 

*** 

Bleed (DC 13)  
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.  
 
Bless  
School enchantment (compulsion) [mind-
affecting]; Level cleric 1, paladin 1  
Casting Time 1 standard action  
Components V, S, DF  
Range 50 ft.  
Area The caster and all allies within a 50-ft. 
burst, centered on the caster  
Duration 1 min./level  
Saving Throw none; Spell Resistance yes 
(harmless)  

Bless fills your allies with courage. Each 
ally gains a +1 morale bonus on attack rolls and 
on saving throws against fear effects.  

Bless counters and dispels bane. 
 
 
 
 
 
 

Calm Emotions (DC 16) 
School enchantment (compulsion) [mind-
affecting]; Level bard 2, cleric 2  
Casting Time 1 standard action  
Components V, S, DF  
Range medium (100 ft. + 10 ft./level)  
Area creatures in a 20-ft.-radius spread  
Duration concentration, up to 1 round/level (D)  
Saving Throw Will negates; Spell Resistance 
yes  

This spell calms agitated creatures. You 
have no control over the affected creatures, but 
calm emotions can stop raging creatures from 
fighting or joyous ones from reveling. Creatures 
so affected cannot take violent actions (although 
they can defend themselves) or do anything 
destructive. Any aggressive action against or 
damage dealt to a calmed creature immediately 
breaks the spell on all calmed creatures.  

This spell automatically suppresses (but 
does not dispel) any morale bonuses granted by 
spells such as bless, good hope, and rage, and 
also negates a bard’s ability to inspire courage 
or a barbarian’s rage ability. It also suppresses 
any fear effects and removes the confused 
condition from all targets. While the spell lasts, a 
suppressed spell, condition, or effect has no 
effect. When the calm emotions spell ends, the 
original spell or effect takes hold of the creature 
again, provided that its duration has not expired 
in the meantime. 
 
Detect Magic 
 
Detect Poison 
 
 
 
 
 



Hold Person (DC 16)  
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 (Potion of) 

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. 
 
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. 
 
 
 
 
 
 
 



Remove Fear 
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. 
 
Shield of Faith 
School abjuration; Level cleric 1 
Casting Time 1 standard action 
Components V, S, M (parchment with a holy 
text written on it) 
Range touch 
Target creature touched 
Duration 1 min./level 
Saving Throw Will negates (harmless); Spell 
Resistance yes (harmless) 

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

Sound Burst (DC 15) 

School evocation [sonic]; Level bard 2, cleric 2 
Casting Time 1 standard action 
Components V, S, F/DF (a musical instrument) 
Range close (25 ft. + 5 ft./2 levels) 
Area 10-ft.-radius spread 
Duration instantaneous 
Saving Throw Fortitude partial; Spell 
Resistance yes 

You blast an area with a tremendous 
cacophony. Every creature in the area takes 1d8 
points of sonic damage and must succeed on a 
Fortitude save to avoid being stunned for 1 
round. Creatures that cannot hear are not 
stunned but are still damaged. 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 


