
Jorqual, Dayana, & Senethar’s  Summoner Spells 

 
Amphibious:  

Some undines are born with a permanent bond to 
water. Undines with this racial trait gain the aquatic subtype 
and amphibious special quality. This racial trait replaces the 
spell-like ability racial trait. 

 
Water Affinity:  

Undine sorcerers with the elemental (water) 
bloodline treat their Charisma score as 2 points higher for all 
sorcerer spells and class abilities. Undine clerics with the 
Water domain cast their Water domain powers and spells at 
+1 caster level. 

 
Life Link (Su):  

Starting at 1st level, a summoner forms 
a close bond with his eidolon. Whenever the 
eidolon takes enough damage to send it back to 
its home plane, the summoner can, as a free 
action, sacrifice any number of hit points. Each 
hit point sacrificed in this way prevents 1 point of 
damage done to the eidolon. This can prevent 
the eidolon from being sent back to its home 
plane. 

In addition, the eidolon and the 
summoner must remain within 100 feet of one 

another for the eidolon to remain at full strength. 
If the eidolon is beyond 100 feet but closer than 
1,000 feet, its current and maximum hit point 
totals are reduced by 50%. If the eidolon is more 
than 1,000 feet away but closer than 10,000 
feet, its current and maximum hit point totals are 
reduced by 75%. If the eidolon is more than 
10,000 feet away, it is immediately returned to 
its home plane. Current hit points lost in this way 
are not restored when the eidolon gets closer to 
its summoner, but its maximum hit point total 
does return to normal. 

 
Bond Senses (Su):  (5 rds/day) 

Starting at 2nd level, a summoner can, 
as a standard action, share the senses of his 
eidolon, hearing, seeing, smelling, tasting, and 
touching everything the eidolon does. He can 
use this ability a number of rounds per day equal 
to his summoner level. There is no range to this 
effect, but the eidolon  and the summoner must 
be on the same plane. The summoner can end 
this effect as a free action. 

 
*** 

1st  (5/day) 
2nd (3/day) 
 
Acid Splash 
School conjuration (creation) [acid]; Level 

sorcerer/wizard 0 
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. 

 
Corrosive Touch  
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). 
 

Daze Monster (DC 14) 

School enchantment (compulsion) [mind-
affecting]; Level bard 2, sorcerer/wizard 2 
Range medium (100 ft. + 10 ft./level) 
Target one living creature of 6 HD or less 

This spell functions like daze, but it can 
affect any one living creature of any type. 
Creatures of 7 or more HD are not affected. 
 
Daze 
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. 
 
Detect Magic 
 

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. 
 
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. 
 

Hydraulic Push (1/day)  

School evocation [water]; Level druid 1, 
sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Target one creature or object 
Duration instantaneous 
Saving Throw none; Spell Resistance yes 

You call forth a quick blast of water that 
knocks over and soaks one creature or square. 
You can use this blast of water to make a bull 
rush against any one creature or object. Your 
CMB for this bull rush is equal to your caster 
level plus your Intelligence, Wisdom, or 
Charisma modifier, whichever is highest. This 
bull rush does not provoke an attack of 
opportunity. Hydraulic push extinguishes any 
normal fires on a creature, object, or in a single 
5-foot square which it is targeted against. 
Magical fires are unaffected. 
 
Mage 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. 

 



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. 

 
Open/Close 
School transmutation; Level bard 0, sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, S, F (a brass key) 
Range close (25 ft. + 5 ft./2 levels) 
Target object weighing up to 30 lbs. or portal that can be 
opened or closed 
Duration instantaneous 
Saving Throw Will negates (object); Spell Resistance yes 
(object) 

You can open or close (your choice) a door, chest, 
box, window, bag, pouch, bottle, barrel, or other container. If 
anything resists this activity (such as a bar on a door or a 
lock on a chest), the spell fails. In addition, the spell can only 
open and close things weighing 30 pounds or less. Thus, 
doors, chests, and similar objects sized for enormous 
creatures may be beyond this spell’s ability to affect. 

 
Read Magic 
 
Rejuvenate Eidolon, Lesser 
School conjuration (healing); Level summoner 1 
Casting Time 1 standard action 
Components V, S, M (a drop of your blood) 
Range touch 
Target eidolon touched 
Duration instantaneous 
Saving Throw none; Spell Resistance no 

By laying your hand upon an eidolon, you 
cause its wounds to close and its form to solidify. This 
spell cures 1d10 points of damage +1 point per caster 
level (maximum +5). 

 

Summon Monster II     Frog, Giant* 
School conjuration (summoning); Level bard 2, cleric 2, 
sorcerer/wizard 2 

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

 

Summon Monster III  (6/day)  Only 

while Eidolon is NOT out.   
   Electric Eel, Shark 
School conjuration (summoning); Level bard 3, cleric 3, 
sorcerer/wizard 3 

Standard Action, Duration 1 
min/lvl. 

This spell functions like summon monster I, 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. 

 

Summon Monster I    Frog, Poison* 

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. 

 

  



Aqueous Orb, Scroll of 
School conjuration (creation) [water]; Level druid 3, 

sorcerer/wizard 3, summoner 3 
Casting Time 1 standard action 
Components V, S, M (a drop of water and a glass 

bead) 
Range medium (100 ft. + 10 ft./level) 
Effect 10-ft.-diameter sphere 
Duration 1 round/level 
Saving Throw Reflex negates; Spell Resistance no 

You create a rolling sphere of churning water 
that can engulf those it strikes. The aqueous orb can 
move up to 30 feet per round, rolling over barriers 
less than 10 feet tall. It automatically quenches any 
non-magical fires and functions as dispel magic 

against magical fires as long as those fires are size 
Large or less. 

Any creature in the path of the aqueous orb 
takes 2d6 points of nonlethal damage. A successful 
Reflex save negates this damage, but a Large or 
smaller creature that fails its save must make a 
second save or be engulfed by the aqueous orb and 
carried along with it. Engulfed creatures are immersed 
in water and must hold their breath unless capable of 
breathing water. They gain cover against attacks from 
outside the aqueous orb but are considered entangled 
by its churning currents, takes 2d6 points of nonlethal 
damage at the beginning of their turn each round they 
remain trapped. Creatures within the orb may attempt 
a new Reflex save each round to escape into a 
random square adjacent to the aqueous orb. The orb 
may hold one Large creature, 4 Medium, or 16 Small 
or smaller creatures within it. 

The sphere moves as long as you actively 
direct it (a move action for you); otherwise, it merely 
stays at rest and churns in place. An aqueous orb 

stops if it moves outside the spell’s range. 

 
CMW, Potion of  (2d8+3) 
 
 
 
 
 
 
 
 
 
 
 

Invisibility, Scroll 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.  



Water Mephit’s Spells 

 

Acid Arrow (1/hour) 

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. 
 
 
 
 

Stinking Cloud (DC 15) 1/day 

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. 

 

 


