
Primal Magic Effects (Area B) 
 

Haste (DC 16) DC 19 

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. 
 
Reverse Gravity 
School transmutation; Level druid 8, 
sorcerer/wizard 7 
Casting Time 1 standard action 
Components V, S, M/DF (lodestone and iron 
filings) 
Range medium (100 ft. + 10 ft./level) 
Area up to one 10-ft. cube/level (S) 
Duration 1 round/level (D) 
Saving Throw none; see text; Spell 
Resistance no 

This spell reverses gravity in an area, 
causing unattached objects and creatures in the 
area to fall upward and reach the top of the area 
in 1 round. If a solid object (such as a ceiling) is 
encountered in this fall, falling objects and 
creatures strike it in the same manner as they 
would during a normal downward fall. If an 
object or creature reaches the top of the area 
without striking anything, it remains there, 
oscillating slightly, until the spell ends. At the 
end of the spell duration, affected objects and 
creatures fall downward. 

Provided it has something to hold onto, 
a creature caught in the area can attempt a 
Reflex save to secure itself when the spell 
strikes. Creatures who can fly or levitate can 
keep themselves from falling. 
 
Telekinesis 
School transmutation; Level sorcerer/wizard 5 
Casting Time 1 standard action 
Components V, S 
Range long (400 ft. + 40 ft./level) 
Target or Targets see text 
Duration concentration (up to 1 round/level) or 
instantaneous; see text 
Saving Throw Will negates (object) or none; 
see text; Spell Resistance yes (object); see text 

You move objects or creatures by concentrating on them. 
Depending on the version selected, the spell can provide a gentle, 
sustained force, perform a variety of combat maneuvers, or exert a 
single short, violent thrust. 

Sustained Force: A sustained force moves an object 
weighing no more than 25 pounds per caster level (maximum 375 
pounds at 15

th
 level) up to 20 feet per round. A creature can negate 

the effect on an object it possesses with a successful Will save or 
with spell resistance. This version of the spell can last 1 round per 
caster level, but it ends if you cease concentration. The weight can be 
moved vertically, horizontally, or in both directions. An object cannot 
be moved beyond your range. The spell ends if the object is forced 
beyond the range. If you cease concentration for any reason, the 
object falls or stops. 

An object can be telekinetically manipulated as if with one 
hand. For example, a lever or rope can be pulled, a key can be 
turned, an object rotated, and so on, if the force required is within the 
weight limitation. You might even be able to untie simple knots, 
though delicate activities such as these require DC 15 Intelligence 
checks. 

Combat Maneuver: Alternatively, once per round, you can 
use telekinesis to perform a bull rush, disarm, grapple (including pin), 
or trip. Resolve these attempts as normal, except that they don’t 
provoke attacks of opportunity, you use your caster level in place of 
your Combat Maneuver Bonus, and you add your Intelligence 
modifier (if a wizard) or Charisma modifier (if a sorcerer) in place of 
your Strength or Dexterity modifier. No save is allowed against these 
attempts, but spell resistance applies normally. This version of the 
spell can last 1 round per caster level, but it ends if you cease 
concentration. 

Violent Thrust: Alternatively, the spell 
energy can be spent in a single round. You can 
hurl one object or creature per caster level 
(maximum 15) that are within range and all 



within 10 feet of each other toward any target 
within 10 feet per level of all the objects. You 
can hurl up to a total weight of 25 pounds per 
caster level (maximum 375 pounds at 15th 
level). 

You must succeed on attack rolls (one 
per creature or object thrown) to hit the target 
with the items, using your base attack bonus + 
your Intelligence modifier (if a wizard) or 
Charisma modifier (if a sorcerer). Weapons 
cause standard damage (with no Strength 
bonus; note that arrows or bolts deal damage as 
daggers of their size when used in this manner). 
Other objects cause damage ranging from 1 

point per 25 pounds (for less dangerous objects) 
to 1d6 points of damage per 25 pounds (for 
hard, dense objects). Objects and creatures that 
miss their target land in a square adjacent to the 
target. 

Creatures who fall within the weight 
capacity of the spell can be hurled, but they are 
allowed Will saves (and spell resistance) to 
negate the effect, as are those whose held 
possessions are targeted by the spell. 

If a telekinesed creature is hurled 
against a solid surface, it takes damage as if it 
had fallen 10 feet (1d6 points). 

 
*** 

B1. Entrance 
 

Minor Image (DC 16) DC 19 

School illusion (figment); Level bard 2, 

sorcerer/wizard 2 
Duration concentration + 2 rounds 

This spell functions like silent image, except 
that minor image includes some minor sounds but not 
understandable speech. 
 

Silent Image 
School illusion (figment); Level bard 1, 
sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S, F (a bit of fleece) 

Range long (400 ft. + 40 ft./level) 
Effect visual figment that cannot extend beyond four 
10-ft. cubes 
+ one 10-ft. cube/level (S) 
Duration concentration 
Saving Throw Will disbelief (if interacted with); Spell 
Resistance no 

This spell creates the visual illusion of an 
object, creature, or force, as visualized by you. The 
illusion does not create sound, smell, texture, or 
temperature. You can move the image within the 
limits of the size of the effect. 

 
*** 

B2. The Ruined Library 
 
Dimensional Lock  
School abjuration; Level cleric 8, sorcerer/wizard 8 
Casting Time 1 standard action 
Components V, S 
Range medium (100 ft. + 10 ft./level) 
Area 20-ft.-radius emanation centered on a point in 

space 
Duration 1 day/level 
Saving Throw none; Spell Resistance yes 

You create a shimmering emerald barrier 
that completely blocks extradimensional travel. Forms 
of movement barred include astral projection, blink, 
dimension door, ethereal jaunt, etherealness, gate, 
maze, plane shift, shadow walk, teleport, and similar 
spell-like abilities. Once dimensional lock is in place, 

extradimensional travel into or out of the area is not 
possible. 

A dimensional lock does not interfere with 
the movement of creatures already in ethereal or 
astral form when the spell is cast, nor does it block 
extradimensional perception or attack forms. Also, the 

spell does not prevent summoned creatures from 
disappearing at the end of a summoning spell. 

 

Sound Burst (DC 16) DC 19 

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. 

 



*** 

B3. Lower Planes Archive 
 

Crushing Despair (DC 16) DC 19 

School enchantment (compulsion) [mind-
affecting]; Level bard 3, sorcerer/wizard 4 
Casting Time 1 standard action 
Components V, S, M (a single tear) 
Range 30 ft. 
Area cone-shaped burst 
Duration 1 min./level 

Saving Throw Will negates; Spell Resistance 
yes 

An invisible cone of despair causes 
great sadness in the subjects. Each affected 
creature takes a –2 penalty on attack rolls, 
saving throws, ability checks, skill checks, and 
weapon damage rolls. 

Crushing despair counters and dispels 
good hope. 

 
*** 

C3. Aslynn’s Mirror 
 

Projected Image (DC 17) 

School illusion (shadow); Level bard 6, 
sorcerer/wizard 7 
Casting Time 1 standard action 
Components V, S, M (a small replica of you 
worth 5 gp) 
Range medium (100 ft. + 10 ft./level) 
Effect one shadow duplicate 
Duration 1 round/level (D) 
Saving Throw Will disbelief (if interacted with); 
Spell Resistance no 

You tap energy from the Plane of 
Shadow to create a quasi-real, illusory version of 
yourself. The projected image looks, sounds, 
and smells like you but is intangible. The 
projected image mimics your actions (including 
speech) unless you direct it to act differently 
(which is a move action). 

You can see through its eyes and hear 
through its ears as if you were standing where it 

is, and during your turn you can switch from 
using its senses to using your own, or back 
again, as a free action. While you are using its 
senses, your body is considered blinded and 
deafened. 

If you desire, any spell you cast whose 
range is touch or greater can originate from the 
projected image instead of from you. The 
projected image can’t cast any spells on itself 
except for illusion spells. The spells affect other 
targets normally, despite originating from the 
projected image. 

Objects are affected by the projected 
image as if they had succeeded on their Will 
save. You must maintain line of effect to the 
projected image at all times. If your line of effect 
is obstructed, the spell ends. If you use 
dimension door, teleport, plane shift, or a similar 
spell that breaks your line of effect, even 
momentarily, the spell ends. 

 
 
 





Animate Dream Spells 
 

Confusion (DC 19) 1/day 
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). 
 

Deep Slumber (DC 18) 3/day 

School enchantment (compulsion) [mind-
affecting]; Level bard 3, sorcerer/wizard 3 
Range close (25 ft. + 5 ft./2 levels) 

This spell functions like sleep, except 
that it affects 10 HD of targets. 
 
Sleep 
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. 
 

Dimension Door (3/day) 

School conjuration (teleportation); Level bard 4, 

sorcerer/wizard 4 
Casting Time 1 standard action 
Components V 
Range long (400 ft. + 40 ft./level) 
Target you and touched objects or other touched 

willing creatures 
Duration instantaneous 
Saving Throw none and Will negates (object); Spell 
Resistance no and yes (object) 

You instantly transfer yourself from your 
current location to any other spot within range. You 
always arrive at exactly the spot desired—whether by 
simply visualizing the area or by stating direction. 
After using this spell, you can’t take any other actions 
until your next turn. You can bring along objects as 
long as their weight doesn’t exceed your maximum 
load. You may also bring one additional willing  
Medium or smaller creature (carrying gear or objects 
up to its maximum load) or its equivalent per three 
caster levels. A Large creature counts as two Medium 
creatures, a Huge creature counts as two Large 
creatures, and so forth. All creatures to be transported 
must be in contact with one another, and at least one 
of those creatures must be in contact with you. 

If you arrive in a place that is already 
occupied by a solid body, you and each creature 
traveling with you take 1d6 points of damage and are 
shunted to a random open space on a suitable 
surface within 100 feet of the intended location. 

If there is no free space within 100 feet, you 
and each creature traveling with you take an 
additional 2d6 points of damage and are shunted to a 
free space within 1,000 feet. If there is no free space 
within 1,000 feet, you and each creature travelling 
with you take an additional 4d6 points of damage and 
the spell simply fails. 

 



Fear (DC 19) 1/day 

School necromancy [fear, mind-affecting]; Level 
bard 3, sorcerer/wizard 4 
Casting Time 1 standard action 
Components V, S, M (the heart of a hen or a 
white feather) 
Range 30 ft. 
Area cone-shaped burst 
Duration 1 round/level or 1 round; see text 
Saving Throw Will partial; Spell Resistance 
yes 

An invisible cone of terror causes each 
living creature in the area to become panicked 
unless it succeeds on a Will save. If cornered, a 
panicked creature begins cowering. If the Will 
save succeeds, the creature is shaken for 1 
round. 
 

Nightmare (DC 20) 3/day 

School illusion (phantasm) [mind-affecting, evil]; 
Level bard 5, sorcerer/wizard 5 
Casting Time 10 minutes 
Components V, S 
Range unlimited 
Target one living creature 
Duration instantaneous 
Saving Throw Will negates; see text; Spell 
Resistance yes 

You send a hideous and unsettling 
phantasmal vision to a specific creature that you 
name or otherwise specifically designate. 

The nightmare prevents restful sleep 
and causes 1d10 points of damage. The 
nightmare leaves the subject fatigued and 
unable to regain arcane spells for the next 24 
hours. 

The difficulty of the save depends on 
your knowledge the subject and the physical 
connection (if any) you have to that creature. 
 
Knowledge  Will Save Modifier 
None*     +10 
Secondhand (you have heard of the subject)  +5 
Firsthand (you have met the subject)  +0 
Familiar (you know the subject well)  –5 

*You must have some sort of connection to a creature of 
which you have no knowledge. 

 
Connection  Will Save Modifier 
Likeness or picture    –2 
Possession or garment   –4 
Body part, lock of hair, bit of nail, etc.  –10 

 

Dispel evil cast on the subject while you 
are casting the spell dispels the nightmare and 
causes you to be stunned for 10 minutes per 
caster level of the dispel evil. 

If the recipient is awake when the spell 
begins, you can choose to cease casting 
(ending the spell) or to enter a trance until the 
recipient goes to sleep, whereupon you become 
alert again and complete the casting. If you are 
disturbed during the trance, you must succeed 
on a concentration check as if you were in the 
midst of casting a spell or the spell ends. 

If you choose to enter a trance, you are 
not aware of your surroundings or the activities 
around you while in the trance. 

You are defenseless, both physically 
and mentally, while in the trance. (You always 
fail Reflex and Will saving throws, for example.) 

Creatures who don’t sleep (such as 
outsiders) or dream are immune to this spell. 
 

Phantasmal Killer (DC 19) 1/day 

School illusion (phantasm) [fear, mind-
affecting]; Level sorcerer/wizard 4 
Casting Time 1 standard action 
Components V, S 
Range medium (100 ft. + 10 ft./level) 
Target one living creature 
Duration instantaneous 
Saving Throw Will disbelief, then Fortitude 
partial; see text; Spell Resistance yes 

You create a phantasmal image of the 
most fearsome creature imaginable to the 
subject simply by forming the fears of the 
subject’s subconscious mind into something that 
its conscious mind can visualize: this most 
horrible beast. Only the spell’s subject can see 
the phantasmal killer. You see only a vague 
shape. The target first gets a Will save to 
recognize the image as unreal. If that save fails, 
the phantasm touches the subject, and the 
subject must succeed on a Fortitude save or die 
from fear. Even if the Fortitude save is 
successful, the subject takes 3d6 points of 
damage. 

If the subject of a phantasmal killer 
attack succeeds in disbelieving and possesses 
telepathy or is wearing a helm of telepathy, the 
beast can be turned upon you. You must then 
disbelieve it or become subject to its deadly fear 
attack. 

 
 

 



Devil, Mnemor Spells 
 

16 PE 
 

Aversion
OA (2 PE, DC 15) 

School enchantment (compulsion) [mind-
affecting]; Level bard 2, druid 3, mesmerist 2, 
occultist 2, psychic 2, sorcerer/ wizard 3, witch 3  
Casting Time 1 standard action  
Components V, S  
Range close (25 ft. + 5 ft./2 levels)  
Target one creature  
Duration 1 day/level  
Saving Throw Will partial; Spell Resistance 

yes  
You plant a revulsion in the mind of the 

subject, causing her to avoid an object or 
location. You must choose a specific object or 
place. A location chosen in this way can be no 
larger than a cube measuring 50 feet on a side. 
The aversion is entirely in the target’s mind, so 
the chosen object or location itself isn’t subject 
to any magical effect. If the target fails her 
saving throw, she can’t come within 60 feet of 
the chosen object or place. She makes every 
reasonable effort to avoid the object of the 
aversion, but will not put herself in danger in 
order to maintain the aversion. For example, if 
the object of the aversion is a bridge but a forest 
fire is closing in and will likely kill the target, she 
ignores the aversion and crosses the bridge to 
save herself. If the target must ignore the 
conditions of the aversion, she is nauseated until 
she is no longer violating the aversion.  

If the target succeeds at her saving 
throw, she is instead sickened while within 60 
feet of the object or place, but isn’t compelled to 
stay away from it. 
 

Calm Emotions (2 PE, DC 15) 

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. 
 

Confusion (4 PE, DC 17) 
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). 

 
 
 
 
 



Deja Vu
OA

 (1 PE) 

School enchantment (compulsion) [mind-
affecting]; Level bard 1, mesmerist 1, psychic 1, 
sorcerer/wizard 1  
Casting Time 1 standard action  
Components V  
Range medium (100 ft. + 10 ft./level)  
Target one creature 
Duration 2 rounds  
Saving Throw none; Spell Resistance yes  

You reach into the target’s mind and put 
its thought processes into a temporary loop. 
Whatever full-round, standard, or move actions 
the creature takes on its first turn after you cast 
this spell, it must repeat on the turn after that. 
The creature must take the same type of actions 
in the same order (for example, making a full 
attack, casting a specific spell, withdrawing, 
attempting a bull rush combat maneuver, or 
activating a magic item) and must act against 
the same target or targets, but doesn’t have to 
make exactly the same choices (such as using 
Power Attack when attacking, moving exactly 15 
feet, or choosing “drop” for the command spell). 
If the circumstances would prevent the target 
from repeating an action, such as if the target of 
its attack is dead or the target cannot cast the 
same spell again, the target instead becomes 
confused until the spell ends. A creature 
currently affected by deja vu can’t be targeted 
with another deja vu spell. A creature affected 
by deja vu can’t delay, and if it readies an action 
on its first turn, it must ready the same action on 
its second turn. 
 

Invisibility (2 PE)  

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. 

 
*** 

Memory Lapse 
School enchantment [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 living creature 
Duration instantaneous 

Saving Throw Will negates; Spell Resistance 
yes 

You cause the target to forget what 
happened from the casting of the spell back to 
the beginning of its last turn. This may allow a 
retry on a Diplomacy, Intimidate, or opposed skill 
check, though only with respect to the target, not 
other creatures that may be present. 



Repress Memory  
School enchantment (compulsion) [mind-
affecting]; Level bard 5, mesmerist 5, psychic 6  
Casting Time 1 round  
Components V, S  
Range personal  
Target you  
Duration instantaneous  

This spell allows you to safeguard 
important knowledge, even from yourself. When 
casting this spell, you recount one piece of 
knowledge you possess (up to a maximum of 50 
words). This knowledge disappears utterly from 
your mind, and you might not realize you forgot 
something. The magic of the spell patches 
omissions in your memory with indistinct haze. 
Repress memory protects against detect 

thoughts, discern lies, zone of truth, and similar 
spells, though careful questioning may reveal 
the gaps in your memory, or that your memory 
has been affected by the spell.  

A repressed memory can be restored 
only by break enchantment, psychic surgery, 
limited wish, miracle, or wish. If you use this 
spell to negate the memory of a magical 
compulsion, it doesn’t remove the compulsion, 
nor does it remove procedural memories that 
might affect your skills or class abilities.  

At the GM’s discretion, multiple castings 

of this spell might erase memories of a lengthier 

event or all memory of a place or individual from 

your memory. 

*** 
 

Summon (Sp) (lvl 3, 1 Bearded 
Devil or 6 Lemures, 50%) 
1/day 

A creature with the summon ability can 
summon other specific creatures of its kind 
much as though casting a summon monster 
spell, but it usually has only a limited chance of 
success (as specified in the creature’s entry). 
Roll d%: On a failure, no creature answers the 
summons. Summoned creatures automatically 
return whence they came after 1 hour. A 

creature summoned in this way cannot use any 
spells or spell-like abilities that require material 
components costing more than 1 gp unless 
those components are supplied, nor can it use 
its own summon ability for 1 hour. An 
appropriate spell level is given for each 
summoning ability for purposes of Will saves, 
caster level checks, and concentration checks. 
No experience points are awarded for defeating 
summoned monsters. 

Format: 1/day—summon (level 4, 1 
hezrou 35%); Location:Spell-Like Abilities. 

 
*** 

 
Detect Magic (Constant) 
 

Detect Thoughts (DC 15) Constant 

School divination [mind-affecting]; Level bard 2, 
sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, F/DF (a copper piece) 
Range 60 ft. 
Area cone-shaped emanation 
Duration concentration, up to 1 min./level (D) 
Saving Throw Will negates; see text; Spell 
Resistance no 

You detect surface thoughts. The 
amount of information revealed depends on how 
long you study a particular area or subject. 
 

Suggestion (DC 15) At Will 
School enchantment (compulsion) [language-
dependent, mind-affecting]; 
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). 
 

Teleport, Greater (At Will) 

School conjuration (teleportation); Level 
sorcerer/wizard 7 

This spell functions like teleport, except 
that there is no range limit and there is no 
chance you arrive off target. In addition, you 
need not have seen the destination, but in that 
case you must have at least a reliable 
description of the place to which you are 
teleporting. If you attempt to teleport with 
insufficient information (or with misleading 
information), you disappear and simply reappear 
in your original location. Interplanar travel is not 
possible. 
 
Teleport 
School conjuration (teleportation); Level 
sorcerer/wizard 5 
Casting Time 1 standard action 
Components V 
Range personal and touch 
Target you and touched objects or other 
touched willing creatures 
Duration instantaneous 
Saving Throw none and Will negates (object); 
Spell Resistance no and yes (object) 

This spell instantly transports you to a 
designated destination, which may be as distant 
as 100 miles per caster level. Interplanar travel 
is not possible. You can bring along objects as 
long as their weight doesn’t exceed your 
maximum load. You may also bring one 
additional willing Medium or smaller creature 
(carrying gear or objects up to its maximum 
load) or its equivalent per three caster levels. A 
Large creature counts as two Medium creatures, 
a Huge creature counts as four Medium 
creatures, and so forth. All creatures to be 
transported must be in contact with one another, 
and at least one of those creatures must be in 
contact with you. As with all spells where the 
range is personal and the target is you, you 
need not make a saving throw, nor is spell 
resistance applicable to you. Only objects held 
or in use (attended) by another person receive 
saving throws and spell resistance. 

You must have some clear idea of the 
location and layout of the destination. The 
clearer your mental image, the more likely the 
teleportation works. Areas of strong physical or 
magical energy may make teleportation more 
hazardous or even impossible. 

To see how well the teleportation works, 
roll d% and consult the table at the end of this 
spell. Refer to the following information for 
definitions of the terms on the table. 

Familiarity: “Very familiar” is a place 
where you have been very often and where you 
feel at home. “Studied carefully” is a place you 
know well, either because you can currently 
physically see it or you’ve been there often. 
“Seen casually” is a place that you have seen 
more than once but with which you are not very 
familiar. “Viewed once” is a place that you have 
seen once, possibly using magic such as 
scrying. 

“False destination” is a place that does 
not truly exist or if you are teleporting to an 
otherwise familiar location that no longer exists 
as such or has been so completely altered as to 
no longer be familiar to you. When traveling to a 
false destination, roll 1d20+80 to obtain results 
on the table, rather than rolling d%, since there 
is no real destination for you to hope to arrive at 
or even be off target from. 

On Target: You appear where you want 
to be. 

Off Target: You appear safely a random 
distance away from the destination in a random 
direction. Distance off target is d% of the 
distance that was to be traveled. The direction 
off target is determined randomly. 

Similar Area: You wind up in an area 
that’s visually or thematically similar to the target 
area. Generally, you appear in the closest 
similar place within range. If no such area exists 
within the spell’s range, the spell simply fails 
instead. 

Mishap: You and anyone else 
teleporting with you have gotten “scrambled.” 
You each take 1d10 points of damage, and you 
reroll on the chart to see where you wind up. For 
these rerolls, roll 1d20+80. Each time “Mishap” 
comes up, the characters take more damage 
and must reroll. 
 

On  Off  Similar 
Familiarity  Target  Target  Area  Mishap 
Very familiar  01–97  98–99  100  — 
Studied carefully  01–94  95–97  98–99  100 
Seen casually  01–88  89–94  95–98  99–100 
Viewed once  01–76  77–88  89–96  97–100 
False destination  —  —  81–92  93–100 

 



Sprite Swarm Spells 
 

Detect Evil (Constant) 

 

Detect Good (Constant) 
 

Daze, Mass
UM 

 (DC 14) 1/day 

School enchantment (compulsion) [mind-
affecting]; Level bard 4, inquisitor 4, 
sorcerer/wizard 4, summoner 4, witch 4 
Components V, S 
Range medium (100 ft. + 10 ft./level) 
Targets one or more humanoid creatures, no 
two of which may be more than 30 ft. apart 

This spell functions as daze, except as 
noted above. 
 
 
 
 

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. 

 
 

http://paizo.com/pathfinderRPG/prd/coreRulebook/spells/daze.html#daze




Aslynn’s Eyes’ Spells 
 
Alter Self (SLA) 
School transmutation (polymorph); Level bard 
2, sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, M (a piece of the creature 
whose form you plan to assume) 
Range personal 
Target you 
Duration 1 min./level (D) 

When you cast this spell, you can 
assume the form of any Small or Medium 
creature of the humanoid type. If the form you 
assume has any of the following abilities, you 
gain the listed ability: darkvision 60 feet, low-
light vision, scent, and swim 30 feet. 

Small creature: If the form you take is 
that of a Small humanoid, you gain a +2 size 
bonus to your Dexterity. 

Medium creature: If the form you take is 
that of a Medium humanoid, you gain a +2 size 
bonus to your Strength. 
 

Mage Hand (3/day) 

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 non-magical, 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. 
 

Mirror Image (1/day)  

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). 
 

Open/Close (3/day) 

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. 
 
 
 
 
 
 



Silent Image (DC 14) (DC 15) 
3/day 

School illusion (figment); Level bard 1, 
sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S, F (a bit of fleece) 
Range long (400 ft. + 40 ft./level) 
Effect visual figment that cannot extend beyond 
four 10-ft. cubes 
+ one 10-ft. cube/level (S) 
Duration concentration 
Saving Throw Will disbelief (if interacted with); 
Spell Resistance no 

This spell creates the visual illusion of 
an object, creature, or force, as visualized by 
you. The illusion does not create sound, smell, 
texture, or temperature. You can move the 
image within the limits of the size of the effect. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 



Daughters Of Aslynn’s Witch Spells 
 
Hex  

Unless otherwise noted, using a hex is a 
standard action that does not provoke an attack 
of opportunity. The save to resist a hex is equal 
to 10 + 1/2 the witch’s level + the witch’s 
Intelligence modifier. 
 
Coven (Ex):  

The witch counts as a hag for the 
purpose of joining a hag’s coven. The coven 
must contain at least one hag. In addition, 
whenever the witch with this hex is within 30 feet 
of another witch with this hex, she can use the 

aid another action to grant a +1 bonus to the 
other witch’s caster level for 1 round. This bonus 
applies to the witch’s spells and all of her hexes. 
 
Tongues (Su):  

A witch with this hex can understand 
any spoken language for a number of minutes 
per day equal to her level, as comprehend 
languages. This duration does not need to be 
consecutive, but it must be spent in 1-minute 
increments. At 5th level, a witch can use this 
ability to speak any language, as per tongues. 

 
*** 

Conduit Surge (Su): (6/day) 

At 1st level, a ley line guardian is adept 
at channeling energy from ley lines to enhance 
her own spells. As a swift action, she can 
increase her effective caster level for the next 
spell she casts in that round by 1d4–1 levels. 
After performing a conduit surge, the ley line 
guardian must succeed at a Fortitude save (DC 
= 10 + level of spell cast + number of additional 

caster levels granted) or become staggered for a 
number of minutes equal to the level of the spell 
cast. At 8th level, the caster level increase 
becomes 1d4. She can use this ability a number 
of times per day equal to 3 + her Charisma 
modifier.  

This ability replaces familiar and the 
hexes gained at 1st and 8th levels. 

 
*** 

 

1st (5/day) (7/day) 
2nd (5/day) 
 

Bleed (DC 12) 
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. 
 

Blindness/Deafness (DC 14) 

School necromancy; Level bard 2, cleric 3, 
sorcerer/wizard 2 
Casting Time 1 standard action 
Components V 
Range medium (100 ft. + 10 ft./level) 
Target one living creature 
Duration permanent (D) 
Saving Throw Fortitude negates; Spell 
Resistance yes 

You call upon the powers of unlife to 
render the subject blinded or deafened, as you 
choose. 
 
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. 
 

Daze (DC 12) 

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 
 
Ill Omen

APG
 

School enchantment (compulsion) [mind-
affecting]; Level witch 1 
Casting Time 1 standard action 
Components V, S, M (hair from a black cat) 
Range close (25 ft. + 5 ft./2 levels) 
Target one creature 

Duration 1 round/level or until discharged 
Saving Throw none; Spell Resistance yes 

You afflict the target with bad luck. On 
the next d20 roll the target makes, it must roll 
twice and take the less favorable result. For 
every five caster levels you have, the target 
must roll twice on an additional d20 roll (to a 
maximum of five rolls at 20th level). 

A target who can speak and has at least 
one free hand and who is aware of the spell and 
its effects (such as from a Spellcraft check to 
identify the spell as it is cast) can negate one 
reroll by spending a move action to utter a brief 
prayer or good luck charm to appease the spirits 
of ill fortune. 
 

Inflict Light Wounds (DC 13) 

School necromancy; Level cleric 1 
Casting Time 1 standard action 
Components V, S 
Range touch 
Target creature touched 
Duration instantaneous 
Saving Throw Will half; Spell Resistance yes 

When laying your hand upon a creature, 
you channel negative energy that deals 1d8 
points of damage + 1 point per caster level 
(maximum +5). 

Since undead are powered by negative 
energy, this spell cures such a creature of a like 
amount of damage, rather than harming it. 
 
Owl’s Wisdom 
School transmutation; Level cleric 2, druid 2, 
paladin 2, ranger 2, sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, M/DF (feathers or droppings 
from an owl) 
Range touch 
Target creature touched 
Duration 1 min./level 
Saving Throw Will negates (harmless); Spell 
Resistance yes 

The transmuted creature becomes 
wiser. The spell grants a +4 enhancement bonus 
to Wisdom, adding the usual benefit to Wisdom-
related skills. Clerics, druids, and rangers (and 
other Wisdom-based spellcasters) who receive 
owl’s wisdom do not gain any additional bonus 
spells for the increased Wisdom, but the save 
DCs for their spells increase. 

 
 
 
 



Ray of Enfeeblement (DC 13) 

School necromancy; Level sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Effect ray 
Duration 1 round/level 
Saving Throw Fortitude half; Spell Resistance 
yes 

A coruscating ray springs from your 
hand. You must succeed on a ranged touch 
attack to strike a target. The subject takes a 
penalty to Strength equal to 1d6+1 per two 
caster levels (maximum 1d6+5). The subject’s 
Strength score cannot drop below 1. A 
successful Fortitude save reduces this penalty 
by half. This penalty does not stack with itself. 
Apply the highest penalty instead. 

 

Reduce Person (DC 13) 

School transmutation; Level sorcerer/wizard 1 
Casting Time 1 round 
Components V, S, M (a pinch of powdered iron) 
Range close (25 ft. + 5 ft./2 levels) 
Target one humanoid creature 
Duration 1 min./level (D) 
Saving Throw Fortitude negates; Spell 
Resistance yes 

This spell causes instant diminution of a 
humanoid creature, halving its height, length, 
and width and dividing its weight by 8. This 
decrease changes the creature’s size category 
to the next smaller one. The target gains a +2 
size bonus to Dexterity, a –2 size penalty to 
Strength (to a minimum of 1), and a +1 bonus on 
attack rolls and AC due to its reduced size. 

A Small humanoid creature whose size 
decreases to Tiny has a space of 2-1/2 feet and 
a natural reach of 0 feet (meaning that it must 
enter an opponent’s square to attack). A Large 
humanoid creature whose size decreases to 
Medium has a space of 5 feet and a natural 
reach of 5 feet. This spell doesn’t change the 
target’s speed. 

All equipment worn or carried by a 
creature is similarly reduced by the spell. 

Melee and projectile weapons deal less 
damage. Other magical properties are not 
affected by this spell. Any reduced item that 
leaves the reduced creature’s possession 
(including a projectile or thrown weapon) 
instantly returns to its normal size. This means 
that thrown weapons deal their normal damage 

(projectiles deal damage based on the size of 
the weapon that fired them). 

Multiple magical effects that reduce size 
do not stack. Reduce person counters and 
dispels enlarge person. 

Reduce person can be made permanent 
with a permanency spell. 

 

Shield of Faith (DC 13) 

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). 

 

Spark
APG

 (DC 12) 

School evocation [fire]; Level bard 0, cleric 0, 
druid 0, sorcerer/wizard 0, witch 0 
Casting Time 1 standard action 
Components V or S 
Range close (25 ft. + 5 ft./2 levels) 
Target one Fine object 
Duration instantaneous 
Saving Throw Fortitude negates (object); Spell 
Resistance yes (object) 

You can make an unattended Fine 
flammable object catch on fire. This works as if 
you were using flint and steel except that you 
can use spark in any sort of weather and it takes 
much less time to actually ignite an object. 
 

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. 

 
Touch of Idiocy  
School enchantment (compulsion) [mind-
affecting]; Level sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S 
Range touch 
Target living creature touched 
Duration 10 min./level 
Saving Throw no; Spell Resistance yes 

With a touch, you reduce the target’s 
mental faculties. Your successful melee touch 
attack applies a 1d6 penalty to the target’s 
Intelligence, Wisdom, and Charisma scores. 
This penalty can’t reduce any of these scores 
below 1. 

This spell’s effect may make it 
impossible for the target to cast some or all of its 
spells, if the requisite ability score drops below 
the minimum required to cast spells of that level. 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 

*** 
Id Insinuation II 
School enchantment (compulsion) [mind-
affecting]; Level psychic 3  
Targets two creatures  

This functions as id insinuation I, except 

as noted above. In addition, on the first round of 

the effect, the targets of this spell must roll twice 

to determine the result of their confused 

condition. You select which roll is used. This 

spell can be undercast. 

 

 

 

Id Insinuation I  
School enchantment (compulsion) [mind-
affecting]; Level psychic 2  
Casting Time 1 standard action  
Components S  
Range close (25 ft. + 5 ft./2 levels)  
Target one creature  
Duration concentration + 1 round  
Saving Throw Will negates; Spell Resistance 
yes  

By invading the mind of a creature with 
your psychic presence, you can isolate parts of 
its mind, preventing the target from functioning 
in a coherent manner. The target is confused as 
long as you concentrate on it plus 1 additional 
round. A successful Will save negates this 
effect.  



Aslynn’s Will’s Spells 
 

Confusion (DC 18) 3/day 

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). 
 

Fear (DC 18) At Will 
School necromancy [fear, mind-affecting]; Level 
bard 3, sorcerer/wizard 4 
Casting Time 1 standard action 
Components V, S, M (the heart of a hen or a 
white feather) 
Range 30 ft. 
Area cone-shaped burst 
Duration 1 round/level or 1 round; see text 
Saving Throw Will partial; Spell Resistance 
yes 

An invisible cone of terror causes each 
living creature in the area to become panicked 
unless it succeeds on a Will save. If cornered, a 
panicked creature begins cowering. If the Will 
save succeeds, the creature is shaken for 1 
round. 
 

 

Ghost Sound (DC 14) At Will 

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. 
 

Nightmare (DC 19) 3/day 

School illusion (phantasm) [mind-affecting, evil]; 
Level bard 5, sorcerer/wizard 5 
Casting Time 10 minutes 
Components V, S 
Range unlimited 
Target one living creature 
Duration instantaneous 
Saving Throw Will negates; see text; Spell 
Resistance yes 

You send a hideous and unsettling 
phantasmal vision to a specific creature that you 
name or otherwise specifically designate. 



The nightmare prevents restful sleep 
and causes 1d10 points of damage. The 
nightmare leaves the subject fatigued and 
unable to regain arcane spells for the next 24 
hours. 

The difficulty of the save depends on 
your knowledge the subject and the physical 
connection (if any) you have to that creature. 
 
Knowledge   Will Save Modifier 
None*      +10 
Secondhand (you have heard of the subject)  +5 
Firsthand (you have met the subject)   +0 
Familiar (you know the subject well)   –5 

*You must have some sort of connection to a 
creature of which you have no knowledge. 
 

Connection   Will Save Modifier 
Likeness or picture     –2 
Possession or garment    –4 
Body part, lock of hair, bit of nail, etc.   –10 

 
Dispel evil cast on the subject while you 

are casting the spell dispels the nightmare and 
causes you to be stunned for 10 minutes per 
caster level of the dispel evil. 

If the recipient is awake when the spell 
begins, you can choose to cease casting 
(ending the spell) or to enter a trance until the 
recipient goes to sleep, whereupon you become 
alert again and complete the casting. If you are 
disturbed during the trance, you must succeed 
on a concentration check as if you were in the 
midst of casting a spell or the spell ends. 

If you choose to enter a trance, you are 
not aware of your surroundings or the activities 
around you while in the trance. 

You are defenseless, both physically 
and mentally, while in the trance. (You always 
fail Reflex and Will saving throws, for example.) 

Creatures who don’t sleep (such as 
outsiders) or dream are immune to this spell. 
 

Phantasmal Killer (DC 18) 3/day 

School illusion (phantasm) [fear, mind-
affecting]; Level sorcerer/wizard 4 
Casting Time 1 standard action 
Components V, S 
Range medium (100 ft. + 10 ft./level) 
Target one living creature 
Duration instantaneous 
Saving Throw Will disbelief, then Fortitude 
partial; see text; Spell Resistance yes 

You create a phantasmal image of the 
most fearsome creature imaginable to the 
subject simply by forming the fears of the 
subject’s subconscious mind into something that 

its conscious mind can visualize: this most 
horrible beast. Only the spell’s subject can see 
the phantasmal killer. You see only a vague 
shape. The target first gets a Will save to 
recognize the image as unreal. If that save fails, 
the phantasm touches the subject, and the 
subject must succeed on a Fortitude save or die 
from fear. Even if the Fortitude save is 
successful, the subject takes 3d6 points of 
damage. 

If the subject of a phantasmal killer 
attack succeeds in disbelieving and possesses 
telepathy or is wearing a helm of telepathy, the 
beast can be turned upon you. You must then 
disbelieve it or become subject to its deadly fear 
attack. 
 

*** 
 
Teleport, Greater (Never Far Behind) 
School conjuration (teleportation); Level 
sorcerer/wizard 7 

This spell functions like teleport, except 
that there is no range limit and there is no 
chance you arrive off target. In addition, you 
need not have seen the destination, but in that 
case you must have at least a reliable 
description of the place to which you are 
teleporting. If you attempt to teleport with 
insufficient information (or with misleading 
information), you disappear and simply reappear 
in your original location. Interplanar travel is not 
possible. 
 
Teleport 
School conjuration (teleportation); Level 
sorcerer/wizard 5 
Casting Time 1 standard action 
Components V 
Range personal and touch 
Target you and touched objects or other 
touched willing creatures 
Duration instantaneous 
Saving Throw none and Will negates (object); 
Spell Resistance no and yes (object) 

This spell instantly transports you to a 
designated destination, which may be as distant 
as 100 miles per caster level. Interplanar travel 
is not possible. You can bring along objects as 
long as their weight doesn’t exceed your 
maximum load. You may also bring one 
additional willing Medium or smaller creature 
(carrying gear or objects up to its maximum 
load) or its equivalent per three caster levels. A 
Large creature counts as two Medium creatures, 
a Huge creature counts as four Medium 



creatures, and so forth. All creatures to be 
transported must be in contact with one another, 
and at least one of those creatures must be in 
contact with you. As with all spells where the 
range is personal and the target is you, you 
need not make a saving throw, nor is spell 
resistance applicable to you. Only objects held 
or in use (attended) by another person receive 
saving throws and spell resistance. 

You must have some clear idea of the 
location and layout of the destination. The 
clearer your mental image, the more likely the 
teleportation works. Areas of strong physical or 
magical energy may make teleportation more 
hazardous or even impossible. 

To see how well the teleportation works, 
roll d% and consult the table at the end of this 
spell. Refer to the following information for 
definitions of the terms on the table. 

Familiarity: “Very familiar” is a place 
where you have been very often and where you 
feel at home. “Studied carefully” is a place you 
know well, either because you can currently 
physically see it or you’ve been there often. 
“Seen casually” is a place that you have seen 
more than once but with which you are not very 
familiar. “Viewed once” is a place that you have 
seen once, possibly using magic such as 
scrying. 

“False destination” is a place that does 
not truly exist or if you are teleporting to an 
otherwise familiar location that no longer exists 
as such or has been so completely altered as to 

no longer be familiar to you. When traveling to a 
false destination, roll 1d20+80 to obtain results 
on the table, rather than rolling d%, since there 
is no real destination for you to hope to arrive at 
or even be off target from. 

On Target: You appear where you want 
to be. 

Off Target: You appear safely a random 
distance away from the destination in a random 
direction. Distance off target is d% of the 
distance that was to be traveled. The direction 
off target is determined randomly. 

Similar Area: You wind up in an area 
that’s visually or thematically similar to the target 
area. Generally, you appear in the closest 
similar place within range. If no such area exists 
within the spell’s range, the spell simply fails 
instead. 

Mishap: You and anyone else 
teleporting with you have gotten “scrambled.” 
You each take 1d10 points of damage, and you 
reroll on the chart to see where you wind up. For 
these rerolls, roll 1d20+80. Each time “Mishap” 
comes up, the characters take more damage 
and must reroll. 
 

On  Off  Similar 
Familiarity  Target  Target  Area  Mishap 
Very familiar  01–97  98–99  100  — 
Studied carefully  01–94  95–97  98–99  100 
Seen casually  01–88  89–94  95–98  99–100 
Viewed once  01–76  77–88  89–96  97–100 
False destination  —  —  81–92  93–100 

 





Bearded Devil’s Spells 
 
Teleport, Greater (Self + 50 lbs objects only) 

At Will 
School conjuration (teleportation); Level 
sorcerer/wizard 7 

This spell functions like teleport, except 
that there is no range limit and there is no 
chance you arrive off target. In addition, you 
need not have seen the destination, but in that 
case you must have at least a reliable 
description of the place to which you are 
teleporting. If you attempt to teleport with 
insufficient information (or with misleading 
information), you disappear and simply reappear 
in your original location. Interplanar travel is not 
possible. 
 
Teleport 
School conjuration (teleportation); Level 
sorcerer/wizard 5 
Casting Time 1 standard action 
Components V 
Range personal and touch 
Target you and touched objects or other 
touched willing creatures 
Duration instantaneous 
Saving Throw none and Will negates (object); 
Spell Resistance no and yes (object) 

This spell instantly transports you to a 
designated destination, which may be as distant 
as 100 miles per caster level. Interplanar travel 
is not possible. You can bring along objects as 
long as their weight doesn’t exceed your 
maximum load. You may also bring one 
additional willing Medium or smaller creature 
(carrying gear or objects up to its maximum 
load) or its equivalent per three caster levels. A 
Large creature counts as two Medium creatures, 
a Huge creature counts as four Medium 
creatures, and so forth. All creatures to be 
transported must be in contact with one another, 
and at least one of those creatures must be in 
contact with you. As with all spells where the 
range is personal and the target is you, you 
need not make a saving throw, nor is spell 
resistance applicable to you. Only objects held 
or in use (attended) by another person receive 
saving throws and spell resistance. 

You must have some clear idea of the 
location and layout of the destination. The 
clearer your mental image, the more likely the 
teleportation works. Areas of strong physical or 

magical energy may make teleportation more 
hazardous or even impossible. 

To see how well the teleportation works, 
roll d% and consult the table at the end of this 
spell. Refer to the following information for 
definitions of the terms on the table. 

Familiarity: “Very familiar” is a place 
where you have been very often and where you 
feel at home. “Studied carefully” is a place you 
know well, either because you can currently 
physically see it or you’ve been there often. 
“Seen casually” is a place that you have seen 
more than once but with which you are not very 
familiar. “Viewed once” is a place that you have 
seen once, possibly using magic such as 
scrying. 

“False destination” is a place that does 
not truly exist or if you are teleporting to an 
otherwise familiar location that no longer exists 
as such or has been so completely altered as to 
no longer be familiar to you. When traveling to a 
false destination, roll 1d20+80 to obtain results 
on the table, rather than rolling d%, since there 
is no real destination for you to hope to arrive at 
or even be off target from. 

On Target: You appear where you want 
to be. 

Off Target: You appear safely a random 
distance away from the destination in a random 
direction. Distance off target is d% of the 
distance that was to be traveled. The direction 
off target is determined randomly. 

Similar Area: You wind up in an area 
that’s visually or thematically similar to the target 
area. Generally, you appear in the closest 
similar place within range. If no such area exists 
within the spell’s range, the spell simply fails 
instead. 

Mishap: You and anyone else 
teleporting with you have gotten “scrambled.” 
You each take 1d10 points of damage, and you 
reroll on the chart to see where you wind up. For 
these rerolls, roll 1d20+80. Each time “Mishap” 
comes up, the characters take more damage 
and must reroll. 
 

On  Off  Similar 
Familiarity  Target  Target  Area  Mishap 
Very familiar  01–97  98–99  100  — 
Studied carefully  01–94  95–97  98–99  100 
Seen casually  01–88  89–94  95–98  99–100 
Viewed once  01–76  77–88  89–96  97–100 
False destination  —  —  81–92  93–100 

 


