
Rukaina Hasheen’s Bard Spells 

Bardic Performance 9 rounds/day  

 
Countersong (Su):  

At 1st level, a bard learns to counter magic effects 
that depend on sound (but not spells that have verbal 
components). Each round of the countersong he makes a 
Perform (keyboard, percussion, wind, string, or sing) skill 
check. Any creature within 30 feet of the bard (including the 
bard himself ) that is affected by a sonic or language-
dependent magical attack may use the bard’s Perform check 
result in place of its saving throw if, after the saving throw is 
rolled, the Perform check result proves to be higher. If a 
creature within range of the countersong is already under the 
effect of a non-instantaneous sonic or language-dependent 
magical attack, it gains another saving throw against the 
effect each round it hears the countersong, but it must use 
the bard’s Perform skill check result for the save. 
Countersong does not work on effects that don’t allow saves. 
Countersong relies on audible components. 

 
Distraction (Su):  

At 1st level, a bard can use his performance to 
counter magic effects that depend on sight. Each round of 
the distraction, he makes a Perform (act, comedy, dance, or 
oratory) skill check. Any creature within 30 feet of the bard 
(including the bard himself ) that is affected by an illusion 
(pattern) or illusion (figment) magical attack may use the 
bard’s Perform check result in place of its saving throw if, 
after the saving throw is rolled, the Perform skill check 
proves to be higher. If a creature within range of the 
distraction is already under the effect of a non-instantaneous 
illusion (pattern) or illusion (figment) magical attack, it gains 
another saving throw against the effect each round it sees 
the distraction, but it must use the bard’s Perform skill check 
result for the save. 

Distraction does not work on effects that don’t 
allow saves. Distraction relies on visual components. 

 
 
 
 

Fascinate (Su):  (DC 14) 
At 1st level, a bard can use his performance to 

cause one or more creatures to become fascinated with him. 
Each creature to be fascinated must be within 90 feet, able 
to see and hear the bard, and capable of paying attention to 
him. The bard must also be able to see the creatures 
affected. The distraction of a nearby combat or other 
dangers prevents this ability from working. For every three 
levels the bard has attained beyond 1st, he can target one 
additional creature with this ability. 

Each creature within range receives a Will save 
(DC 10 + 1/2 the bard’s level + the bard’s Cha modifier) to 
negate the effect. If a creature’s saving throw succeeds, the 
bard cannot attempt to fascinate that creature again for 24 
hours. If its saving throw fails, the creature sits quietly and 
observes the performance for as long as the bard continues 
to maintain it. While fascinated, a target takes a –4 penalty 
on all skill checks made as reactions, such as Perception 
checks. Any potential threat to the target allows the target to 
make a new saving throw against the effect. Any obvious 
threat, such as someone drawing a weapon, casting a spell, 
or aiming a weapon at the target, automatically breaks the 
effect. 

Fascinate is an enchantment (compulsion), mind-
affecting ability. Fascinate relies on audible and visual 
components in order to function. 

 

Inspire Courage (Su):  +1 
A 1st-level bard can use his performance to 

inspire courage in his allies (including himself ), bolstering 
them against fear and improving their combat abilities. To be 
affected, an ally must be able to perceive the bard’s 
performance. An affected ally receives a +1 morale bonus on 
saving throws against charm and fear effects and a +1 
competence bonus on attack and weapon damage rolls. At 
5th level, and every six bard levels thereafter, this bonus 
increases by +1, to a maximum of +4 at 17th level. Inspire 
courage is a mind-affecting ability. Inspire courage can use 
audible or visual components. The bard must choose which 
component to use when starting his performance. 

 
 

*** 
1st (3/day) 
 
Comprehend Languages 
School divination; Level bard 1, cleric 1, 
sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S, M/DF (pinch of soot and 
salt) 
Range personal 
Target you 
Duration 10 min./level 

You can understand the spoken words 
of creatures or read otherwise incomprehensible 

written messages. The ability to read does not 
necessarily impart insight into the material, 
merely its literal meaning. The spell enables you 
to understand or read an unknown language, not 
speak or write it. 

Written material can be read at the rate 
of one page (250 words) per minute. Magical 
writing cannot be read, though the spell reveals 
that it is magical. This spell can be foiled by 
certain warding magic (such as the secret page 
and illusory script spells). It does not decipher 



codes or reveal messages concealed in 
otherwise normal text. 

Comprehend languages can be made 
permanent with a permanency spell. 
 
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 13)  
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. 
 

Ghost Sound (DC 13) 

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. 
 

Hideous Laughter (DC 14) 

School enchantment (compulsion) [mind-
affecting]; Level bard 1, sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, M (tiny fruit tarts and a 
feather) 
Range close (25 ft. + 5 ft./2 levels) 
Target one creature; see text 
Duration 1 round/level 
Saving Throw Will negates; Spell Resistance 
yes 

This spell afflicts the subject with 
uncontrollable laughter. It collapses into gales of 
manic laughter, falling prone. The subject can 
take no actions while laughing, but is not 
considered helpless. On the creature’s next turn, 



it may attempt a new saving throw to end the 
effect. If successful, the effect ends and the 
creature is treated as if it spent a full-round 
action on its turn. 

A creature with an Intelligence score of 
2 or lower is not affected. A creature whose type 
is different from the caster’s receives a +4 bonus 
on its saving throw, because humor doesn’t 
“translate” well. 
 
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. 
 
 
 
 
 
 
 
 
 

Prestidigitation  
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. 
 
Ventriloquism  
School illusion (figment); Level bard 1, 
sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, F (parchment rolled into cone) 
Range close (25 ft. + 5 ft./2 levels) 
Effect intelligible sound, usually speech 
Duration 1 min./level (D) 
Saving Throw Will disbelief (if interacted with); 
Spell Resistance no 

You can make your voice (or any sound 
that you can normally make vocally) seem to 
issue from someplace else. You can speak in 
any language you know. With respect to such 
voices and sounds, anyone who hears the 
sound and rolls a successful save recognizes it 
as illusory (but still hears it). 

 
 





Laszo ‘The Leper’s Alchemist Spells 

Bomb 5/day (1d6+3 fire, DC 
14) 

 
Precise bombs:  [3 squares] 

Whenever the alchemist throws a bomb, 
he can select a number of squares equal to his 
Intelligence modifier that are not affected by the 
splash damage from his bombs. If the bomb 
misses, this  
discovery has no effect. 
 

Mutagen (Su): (+4/–2, +2 natural 
armor, 20 minutes) 

At 1st level, an alchemist discovers how 
to create a mutagen that he can imbibe in order 
to heighten his physical prowess at the cost of 
his personality. It takes 1 hour to brew a dose of 
mutagen, and once brewed, it remains potent 
until used. An alchemist can only maintain one 
dose of mutagen at a time—if he brews a 
second dose, any existing mutagen becomes 
inert. As with an extract or bomb, a mutagen that 
is not in an alchemist’s possession becomes 
inert until an alchemist picks it up again. 

When an alchemist brews a mutagen, 
he selects one physical ability score—either 

Strength, Dexterity, or Constitution. It’s a 
standard action to drink a mutagen. Upon being 
imbibed, the mutagen causes the alchemist to 
grow bulkier and more bestial, granting him a +2 
natural armor bonus and a +4 alchemical bonus 
to the selected ability score for 10 minutes per 
alchemist level. In addition, while the mutagen is 
in effect, the alchemist takes a –2 penalty to one 
of his mental ability scores. If the mutagen 
enhances his Strength, it applies a penalty to his 
Intelligence. If it enhances his Dexterity, it 
applies a penalty to his Wisdom. If it enhances 
his Constitution, it applies a penalty to his 
Charisma. 

A non-alchemist who drinks a mutagen 
must make a Fortitude save (DC 10 + 1/2 the 
alchemist’s level + the alchemist’s Intelligence 
modifier) or become nauseated for 1 hour—a 
non-alchemist can never gain the benefit of a 
mutagen, but an alchemist can gain the effects 
of another alchemist’s mutagen if he drinks it. 
(Although if the other alchemist creates a 
different mutagen, the effects of the “stolen” 
mutagen immediately cease.) The effects of a 
mutagen do not stack. Whenever an alchemist 
drinks a mutagen, the effects of any previous 
mutagen immediately end. 

 
*** 

Cure Light Wounds (1d8+2) 

 
Disguise Self 
School illusion (glamer); Level bard 1, 

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

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

The spell does not provide the abilities or 
mannerisms of the chosen form, nor does it alter the 
perceived tactile (touch) or audible (sound) properties 
of you or your equipment. If you use this spell to 
create a disguise, you get a +10 bonus on the 

Disguise check. A creature that interacts with the 
glamer gets a Will save to recognize it as an illusion. 
 
Stone Fist 
School transmutation [earth]; Level alchemist 1, 

druid 1, sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S, M (a chip of granite) 
Range personal 
Target you 
Duration 1 minute/level (D) 

This spell transforms your hands into living 
stone. While this spell is in effect, your unarmed 
strikes do not provoke attacks of opportunity and deal 
1d6 points of lethal bludgeoning damage (1d4 if you 
are Small). In addition, your unarmed strikes ignore 
the hardness of any object with a hardness less than 
8. 

Stone to flesh immediately dispels stone fist. 
Should you be the target of transmute rock to mud, 
this spell immediately ends and you take 4d6 points of 
damage. 

 



 



Magali Delroya’s Bard Spells 
 

Bardic Performance 7 rounds/day  
 
Countersong (Su):  

At 1st level, a bard learns to counter magic effects 
that depend on sound (but not spells that have verbal 
components). Each round of the countersong he makes a 
Perform (keyboard, percussion, wind, string, or sing) skill 
check. Any creature within 30 feet of the bard (including the 
bard himself ) that is affected by a sonic or language-
dependent magical attack may use the bard’s Perform check 
result in place of its saving throw if, after the saving throw is 
rolled, the Perform check result proves to be higher. If a 
creature within range of the countersong is already under the 
effect of a non-instantaneous sonic or language-dependent 
magical attack, it gains another saving throw against the 
effect each round it hears the countersong, but it must use 
the bard’s Perform skill check result for the save. 
Countersong does not work on effects that don’t allow saves. 
Countersong relies on audible components. 

 
Distraction (Su):  

At 1st level, a bard can use his performance to 
counter magic effects that depend on sight. Each round of 
the distraction, he makes a Perform (act, comedy, dance, or 
oratory) skill check. Any creature within 30 feet of the bard 
(including the bard himself ) that is affected by an illusion 
(pattern) or illusion (figment) magical attack may use the 
bard’s Perform check result in place of its saving throw if, 
after the saving throw is rolled, the Perform skill check 
proves to be higher. If a creature within range of the 
distraction is already under the effect of a non-instantaneous 
illusion (pattern) or illusion (figment) magical attack, it gains 
another saving throw against the effect each round it sees 
the distraction, but it must use the bard’s Perform skill check 
result for the save. 

Distraction does not work on effects that don’t 
allow saves. Distraction relies on visual components. 

 
 
 
 

Fascinate (Su):  (DC 13) 
At 1st level, a bard can use his performance to 

cause one or more creatures to become fascinated with him. 
Each creature to be fascinated must be within 90 feet, able 
to see and hear the bard, and capable of paying attention to 
him. The bard must also be able to see the creatures 
affected. The distraction of a nearby combat or other 
dangers prevents this ability from working. For every three 
levels the bard has attained beyond 1st, he can target one 
additional creature with this ability. 

Each creature within range receives a Will save 
(DC 10 + 1/2 the bard’s level + the bard’s Cha modifier) to 
negate the effect. If a creature’s saving throw succeeds, the 
bard cannot attempt to fascinate that creature again for 24 
hours. If its saving throw fails, the creature sits quietly and 
observes the performance for as long as the bard continues 
to maintain it. While fascinated, a target takes a –4 penalty 
on all skill checks made as reactions, such as Perception 
checks. Any potential threat to the target allows the target to 
make a new saving throw against the effect. Any obvious 
threat, such as someone drawing a weapon, casting a spell, 
or aiming a weapon at the target, automatically breaks the 
effect. 

Fascinate is an enchantment (compulsion), mind-
affecting ability. Fascinate relies on audible and visual 
components in order to function. 

 

Inspire Courage (Su):  +1 
A 1st-level bard can use his performance to 

inspire courage in his allies (including himself ), bolstering 
them against fear and improving their combat abilities. To be 
affected, an ally must be able to perceive the bard’s 
performance. An affected ally receives a +1 morale bonus on 
saving throws against charm and fear effects and a +1 
competence bonus on attack and weapon damage rolls. At 
5th level, and every six bard levels thereafter, this bonus 
increases by +1, to a maximum of +4 at 17th level. Inspire 
courage is a mind-affecting ability. Inspire courage can use 
audible or visual components. The bard must choose which 
component to use when starting his performance. 

 
*** 

 
1st (2/day) 
 
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. 

 

Lullaby (DC 13) 
School enchantment (compulsion) [mind-
affecting]; Level bard 0 
Casting Time 1 standard action 
Components V, S 
Range medium (100 ft. + 10 ft./level) 
Area living creatures within a 10-ft.-radius burst 
Duration concentration + 1 round/level (D) 
Saving Throw Will negates; Spell Resistance 
yes 

Any creature within the area that fails a 
Will save becomes drowsy and inattentive, 
taking a –5 penalty on Perception checks and a 
–2 penalty on Will saves against sleep effects 
while the lullaby is in effect. Lullaby lasts for as 
long as the caster concentrates, plus up to 1 
round per caster level thereafter. 
 
Mending 
School transmutation; Level bard 0, cleric 0, druid 0, 

sorcerer/wizard 0 
Casting Time 10 minutes 
Components V, S 
Range 10 ft. 
Target one object of up to 1 lb./level 
Duration instantaneous 
Saving Throw: Will negates (harmless, object); Spell 
Resistance: yes (harmless, object) 

This spell repairs damaged objects, restoring 
1d4 hit points to the object. If the object has the 
broken condition, this condition is removed if the 
object is restored to at least half its original hit points. 
All of the pieces of an object must be present for this 
spell to function. Magic items can be repaired by this 
spell, but you must have a caster level equal to or 
higher than that of the object. Magic items that are 
destroyed (at 0 hit points or less) can be repaired with 
this spell, but this spell does not restore their magic 
abilities. This spell does not affect creatures (including 
constructs). This spell has no effect on objects that 
have been warped or otherwise transmuted, but it can 
still repair damage done to such items. 

 
Prestidigitation  
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. 

 

Silent Image (DC 14) 

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. 
 

Sleep (DC 14) 

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. 



Acolyte’s Cleric Spells 
 

Rebuke Death (Sp): 5/day 

You can touch a living creature as a 
standard action, healing it for 1d4 points of 
damage plus 1 for every two cleric levels you 
possess. You can only use this ability on a 
creature that is below 0 hit points. You can use 
this ability a number of times per day equal to 3 
+ your Wisdom modifier. 
 

Touch of Law (Sp):  5/day 

You can touch a willing creature as a 
standard action, infusing it with the power of 
divine order and allowing it to treat all attack 
rolls, skill checks, ability checks, and saving 
throws for 1 round as if the natural d20 roll 
resulted in an 11. You can use this ability a 
number of times per day equal to 3 + your 
Wisdom modifier. 

 
*** 

 
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. 
 

Command (DC 13) 

School enchantment (compulsion) [language-
dependent, mind-affecting]; Level cleric 1 
Casting Time 1 standard action 
Components V 
Range close (25 ft. + 5 ft./2 levels) 
Target one living creature 
Duration 1 round 
Saving Throw Will negates; Spell Resistance 
yes 

You give the subject a single command, 
which it obeys to the best of its ability at its 
earliest opportunity. You may select from the 
following options. 

Approach: On its turn, the subject 
moves toward you as quickly and directly as 
possible for 1 round. The creature may do 
nothing but move during its turn, and it provokes 
attacks of opportunity for this movement as 
normal. 

Drop: On its turn, the subject drops 
whatever it is holding. It can’t pick up any 
dropped item until its next turn.  

Fall: On its turn, the subject falls to the 
ground and remains prone for 1 round. It may 
act normally while prone but takes any 
appropriate penalties. 

Flee: On its turn, the subject moves 
away from you as quickly as possible for 1 
round. It may do nothing but move during its 
turn, and it provokes attacks of opportunity for 
this movement as normal. 

Halt: The subject stands in place for 1 
round. It may not take any actions but is not 
considered helpless. 

If the subject can’t carry out your 
command on its next turn, the spell 
automatically fails. 
 

Cure Light Wounds (1d8+1) 

 
Guidance  
School divination; Level cleric 0, druid 0 
Casting Time 1 standard action 
Components V, S 
Range touch 
Target creature touched 
Duration 1 minute or until discharged 
Saving Throw Will negates (harmless); Spell 
Resistance yes 

This spell imbues the subject with a 
touch of divine guidance. The creature gets a +1 
competence bonus on a single attack roll, saving 
throw, or skill check. It must choose to use the 
bonus before making the roll to which it applies. 
 
Resistance  
School abjuration; Level bard 0, cleric 0, druid 
0, paladin 1, sorcerer/wizard 0 
Casting Time 1 standard action 
Components V, S, M/DF (a miniature cloak) 
Range touch 
Target creature touched 



Duration 1 minute 
Saving Throw Will negates (harmless); Spell 
Resistance yes (harmless) 

You imbue the subject with magical 
energy that protects it from harm, granting it a 
+1 resistance bonus on saves. 

Resistance can be made permanent 
with a permanency spell. 
 
 
 
 
 

Virtue 
School transmutation; Level cleric 0, druid 0, 
paladin 1 
Casting Time 1 standard action 
Components V, S, DF 
Range touch 
Target creature touched 
Duration 1 min. 
Saving Throw none; Spell Resistance yes 
(harmless) 

With a touch, you infuse a creature with 
a tiny surge of life, granting the subject 1 
temporary hit point. 

 
*** 

 

Protection From Chaos, Scroll of 

School abjuration [lawful]; Level cleric 1, paladin 1, 

sorcerer/wizard 1 
This spell functions like protection from evil, 

except that the deflection and resistance bonuses 
apply to attacks made by chaotic creatures. The 
target receives a new saving throw against control by 
chaotic creatures and chaotic summoned creatures 
cannot touch the target. 

 
Protection from Evil 
School abjuration [good]; Level cleric 1, paladin 1, 
sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S, M/DF 
Range touch 
Target creature touched 
Duration 1 min./level (D) 
Saving Throw Will negates (harmless); Spell 
Resistance no; see text 

This spell wards a creature from attacks by 
evil creatures, from mental control, and from 
summoned creatures. It creates a magical barrier 
around the subject at a distance of 1 foot. The barrier 
moves with the subject and has three major effects.  

First, the subject gains a +2 deflection bonus 
to AC and a +2 resistance bonus on saves. Both 
these bonuses apply against attacks made or effects 
created by evil creatures. 

Second, the subject immediately receives 
another saving throw (if one was allowed to begin 
with) against any spells or effects that possess or 
exercise mental control over the creature (including 
enchantment [charm] effects and enchantment 
[compulsion] effects such as charm person, 
command, and dominate person). This saving throw 
is made with a +2 morale bonus, using the same DC 
as the original effect. If successful, such effects are 
suppressed for the duration of this spell. The effects 
resume when the duration of this spell expires. While 
under the effects of this spell, the target is immune to 
any new attempts to possess or exercise mental 
control over the target. This spell does not expel a 

controlling life force (such as a ghost or spellcaster 
using magic jar), but it does prevent them from 
controlling the target. This second effect only 
functions against spells and effects created by evil 
creatures or objects, subject to GM discretion. 

Third, the spell prevents bodily contact by 
evil summoned creatures. This causes the natural 
weapon attacks of such creatures to fail and the 
creatures to recoil if such attacks require touching the 
warded creature. Summoned creatures that are not 
evil are immune to this effect. The protection against 
contact by summoned creatures ends if the warded 
creature makes an attack against or tries to force the 
barrier against the blocked creature. Spell resistance 
can allow a creature to overcome this protection and 
touch the warded creature. 

 

Sanctuary, Scroll of 

School abjuration; Level cleric 1 
Casting Time 1 standard action 
Components V, S, DF 
Range touch 
Target creature touched 
Duration 1 round/level 
Saving Throw Will negates; Spell Resistance 
no 

Any opponent attempting to directly 
attack the warded creature, even with a targeted 
spell, must attempt a Will save. If the save 
succeeds, the opponent can attack normally and 
is unaffected by that casting of the spell. If the 
save fails, the opponent can’t follow through with 
the attack, that part of its action is lost, and it 
can’t directly attack the warded creature for the 
duration of the spell. Those not attempting to 
attack the subject remain unaffected. This spell 
does not prevent the warded creature from 
being attacked or affected by area of effect 
spells. The subject cannot attack without 
breaking the spell but may use non-attack spells 
or otherwise act. 



Consortium Druid’s Spells 
 

Storm Burst (Sp):  (1d6 nonlethal) 
6/day 

As a standard action, you can create a 
storm burst targeting any foe within 30 feet as a 
ranged touch attack. The storm burst deals 1d6 
points of nonlethal damage + 1 point for every 

two cleric levels you possess. In addition, the 
target is buffeted by winds and rain, causing it to 
take a –2 penalty on attack rolls for 1 round. You 
can use this ability a number of times per day 
equal to 3 + your Wisdom modifier. 

 
*** 

 
Create Water 
School conjuration (creation) [water]; Level 
cleric 0, druid 0, paladin 1 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Effect up to 2 gallons of water/level 
Duration instantaneous 
Saving Throw none; Spell Resistance no 

This spell generates wholesome, 
drinkable water, just like clean rain water. Water 
can be created in an area as small as will 
actually contain the liquid, or in an area three 
times as large—possibly creating a downpour or 
filling many small receptacles. This water 
disappears after 1 day if not consumed. 

Note: Conjuration spells can’t create 
substances or objects within a creature. Water 
weighs about 8 pounds per gallon. One cubic 
foot of water contains roughly 8 gallons and 
weighs about 60 pounds. 
 

Cure Light Wounds (1d8+1) 

 
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. 
 
Obscuring Mist 
School conjuration (creation); Level cleric 1, 
druid 1, sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
Range 20 ft. 
Effect cloud spreads in 20-ft. radius from you, 
20 ft. high 
Duration 1 min./level (D) 
Saving Throw none; Spell Resistance no 

A misty vapor arises around you. It is 
stationary. The vapor obscures all sight, 
including darkvision, beyond 5 feet. A creature 5 
feet away has concealment (attacks have a 20% 
miss chance). Creatures farther away have total 
concealment (50% miss chance, and the 
attacker cannot use sight to locate the target). 

A moderate wind (11+ mph), such as 
from a gust of wind spell, disperses the fog in 4 
rounds. A strong wind (21+ mph) disperses the 
fog in 1 round. A fireball, flame strike, or similar 
spell burns away the fog in the explosive or fiery 
spell’s area. A wall of fire burns away the fog in 
the area into which it deals damage. 

This spell does not function underwater. 
 
 
 
 
 
 
 
 



Shillelagh (DC 14) 

School transmutation; Level druid 1 
Casting Time 1 standard action 
Components V, S, DF 
Range touch 
Target one touched nonmagical oak club or 
quarterstaff 
Duration 1 min./level 
Saving Throw Will negates (object); Spell 
Resistance yes (object) 

Your own nonmagical club or 
quarterstaff becomes a weapon with a +1 
enhancement bonus on attack and damage 
rolls. A quarterstaff gains this enhancement for 
both ends of the weapon. It deals damage as if it 
were two size categories larger (a Small club or 
quarterstaff so transmuted deals 1d8 points of 
damage, a Medium 2d6, and a Large 3d6), +1 
for its enhancement bonus. These effects only 
occur when the weapon is wielded by you. If you 
do not wield it, the weapon behaves as if 
unaffected by this spell. 
 

Stabilize  
School conjuration (healing); Level cleric 0, 
druid 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 (harmless); Spell 
Resistance: yes (harmless) 

Upon casting this spell, you target a 
living creature that has –1 or fewer hit points. 
That creature is automatically stabilized and 
does not lose any further hit points. If the 
creature later takes damage, it continues dying 
normally. 

 
 
 
 
 
 



Consortium Sorcerer’s Spells 
 
 

Claws (Su):  (2, 1d4, 6 
rounds/day) 

Starting at 1st level, you can grow claws 
as a free action. These claws are treated as 
natural weapons, allowing you to make two claw 
attacks as a full attack action using your full 
base attack bonus. Each of these attacks deals 
1d4 points of damage plus your Strength 
modifier (1d3 if you are Small). At 5th level, 
these claws are considered magic weapons for 
the purpose of overcoming DR. At 7th level, the 
damage increases by one step to 1d6 points of 

damage (1d4 if you are Small). At 11th level, 
these claws deal an additional 1d6 points of 
damage of your energy type on a successful hit. 
You can use your claws for a number of rounds 
per day equal to 3 + your Charisma modifier. 
These rounds do not need to be consecutive. 
 

SQ bloodline arcana (electricity 
spells deal +1 damage per 
die) 

 
*** 

1st (4/day) 
 

Cause Fear (DC 14) 

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

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

Daze (DC 13) 

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. 
 
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 (DC 13) 

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. 
 
Ray of Frost 
School evocation [cold]; Level sorcerer/wizard 
0 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Effect ray 
Duration instantaneous 

Saving Throw none; Spell Resistance yes 
A ray of freezing air and ice projects 

from your pointing finger. You must succeed on 
a ranged touch attack with the ray to deal 
damage to a target. The ray deals 1d3 points of 
cold damage. 
 
Shocking Grasp 
School evocation [electricity]; Level 
sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
Range touch 
Target creature or object touched 
Duration instantaneous 
Saving Throw none; Spell Resistance yes 

Your successful melee touch attack 
deals 1d6 points of electricity damage per caster 
level (maximum 5d6). When delivering the jolt, 
you gain a +3 bonus on attack rolls if the 
opponent is wearing metal armor (or is carrying 
a metal weapon or is made of metal). 

 
*** 

 

CLW, Potion of (1d8+1) 

 

Grease, Wand of (11 charges) 

School conjuration (creation); Level bard 1, 
sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S, M (butter) 
Range close (25 ft. + 5 ft./2 levels) 
Target one object or 10-ft. square 
Duration 1 min./level (D) 
Save see text; SR no 

A grease spell covers a solid surface 
with a layer of slippery grease. Any creature in 
the area when the spell is cast must make a 
successful Reflex save or fall. A creature can 
walk within or through the area of grease at half 
normal speed with a DC 10 Acrobatics check. 
Failure means it can’t move that round (and 
must then make a Reflex save or fall), while 
failure by 5 or more means it falls (see the 
Acrobatics skill for details). Creatures that do not 
move on their turn do not need to make this 
check and are not considered flat-footed. 

The spell can also be used to create a 
greasy coating on an item. Material objects not 
in use are always affected by this spell, while an 
object wielded or employed by a creature 
requires its bearer to make a Reflex saving 
throw to avoid the effect. If the initial saving 

throw fails, the creature immediately drops the 
item. A saving throw must be made in each 
round that the creature attempts to pick up or 
use the greased item. A creature wearing 
greased armor or clothing gains a +10 
circumstance bonus on Escape Artist checks 
and combat maneuver checks made to escape a 
grapple, and to their CMD to avoid being 
grappled. 
 

Mage Armor, Scroll of (x2) 

School conjuration (creation) [force]; Level 

sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S, F (a piece of cured leather) 
Range touch 
Target creature touched 
Duration 1 hour/level (D) 
Saving Throw Will negates (harmless); Spell 
Resistance no 

An invisible but tangible field of force 
surrounds the subject of a mage armor spell, 

providing a +4 armor bonus to AC. 
Unlike mundane armor, mage armor entails 

no armor check penalty, arcane spell failure chance, 
or speed reduction. Since mage armor is made of 

force, incorporeal creatures can’t bypass it the way 
they do normal armor. 

 
 
 



Remove Fear, Potion of 

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, Scroll of 

School abjuration [force]; Level sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
Range personal 
Target you 
Duration 1 min./level (D) 

Shield creates an invisible shield of force 
that hovers in front of you. It negates magic missile 
attacks directed at you. The disk also provides a +4 
shield bonus to AC. This bonus applies against 
incorporeal touch attacks, since it is a force effect. 
The shield has no armor check penalty or arcane 
spell failure chance. 
 

 
 





Mercenary Healer’s Cleric Spells 
 

Agile Feet (Su):  5/day 

As a free action, you can gain increased 
mobility for 1 round. For the next round, you 
ignore all difficult terrain and do not take any 
penalties for moving through it. You can use this 
ability a number of times per day equal to 3 + 
your Wisdom modifier. 
 

Inspiring Word (Sp): 1 rd 5/day 

As a standard action, you can speak an 
inspiring word to a creature within 30 feet. That 
creature receives a +2 morale bonus on attack 
rolls, skill checks, ability checks, and saving 
throws for a number of rounds equal to 1/2 your 
cleric level (minimum 1). You can use this power 
a number of times per day equal to 3 + your 
Wisdom modifier. 

 
*** 

 

Cure Light Wounds (1d8+1) 

 
Detect Magic 
 
Longstrider 
School transmutation; Level druid 1, ranger 1 
Casting Time 1 standard action 
Components V, S, M (a pinch of dirt) 
Range personal 
Target you 
Duration 1 hour/level (D) 

This spell gives you a +10 foot 
enhancement bonus to your base speed. It has 
no effect on other modes of movement, such as 
burrow, climb, fly, or swim. 
 
Mending 
School transmutation; Level bard 0, cleric 0, 
druid 0, sorcerer/wizard 0 
Casting Time 10 minutes 
Components V, S 
Range 10 ft. 
Target one object of up to 1 lb./level 
Duration instantaneous 
Saving Throw: Will negates (harmless, object); 
Spell Resistance: yes (harmless, object) 

This spell repairs damaged objects, 
restoring 1d4 hit points to the object. If the object 
has the broken condition, this condition is 
removed if the object is restored to at least half 
its original hit points. All of the pieces of an 
object must be present for this spell to function. 
Magic items can be repaired by this spell, but 
you must have a caster level equal to or higher 
than that of the object. Magic items that are 
destroyed (at 0 hit points or less) can be 
repaired with this spell, but this spell does not 
restore their magic abilities. This spell does not 
affect creatures (including constructs). This spell 
has no effect on objects that have been warped 

or otherwise transmuted, but it can still repair 
damage done to such items. 
 
Protection From Good 
School abjuration [evil]; Level cleric 1, 
sorcerer/wizard 1 

This spell functions like protection from 
evil, except that the deflection and resistance 
bonuses apply to attacks made by good 
creatures. The target receives a new saving 
throw against control by good creatures and 
good summoned creatures cannot touch the 
target. 
 
Protection from Evil 
School abjuration [good]; Level cleric 1, paladin 
1, sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S, M/DF 
Range touch 
Target creature touched 
Duration 1 min./level (D) 
Saving Throw Will negates (harmless); Spell 
Resistance no; see text 

This spell wards a creature from attacks 
by evil creatures, from mental control, and from 
summoned creatures. It creates a magical 
barrier around the subject at a distance of 1 foot. 
The barrier moves with the subject and has 
three major effects.  

First, the subject gains a +2 deflection 
bonus to AC and a +2 resistance bonus on 
saves. Both these bonuses apply against 
attacks made or effects created by evil 
creatures. 

Second, the subject immediately 
receives another saving throw (if one was 
allowed to begin with) against any spells or 
effects that possess or exercise mental control 
over the creature (including enchantment 



[charm] effects and enchantment [compulsion] 
effects such as charm person, command, and 
dominate person). This saving throw is made 
with a +2 morale bonus, using the same DC as 
the original effect. If successful, such effects are 
suppressed for the duration of this spell. The 
effects resume when the duration of this spell 
expires. While under the effects of this spell, the 
target is immune to any new attempts to 
possess or exercise mental control over the 
target. This spell does not expel a controlling life 
force (such as a ghost or spellcaster using 
magic jar), but it does prevent them from 
controlling the target. This second effect only 
functions against spells and effects created by 
evil creatures or objects, subject to GM 
discretion. 

Third, the spell prevents bodily contact 
by evil summoned creatures. This causes the 
natural weapon attacks of such creatures to fail 
and the creatures to recoil if such attacks require 
touching the warded creature. Summoned 
creatures that are not evil are immune to this 
effect. The protection against contact by 
summoned creatures ends if the warded 
creature makes an attack against or tries to 
force the barrier against the blocked creature. 
Spell resistance can allow a creature to 
overcome this protection and touch the warded 
creature. 
 
Read Magic 

 
 
 
 
 
 
 



Tavern Singer’s Bard Spells 
 

Bardic Performance 7 rounds/day  
 
Countersong (Su):  

At 1st level, a bard learns to counter magic effects 
that depend on sound (but not spells that have verbal 
components). Each round of the countersong he makes a 
Perform (keyboard, percussion, wind, string, or sing) skill 
check. Any creature within 30 feet of the bard (including the 
bard himself ) that is affected by a sonic or language-
dependent magical attack may use the bard’s Perform check 
result in place of its saving throw if, after the saving throw is 
rolled, the Perform check result proves to be higher. If a 
creature within range of the countersong is already under the 
effect of a non-instantaneous sonic or language-dependent 
magical attack, it gains another saving throw against the 
effect each round it hears the countersong, but it must use 
the bard’s Perform skill check result for the save. 
Countersong does not work on effects that don’t allow saves. 
Countersong relies on audible components. 

 
Distraction (Su):  

At 1st level, a bard can use his performance to 
counter magic effects that depend on sight. Each round of 
the distraction, he makes a Perform (act, comedy, dance, or 
oratory) skill check. Any creature within 30 feet of the bard 
(including the bard himself ) that is affected by an illusion 
(pattern) or illusion (figment) magical attack may use the 
bard’s Perform check result in place of its saving throw if, 
after the saving throw is rolled, the Perform skill check 
proves to be higher. If a creature within range of the 
distraction is already under the effect of a non-instantaneous 
illusion (pattern) or illusion (figment) magical attack, it gains 
another saving throw against the effect each round it sees 
the distraction, but it must use the bard’s Perform skill check 
result for the save. 

Distraction does not work on effects that don’t 
allow saves. Distraction relies on visual components. 

 
 
 
 

Fascinate (Su):  (DC 13) 
At 1st level, a bard can use his performance to 

cause one or more creatures to become fascinated with him. 
Each creature to be fascinated must be within 90 feet, able 
to see and hear the bard, and capable of paying attention to 
him. The bard must also be able to see the creatures 
affected. The distraction of a nearby combat or other 
dangers prevents this ability from working. For every three 
levels the bard has attained beyond 1st, he can target one 
additional creature with this ability. 

Each creature within range receives a Will save 
(DC 10 + 1/2 the bard’s level + the bard’s Cha modifier) to 
negate the effect. If a creature’s saving throw succeeds, the 
bard cannot attempt to fascinate that creature again for 24 
hours. If its saving throw fails, the creature sits quietly and 
observes the performance for as long as the bard continues 
to maintain it. While fascinated, a target takes a –4 penalty 
on all skill checks made as reactions, such as Perception 
checks. Any potential threat to the target allows the target to 
make a new saving throw against the effect. Any obvious 
threat, such as someone drawing a weapon, casting a spell, 
or aiming a weapon at the target, automatically breaks the 
effect. 

Fascinate is an enchantment (compulsion), mind-
affecting ability. Fascinate relies on audible and visual 
components in order to function. 

 

Inspire Courage (Su):  +1 
A 1st-level bard can use his performance to 

inspire courage in his allies (including himself ), bolstering 
them against fear and improving their combat abilities. To be 
affected, an ally must be able to perceive the bard’s 
performance. An affected ally receives a +1 morale bonus on 
saving throws against charm and fear effects and a +1 
competence bonus on attack and weapon damage rolls. At 
5th level, and every six bard levels thereafter, this bonus 
increases by +1, to a maximum of +4 at 17th level. Inspire 
courage is a mind-affecting ability. Inspire courage can use 
audible or visual components. The bard must choose which 
component to use when starting his performance. 

 
 

*** 
1st (2/day) 
 
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. 
 

Ghost Sound (DC 13) 

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. 
 
Grease 
School conjuration (creation); Level bard 1, 
sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S, M (butter) 
Range close (25 ft. + 5 ft./2 levels) 
Target one object or 10-ft. square 
Duration 1 min./level (D) 

Save see text; SR no 
A grease spell covers a solid surface 

with a layer of slippery grease. Any creature in 
the area when the spell is cast must make a 
successful Reflex save or fall. A creature can 
walk within or through the area of grease at half 
normal speed with a DC 10 Acrobatics check. 
Failure means it can’t move that round (and 
must then make a Reflex save or fall), while 
failure by 5 or more means it falls (see the 
Acrobatics skill for details). Creatures that do not 
move on their turn do not need to make this 
check and are not considered flat-footed. 

The spell can also be used to create a 
greasy coating on an item. Material objects not 
in use are always affected by this spell, while an 
object wielded or employed by a creature 
requires its bearer to make a Reflex saving 
throw to avoid the effect. If the initial saving 
throw fails, the creature immediately drops the 
item. A saving throw must be made in each 
round that the creature attempts to pick up or 
use the greased item. A creature wearing 
greased armor or clothing gains a +10 
circumstance bonus on Escape Artist checks 
and combat maneuver checks made to escape a 
grapple, and to their CMD to avoid being 
grappled. 
 

Hideous Laughter (DC 14) 

School enchantment (compulsion) [mind-
affecting]; Level bard 1, sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, M (tiny fruit tarts and a 
feather) 
Range close (25 ft. + 5 ft./2 levels) 
Target one creature; see text 
Duration 1 round/level 
Saving Throw Will negates; Spell Resistance 
yes 

This spell afflicts the subject with 
uncontrollable laughter. It collapses into gales of 
manic laughter, falling prone. The subject can 
take no actions while laughing, but is not 
considered helpless. On the creature’s next turn, 
it may attempt a new saving throw to end the 
effect. If successful, the effect ends and the 
creature is treated as if it spent a full-round 
action on its turn. 

A creature with an Intelligence score of 
2 or lower is not affected. A creature whose type 
is different from the caster’s receives a +4 bonus 
on its saving throw, because humor doesn’t 
“translate” well. 
 



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. 
 

Prestidigitation 
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. 
 

 
 
 


