Myceloid’s Druid Spells (Tier 6-7 only)

Bleeding Touch (Sp): (2 rds, 5/day)

As a melee touch attack, you can cause
a living creature to take 1d6 points of damage
per round. This effect persists for a number of
rounds equal to 1/2 your cleric level (minimum 1)

Animate Dead

School necromancy [evil]; Level cleric 3,
sorcerer/wizard 4

Casting Time 1 standard action
Components V, S, M (an onyx gem worth at
least 25 gp per Hit Die of the undead)
Range touch

Targets one or more corpses touched
Duration instantaneous

Saving Throw none; Spell Resistance no

This spell turns corpses into undead
skeletons or zombies (see the Pathfinder RPG
Bestiary) that obey your spoken commands.

The undead can be made to follow you,
or they can be made to remain in an area and
attack any creature (or just a specific kind of
creature) entering the place. They remain
animated until they are destroyed. A destroyed
skeleton or zombie can’t be animated again.

Regardless of the type of undead you
create with this spell, you can’t create more HD
of undead than twice your caster level with a
single casting of animate dead. The desecrate
spell doubles this limit.

The undead you create remain under
your control indefinitely. No matter how many
times you use this spell, however, you can
control only 4 HD worth of undead creatures per
caster level. If you exceed this number, all the
newly created creatures fall under your control,
and any excess undead from previous castings
become uncontrolled. You choose which
creatures are released. Undead you control
through the Command Undead feat do not count
toward this limit.

Skeletons: A skeleton can be created
only from a mostly intact corpse or skeleton. The
corpse must have bones. If a skeleton is made
from a corpse, the flesh falls off the bones.

Zombies: A zombie can be created only
from a mostly intact corpse. The corpse must be
that of a creature with a physical anatomy.

or until stopped with a DC 15 Heal check or any
spell or effect that heals damage. You can use
this ability a number of times per day equal to 3
+ your Wisdom modifier.

Barkskin

School transmutation; Level druid 2, ranger 2
Casting Time 1 standard action
Components V, S, DF

Range touch

Target living creature touched

Duration 10 min./level

Saving Throw none; Spell Resistance yes
(harmless)

Barkskin toughens a creature’s skin.
The effect grants a +2 enhancement bonus to
the creature’s existing natural armor bonus. This
enhancement bonus increases by 1 for every
three caster levels above 3rd, to a maximum of
+5 at 12th level.

The enhancement bonus provided by
barkskin stacks with the target’s natural armor
bonus, but not with other enhancement bonuses
to natural armor. A creature without natural
armor has an effective natural armor bonus of
+0.

Bull’s Strength (Already cast)
Call Lightening (DC 17)

School evocation [electricity]; Level druid 3
Casting Time 1 round
Components V, S
Range medium (100 ft. + 10 ft./level)
Effect one or more 30-ft.-long vertical lines of
lightning
Duration 1 min./level
Saving Throw Reflex half; Spell Resistance
yes

Immediately upon completion of the
spell, and once per round thereafter, you may
call down a 5-foot-wide, 30-foot-long, vertical
bolt of lightning that deals 3d6 points of
electricity damage. The bolt of lightning flashes
down in a vertical stroke at whatever target point
you choose within the spell’s range (measured
from your position at the time). Any creature in
the target square or in the path of the bolt is
affected.



You need not call a bolt of lightning
immediately; other actions, even spellcasting,
can be performed first. Each round after the first
you may use a standard action (concentrating
on the spell) to call a bolt. You may call a total
number of bolts equal to your caster level
(maximum 10 bolts).

If you are outdoors and in a stormy
area—a rain shower, clouds and wind, hot and
cloudy conditions, or even a tornado (including a
whirlwind formed by a djinni or an air elemental
of at least Large size)—each bolt deals 3d10
points of electricity damage instead of 3d6.

This spell functions indoors or
underground but not underwater.

Cause Fear (DC 15)

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.

Contagion (DC 17)

School necromancy [evil]; Level cleric 3, druid
3, sorcerer/wizard 4
Casting Time 1 standard action
Components V, S
Range touch
Target living creature touched
Duration instantaneous
Saving Throw Fortitude negates; Spell
Resistance yes

The subject contracts one of the
following diseases: blinding sickness, bubonic
plague, cackle fever, filth fever, leprosy,
mindfire, red ache, shakes, or slimy doom. The
disease is contracted immediately (the onset
period does not apply). Use the disease’s listed
frequency and save DC to determine further
effects. For more information on these diseases,
see page 557.

Death Knell (DC 16)

School necromancy [death, evil]; Level cleric 2
Casting Time 1 standard action
Components V, S
Range touch
Target living creature touched
Duration instantaneous/10 minutes per HD of
subject; see text
Saving Throw Will negates; Spell Resistance
yes

You draw forth the ebbing life force of a
creature and use it to fuel your own power. Upon
casting this spell, you touch a living creature that
has —1 or fewer hit points. If the subject fails its
saving throw, it dies, and you gain 1d8
temporary hit points and a +2 enhancement
bonus to Strength. Additionally, your effective
caster level goes up by +1, improving spell
effects dependent on caster level. This increase
in effective caster level does not grant you
access to more spells. These effects last for 10
minutes per HD of the subject creature.

Entangle
School transmutation; Level druid 1, ranger 1
Casting Time 1 standard action
Components V, S, DF
Range long (400 ft. + 40 ft./level)
Area plants in a 40-ft.-radius spread
Duration 1 min./level (D)
Saving Throw: Reflex partial; see text; Spell
Resistance: no
This spell causes tall grass, weeds, and
other plants to wrap around creatures in the
area of effect or those that enter the area.
Creatures that fail their save gain the entangled
condition. Creatures that make their save can
move as normal, but those that remain in the
area must save again at the end of your turn.
Creatures that move into the area must save
immediately. Those that fail must end their
movement and gain the entangled condition.
Entangled creatures can attempt to break free
as a move action, making a Strength or Escape
Artist check. The DC for this check is equal to
the DC of the spell. The entire area of effect is
considered difficult terrain while the effect lasts.
If the plants in the area are covered in
thorns, those in the area take 1 point of damage
each time they fail a save against the entangle
or fail a check made to break free. Other effects,
depending on the local plants, might be possible
at GM discretion.

Light



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.

Pox Pustules (DC 16)

School necromancy; Level druid 2, witch 2
Casting Time 1 standard action
Components V, S, M (leaves from a toxic plant)
Range close (25 ft. + 5 ft./2 levels)
Target one creature
Duration 1 minute/level
Saving Throw Fortitude negates; Spell
Resistance yes

You inflict a painful, itching rash on the
target creature. The target is sickened and takes
a —4 penalty to Dexterity (this penalty cannot
lower Dexterity below 0). The target can spend a
move action scratching furiously at the rash to
remove the sickened condition (but not the
Dexterity penalty) until the start of its next turn.

Produce Flame

School evocation [fire]; Level druid 1

Casting Time 1 standard action

Components V, S

Range 0 ft.

Effect flame in your palm

Duration 1 min./level (D)

Saving Throw none; Spell Resistance yes
Flames as bright as a torch appear in

your open hand. The flames harm neither you

nor your equipment.

In addition to providing illumination, the
flames can be hurled or used to touch enemies.
You can strike an opponent with a melee touch
attack, dealing fire damage equal to 1d6 + 1
point per caster level (maximum +5).
Alternatively, you can hurl the flames up to 120
feet as a thrown weapon. When doing so, you
attack with a ranged touch attack (with no range
penalty) and deal the same damage as with the
melee attack. No sooner do you hurl the flames
than a new set appears in your hand. Each
attack you make reduces the remaining duration
by 1 minute. If an attack reduces the remaining
duration to 0 minutes or less, the spell ends after
the attack resolves.

This spell does not function underwater.

Read Magic
Resistance

Stabilize

Summon Nature’s Ally |

School conjuration (summoning); Level druid 1,
ranger 1

Casting Time 1 round

Components V, S, DF

Range close (25 ft. + 5 ft./2 levels)

Effect one summoned creature

Duration 1 round/level (D)

Saving Throw none; Spell Resistance no

This spell summons to your side a
natural creature (typically an animal, fey,
magical beast, outsider with the elemental
subtype, or a giant). The summoned ally
appears where you designate and acts
immediately, on your turn. It attacks your
opponents to the best of its ability. If you can
communicate with the creature, you can direct it
not to attack, to attack particular enemies, or to
perform other actions as you command.

A summoned monster cannot summon
or otherwise conjure another creature, nor can it
use any teleportation or planar travel abilities.
Creatures cannot be summoned into an
environment that cannot support them.
Creatures summoned using this spell cannot
use spells or spell-like abilities that duplicate
spells that have expensive material components
(such as wish).

The spell conjures one of the creatures
from the 1st Level list on Table 10-2. You
choose which kind of creature to summon, and
you can change that choice each time you cast



the spell. All the creatures on the table are
neutral unless otherwise noted.

When you use a summoning spell to
summon a creature with an alignment or
elemental subtype, it is a spell of that type. All
creatures summoned with this spell without
alignment subtypes have an alignment that
matches yours, regardless of their usual
alignment. Summoning these creatures makes
the summoning spell’s type match your
alignment.

1st Level
Dire rat
Dolphin
Dog

Eagle

Frog, poison

Subtype

Giant centipede —

Fire beetle
Mite (gremlin)
Pony (horse)
Stirge

Viper (snake)



Yrishi’s Pipefox Spells

Augury (3/d ay)

School divination; Level cleric 2

Casting Time 1 minute

Components V, S, M (incense worth at least 25
gp), F (a set of marked sticks or bones worth at
least 25 gp)

Range personal

Target you

Duration instantaneous

An augury can tell you whether a
particular action will bring good or bad results for
you in the immediate future.

The base chance for receiving a
meaningful reply is 70% + 1% per caster level,
to a maximum of 90%; this roll is made secretly.
A question may be so straightforward that a
successful result is automatic, or so vague as to
have no chance of success. If the augury
succeeds, you get one of four results:

» Weal (if the action will probably bring good
results).

» Woe (for bad results).

* Weal and woe (for both).

* Nothing (for actions that don’t have especially
good or bad results).

If the spell fails, you get the “nothing”
result. A cleric who gets the “nothing” result has
no way to tell whether it was the consequence of
a failed or successful augury.

The augury can see into the future only
about half an hour, so anything that might
happen after that does not affect the result.
Thus, the result might not take into account the
long-term consequences of a contemplated
action. All auguries cast by the same person
about the same topic use the same die result as
the first casting.

Comprehend Languages
(Constant)

Detect Thoughts (DC 14) 1/day

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.

1st Round: Presence or absence of
thoughts (from conscious creatures with
Intelligence scores of 1 or higher).

2nd Round: Number of thinking minds
and the Intelligence score of each. If the highest
Intelligence is 26 or higher (and at least 10
points higher than your own Intelligence score),
you are stunned for 1 round and the spell ends.
This spell does not let you determine the
location of the thinking minds if you can’t see the
creatures whose thoughts you are detecting.

3rd Round: Surface thoughts of any
mind in the area. A target’s Will save prevents
you from reading its thoughts, and you must cast
detect thoughts again to have another chance.
Creatures of animal intelligence (Int 1 or 2) have
simple, instinctual thoughts.

Each round, you can turn to detect
thoughts in a new area. The spell can penetrate
barriers, but 1 foot of stone, 1 inch of common
metal, a thin sheet of lead, or 3 feet of wood or
dirt blocks it.

Divination (1/day)

School divination; Level cleric 4
Casting Time 10 minutes
Components V, S, M (incense and an
appropriate offering worth 25 gp)
Range personal

Target you

Duration instantaneous

Similar to augury but more powerful, a
divination spell can provide you with a useful
piece of advice in reply to a question concerning
a specific goal, event, or activity that is to occur
within 1 week. The advice granted by the spell
can be as simple as a short phrase, or it might
take the form of a cryptic rhyme or omen. If your
party doesn’t act on the information, the
conditions may change so that the information is
no longer useful. The base chance for a correct
divination is 70% + 1% per caster level, to a
maximum of 90%. If the die roll fails, you know
the spell failed, unless specific magic yielding
false information is at work.

As with augury, multiple divinations
about the same topic by the same caster use the
same dice result as the first divination spell and
yield the same answer each time.



Invisibility, Greater (1/d ay)

School illusion (glamer); Level bard 4,
sorcerer/wizard 4
Components: V, S
Target you or creature touched
Duration 1 round/level (D)
Saving Throw Will negates (harmless)
This spell functions like invisibility,
except that it doesn’t end if the subject attacks.

Invisibility

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 Ibs./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.

vanish (3/day)

School illusion (glamer); Level bard 1,
sorcerer/wizard 1

Casting Time 1 standard action

Component V, S

Range touch

Target creature touched

Duration 1 round/level (up to 5 rounds) (D)
Saving Throw Will negates (harmless); Spell
Resistance yes (harmless)

This spell functions like invisibility,
except the effect only lasts for 1 round per
caster level (maximum of 5 rounds). Like
invisibility, the spell immediately ends if the
subject attacks any creature.



Aspis Captain (Expedition Leader) Spells

Barkskin

School transmutation; Level druid 2, ranger 2
Casting Time 1 standard action
Components V, S, DF

Range touch

Target living creature touched

Duration 10 min./level

Saving Throw none; Spell Resistance yes
(harmless)

Barkskin toughens a creature’s skin.
The effect grants a +2 enhancement bonus to
the creature’s existing natural armor bonus. This
enhancement bonus increases by 1 for every
three caster levels above 3rd, to a maximum of
+5 at 12th level.

The enhancement bonus provided by
barkskin stacks with the target’s natural armor
bonus, but not with other enhancement bonuses
to natural armor. A creature without natural
armor has an effective natural armor bonus of
+0.

Endure Elements

School abjuration; Level cleric 1, druid 1,
paladin 1, ranger 1, sorcerer/wizard 1
Casting Time 1 standard action
Components V, S

Range touch

Target creature touched

Duration 24 hours

Saving Throw Will negates (harmless); Spell
Resistance yes (harmless)

A creature protected by endure
elements suffers no harm from being in a hot or
cold environment. It can exist comfortably in
conditions between —50 and 140 degrees
Fahrenheit without having to make Fortitude
saves. The creature’s equipment is likewise
protected.

Endure elements doesn’t provide any
protection from fire or cold damage, nor does it
protect against other environmental hazards
such as smoke, lack of air, and so forth.

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.

Aspis Sentries (Border Guard)Spells

Resist Energy

School abjuration; Level bard 0, cleric 0, druid
0, paladin 1, sorcerer/wizard 0O

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.






Makino Tokaji’s Evoker Spells

Burning Hands (X2 DC 16 DC 17)

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

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

Burning Hands, EMPOWERED (DC 17)

+50%

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

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

Empower Spell (Metamagic)

You can increase the power of your
spells, causing them to deal more damage.

Benefit: All variable, numeric effects of
an empowered spell are increased by half,
including bonuses to those dice rolls.

Saving throws and opposed rolls are not
affected, nor are spells without random
variables. An empowered spell uses up a spell
slot two levels higher than the spell’s actual
level.

Darkness

School evocation [darkness]; Level bard 2,
cleric 2, sorcerer/wizard 2

Casting Time 1 standard action
Components V, M/DF (bat fur and a piece of
coal)

Range touch

Target object touched

Duration 1 min./level (D)

Saving Throw none; Spell Resistance no

This spell causes an object to radiate
darkness out to a 20-foot radius. This darkness
causes the illumination level in the area to drop
one step, from bright light to normal light, from
normal light to dim light, or from dim light to
darkness. This spell has no effect in an area that
is already dark. Creatures with light vulnerability
or sensitivity take no penalties in normal light. All
creatures gain concealment (20% miss chance)
in dim light. All creatures gain total concealment
(50% miss chance) in darkness. Creatures with
darkvision can see in an area of dim light or
darkness without penalty. Nonmagical sources
of light, such as torches and lanterns, do not
increase the light level in an area of darkness.
Magical light sources only increase the light
level in an area if they are of a higher spell level
than darkness.

If darkness is cast on a small object that
is then placed inside or under a lightproof
covering, the spell’s effect is blocked until the
covering is removed.

This spell does not stack with itself.
Darkness can be used to counter or dispel any
light spell of equal or lower spell level.

Darkvision

Detonate
School evocation [acid, cold, electricity, or fire];
Level alchemist 4, sorcerer/wizard 4
Casting Time 1 standard action
Components V, S, M (two vials; one containing
acid and one containing an alkaline solution
worth a total of 50 gp)
Range 30 ft.
Area 30-ft.-radius spread centered on you
Duration 1 round, then instantaneous
Saving Throw Reflex half; Spell Resistance
yes

You flood yourself with a potent surge of
elemental energy. One round after completing



the casting of the spell, the energy explodes
from your body.

When this spell creates the explosion of
energy, choose one of the following four energy
types: acid, cold, electricity, or fire. The
explosion inflicts 1d8 points of damage of that
energy type per caster level (maximum 10d8) to
all creatures and unattended objects within 15
feet, and half that amount to targets past 15 feet
but within 30 feet. You automatically take half
damage from the explosion, without a saving
throw, but any other energy resistance or energy
immunity effects you may have in place can
prevent or lessen this overflow damage caused
by the explosion.

Dragon’s Breath (DC 20)

School evocation [acid, cold, electricity, or fire];
Level alchemist 4, sorcerer/wizard 4
Casting Time 1 standard action
Component V, S, M (a dragon scale)
Range 30 ft. or 60 ft.
Area cone-shaped burst or line
Duration instantaneous
Saving Throw Reflex half; Spell Resistance
yes
You breathe out a blast of energy.
Creatures in the affected area take 1d6 points of
energy damage per caster level (maximum of
12d6). A successful Reflex save results in half
damage. The spell’s effect and energy type
depend on the type of dragon scale used:
Black dragon: 60-foot line of acid.
Blue or bronze dragon: 60-foot line of
electricity.
Green dragon: 30-foot cone of acid.
Gold or red dragon: 30-foot cone of fire.
Silver or white dragon: 30-foot cone of
cold.
Brass dragon: 60-foot line of fire.
Copper dragon: 60-foot line of acid.

Fire Breath (DC 17 DC 18)

School evocation [fire]; Level alchemist 2,
sorcerer/wizard 2
Casting Time 1 standard action
Components V, S, M (a chili pepper)
Range 15 ft.
Area cone-shaped burst
Duration 1 round/level or until discharged; see
text
Saving Throw Reflex half; see text; Spell
Resistance yes

Up to thrice during this spell’s duration,
you can belch forth a cone of fire as a standard

action. The first cone deals 4d6 points of fire
damage to every creature in the area. The
second cone of flame deals 2d6 points of fire
damage to every creature in the area. The third
cone of flame deals 1d6 points of fire damage to
every creature in the area. A successful Reflex
save halves this damage. After the third cone of
flame, the spell ends.

Fireball (DC 19)

School evocation [fire]; Level sorcerer/wizard 3
Casting Time 1 standard action

Components V, S, M (a ball of bat guano and
sulfur)

Range long (400 ft. + 40 ft./level)

Area 20-ft.-radius spread

Duration instantaneous

Saving Throw Reflex half; Spell Resistance
yes

A fireball spell generates a searing
explosion of flame that detonates with a low roar
and deals 1d6 points of fire damage per caster
level (maximum 10d6) to every creature within
the area. Unattended objects also take this
damage. The explosion creates almost no
pressure.

You point your finger and determine the
range (distance and height) at which the fireball
is to burst. A glowing, pea-sized bead streaks
from the pointing digit and, unless it impacts
upon a material body or solid barrier prior to
attaining the prescribed range, blossoms into the
fireball at that point. An early impact results in an
early detonation. If you attempt to send the bead
through a narrow passage, such as through an
arrow slit, you must “hit” the opening with a
ranged touch attack, or else the bead strikes the
barrier and detonates prematurely.

The fireball sets fire to combustibles and
damages objects in the area. It can melt metals
with low melting points, such as lead, gold,
copper, silver, and bronze. If the damage
caused to an interposing barrier shatters or
breaks through it, the fireball may continue
beyond the barrier if the area permits; otherwise
it stops at the barrier just as any other spell
effect does.



Haste

School transmutation; Level bard 3,
sorcerer/wizard 3

Casting Time 1 standard action

Components V, S, M (a shaving of licorice root)
Range close (25 ft. + 5 ft./2 levels)

Targets one creature/level, no two of which can
be more than 30 ft. apart

Duration 1 round/level

Saving Throw Fortitude negates (harmless);
Spell Resistance yes (harmless)

The transmuted creatures move and act
more quickly than normal. This extra speed has
several effects.

When making a full attack action, a
hasted creature may make one extra attack with
one natural or manufactured weapon. The attack
is made using the creature’s full base attack
bonus, plus any modifiers appropriate to the
situation. (This effect is not cumulative with
similar effects, such as that provided by a speed
weapon, nor does it actually grant an extra
action, so you can’t use it to cast a second spell
or otherwise take an extra action in the round.)

A hasted creature gains a +1 bonus on
attack rolls and a +1 dodge bonus to AC and
Reflex saves. Any condition that makes you lose
your Dexterity bonus to Armor Class (if any) also
makes you lose dodge bonuses.

All of the hasted creature’s modes of
movement (including land movement, burrow,
climb, fly, and swim) increase by 30 feet, to a
maximum of twice the subject’s normal speed
using that form of movement. This increase
counts as an enhancement bonus, and it affects
the creature’s jumping distance as normal for
increased speed. Multiple haste effects don'’t
stack. Haste dispels and counters slow.

Light
Mage Armor

Mage Hand

Magic Missile

School evocation [force]; Level sorcerer/wizard
1

Casting Time 1 standard action

Components V, S

Range medium (100 ft. + 10 ft./level)

Targets up to five creatures, no two of which
can be more than 15 ft. apart

Duration instantaneous

Saving Throw none; Spell Resistance yes

A missile of magical energy darts forth
from your fingertip and strikes its target, dealing
1d4+1 points of force damage.

The missile strikes unerringly, even if
the target is in melee combat, so long as it has
less than total cover or total concealment.
Specific parts of a creature can’t be singled out.
Objects are not damaged by the spell.

For every two caster levels beyond 1st,
you gain an additional missile—two at 3rd level,
three at 5th, four at 7th, and the maximum of five
missiles at 9th level or higher. If you shoot
multiple missiles, you can have them strike a
single creature or several creatures. A single
missile can strike only one creature. You must
designate targets before you check for spell
resistance or roll damage.

Message

Mirror Image

School illusion (figment); Level bard 2,
sorcerer/wizard 2

Casting Time 1 standard action
Components V, S

Range personal

Target you

Duration 1 min./level

This spell creates a number of illusory
doubles of you that inhabit your square. These
doubles make it difficult for enemies to precisely
locate and attack you.

When mirror image is cast, 1d4 images
plus one image per three caster levels
(maximum eight images total) are created.
These images remain in your space and move
with you, mimicking your movements, sounds,
and actions exactly. Whenever you are attacked
or are the target of a spell that requires an attack
roll, there is a possibility that the attack targets
one of your images instead. If the attack is a hit,
roll randomly to see whether the selected target
is real or a figment. If it is a figment, the figment
is destroyed. If the attack misses by 5 or less,
one of your figments is destroyed by the near
miss. Area spells affect you normally and do not
destroy any of your figments. Spells and effects
that do not require an attack roll affect you
normally and do not destroy any of your
figments. Spells that require a touch attack are
harmlessly discharged if used to destroy a
figment.

An attacker must be able to see the
figments to be fooled. If you are invisible or the
attacker is blind, the spell has no effect
(although the normal miss chances still apply).



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.

Resist Energy (Fire)
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.

Scorching Ray, EM POWERED
+50%

School evocation [fire]; Level sorcerer/wizard 2

Casting Time 1 standard action

Components V, S

Range close (25 ft. + 5 ft./2 levels)

Effect one or more rays

Duration instantaneous

Saving Throw none; Spell Resistance yes
You blast your enemies with a searing

beam of fire. You may fire one ray, plus one

additional ray for every four levels beyond 3rd

(to a maximum of three rays at 11th level). Each

ray requires a ranged touch attack to hit and

deals 4d6 points of fire damage. The rays may

be fired at the same or different targets, but all

rays must be aimed at targets within 30 feet of

each other and fired simultaneously.

Empower Spell (Metamagic)
You can increase the power of your
spells, causing them to deal more damage.

Benefit: All variable, numeric effects of
an empowered spell are increased by half,
including bonuses to those dice rolls.

Saving throws and opposed rolls are not
affected, nor are spells without random
variables. An empowered spell uses up a spell
slot two levels higher than the spell’s actual
level.

Shield

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.

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).

siow (DC 17)

School transmutation; Level bard 3,
sorcerer/wizard 3
Casting Time 1 standard action
Components V, S, M (a drop of molasses)
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 Will negates; Spell Resistance
yes

An affected creature moves and attacks
at a drastically slowed rate. Creatures affected
by this spell are staggered and can take only a



single move action or standard action each turn,
but not both (nor may it take full-round actions).

Additionally, it takes a —1 penalty on attack rolls,
AC, and Reflex saves. A slowed creature moves
at half its normal speed (round down to the next

Cure Serious Wounds, potion of
Identify, scroll of

Invisibility, scroll of

School illusion (glamer); Level bard 2,
sorcerer/wizard 2

Casting Time 1 standard action

Components V, S, M/DF (an eyelash encased
in gum arabic)

Range personal or touch

Target you or a creature or object weighing no
more than 100 Ibs./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
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5-foot increment), which affects the creature’s
jumping distance as normal for decreased
speed.

Multiple slow effects don’t stack. Slow
counters and dispels haste.

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.

Obscuring Mist, scroll of
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.

lesser selective metamagic rod
(exclude up to 4 squares from 3 vl spell or
less.)






Tseka’s Shadowdancer Spells (Tier 6-7 only)

Shadow Conjuration (DC 14) 1/day

School illusion (shadow); Level bard 4,
sorcerer/wizard 4
Casting Time 1 standard action
Components V, S
Range see text
Effect see text
Duration see text
Saving Throw Will disbelief (if interacted with);
varies; see text; Spell Resistance yes; see text

You use material from the Plane of
Shadow to shape quasi-real illusions of one or
more creatures, objects, or forces. Shadow
conjuration can mimic any sorcerer or wizard
conjuration (summoning) or conjuration
(creation) spell of 3rd level or lower.

Shadow conjurations are only one-fifth
(20%) as strong as the real things, though
creatures who believe the shadow conjurations
to be real are affected by them at full strength.
Any creature that interacts with the spell can
make a Will save to recognize its true nature.

Spells that deal damage have normal
effects unless the affected creature succeeds on
a Will save. Each disbelieving creature takes
only one-fifth (20%) damage from the attack. If
the disbelieved attack has a special effect other
than damage, that effect is only 20% likely to
occur. Regardless of the result of the save to
disbelieve, an affected creature is also allowed
any save that the spell being simulated allows,
but the save DC is set according to shadow
conjuration’s level (4th) rather than the spell’s
normal level. In addition, any effect created by
shadow conjuration allows spell resistance, even
if the spell it is simulating does not. Shadow
objects or substances have normal effects
except against those who disbelieve them.
Against disbelievers, they are 20% likely to
work.

A shadow creature has one-fifth the hit
points of a normal creature of its kind
(regardless of whether it's recognized as

shadowy). It deals normal damage and has all
normal abilities and weaknesses. Against a
creature that recognizes it as a shadow
creature, however, the shadow creature’s
damage is one-fifth (20%) normal, and all
special abilities that do not deal lethal damage
are only 20% likely to work. (Roll for each use
and each affected character separately.)
Furthermore, the shadow creature’s AC bonuses
are just one-fifth as large.

A creature that succeeds on its save
sees the shadow conjurations as transparent
images superimposed on vague, shadowy
forms. Objects automatically succeed on their
Will saves against this spell.

silent Image (DC 11) 1/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.

Virulent

A virulent weapon magically intensifies
any poison it delivers. The saving throw DC of
any poison applied to either a virulent weapon or
any ammunition fired from it increases by a
number equal to the weapon’s enhancement
bonus. The duration of the poison increases by
a number of rounds equal to the virulent
weapon’s enhancement bonus.






Yekai Deathhand’s Alchemist Extracts

Arcane Sight

Blur

School illusion (glamer); Level bard 2,
sorcerer/wizard 2

Casting Time 1 standard action
Components V

Range touch

Target creature touched

Duration 1 min./level (D)

Saving Throw Will negates (harmless); Spell
Resistance yes (harmless)

The subject’s outline appears blurred,
shifting, and wavering. This distortion grants the
subject concealment (20% miss chance).

A see invisibility spell does not
counteract the blur effect, but a true seeing spell
does.

Opponents that cannot see the subject
ignore the spell’s effect (though fighting an
unseen opponent carries penalties of its own).

Bomber’s Eye
School transmutation; Level alchemist 1
Casting Time 1 standard action
Components S
Range personal
Target you
Duration 1 round/level

This extract allows you to throw
weapons farther and more accurately. While this
extract is in effect, increase the range of any
thrown weapon by 10 feet. In addition, you
receive a +1 insight bonus on attack rolls made
with thrown weapons.

Comprehend Languages
Cure Moderate Wounds x2
Cure Serious Wounds

Expeditious Retreat (already
consumed)

False Life
School necromancy; Level sorcerer/wizard 2
Casting Time 1 standard action
Components V, S, M (a drop of blood)
Range personal
Target you
Duration 1 hour/level or until discharged; see
text

You harness the power of unlife to grant
yourself a limited ability to avoid death. While
this spell is in effect, you gain temporary hit
points equal to 1d10 + 1 per caster level
(maximum +10).

chost sound (DC 11) 1/day

School illusion (figment); Level bard O,
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.



Haste

School transmutation; Level bard 3,
sorcerer/wizard 3

Casting Time 1 standard action

Components V, S, M (a shaving of licorice root)
Range close (25 ft. + 5 ft./2 levels)

Targets one creature/level, no two of which can
be more than 30 ft. apart

Duration 1 round/level

Saving Throw Fortitude negates (harmless);
Spell Resistance yes (harmless)

The transmuted creatures move and act
more quickly than normal. This extra speed has
several effects.

When making a full attack action, a
hasted creature may make one extra attack with
one natural or manufactured weapon. The attack
is made using the creature’s full base attack
bonus, plus any modifiers appropriate to the
situation. (This effect is not cumulative with
similar effects, such as that provided by a speed
weapon, nor does it actually grant an extra
action, so you can’t use it to cast a second spell
or otherwise take an extra action in the round.)

A hasted creature gains a +1 bonus on
attack rolls and a +1 dodge bonus to AC and
Reflex saves. Any condition that makes you lose
your Dexterity bonus to Armor Class (if any) also
makes you lose dodge bonuses.

All of the hasted creature’s modes of
movement (including land movement, burrow,
climb, fly, and swim) increase by 30 feet, to a
maximum of twice the subject’s normal speed
using that form of movement. This increase
counts as an enhancement bonus, and it affects
the creature’s jumping distance as normal for
increased speed. Multiple haste effects don'’t
stack. Haste dispels and counters slow.

Heroism

School enchantment (compulsion) [mind-
affecting]; Level bard 2, sorcerer/wizard 3
Casting Time 1 standard action
Components V, S

Range touch

Target creature touched

Duration 10 min./level

Saving Throw Will negates (harmless); Spell
Resistance yes (harmless)

This spell imbues a single creature with
great bravery and morale in battle. The target
gains a +2 morale bonus on attack rolls, saves,
and skill checks.

Pass Without Trace (1/d ay)

School transmutation; Level druid 1, ranger 1
Casting Time 1 standard action
Components V, S, DF

Range touch

Targets one creature/level touched

Duration 1 hour/level (D)

Saving Throw Will negates (harmless); Spell
Resistance yes (harmless)

The subject or subjects of this spell do
not leave footprints or a scent trail while moving.
Tracking the subjects is impossible by non-
magical means.

Reduce Person (DC 15)

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.



See Invisibility

Spider Climb

School transmutation; Level druid 2,
sorcerer/wizard 2

Casting Time 1 standard action
Components V, S, M (a live spider)

Range touch

Target creature touched

Duration 10 min./level

Saving Throw Will negates (harmless); Spell
Resistance yes (harmless)

The subject can climb and travel on
vertical surfaces or even traverse ceilings as
well as a spider does. The affected creature
must have its hands free to climb in this manner.
The subject gains a climb speed of 20 feet and a
+8 racial bonus on Climb skill checks;
furthermore, it need not make Climb checks to
traverse a vertical or horizontal surface (even
upside down). A spider climbing creature retains
its Dexterity bonus to Armor Class (if any) while
climbing, and opponents get no special bonus to

Cure Serious Wounds, potion of

Heroism, wand of (5 charges)

School enchantment (compulsion) [mind-
affecting]; Level bard 2, sorcerer/wizard 3
Casting Time 1 standard action
Components V, S

Range touch

Target creature touched

Duration 10 min./level

Saving Throw Will negates (harmless); Spell
Resistance yes (harmless)

This spell imbues a single creature with
great bravery and morale in battle. The target
gains a +2 morale bonus on attack rolls, saves,
and skill checks.

Remove Disease, potion of

School conjuration (healing); Level cleric 3,
druid 3, ranger 3

Casting Time 1 standard action
Components V, S

Range touch

Target creature touched

Duration instantaneous

Saving Throw Fortitude negates (harmless);
Spell Resistance yes (harmless)

*kk

their attacks against it. It cannot, however, use
the run action while climbing.

True Strike

Ventriloquism (DC 12) 1/day

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).

Remove disease can cure all diseases
from which the subject is suffering. You must
make a caster level check (1d20 + caster level)
against the DC of each disease affecting the
target. Success means that the disease is cured.
The spell also kills some hazards and parasites,
including green slime and others.

Since the spell’s duration is
instantaneous, it does not prevent re-infection
after a new exposure to the same disease at a
later date.

Restoration, Lesser, potion of

School conjuration (healing); Level cleric 2,
druid 2, paladin 1

Casting Time 3 rounds

Components V, S

Range touch

Target creature touched

Duration instantaneous

Saving Throw Will negates (harmless); Spell
Resistance yes (harmless)

Lesser restoration dispels any magical
effects reducing one of the subject’s ability
scores or cures 1d4 points of temporary ability
damage to one of the subject’s ability scores. It
also eliminates any fatigue suffered by the
character, and improves an exhausted condition



to fatigued. It does not restore permanent ability
drain.

Rhinarium Paste

When applied to the nose as a standard
action, this alchemical paste traps airborne
particles and sharpens your olfactory receptors,
heightening your sense of smell. You gain the

scent ability, except you can detect creatures
and odors at only half the distance. If you
already have the scent ability, rhinarium paste
increases the range at which you can detect
creatures by 50%. Rhinarium paste’s effects
lasts for 1 hour. Crafting this item requires a
successful DC 20 Craft (alchemy) check.



