
Lightning 

Air Walk (Constant) 

School transmutation [air]; Level cleric 4, druid 
4 
Casting Time 1 standard action 
Components V, S, DF 
Range touch 
Target creature (Gargantuan or smaller) 
touched 
Duration 10 min./level 
Saving Throw none; Spell Resistance yes 
(harmless) 

The subject can tread on air as if 
walking on solid ground. Moving upward is 
similar to walking up a hill. The maximum 
upward or downward angle possible is 45 
degrees, at a rate equal to half the air walker’s 
normal speed. 

A strong wind (21+ miles per hour) can 
push the subject along or hold it back. At the 
end of a creature’s turn each round, the wind 
blows the air walker 5 feet for each 5 miles per 
hour of wind speed. The creature may be 
subject to additional penalties in exceptionally 
strong or turbulent winds, such as loss of control 
over movement or physical damage from being 
buffeted about. 

Should the spell duration expire while 
the subject is still aloft, the magic fails slowly. 
The subject floats downward 60 feet per round 
for 1d6 rounds. If it reaches the ground in that 
amount of time, it lands safely. If not, it falls the 
rest of the distance, taking 1d6 points of damage 
per 10 feet of fall. Since dispelling a spell 
effectively  ends it, the subject also descends in 
this way if the air walk spell is dispelled, but not 
if it is negated by an antimagic field. 

You can cast air walk on a specially 
trained mount so it can be ridden through the air. 
You can train a mount to move with the aid of air 
walk (counts as a trick; see Handle Animal skill) 
with 1 week of work and a DC 25 Handle Animal 
check. 
 
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. 

 

 

 

 

 



University 

Dominate Person (1/day) 

School enchantment (compulsion) [mind-
affecting]; Level bard 4, sorcerer/wizard 5 
Casting Time 1 round 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Target one humanoid 
Duration 1 day/level 
Saving Throw Will negates; Spell Resistance 
yes 

You can control the actions of any 
humanoid creature through a telepathic link that 
you establish with the subject’s mind. 

If you and the subject have a common 
language, you can generally force the subject to 
perform as you desire, within the limits of its 
abilities. If no common language exists, you can 
communicate only basic commands, such as 
“Come here,” “Go there,” “Fight,” and “Stand 
still.” You know what the subject is experiencing, 
but you do not receive direct sensory input from 
it, nor can it communicate with you 
telepathically. 

Once you have given a dominated 
creature a command, it continues to attempt to 
carry out that command to the exclusion of all 
other activities except those necessary for day-
to-day survival (such as sleeping, eating, and so 
forth). Because of this limited range of activity, a 
Sense Motive check against DC 15 (rather than 

DC 25) can determine that the subject’s 
behavior is being influenced by an enchantment 
effect (see the Sense Motive skill description).  

Changing your orders or giving a 
dominated creature a new command is a move 
action. 

By concentrating fully on the spell (a 
standard action), you can receive full sensory 
input as interpreted by the mind of the subject, 
though it still can’t communicate with you. You 
can’t actually see through the subject’s eyes, so 
it’s not as good as being there yourself, but you 
still get a good idea of what’s going on. 

Subjects resist this control, and any 
subject forced to take actions against its nature 
receives a new saving throw with a +2 bonus. 
Obviously self-destructive orders are not carried 
out. Once control is established, the range at 
which it can be exercised is unlimited, as long as 
you and the subject are on the same plane. You 
need not see the subject to control it. 

If you don’t spend at least 1 round 
concentrating on the spell each day, the subject 
receives a new saving throw to throw off the 
domination. 

Protection from evil or a similar spell can 
prevent you from exercising control or using the 
telepathic link while the subject is so warded, but 
such an effect does not automatically dispel it. 

 

 

 

 

 

 

 

 

 

 

 



Epicenter 

Calm Emotions (DC 14) (3/day) 

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

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

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

Detect Thoughts (Constant) 

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

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

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. 
 

Touch of Idiocy (DC 14) (3/day) 

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

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

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

 

 

 



Manor 

Doom (DC 10) (1/day) 

School necromancy [fear, mind-affecting]; Level 

cleric 1 
Casting Time 1 standard action 
Components V, S, DF 
Range medium (100 ft. + 10 ft./level) 
Target one living creature 
Duration 1 min./level 
Saving Throw Will negates; Spell Resistance yes 

This spell fills a single subject with a feeling 
of horrible dread that causes it to become shaken. 

 

Ghost Sound (DC 8) (3/day) 

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. 

 
 
 
 
 
 

Light (3/day) 

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. 

 

Prestidigitation (At will) 
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. 

 
 

 



Dr. Quolorum 

Dancing Lights (1/day) 

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 11) (1/day) 

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. 

Prestidigitation  (1/day) 
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. 

Speak With Animals (1/day) 
School divination; Level bard 3, druid 1, ranger 1 
Casting Time 1 standard action 
Components V, S 
Range personal 
Target you 
Duration 1 min./level 

You can ask questions of and receive 
answers from animals, but the spell doesn’t make 
them any more friendly than normal. Wary and 
cunning animals are likely to be terse and evasive, 
while the more stupid ones make inane comments. If 
an animal is friendly toward you, it may do some favor 
or service for you. 

 
 


